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Abstract: This article analyzes the 1Q Kids digital education platform, available at igkids.uz and designed for
children aged 6-12, from pedagogical, methodological, and didactic perspectives. The platform is aimed at
developing children’s logical, creative, communicative, and collaborative skills through gamified learning,
interactive exercises, progress tracking, and the 4K model. The analysis consistently examines such aspects as
digital competence, 21st-century skills, children’s age-specific characteristics, learning through play, bilingualism,
assessment, and parental supervision. The article interprets the 1Q Kids platform not merely as a technological
product, but as a pedagogical environment that prepares children for participation in a digital society.
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Introduction: Digital technologies are no longer merely
external tools in the educational process; rather, they
are becoming an environment that directly influences
learners’ thinking, communication, creativity, and self-
assessment. Today’s child acquires knowledge not only
from textbooks, but also through screens, interactive
tasks, online communication, and visual images.
Therefore, in modern education, the key question is no
longer limited to “What does the child know?” Instead,
questions such as “How does the child analyze
information?”, “Can the child generate a new idea?”,
“Can the child express thoughts clearly?”, and “Can the
child cooperate with others?” come to the forefront.
UNESCO explains digital competencies as important for
participation in society, lifelong learning, and future
employment opportunities. This approach leads to an
understanding of digital literacy as something broader
than technical skills, namely as the ability to
understand, evaluate, create, and responsibly share
information.

The 1Q Kids platform is noteworthy as a local digital
education product that seeks to respond to this need.
The platform is based on the idea of helping children
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aged 6-12 become “smart, creative, communicative,
and friendly through play.” It emphasizes that each
lesson is aimed at unlocking a new ability and
developing critical thinking, creativity, communication,
and collaboration through play. The platform presents
itself through four “superpowers,” a range of
interactive exercises, and a large number of active
learners.

In recent years, Uzbekistan’s education system has also
placed special emphasis on a competency-based
approach, digital literacy, and 21st-century skills.
According to UNICEF data on Uzbekistan, the
modernization of the national curriculum requires the
integration of technological and digital literacy, critical
thinking, creativity, problem-solving, collaboration, and
digital competencies. Therefore, platforms such as IQ
Kids can be viewed not only as supplementary learning
resources, but also as important tools that correspond
to the spirit of broader educational reforms and
contribute to the development of children’s future
competencies. To organize digital education
effectively, it is first necessary to correctly understand
the essence of the concept of “digital competence.”
Digital competence is not limited to the ability to use a
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computer or a mobile phone. It includes searching for,
verifying, selecting, creating, and sharing information,
understanding online safety, following digital
etiquette, and acting responsibly in virtual
environments. UNICEF emphasizes that digital literacy
for children is broader than technical knowledge and is
connected with a child’s ability to live, play, participate,
communicate, explore, and learn safely and
meaningfully in the digital world.

The 4K model is also connected with this broad
competency-based approach. It is aimed at the
integrated development of critical thinking, creativity,
communication, and collaboration. Within the OECD
Learning Compass 2030 framework, it is noted that
education should enable learners to navigate
unfamiliar situations in the future, responsibly
determine their own direction, and apply knowledge,
skills, attitudes, and values in an integrated way. From
this perspective, the 4K model used in the IQ Kids
platform corresponds to the modern educational
paradigm: the child does not simply memorize ready-
made answers, but identifies patterns, searches for
errors, organizes thoughts, creates stories,
understands roles, and plans projects. On the
methodology page of IQ Kids, the 4K model is explained
as four key skills necessary for a successful person in
the 21st century. Critical thinking is associated with
analyzing information, asking questions, evaluating
evidence, and making logical decisions. Creativity is
interpreted as the ability to generate new ideas and
create unconventional solutions. Communication
includes the skills of expressing thoughts clearly, active
listening, and asking questions. Collaboration is
explained through teamwork, understanding roles, and
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resolving conflicts. Such definitions show that the
platform views the child not merely as a “recipient of
knowledge,” but as an “active subject” engaged in
meaningful activity. The IQ Kids platform presents itself
as an interactive educational space for children. The
main idea on the homepage is expressed through the
formula “to become smart, creative, communicative,
and friendly through play.” Here, the word “smart”
does not refer only to academic knowledge, but also to
the ability to uncover secrets, ask questions, and find
answers. The “creative” direction is aimed at
generating new ideas and constructing one’s own
world. The “communicative” direction focuses on
expressing thoughts clearly, while the “friendly” or
teamwork-oriented direction is aimed at working
together and achieving a common result.

The operating model of the platform is simple and
understandable for children: first, the user registers,
then chooses one of the four directions, and collects
points for each correct answer. This structure helps the
child perceive learning not as merely “completing
tasks,” but as a process of step-by-step development.
The homepage highlights the ideas of collecting points,
unlocking new skills, and viewing results, which
indicates the presence of external motivational
elements in the platform. At the same time, if these
elements are not meaningfully connected with the
content, that is, if the child answers only for the sake of
earning points, deep learning may become secondary.
Therefore, the pedagogical effectiveness of IQ

The courses page shows that the platform is organized
around four main directions.
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Each direction includes courses designed for different
age groups and levels of complexity. For example, in
the critical thinking direction, there are courses such as
“Mysterious Patterns” and “Find the Hidden Error!”; in
the creativity direction, “Inventors’ Workshop” and
“World of Imagination”; in the communication
direction, “Say It Clearly!” and “Listening Skills”; and in
the collaboration direction, “Act Together!” and
“Project Hero.” This structure develops each
component of the 4K model separately while also
integrating them into a unified competency-based
system.

One of the main methodological features of the 1Q Kids
platform is gamification. The platform’s methodology
page states that learning is turned into a game through
points, a progress bar, and a results screen;
interactivity is ensured through drag-and-drop,
multiple-choice, and text-based exercises; and the
results of each lesson and exercise are saved and
displayed as progress. These elements correspond to
children’s psychology, because at this age children tend
to learn through active movement, visual signs, rapid
feedback, and small achievements. Gamification can
transform a task from an obligation into an adventure
and turn mistakes from punishment into experience.

However, the effectiveness of gamification does not
emerge automatically. Research on gamification shows
that it can strengthen motivation, engagement, self-
regulation, and collaboration, but in some cases its
impact on academic outcomes may vary. Therefore,
game elements must be clearly connected with
learning objectives. For 1Q Kids as well, an important
criterion is that points and progress should encourage
not merely the child’s behavior of “clicking more,” but
the process of “thinking more deeply.” If every point
earned on the platform is linked to the child’s
understanding of a pattern, explanation of an error,
organization of thoughts, or comprehension of a
collaborative decision, gamification becomes a genuine
pedagogical mechanism.

Feedback is especially important in gamified learning.
After giving an answer, the child should not be limited
to simply seeing the label “correct” or “incorrect”; the
child should also understand why the answer is correct
or incorrect. The IQ Kids methodology includes a
progress and results screen. If these results are
enriched with explanatory feedback, the platform can
support the child’s metacognitive development, that is,
the ability to observe one’s own thinking process,
understand mistakes, and choose the next strategy. In
this regard, such didactic features as “explanation after
an incorrect answer,” “try again,” and “use hints” may
become important in the platform’s further
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development.

IQ Kids is designed specifically for children aged 6-12,
and this age range is pedagogically significant because
the child enters school education and actively develops
reading, writing, counting, logical reasoning, rule-
following, relationships with peers, and the ability to
express personal opinions.  The platform’s
methodology also interprets the ages of 6-12 as an
active period of cognitive development and notes that
the skills formed during this period influence later life.
For children aged 6-8, visual, simple, short, and
activity-based tasks are more important, while children
aged 9-12 become more capable of understanding
cause-and-effect relationships, planning more complex
tasks, and justifying their thoughts. The IQ Kids courses
partially take age differences into account: some
courses are intended for ages 6-12, others for 7-12, 8-
12, or 9-12. This differentiated approach is positive,
because the same task is not equally effective for
children of all ages.

Although the 1Q Kids platform is intended for children,
its effective use also depends on the participation of
parents and teachers. A child of this age may begin to
learn independently, but still needs adult support in
managing digital time, maintaining attention, drawing
correct conclusions from mistakes, and fully
understanding online safety. UNICEF notes that
children’s digital literacy requires a context-sensitive,
integrated approach linked to assessment. Therefore,
parents should view the platform not simply as an “app
that keeps the child occupied,” but as a tool for
monitoring the development of the child’s thinking and
communication.

For teachers, 1Q Kids may provide opportunities to
organize extracurricular reinforcement, individual
practice, small projects, or homework in an engaging
format. For example, after teaching the topic of
“finding patterns” in class, a teacher may recommend
a corresponding course on the platform; in
communication lessons, the teacher may use exercises
on “organizing thoughts”; and during educational
discussion sessions, the topic of “resolving
disagreements” may be addressed. In such integration,
the platform does not replace the school, but enriches
school-based education.

For parents, the progress screen shows not only how
many points the child has earned, but also which types
of thinking are stronger or weaker. If a child is active in
creative tasks but struggles with organizing thoughts,
parents can help at home through storytelling,
question-and-answer activities, and conversations such
as “What happened first, and what happened next?” If
a child has difficulties in collaborative tasks, jointly
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planning small family responsibilities may become a
useful exercise. In this way, the platform develops skills
that transfer from the digital environment into real life.

The most important strength of the 1Q Kids platform is
that it has a clear pedagogical idea. Many digital
products offer children separate tests, videos, or
games, but these may not be connected to a unified
competency-based model. IQ Kids, however, places the
4K model at the center and links each course to a
specific skill within this model. This gives the platform
didactic consistency. The platform’s homepage idea
that “each lesson is a new ability” also reflects this
consistency.

The second strength is age-appropriate gamification
and interactivity. If digital education for children takes
the form of boring text or passive video, attention
quickly decreases. 1Q Kids, however, encourages
children’s active participation through points, progress,
interactive exercises, drag-and-drop tasks, and a results
screen. Research also indicates that when gamification
and game elements are applied properly, they can have
positive effects on engagement, motivation,
collaboration, and self-regulation.

The third strength is the connection between digital
competence and the 4K model. This distinguishes the
platform from an ordinary “collection of logical games.”
IQ Kids separately highlights the concepts of digital

critical thinking, digital creativity, digital
communication, and virtual collaboration. This
approach prepares children for future digital

citizenship, media literacy, and responsible online
participation.

The platform may also be useful during the transition
period after preschool and early primary education.
Primary school age is a period in which a child begins to
perceive themselves as a “learner,” “friend,” “team
member,” and “creator.” 1Q Kids shapes these
identities positively through the metaphor of
“superpowers.” A child may begin to see themselves
not as someone who says, “lI struggle with
mathematics,” but as “an explorer who uncovers
mysteries.” Such positive self-perception influences
motivation, perseverance, and interest in learning.

The 1Q Kids platform has been analyzed as a gamified
educational environment that integrates the 4K model
and digital competence for primary school-aged
children. The platform is built around four main
directions: critical thinking, creativity, communication,
and collaboration. The course content is aimed at
helping children identify logical patterns, detect errors,
generate new ideas, create stories, organize their
thoughts, listen actively, understand roles in a team,
and plan projects. This allows the platform to be
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interpreted as a broader pedagogical system rather
than merely a set of tests or games.

The strengths of IQ Kids lie in its methodological
concept, age appropriateness, gamified approach, and
connection between digital competence and the 4K
model. At the same time, for the platform’s further
development, it is important to strengthen explanatory
feedback, rubric-based assessment, recommendations
for parents and teachers, empirical studies of
effectiveness, digital safety, and inclusiveness. 1Q Kids
can be evaluated as a promising platform that supports
a competency-based approach in Uzbekistan’s
education system, prepares children for digital society,
and turns learning into an engaging process.
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