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ABSTRACT KEYWORDS
Technologies for working with young people are important in the | Higher education,
higher education system. They serve not only to effectively organize | technologies, foreign
the educational process, but also to ensure social and cultural | experiences, interactive
development among students. Foreign experiences provide | educational methods,
interesting examples in this regard. qualifications, skills.

Introduction

In many developed countries, for example, the USA and Canada, interactive educational technologies
are widely used. These technologies encourage active communication and collaboration among
students. For example, the "flipped classroom" model encourages students to study the material before
class, while during class the focus is on discussion and hands-on activities. This approach allows
students to express themselves and learn from each other. Online education platforms are widespread
in European countries, especially in Scandinavian countries. These platforms provide opportunities for
students to learn at their own time and place. For example, the University of Oslo in Norway offers
students the opportunity to study various subjects through online courses. This approach develops
young people’s ability to self-educate and encourages them to think independently.

Mentoring programs play an important role in youth work in Australia and New Zealand. In these
programs, experienced professionals or students guide beginners. It not only helps to share knowledge
and experience, but also to expand social networks. Young people are supported in achieving their
goals and feel more confident. In European and American universities, students have the opportunity
to apply their knowledge and skills in practice by participating in social projects. For example, the
Service-Learning program involves students in solving social problems. This process increases the
social responsibility of young people and encourages them to actively contribute to society. In China
and South Korea, innovative educational approaches such as STEAM (Science, Technology,
Engineering, Arts and Mathematics) education are widely used. This approach is aimed at developing
youth creativity and problem-solving skills. Students will have the opportunity to apply theoretical
knowledge in practice through practical projects.

Technologies for working with young people in higher education have been developing significantly
in recent years. Digital technologies, such as online learning platforms and virtual classrooms, are
creating new opportunities in working with young people. Students can learn lessons anywhere and at
any time, which increases their self-learning ability. Platforms like Zoom, Microsoft Teams, and

Google Classroom make the learning process more interactive and convenient. Interactive learning
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methods, such as the flipped classroom and group work, encourage active student participation. These
approaches foster communication and collaboration among students, as well as develop their critical
thinking skills. Mentoring programs and career development programs in higher education institutions
are important for young people. The guidance of experienced professionals or senior students to
beginners will help them in their professional development. These programs play an important role in
preparing students for the job market. Students have the opportunity to apply their knowledge and skills
in practice by participating in social projects. This process increases the social responsibility of young
people and encourages them to actively contribute to society. Innovative approaches such as STEAM
(science, technology, engineering, art and mathematics) education aim to develop young people's
creativity and problem-solving skills. These approaches encourage students to apply theoretical
knowledge through practical projects. Personalized learning approaches allow teaching to be tailored
to the needs of students. This process helps students create study plans based on their interests and
goals. Social networks and mobile applications are creating new opportunities in working with young
people. Students can easily share their thoughts, experiences and knowledge, which enhances their
interaction. Technologies for working with youth in higher education continue to develop, and this
process creates new opportunities for students. Digital technologies, interactive approaches, mentoring
programs and innovative educational methods ensure that young people are actively involved in the
educational process. This has a positive effect on their personal and professional development.

Conclusion:

Technologies for working with young people in higher education can be developed based on foreign
experiences. Interactive education, online platforms, mentoring programs, social projects and
innovative approaches ensure active participation of young people in the educational process. It is
possible to further improve the higher education system in Uzbekistan by studying and implementing
these experiences. This has a positive effect on the personal and professional development of young
people.
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