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AHHoOTauusa (pyc.): B 1aHHOM cTaThe OCBELICHBI WIPOBBIE 3AHSATHS
CIIOCOOCTBYIOIIUE PA3BUTHIO OJAPEHHOCTU Y IIKOJBHUKOB MIIAJIIETO BO3pacCTa.
[Ipensiaraembie UTPOBBIE 3AHITUS MOTYT OBITh OCYIIECTBIIECHBI B MPAKTUKE PAOOTHI
C OJIapEHHBIMHU JETHbMHU B YCJIOBHSX OOIICO0pPa30BATENBHON IIKOJbI, JIUIES WU
rUMMHa3UM, OpPUEHTUPOBAHHOM Ha  0O0ydeHHUE JeTeid ¢  TOBBIIICHHON
MMO3HABATEIbHOW MOTHUBAIIUECH.

KiioudeBble cjoBa: OJapeHHOCTh, IO3HABATENIbHAsE MNOTPEOHOCTD,
KOMMYHUKATUBHbIE HaBBIKM, MBIIIJIEHUE, JIOTUYHOCTh CYXXJICHUH, TBOPUECKHUE
CIOCOOHOCTH.

AnHoTauust (y30.): Ma3kyp Makonajga KHYMK MakTad &émmu
VKyBUMJIApUa  UKTUAOPJIMKHA  HAMOEH  JTHIIra  KyMakJallyBUd  YVHHH
MamFyinotinap Oepwirad. TaBcus OdTwiraH ViUMH MalIFyJlIoTIapu  OWIIMII
MOTHBALMACH FOKOpH OyiraH OoJiajap TabIMMUTa MYHaNTUPWITaH YMYMTabIUM
MakTabu, Juued €k TUMHa3MsAga aMalivii  MallFyJioTiap  JaBOMHUJIA
boilalaHUIUIIN MyMKUH.

Kaaut cy3nap: UKTUAOPIWIMK, OWIMIN SXTUEXKU, KOMMYHHKATHB
KYHUKManap, Tahakkyp, GUKpiap MAaHTUKAWIUTH, HKOAUN KOOUTUSATIAp

One of the major changes of the late twentieth century is the growing
interest in the problem of educating gifted children with creative and intellectual
abilities. Indeed, the schools focused on thedevelopment of individual capabilities
of each childdo notconsider the fact that about 30% of the children reduce their
creative development duringthe primary school.

Of particular significance, in our view, is the problem of educating gifted
children. This is due to the fact that talented children - the broad category of
children not in a position to meet their educational needs and increased ability to
show either in school or in the system of additional education.

At the same time, it is observed that the decline in the development by the
end of primary school age is most often observed in this group of children.These
psychological studies allow us to see that the reason for this decline is not in any
biological characteristics of gifted childrenbut in the absence of necessary
conditions for their development.It is no accident, therefore, that primary school



with its largely inevitable routinewith too much emphasis on the formation of the
basic academic skills often becomes an obstacle to the development of the gifted
child.

In this regard, the development of methodological and psychological games and
activities contributing to the development of creative and intellectual abilities
becomes an important issue.These systems should take into account the
psychological characteristics of children, their higher educational needs and
opportunities. Among these features it is necessary to bear in mind the following:

v’ Broad curiosity, heightened cognitive demand;

v" Increased need for mental demand;

v" Independent thinking;

v’ Creative learning style;

v The problems associated with non-uniformity of mental development, more
or less evident setback in the development of one area over another;

v The problems associated with the area of communication;

On the basis of above factors, it is possible to offer games contributing to the
development of productive thinking, curiosity, creativity, and flexibility of mind. It
Is essential to understand that children like exercises in the form of games, their
apparent ease create conditions that allow any child to pose and solve problems on
their level of development.

Consequently, to resolve the major problems it is necessary to take into account:

e The satisfaction and development of broad cognitive interests;

e Meeting and development of elective interests;

e The support and development of intellectual and creative abilities;

e Building capacity for independent learning and teaching: the
development of research skills, planning skills and self-regulation;

e Development of communicative areas: ability to work together, abilities
to engage in dialogue, debate, understand the point of view of the other
person;

The proposed games can be implemented in the practice of primary
schools, secondary schools or lyceums for children with higher cognitive
motivation.

Games are taught in groups of 8-10 people, children are seated in a semi-
circle in front of a leading game psychologist or teacher, and each child hasa name
tag attached to his or her chest. The results of the game are observed by 3-4
psychologists and educators. Each of them record children’s answers their reaction



to the remarks of the children and the moderator. Each answer is observed
independently in accordance with pre-developed and agreed criteria.

The first exercise- the game called "Guess." Children are encouraged to
guess what is hidden in a box (a small object must be hidden before the arrival of
children). To guess the subject, children may ask any questions that can be
answered by saying only "Yes" or "No."According to the number of questions it is
possible to evaluate the efficiency of children’s thinking and their speed of
generating ideas.lt is important to consider that the value of the game is not in the
guessing the object itself, but the way to its finding and the strategy to it.Observers
record not only the number of questions asked, but also their quality: the variety,
focus, originality. The game "Guess" forms a flexible search strategy that takes
into account the properties of different objects, a child’s own investigation, and his
or her capacity for analytical-synthetic activity and independent, abstract and
creative thinking.

In the second exercise, children are encouraged to compare two objects
or events, and find their commonalities - what they look like, what makes them
similar.The difficulty of generalization is that the child is accustomed to dealing
with real things and their properties, and not with the concepts of things
(generalized knowledge expressed in a verbal form).Children are more likely to see
the differences in the objects and phenomena than their similarities. Some children
cannot do the exerciseproperly.However, the moderator must not say that the
answer is wrong, and instead, invite a child to find where the objects are alike:
"The cat does eat mice. But what they look like and what can be said about the cat
and the mouse?”

In order not to tire children by conducting identical exercises, the third
type of exercise focuses on stimulating their imagination and creative
thinking. These exercises are similar to those included in well-known tests of
creative thinking by P.Torrance, J.Guilford and others: "What would happen if
something incredible happens?""The unusual use of ordinary objects," "Long-term
comparison” (Averina E.S., Shcheblanova EI verbal test of creative thinking
"Wacky uses."-M., 1996).For instance, children need to figure out how to explain
to someone who had never seen any object or phenomenon, what it looks like
"Snow is as white as a sheet, flaky, like sugar, falls from the sky like rain."A
moderator accepts and encourages the presentation of a child. Atmosphere of the
game should be fun and relaxed in order to stimulate the children's desire to come
up with something new, unusual and to look at the well-known thing with new,
unfamiliar point of view.These exercises allow you to evaluate the productivity of
creative thinking (the number of ideas expressed), its flexibility (variety of
proposed solutions), originality and the unusualness of judgments.



The fourth type of exercise aims to identify patterns in the relationship
between the elements of one system and transfer it to another system, similarly to
the first one.The technique involves the analogy of different characters: the whole-
part (home-window, face-...), object-action (soap- wash, knife - ...), the object-
property (needle-sharp, water - ...), general-specific (fruit-apple, bird- ...),
etc.Changing relationships in pairs allows to evaluate analytical component in the
structure of children's thinking, as well as their attention, observation, awareness
and vocabulary.

In conclusion, children are encouraged to the fifth exercise for creative
thinking and imagination - "Improvement of toys."They are showed an unattractive
static toy depicting an animal, and asked to come up with how to change and
improve the toy in order it becomes fun to play with. Observers estimate the degree
of elaboration (detail) of the proposed solutions. The session takes about 30
minutes.Upon presentation of all five exercises the moderator strives to ensure that
all children gave sufficient number of responses.

After the completion of working with the group of participants, observers
discuss the results of the findings, and on the basis of this discussion, each child is
assessed and scored on each exercise as well as on all type of stages. In the
assessment stage, special attention is paid to the personal (primarily motivational)
characteristics of the children and their relation to mental activity. Some children
remain indifferent to the exercises that are not included in the exercise, others are
distracted or tired quickly, and others, on the contrary, quickly pick up on new and
unusual exercises and observe other children with more peculiarities and respond
quickly on the situation.

Consequently, in these games it is not so much the reaction of the child
(children sometimes give the maximum number of replies without thinking about
their adequacy), but the involvement of the child is important, because some
modest and sensitive children can spend more time thinking about their response
than their impulsive peers.

In conclusion, 1 would like to recall the words of SL Rubinstein: "The
overall talent is not only a prerequisite, but the result of all-round development of
the individual” [Rubinstein SL Fundamentals of general psychology. - St.
Petersburg., 2003.]. This view of the development of general giftedness in children
we are trying to implement in practical work with children of school age.
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daproHa BUIOAT MeAAror KaJapJapHu KaiTa Taiépiaam Ba MaJIaKaCHHU
OLIMPUII HHCTUTYTH “MakTadraya Ba 0oULIaHFUY TabJAUM Kadeapacu”

ykutyBuucu Huropa A6xypaxMoHOBAHUHT

“The importance of games in the development of overall giftedness in
children”( Kuuuk MakTad émm yKyBYHIAPUAA UKTHIOPJIUKHHA
PHUBOKJIAHUIINTA KYMAKJIAILYBYM YHUH MAIIFYJIOTJIAPUHUHT YPHH)
MaB3yCHAaru WiMmii MaKojacura
TAKPU3

H.AOnypaxmoHOoBa V3WHUHI MakoJjlacuja OYyryHrH KyHJa J0J3ap0
OynaéTraH UKTUAOPIWIUK (PEHOMEHUHM PUBOXIIAHMIINIA TabCUpP ATYBUYH
OMUJIJIapra TYXTaiaub YTra.

lyHu anoxuaa TabKUAJANI >KOM3KH, OOJAaHUHT WKTHUIAOPUHU HaMOEH
OynuImMaa, aifHUKCa, YHUHT PUBOXUIIAHMIIKA KaTTanap YpHU Oekuécaup. SAnHW,
OTa-OHa Ba mejaarorjiap 06ojiaa WKTHUAOPIUKHUHT WIK KYPUHUIIUIAPUIAHOK, YHU
PUBOXKIIAHUILIMTA TabCUP ATYBYM MAaUIFyJlOTiapra ajoxuyja 3bTHOOp Oepuiiapu
no3uM. Knunk Maktald €mm yKyBuniapuaa sca, Oy andarra, YUUH MalIFyJIoTIapy
OpKaJIM aMajira OIMpUIaIn.

Mynnait sxan, H.AGaypaxmonoBa y3ununr ‘“The importance of games in
the development of overall giftedness in children”( Kuunmk wmaxTab &Emm
VKyBUMJIapUa  UKTUAOPJIMKHUA  PUBOXIIAHUIIWATA  KyMakjJalmlyBuYd  YWUH
MalIFyJI0TIAPUHUHT YPHU) MaB3yCUIard WIMHUI Makojacuaa 5 00CcKuuaaH noopar
Oynran ViuH MamFrynoTiaapuHu €putuO Oepran. Maskyp VHMH MalFynoTiapu
HadakaT Oonazard WKTUIOPHM PHUBOXIIAHMILWIA, OaJKd YHU aHUKJAIIra Xam
KyMaKJamaim.

H.AGaypaxMOHOBaHMHT WJIMHIA MaKoJacu OyTYHTH KyH Tajabiapura TYIWK
aBoO Oepaau, Makojia Y3MHUHT J0JI3apOJjurd Ba aMaiuil EHAAIlyBra STajuru
Owian axxpanud Typasu.

Icuxonorus gpanaapu HOM304M: II.Mycradaesa.



