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The problem of students’ creativity and creative abilities at different times
worried not only famous teachers but also researchers, thinkers, philosophers, and
scientists. When discussing children’s creativity, it should be emphasized that students
often do not create something new but invent new subjective discoveries, for children
have become manifestations of creativity. Working not on templates or examples is also
an indicator of developed creative abilities. Creativity is one of the ways to increase a
person’s emotional tone, integrate the complex of emotional and voluntary regulation,
and, most importantly, renew the range of experiences that accompany practical work,
to feel the joy of what has been done, what has been achieved, self-confidence, and
creativity.

According to S. Rubinstein, creativity is a human activity that creates new
spiritual materials and values, which, in turn, have social significance. Of course, the
products of creative activity of children of primary school age do not have social
significance; they are marked only by elements of novelty and, it seems, subjectively.
Of course, the elements of novelty that the students acquired through their activities
were significant, but this was a prerequisite for the dynamism of science that the
children possessed. With the expansion of this science, there is a possibility of a higher
level of manifestation of novelty and originality.

The development of creativity in students is essential not only because the task
of modern education is to form a creative personality but also because people who
know how to think creatively will constantly look for a way out in unusual
circumstances; such people adapt so quickly to life. The rapid pace of development of
society, characteristic of the current years, the need to develop our economy, the need
to introduce new technologies — all this requires radical changes in production
management systems, the use of production resources, and the calculation of the
creative potential of individual people. It is difficult only for creative people who can
create, organize, and propose new theories, new technologies, and new guiding
principles of development and find a way out of non-standard situations. Therefore,
giving everyone the opportunity to use their creative potential is one of the priorities
of general education and extracurricular institutions.

In our opinion, great potential in forming a creative personality lies in game
activities during the education of junior schoolchildren.
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Researchers from all over the world concerned with the problems of the
educational process have recently been turning more and more often to the possibilities
of using game activities. In particular, N. Slyusarenko is convinced that didactic games
should be used not only in individual lessons or extracurricular time but also in the
entire system of working with children. She notes that this helps to ensure a purposeful
replacement of students’ activities, to maintain interest in learning the educational
material, to slow it down, and to develop a positive attitude to learning [1].

The concept “game technologies” in pedagogy includes a large group of methods
and techniques for organizing the pedagogical process in various games. The task is to
make the learning process enjoyable, to create a cheerful working mood in children,
and to facilitate overcoming difficulties in learning the educational material. It is
necessary to systematically improve and deepen knowledge of the subject’s theory and
methodology, to update methodological literature, and to use new technologies in one’s
work.

The term “game pedagogical technologies™ includes a fairly large group of
methods and techniques for organizing the pedagogical process in the form of various
pedagogical games.

In contrast to games in general, a pedagogical game has a significant feature — a
set learning goal and a pedagogical result corresponding to it, which can be
substantiated, highlighted in an explicit form and characterized by an educational-
cognitive orientation.

The game form of classes is created during lessons with the help of game
methods and situations, which encourages and stimulates students to study.

The implementation of game techniques and situations in the after-school form
of classes takes place in the following main directions:

» the didactic goal is presented to students in the form of a game task;

* educational activity is subject to the rules of the game;

* educational material is used as its means, and an element of competition is
introduced into the educational activity, which translates the didactic task into a game
one;

* successful completion of the didactic task is linked to the game result.

When using game technologies in class, the following conditions must be
observed:

1) compliance of the game with the educational goals of the lesson;

2) accessibility for students of this age;

3) moderate use of games during lessons.

Game technologies occupy an essential place in the educational process because
they not only contribute to the development of cognitive interests and activation of
students’ activities but also perform a number of other functions:

1) correctly organized, taking into account the specifics of the material, the game
trains memory and helps students develop language skills and abilities;

2) the game stimulates students’ mental activity and develops attention and
cognitive interest in the subject;

3) the game is one of the methods of overcoming the passivity of students;

4) as part of the team, each student is responsible for the entire team, and
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everyone is interested in the best result for their team.

These advanced pedagogical game technologies, which are used in combination
with traditional teaching methods, guarantee:

» activation of the educational process and educational and cognitive activities
of junior schoolchildren;

 comfortable and productive learning process for the student and teacher;

* high and solid level of learning in classes with any preparation;

« formation of schoolchildren’s ability and persistent ability to learn;

» full-value combination of knowledge and practical skills;

» combining educational and extracurricular activities into a single educational
process [2].

In conclusion, if the game activity is correctly and purposefully implemented in
the education of junior schoolchildren, it will lead to the development of the creative
personality of each schoolchild.
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The reform of evaluation system for college students has been an important part
of educational in recent years as stated by the Chinese Ministry of Education in 2020
in the Undergraduate Teaching Guidelines for English Majors -- “the evaluation
system should aim to promote learning with a combination of formative and final
assessment." As a high-level course for English undergraduates, interpretation learning
calls for: (1) strong comprehensive language application ability, bilingual expression
skills, on-the-spot adaptability, and oral expression skills; (2) strong technicality, with
skills such as shorthand writing and short-term memory training, both of which require
extensive in-class and after-class practice to reach basic proficiency.

Evaluation in interpretation courses, as an important way to supervise and
motivate student learning, should aim to help students develop self-regulated learning

106



