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Abstract

In the modern post-industrial society, the problem of developing creative abilities of students
using information technologies is especially relevant. At the moment, society needs specialists who can
think differently, find creative solutions to problems, and skillfully work with information. The problem
of studying the phenomenon of creativity is not new. Many researchers have presented this problem in
different interpretations.
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Introduction

Currently, thanks to the achievements of science and technology, students' creative activities are
carried out with the help of computers. In the 1990s, personal computers, which became a relatively
cheap and manageable teaching tool, entered the educational process and stabilized the informatization of
education. The use of information technologies (E.S.Polat, 1.VV.Robert) made the educational process
more interesting, bright and rich. In the process of learning and cognitive activities, students turn to
Internet opportunities in their creative projects. They independently create their own mini-projects in
educational activities in the course of creative activity using ICT tools. Information technologies include
microprocessors, software, hardware and software and devices based on computer technologies, as well as
modern systems for information broadcasting and information exchange, which provide operations on
information collection, production, collection, storage, processing, transmission.

Main Part

Students model various phenomena and objects using computer programs. Computers create
favorable conditions for them to work independently, which encourages them to master the educational
project in formulating a topic, setting a goal, and solving a problem.

Students become direct participants in the cultural and historical process through creative activity.
The result of creative activity (project, craft, computer program, new idea) is compared with cultural and
historical analogues with the help of the teacher, as a result of which this product of children's creativity is
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improved and rationalized. This creates a need for new activities for students. It has a certain value for the
development of a person, because the acquisition of independent practical experience is carried out
through the acquisition of the experience of others (L. S. Vygotsky). It is known that mastering any
complex form of development is carried out by an individual first in cooperation, and then independently.
In the course of educational activities, a social experiment consisting of certain patterns of actions is
conducted in cooperation with adults (teachers, parents) and peers.[1]

In the modern scientific concept, a specific trend called "creative evolution™ has been formed, in
which the creative process is determined by activity and development (A. Bergson).

Describing this problem, G.L. Davydova [2] in her work "Creativity and Dialectic" states that the
philosophical category of creativity expresses the historical connection between action and the social
whole.

In the great encyclopedic dictionary, creativity is defined as an activity that creates qualitatively
new things and is distinguished by its originality, originality and socio-historical identity. [3]

The sociological aspect of creativity (Ya.U.Astafiev, 1.V. Bestujev-Lada, V.N.Shubkin, V.A.
Yadov) reveals its role in the process of acquiring values, knowledge, skills and abilities that allow a
person to function successfully in society.

In the psychological dictionary, creativity is defined as "an activity resulting in the creation of
new material and spiritual values.” [4] Creativity is essentially a cultural-historical phenomenon and one
of the factors of socialization of a person. In the process of educational creative activity, social experience
is transferred to the younger generation. Each era adds new content to culture that meets the needs, goals
and tasks of modern society, and the educational institution is a separate state institution that fulfills the
social order of its time.

The indicators of the level of productivity of knowledge are as follows:

- Understanding (transferring the material from one form of expression to another, interpreting the
material, predicting the next course of events and events);

- Practical (ability to use the studied material in specific conditions and new situations);

- Analysis (the ability to divide the material into components for a clear view of the structure);
- Synthesis (the ability to combine elements to obtain a new product);

- Assessment (the ability to estimate the value of a particular material).

Independent work of students in the course of a pedagogical experiment conducted on the basis of
the algorithm of learning educational and scientific text (1.G. Guzenko) through an educational computer
program consisting of information cards (OKP-M) includes the following rules:

1. Compilation of The Studied Text Necessary for The Educational Project - Selection of Information
On the Given Issue for Creative Work.

2. Forming The Topic of Educational and Scientific Assignments.

3. Creating a Question and Problem Plan for Educational and Scientific Research on the Topic.
4. Compilation of Summaries of the Results of the Independent Solution of the Educational Task.
5. Performing the results of forming independent actions under test control.[1]

The problem of creativity has been studied in great depth. The development of the theory of
abilities was significantly influenced by A. N. Leontiev, the main representative of the strong and
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reasonable concept of the formation of abilities. The problem of abilities received its most fundamental
development in the works of the philosopher and psychologist S. L. Rubinstein. The famous Russian
psychologist L.S. Rubinstein helped develop the theory of creative abilities of schoolchildren. Vygotsky
and teacher - psychologist D. B. Bogoyavlenskaya revealed. According to the studies of the phenomenon
of creativity is associated with the names of scientists A. Ponomarev, V.A. Levin, "the tendency to
creativity is the highest manifestation of human activity." [5] Observation of creativity, ease of combining
information stored in memory, readiness for voluntary tension and many other psychological
characteristics favor it. [6,7,8] Although the problem of developing creative abilities of schoolchildren has
been widely considered and developed, it remains important and relevant today.

In the process of teaching computer science, the development of students' creative abilities is
ensured if:

- If teaching is carried out by increasing the share of independently completed creative educational
tasks;

- Uses a set of heuristic methods to develop creative qualities at each stage of computer science
education.

The following tasks can be defined [10, 11, 12, 13, 14]:

- Analysis of psychological, pedagogical and methodological literature on the problem of developing
creative abilities of schoolchildren;

- Determining the conditions for the development of creative abilities of schoolchildren in informatics
classes;

- Conducting diagnostic work and analyzing its results;

- Development and implementation of a set of problem situations and creative assignments for the
development of students' creative abilities in computer science classes;

- Summarizing the results of experimental work. [9]

In order to provide students with creativity in computer science classes, the following directions
can be considered:

1. Counseling and communication: Allow students to develop consensus by asking questions about
their goals and supporting their own ideas.

2. Practical training: To provide students with the ability to turn theoretical knowledge into practice
by performing practical exercises. For example, creating games and programs written in
programming languages.

3. Projects: Encourage students to create projects and projects based on their interests to channel their
creativity. This enables them to participate in transformative and transformative activities.

4. Technical tools: To enable students to understand, support and create new information technologies
by teaching them the technical tools used in their classes.

5. Educational Computer Games: Engaging students through educational computer games used to
review information, solve problems, and find innovative solutions.

Conclusion

Undoubtedly, the science of "Informatics” is very difficult for students to understand and master.
However, in the course of studying computer science, the use of creative and problematic assignments in
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classes, the use of project methods, group and individual forms of work, and the organization of work on
the basis of selection showed the presence of positive dynamics. The general level of creative abilities of
students has increased, indicators of students' attendance, activity and interest in working in the lesson
have improved in experimental classes.

Thus, we can conclude that the use of creative assignments in informatics classes is an important
result of acquiring new knowledge, strengthening it, developing students' creative thinking and creative
abilities.[9]

To summarize the above, it should be noted that the positive experience gained in the use of
educational computer programs for the development of students' creative abilities in the process of
creating educational projects suggests that information technologies used in the creative process stimulate
non-standard thinking. allows to come to a conclusion.
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