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Abstract. Amid the accelerating digital transformation of education, this
article examines how digital technologies are being incorporated into teaching
practice within the fine and applied arts. The focus is on the use of graphic
editors, 3D modeling systems, and virtual and augmented reality technologies
as tools for fostering creativity, artistic thinking, visual literacy, and professional
competencies of students. The aim of the study is to evaluate the impact of digital
technologies on students’ academic performance and to determine effective
approaches for integrating digital and traditional teaching methods. The research
methodology includes student surveys and semi-structured interviews with
university instructors engaged in design, fine arts, and pedagogical education.
The findings confirm that digital tools enhance students’ learning motivation,
engagement, mastery of modern artistic techniques, and the development
of personal style. Moreover, digital technologies facilitate spatial thinking,
understanding of compositional principles, color theory, and technical precision.
It was further established that consistent application of digital technologies helps
prepare students for professional work within creative environments shaped
by digital tools. The authors highlight the need to update educational program
content, enhance digital competencies of educators, and modernize the technical
infrastructure of educational institutions. The article emphasizes a balanced
integration of traditional and digital approaches in order to promote innovation in
art education and ensure high-quality training for future specialists in the creative
industries.
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Introduction

The digital transformation of education has become one of the major trends
in modern pedagogy, particularly in the field of art education. The growing use
of digital technologies, including graphic applications, animation tools, and
virtual and augmented reality, creates new opportunities for developing students’
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creative abilities and increasing their engagement in the learning process. At the
same time, these changes reflect both the demands of a digital society and the
need to modernize teaching methods and educational practices.

Recentstudies confirm the relevance of this topic. Zhusupova and Lugovenko
[1] emphasize the need to update approaches to the professional training of future
teachers, highlighting the role of digital solutions in developing interdisciplinary
skills. Ezhelev [2] argues that digital instruments modernize education by
rendering it more visually oriented and more responsive to the needs of today’s
learners. According to Gonzalez-Zamar and Abad-Segura [3], digital design in
art education promotes the development of students’ autonomy, the expansion of
their visual and creative thinking, and the enhancement of their critical perception.
The authors also note the growing interest of the scientific community in the
digitalization of creative disciplines. Amirgazyan and Shokorova [4] explore the
influence of globalization processes on applied education, underlining that the
digital transformation of traditional forms of learning increases the flexibility
of educational programs and enriches the pedagogical toolkit. Kembayeva
[5] demonstrates the effectiveness of digital platforms in inclusive education,
showing that they increase the level of engagement and adaptability among
students with special educational needs.

Yet despite this growing body of scholarship, several questions remain
underexplored. What is still lacking is a systematic account of how contemporary
digital tools shape the teaching of artistic creativity — one that weighs their
strengths against their limitations and yields concrete guidance for classroom
integration.

This study takes as its object the teaching of artistic creativity under
conditions of digitalization, focusing specifically, as its subject, on how digital
technologies shape the development of students’ creative competencies within
art education.

Accordingly, this article sets out to examine how digital technologies affect
the teaching of artistic work, to weigh their benefits against the difficulties they
raise, and to draw out recommendations for their effective classroom use. Meeting
this aim calls for the following tasks:

» to review modern digital tools and methods used in art education;

» to gauge their effect on how students’ creative skills develop;

» to identify key challenges in their implementation;

» to propose recommendations for improving the practice of teaching
artistic work using digital technologies.

The structure of the article includes: an introduction that substantiates the
relevance of the study and outlines its goals and objectives; a review of current
scientific literature on the topic; an analysis of modern digital technologies and
their impact on art education; and conclusions with recommendations for practice.
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Materials and methods

The study was conducted using a set of methods, including: analysis of
educational programs in the field of art education and design; survey of 100
students of Zhetysu University named after I. Zhansugurov, Taraz University
named after M. H. Dulati and Pavlodar Pedagogical University named after A.
Margulan; interviews with teachers of higher education institutions specializing
in art education, design and related disciplines; comparative analysis of students’
acquisition of basic artistic skills using traditional and digital teaching methods.

Digital technologies are reshaping art education in substantial ways. The
literature indicates that weaving digital tools into instruction fosters creative
thinking, broadens the scope for visual expression, and lowers barriers to access.

The vector of development of digital andragogy is reflected in the
publication by Merkushina. She considers the possibilities of informatization as
a tool for increasing the creative potential of an adult audience, especially in the
context of mastering artistic and design disciplines [6].

Ivanova and Migilyuk’s study is devoted to the development of graphic
and spatial skills in schoolchildren using digital applications. The results indicate
positive dynamics in learning associated with the visualization of educational
material [7].

Aspects of teacher training in the context of digitalization are revealed in
the article by Borisov and his colleagues. The authors conclude that the inclusion
of digital tools in the learning process contributes to the professional maturity of
future teachers and the formation of sustainable digital competencies [8].

The practical side of methodological support for teaching the subject
“Artistic Work” is analyzed by Magzymbay. His work presents combined lesson
models that organically combine traditional and digital resources [9].

A further strand of current scholarship examines how digital technologies
help build the professional skill set of future specialists in art and design.
Mastering specialized graphic editors, animation programs and interactive
platforms is becoming an integral part of the educational process. Guanyin turns
to international experience, exploring the digitalization of Chinese oil painting.
It is emphasized that multimedia technologies not only preserve national artistic
traditions, but also ensure their adaptation in the digital age [10].

Golopova examines the potential of digital solutions in the art education
system. Her work demonstrates that the introduction of ICT contributes to the
development of students’ digital culture and the improvement of the content of
educational programs [11].

Intensive research in this area is also being conducted in the foreign
scientific community. Thus, Gonzéalez-Zamar and Abad-Segura conducted a
systematic review of the literature on the use of VR technologies in art education.
The authors emphasize the increase in motivation and improvement in the quality
of visual perception in students [12].
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Their analysis is complemented by the study by Akbulut and his co-authors,
which presents a model for integrating visual communication technologies based
on virtual reality in the training of designers and teachers. A conclusion is made
about the significant pedagogical potential of immersive environments for the
development of creative thinking and individual expression. [13].

Thus, the analysis of scientific literature indicates a significant transformation
of the art education system in the digital era. Digital technologies open up new
opportunities for learning and creativity, but their effective implementation
requires appropriate methodological training, adaptation of educational programs
and increased digital competence of teachers.

Methods and approaches to integrating digital technologies

Digital technologies now play an active role in art education, broadening
what teaching and learning can achieve. As Table 1 shows, incorporating these
tools sharpens the visual presentation of material and, at the same time, nurtures
students’ creative skills.

Table 1 - Digital technologies for using in teaching artistic work

. Technologies .
Ne Digital Name Application
1 | Graphic Adobe Photoshop, |The programs allow you to study the basics of
editors Corel DRAW composition, color, textures and light and shade, as

well as develop skills in working with digital images.
The use of graphic editors in the educational process
contributes to a deeper understanding of the principles
of visual art and gives students the opportunity to
work with professional software.

2 |3D modeling
and animation
technologies

Blender, Autodesk
Maya, ZBrush,
Toon Boom
Harmony, Adobe
Animate, Blender,

Students can create complex 3D objects, learn
the basics of spatial thinking, and develop digital
sculpture skills. Incorporating 3D modeling into the
educational process helps expand the artistic toolbox,
allowing students to experiment with different visual
styles and techniques.

3 | Virtual and
augmented
reality in art
education

Tilt Brush, Gravity
Sketch, Adobe
Aero

Technologies make it possible to create completely
virtual art environments where students can interact
with objects in three-dimensional space. Applications
provide the opportunity to draw and design in a virtual
environment, developing innovative artistic concepts.
Augmented reality (AR) is used to integrate digital
objects into the real world, which makes it possible
to conduct interactive lectures and demonstrations
of works of art in a new format. The use of AR
technologies in the educational process allows not
only to revive traditional teaching methods, but also
to make learning more visual and engaging.
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As demonstrated by the research of Maznah Salleh et al. (2024), augmented
reality and mobile devices have a significant impact on the development of
creative pedagogy by enhancing students’ learning motivation and engagement
in the educational process. Modern digital technologies, including graphic
applications and augmented reality, play an essential role in fostering students’
spatial thinking and perception in art education. Moreover, augmented reality
technologies broaden the boundaries of visual experience and create new
opportunities for artistic expression [14].

Thus, the introduction of digital technologies into art education expands the
possibilities of creative expression, increases the level of proficiency in digital
tools and promotes the development of new methods of teaching art.

The study was conducted in several stages (figure 1), including an analysis
of educational programs, a survey of students and teachers, and interviews.

——  Program Analysis

«allowed toidentify the degree of intepration of digital technologies m the teaching of artistic disciplines. The
curricula and methedological materials of a number of educational mstitutions focused on traming
specialistsin the field of art and design were examined.

——  Questionnaire

+ covered studentsand teachers of art disciplines in order to find out their experience of using digital toolsin
the learning process. The questionnaire included questions about the frequency of using graphic editors, 3D
modeling, virtual and augmented reality, as well as a subjective assessment of their effectiveness.

——  Interview

+with teachers allowed us to gain a deeper understanding of their attitude towards digital technologies,
identify the main barriers and prospects for theiruse in art education.

Figure 1 - Research stages

Results

The survey was conducted among students studying at the educational
institutions of Zhetysu University named after I. Zhansugurov, Taraz University
named after M. H. Dulati and Pavlodar Pedagogical University named after
A. Margulan, where digital technologies are actively used in the educational
process, in the field of art education, design and related disciplines. The survey
involved students of various courses who have experience working with digital
tools in teaching. 100 students participated in the survey, which allows us to
draw conclusions that represent the opinion of students as a whole. The main
objective of the survey was to identify the level of student involvement in the use
of digital tools and assess their effectiveness in the educational process. As Graph
1 illustrates, graphic editors proved the most widely used tool, reported by over
75% of students, while roughly 40% reported working with 3D modeling and
animation software. At the same time, virtual and augmented reality technologies
are still used to a limited extent - less than 20% of respondents encountered them
as part of the curriculum.
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Graph 1 - The survey results showed

The study involved teachers of higher education institutions who actively
use digital technologies in their teaching practice in the field of art education,
design, architecture and related disciplines. Based on the results of interviews
with teachers, the main advantages and problems of teaching using digital
technology were identified (figure 2).

Main advantages

Main problems

* Encourage the development of new forms of arfistic expression;
* Increase the interactivity of learning;

* Facilitate the acquisition of complex concepts, especially in the
field of spatial design and animation.

™~

* Lack of material and technical resources in educational
institutions;

» Lack of methodological recommendations for the
implementation of digital tools;

+ Insufficient training of teachers themselves in the field of digital
technologies.

/

Figure 2 - Key Benefits and Challenges of Teaching with Digital Technology

The teachers’ assessment of the effectiveness of digital technologies is
presented in the form of a table (table 2) indicating the important criteria by
which teachers assessed the use of digital technologies in teaching. Each criterion
reflects an aspect of the educational process that can be influenced by digital

tools.

Table 2 - Teachers’ assessment of the effectiveness of digital technologies
Criterion Percent age of positive ratings (%)
Increasing student engagement 92%

Developing creative thinking 89%
Learning new artistic techniques 85%
Improving the quality of work 87%

Digital technologies actively contribute to motivating students and their
more active participation in the learning process, as evidenced by the high student
engagement (92% positive ratings).
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Development of creative thinking (89%) indicates that digital technologies
actively stimulate students to create original and non-standard solutions.

Mastering new artistic techniques (85%) shows that digital technologies
may expand opportunities for learning new techniques in various fields (e.g.
graphic design, digital art).

Improved quality of work (87%) confirms that the use of digital tools
contributes to the improvement of the level of work completed by students, be it
accuracy, quality of presentation or innovative approaches.

Evaluation of the effectiveness of using digital tools in teaching

Effectiveness was gauged by comparing how well students mastered core
skills under traditional versus digital instructional approaches. It was found that
students who actively used digital tools demonstrated higher results in the field
of composition, color solution and spatial thinking (table 3).

Table 3 - Comparative analysis of students’ mastery of basic skills

Skill Traditional Methods Digital Technologies
Composition Intermediate High Level
Colorscheme Intermediate High Level

Spatial thinking Intermediate Very High Level

In addition, the use of interactive technologies such as virtual and
augmented reality significantly increased student engagement and average
student achievement (Table 4).

Table 4 - Comparative Analysis of Student Engagement and Average
Performance

Methodology Average Engagement Level (%) | Average Performance Level (%)
Traditional methods | 65% 70%
Digital technologies | 85% 90%

Discussion

The results of the study confirm the high importance of digital technologies
inarteducation, but emphasize the need for further development of methodological
support and technical support for teachers.

Modern digital technologies have a significant impact on the teaching of
artistic work, expanding learning opportunities and increasing its effectiveness.
The integration of such tools as computer graphics, 3D modeling, virtual and
augmented reality contributes to the development of students’ creative abilities
and the formation of new methods of visualization and interaction with the
material. However, despite the obvious advantages, the introduction of digital
technologies requires methodological training of teachers, adaptation of curricula
and overcoming technical limitations.
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What this analysis suggests is that digital tools boost engagement and
nurture creative thinking, while also opening the door to a more individualized
process — one tailored to each student’s needs and level of preparedness. This
potential comes with a caveat, however: access to technological resources must
be equitable, and traditional methods should not be crowded out entirely. The
effectiveness of digital technologies in teaching artistic work is confirmed by
empirical data, according to which students demonstrate a higher level of mastery
of artistic skills and the quality of visual works. However, their use requires a
meaningful approach that takes into account pedagogical and methodological
aspects, as well as possible difficulties associated with the technological
preparedness of both teachers and students.

Conclusion

Taken together, these findings point to a clear conclusion: applying digital
technologies to the teaching of artistic creativity opens up new possibilities
for the development of education. Digital tools create conditions for a deeper
assimilation of educational material, expansion of students’ creative potential,
formation of digital literacy, artistic and graphic competence, as well as skills
in using modern visualization tools. At the same time, the results confirm that
digital technologies do not replace traditional teaching methods, but effectively
complement them, contributing to the creation of an individualized and flexible
learning environment. The results obtained are consistent with existing studies
by Gonzalez-Samar and Abad-Segura, Zhusupova and Lugovenko, and Chizhov,
who note the positive impact of digitalization on the modernization of art
education and the development of interdisciplinary and creative skills of students.
At the same time, our analysis emphasizes the importance of maintaining a
balance between digital and classical approaches, ensuring their harmonious
integration to preserve the artistic value of educational content. What is novel
here is precisely this combination — a comprehensive weighing of the benefits
and drawbacks of digital technologies in teaching artistic creativity, paired
with concrete recommendations for putting them into practice. The practical
value of the results is determined by the possibility of their use in designing
educational programs, developing teaching methods and improving the digital
competence of teachers. Further areas of research may include the development
of models for integrating digital tools into the educational process, innovative
methods for teaching artistic creativity, as well as long-term studies of the impact
of digitalization on the development of creative thinking and artistic skills of

students.
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KOPKEM EHBEKKE OKbBITYJIA HIU®PJIbIK
TEXHOJIOTUSJIAPABI EHAIPY
*[arataesa 3.E.!, Komkun6aesa H.P.2, Jlaynerosa .I".?
*music XKancyripoB atbiniarsl JKeTicy yHUBEpCUTETI
Tannsikopran, Kazakcran
*M.X. lynatu areiaarsl Tapa3 yausepcuteti, Tapas, Kazakcran
*Onkeit Mapryuiad atbiHaars! [1aBionap neaarorukanbiK YHUBEPCUTETI
[TaBnogap, Kazakcraun

Anparna. Makamana OuriM  OepyliH KaJFachlll JKaTKaH HHUQPIIBIK
TpaHcpopMalUsIChl KargailblHga OeliHeney >KOHE COHAIK-KOJaHOaabl eHep
cajacelHIarbl OUTIM Oepy mporecine HUPIBIK TEXHOJOTHSIIAPILI EHTI3Y
Macenenepl Kapactelpbuiafbpl. Herisri Hazap rpadukaiblK peaakTopiaap/sbl,
3D-Monenbaey KyWenepiH, COHAAM-aKk BUPTyalJbl OHE TOJIBIKTBHIPHUIFAH
IIBIH/IBIK, TEXHOJIOTHSUTAPBIH OUTIM aTyIIbUIApABIH KPEATHBTUIITIH, KOPKEMIIK
OiJlayblH, BU3YAJJbIK CayaTTbUIBIFBIH JKOHE KOCIOM  KY3BIPETTUIIKTEPIH
KaJIBINITACTBIPYABIH THIMAI KYpajaAapbl peTiHIE NaijanaHyfa ayaapbliajibl.
3eprTeydaiH MakcaTbl — MUQPIBIK TEXHOJOTHSUIAPIABIH CTYACHTTEPAIH OKY
yJIrepiMiHe bIKMAJbIH Oarasay >KoHe HU(PIBIK MEH JOCTYPJl OKbITY SICTEpiH
KIPIKTIpY/AIH TUIM/I TOCUIEPIH alKbIHAAY.

3epTTey oaicTeMeci au3aiiH, OeiiHeney eHepl KoHE MeJarorukajblkK OuTiM
Oepy OarbITTappl OOWBIHIIA MaMaHJAp JaspialTbIH JKOFapbl OKY OpBIHIApPbI
OKBITYILIBUIAPBIMEH JKYPTi3UIT€H CTYJIEHTTEepAl cayajaHamallay MEH KapThlial
KYpBUIBIMIAHFaH CyXOarTapApl KaMTUIbI. 3€pTTey HOTIKeNIepl HHU(PIIBIK
KYpaJIapAblH CTYACHTTEPIH OKYy MOTHMBAlMICHI MEH OuLTiM Oepy mpoleciHe
OeJceH 11 KaThICYbIH apTThIPYFa, 3aMaHayH KOPKEMIIK TEXHUKaTapAbl MEHIepyiHe
YKOHE JKEKE LIbIFapMaIlIbUIbIK CTUJIIH JIaMbITYbIHA BIKIAJ €TETIHIH JAJIeNAeHIl.
CoHbIMeH KaTrap UU(PIBIK TEXHOJOTHsUIAp KEHICTIKTIK ONjayabl JaMbITyFa,
KOMITO3ULIMSJIBIK KAFUAATTap/bl MOHE TYCTep TEOPUSACHIH TEpeH TYCIHYyTe,
COHJIali-aK KOPKEM >KYMbICTap bl OPBIH/IAY/IbIH TEXHUKAJIBIK JAJIIITH apTThIpyFa
MYMKIHAIK Oepesi. AJIbIHFaH HOTIDKEIEP MUMPIBIK TEXHOIOTHIIAPABI KOPKEM-
MearoruKaiblK JaspibIKThIH CalachblH apTThIpy (akTophl peTiHae Ou1iM Oepy
MpOIIeCiHe EHTI3y[IH MakcaTtka cail exeHiH kepcerenmi. CoHmal-ak HHUQPPIIBIK
TEXHOJIOTUSJIAPABI JKYHelnl KOJAaHy CTYIACHTTEepAIH UU(PIbIK OarbITTanFraH
IIBIFAPMAIIBUIBIK  OpTa JKaFJalblHAA KOCIOM KbhI3METKE JablH OOybIH
KaJIBINTACThIPYFa bIKIaJI €TETIH1 AaHBIKTAJI/IbI.
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ABropnap Ourim  Oepy OarnmapiiaManapblHBIH Ma3MYHBIH JKaHApTY,
NeAarorTepAiy, HUQPPAbIK KY3BIPETTUIIKTEPIH JaMbITy JKoHE OuriM  Oepy
YIBIMIaPBIHBIH MaTePUAIIBIK-TEXHUKAIBIK 0a3aChIH KAHFBIPTY KAXKETTIT1H aram
Kepcerenl. Makaiaga J9CTYpiil XoHe LUDPIBIK TOCUIAEpAl TEHrepiMJIl Typhe
KIPIKTIpY KOpKeMIIK O11iM Oepy/iiH HHHOBAIMSUIBIK JaMYbIHBIH KOHE KPEaTHUBTI
MHAYCTpUsUIap YIUIH OoJjlalaKk MaMaHAapAbl camajbl JaspiayIblH MaHbI3/bI
[IAPTHI PETiH/IE AWKBIHIATa TbI.

Tipek ce3aep: IHMPPIBIK TEXHOIOTHSAIAP, KOPKEMIIK OutiM  Oepy,
rpaduKaNbIK pegakTopiap, 3D-mMoxenbaey, KpeaTuBTUIIK, BUPTYaJAbl IIBIH/IBIK,
TOJBIKTHIPBUTFAH IIBIHABIK, TH(PIIBIK ITeAaroruka

BHEJIPEHUE IIU®POBBIX TEXHOJIOI'MI B OBYYEHUN
XYAOXKECTBEHHOI'O TPYIA
*[lararaesa 3.E.!, Komkun6aesa H.P.2, [laynerosa .I"?
*Ketpicyckuii yHuBepcuteT uMenu Mibsca YKancyryposa
Tanasikopran, Kazaxcran
*Tapa3sckuii yuusepcutet umM. M. X. Jlyiaru, Tapa3, Kazaxcran
‘[aBnogapckuii MeAarornuecKuii yHUBEpCUTET MMeHH Olikeit Mapryiian
[TaBnogap, Kazaxcran

AHHoTanusi. B cratbe paccmarpuBaeTcs UHTerpanus LHUQPPOBBIX
TEXHOJIOTUHA B 00pa3oBaTeIbHBIN Mporecc B 007acCTH H300pa3HTENBHOTO U
JIEKOPaTUBHO-NPUKIIAHOIO HCKYCCTBA B YCIOBHSIX IIpoioJDKaroLieiics uudposoi
TpaHcpopmaiu oopazoBanusi. OCHOBHOE BHUMaHUE YAEISETCS UCIIOIb30BaHUIO
rpaduyeckux peaakTopoB, cucteM 3D-mozenupoBaHus, a TaKXKe TEXHOJIOTUN
BUPTYaJIbHOM U JIOMOJIHEHHOW peajlbHOCTH KaK CpeAcTB (OPMUPOBAHUS
KPEaTUBHOCTH, XyHO)KECTBEHHOTO MBIIUICHHS, BHU3YaJIbHOW TPAMOTHOCTH
u npodeccuoHaNbHBIX KOMIIETeHIM oOydarommxcs. llenp wuccmenoBanus
3aKJIIOYAeTCSl B OIICHKE BIUSHUS LUQPPOBBIX TEXHOJIOIMI Ha Y4yeOHYIO
yCIIEBa€MOCTh CTYAICHTOB U onpeieTieHHH 3(P(PEKTUBHBIX ITOIXOJ0B K MHTETPAITUH
IU(PPOBBIX U TPAJAUITUOHHBIX METOMOB 00y4YeHHsI. METOIOIOTHS HCCIICAOBAHMS
BKJIIOYAeT AHKETUPOBAHUE CTYAECHTOB M MOIYCTPYKTYpUPOBAHHBIE UHTEPBBIO C
[IPENO/IaBaTENSIMU By30B, OCYIIECTBISIOIIMMU MOJIFOTOBKY B 001acTH M3aiiHa,
M300pa3UTEIbHOTO MCKYCCTBA U IEAAaroruuyeckoro odpasoBaHus. Pesynbrarhl
HCCIIEIOBAHMS TOATBEPXKJAIOT, YTO LHU(PPOBBIE MHCTPYMEHTHI CIOCOOCTBYIOT
MOBBIIECHUIO y4eOHOW MOTHBAIMM M BOBJIEYEHHOCTH CTYJIEHTOB, OCBOEHHIO
COBPEMEHHBIX XYJOKECTBEHHBIX TEXHHUK M PAa3BUTHIO WHAWBUIYAIBHOTO
TBOpueckoro crtuwist. Kpome Toro, uudpoBble TEXHOJIOTHMH CHOCOOCTBYIOT
Pa3BUTHIO TPOCTPAHCTBEHHOI'O MBIIUIEHUs, Oosiee NTyOOKOMY IOHHUMAaHUIO
KOMITIO3WIIMOHHBIX TPHHIIMIIOB, TEOPUU IBETAa W IOBBIIICHUIO TEXHUYECKOM
TOYHOCTH BBITIOJHEHHUS XYIOKECTBEHHBIX paboT. [lomydeHHBIE pe3ynbTaThl
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CBUJETEIBCTBYIOT O LIE€JI€CO00Pa3HOCTU BHEAPEHUS LUQPPOBBIX TEXHOJOTUH B
oOpa3oBareinbHbIH Mpoliecc Kak (hakTopa MOBBIILIEHUS KaYeCTBa XyJ0KECTBEHHO-
MIEJarOrM4eCKOM TMOATOTOBKM. Takyke YCTAHOBJIEHO, 4YTO CHCTEMAaTUYECKOE
HCIIONIb30BaHUE LU(MPOBBIX TEXHOJOTUH CIOCOOCTBYET (OPMUPOBAHUIO
TOTOBHOCTH CTY/IEHTOB K PO eCCHOHAIIBHOM AESITEIbHOCTH B YCIOBUAX LIU(DPOBO
OPUEHTUPOBAHHOMN TBOPUYECKOM Cpe/ibl. ABTOPHI MOAUEPKUBAIOT HEOOXOIUMOCTh
OOHOBJIEHHUSI COJIep>)KaHUs 00Opa30BaTeNIbHBIX MMPOTPAMM, Pa3BUTHUSA LU(PPOBBIX
KOMIIETEHIIMI I€aroroB W MOJEpPHHU3ALMU MaTepHallbHO-TEXHUYECKOH 0a3bl
oOpa3oBareibHbIX oOpraHuzanuii. B craThe akieHTHpyeTCs BHUMaHHE Ha
cOaJlaHCUPOBAaHHOM UMHTErpaly TPAJULUOHHBIX M LU(POBBIX MOIXO0B
KaK yCJIOBUM HMHHOBAallMOHHOTO pa3BUTHUS XYyJOKECTBEHHOIO 0OO0Opa30BaHUs
n oOecreyeHHsl BBICOKOIO KadyecTBa IOATOTOBKM OyQyIIUX CIIELHUAIUCTOB
KpeaTHUBHBIX UHTyCTpPUH.

KiroueBble  ciaoBa:  1MQpPOBbIE  TEXHOJOTHH,  XYHI0KECTBEHHOE
oOpasoBanue, rpaduueckue pemaktopsl, 3D-momenupoBaHue, KpPeaTMBHOCTD,
BUPTYyaJlbHAsl PEAbHOCTD, JIONIOJHEHHAs pealbHOCThb, U(POBas Me1aroruka
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