o o ISSN 1813-1123 XKY XABAPWBICHI Ne4(117)/2025 ,— ~ S5 © 5

— — \ V. — -

SRSTI 14.35.07 https://doi.org/10.53355/ZHU.2025.117.4.007

INNOVATIVE APPROACHES TO TRAINING FINE ARTS
SPECIALISTS IN DIGITAL ART

g

" | AK. Kozybay

SR,

G.S. Togabayeva”

Abai Kazakh National Pedagogical University, Republic of Kazakhstan, Almaty
“e-mail: Togabaevagulviral7@gmail.com, K.anarbek@gmail.com

Abstract. This article thoroughly examines the significance of digital technologies in contemporary art education
and their influence on the educational process. New opportunities created by digital art in education are analyzed;
innovative approaches used in the training of creative professionals are systematically examined; and the practice of
applying interactive methods and modern digital tools integrated into the process of art education is discussed. Specialists
in the field of art education will also be provided with methodological foundations for developing interdisciplinary
connections in accordance with the content of digital art. A comprehensive analysis of scientific data has been conducted,
examining the pedagogical conditions for the effective integration of digital technologies into the educational process, as
well as the methods of their application in the professional training of future art teachers.

Accordingly, an in-depth analysis was conducted on the application of modern teaching methods that utilize digital
tools to enhance students’ creative potential and develop their professional skills within the context of mastering
contemporary trends in art. In addition, works by contemporary artists created using virtual and augmented reality (VR/AR),
artificial intelligence (Al), and digital painting technologies are presented. The relevance of this article is grounded in the
use of interactive teaching methods, modern digital platforms, and the emerging prospects of digital art. In the empirical
analysis of innovative digital art approaches in training visual arts specialists, a diagnostic questionnaire based on Harrison
Gough'’s Creative Personality Scale was administered to identify the respondents’ creative abilities and personal qualities.
The results are visualized in the form of diagrams. The results indicated that students successfully integrate digital art into
their activities. Concurrently, potential was identified for the further deepening of knowledge and professional growth, both
in the field of visual arts and in working with modern technologies.

Keywords: digital art, innovative approaches, fine arts, digital tools, art innovations, creative education.

Introduction

The rapid development of modern technologies brings significant changes to the field of
fine arts, paving the way for the expansion of digital opportunities alongside traditional art forms.
The use of digital tools and modern methods necessitates the enhancement of creative processes
and the advancement of professional training for future fine art specialists to a new level. In this
regard, studying innovative approaches to training fine arts specialists based on digital art is an
urgent issue. The article discusses ways to demonstrate the impact of digital technologies on the
educational process in the field of fine arts and to enhance the creative potential of future
specialists. In accordance with modern requirements, the integration of art and technology is one
of the key factors that enables the development of professional skills. Accordingly, the training of
fine arts specialists based on digital art is becoming a necessity to meet new requirements, as
innovative methods and technologies contribute to improving the educational process, fostering
new artistic approaches, and enhancing the quality of professional training

Overall, the main idea of this article is to enhance students’ adaptability to the digital
environment and foster their creative thinking through innovative methods in digital art education.
The article, published in the information outlet Aikyn, highlights Kazakhstan’s potential in the
development of innovations and advanced technologies, stressing that the widespread adoption of
digitalization and artificial intelligence should be the key to the country’s rapid progress. The
President stated that our country has the potential to achieve ambitious goals in this area and
emphasized the need to approach digital development with a fresh, innovative perspective [1].

In this regard, strengthening the integration of interactive teaching methods with academic
subjects and the widespread use of digital resources are important priorities for our country. This
issue will contribute to the development of students' creative thinking, the effective use of digital
technologies, and the acquisition of professional skills in accordance with the requirements of the
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contemporary art industry. Therefore, the widespread use of digital tools combined with innovative
methods in the educational process will help improve the efficiency and quality of each lesson. So,
what are innovative approaches in fine arts? According to the scientist N.N. Nurakhmetov, the
innovative process in educational institutions of Kazakhstan is a phenomenon associated with the
development, management, implementation, and dissemination of innovations [2]. The author
notes that innovation is closely related to the content, methodology, and technology of education,
as well as to the organization of the educational process and the management of the school system.
He proposes to classify innovations into the following types: individual, modular, and systemic
[2]. So, what changes can an innovative classification bring to the field of art education?

In the implementation of innovative classification approaches in the field of art, the value of
digital pedagogy is particularly significant, as it allows students to unleash their creative potential,
develop their personal style, foster creative and critical thinking, and explore new directions in art.
Digitalization will make a significant contribution to the successful implementation of these processes.
Thus, digitalization in creative and artistic disciplines has its own unique characteristics. While in
traditional disciplines digital technologies are primarily used to automate processes and expand access to
knowledge, in fine arts, they require direct interaction with creative tools [3].

Digitalization is especially important in the field of fine arts, where traditional teaching
methods are transformed by new technologies. The use of tools such as graphic tablets, digital
drawing programs, 3D modeling, and augmented and virtual reality makes the learning process
interactive and engaging, expanding creative possibilities. Therefore, the training of future fine
arts teachers requires a rethinking of traditional approaches, involving the integration of modern
digital tools into the educational process [3].

These needs are driven by modern technological changes and the rapid development of digital
transformations in the training of specialists in the field of fine arts. In addition, the growing demand for
new forms of art education plays a significant role. Therefore, when training future fine arts teachers,
special attention should be given to mastering modern digital tools, using multimedia technologies, and
adopting interactive teaching methods. In general, as a result of the development of new processes
involving digital technologies, the effective use of digital tools has become increasingly important in the
modern era, especially for digitally assessing requirements in accordance with market demand [4]. The
transition to interactive teaching methods and the use of real-time technologies requires
telecommunication resources that can facilitate interaction among participants in the educational process,
as well as significantly speed up the search and transmission of information [5].

Mario Costa has developed a broad aesthetic and philosophical concept for the foundation of
new digital media, which he refers to as «technological transcendence» [6]. “Technological
transcendence’ is a concept that reflects the rapid development of digital resources, meaning that new
technologies influence the formation of art and aesthetics, contributing to a fundamental change in
creative processes [6]. These changes challenge traditional understandings of art and create new aesthetic
dimensions.” In recent years, a new term has emerged in the field of pedagogical education: ‘digital art
pedagogy’ (.M. Krasilnikov), which encompasses a theoretical concept, pedagogical categories, and
principles based on the integration of art and digital technology [7].

This is an effective direction for developing the creative thinking of future specialists,
fostering artistic skills in a digital environment, and using innovative teaching methods in the
modern educational process. Currently, with the advent of personal computers, fine arts teachers
are increasingly incorporating new digital technologies into their lessons. However, its
implementation has been very slow (Black, 2002; Browning, 2006; Degenarro & Mak, 2002—
2003; Flood & Bamford, 2007; Gude, 2007; Leonard & Leonard, 2006; Lu, 2005; Mayo, 2007),
and many teachers rarely use technology in art lessons — or do not use new teaching technologies
at all (Degenarro & Mak, 2002-2003; Gregory, 2009). Why is this the case? [8]. This issue is
particularly significant, as some educational institutions—especially those in rural areas—lack
adequate internet access. As a result, teachers in these regions rarely use new technologies.
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Overall, the ongoing rapid development of digital technologies may also offer new opportunities
for collecting data on students’ learning and their (co-) affective learning processes [9].

However, although classical pedagogical concepts such as Vygotsky’s learning theory
(Daniels, 2001) have contributed to improving certain aspects of teaching and learning, they were
originally developed without consideration of modern technologies such as artificial intelligence
(Al) and generative artificial intelligence (GenAl). For the digital transformation of education to
be successful, specific recommendations for integrating digital technologies into the learning
process are essential [10]. Therefore, educators must develop an effective digital strategy for
integrating technology into the educational process [10].

This will help teachers enhance their digital literacy and effectively apply interactive teaching
methods, thereby contributing to the improvement of the overall quality of the educational process. In
general, the purpose of this article is to determine the place and role of digital art within the field of
fine arts, as well as to explore the potential of digital technologies in the education of future fine arts
specialists. This article presents an analysis of innovative teaching methods based on digital art.
Therefore, it is essential to explore effective strategies for integrating digital technologies into the art
education system. Particular attention should be given to teaching methods that foster students' creative
abilities and enhance their competitiveness in the labor market through the use of digital tools. In
addition, one of the key tasks is to enhance the pedagogical competence of art teachers, improve their
digital literacy, and implement innovative strategies in creative education. These measures will not
only raise the professional level of future fine art teachers but also open up new opportunities for
students’ self-development through digital art.

Materials and methods

The central method employed in the research described in this article was a diagnostic
procedure. This methodological framework is aimed at cultivating the systematic acquisition of
cognitive competencies among future artist-educators, leading to the simultaneous refinement of
creative and critical thinking. Based on the data yielded by the diagnostic study, this context
necessitated an in-depth examination of the respondents’ creative resources, alongside an
assessment of their capacity for self-improvement when integrating digital art technologies

The analysis of development trends in digital art necessitates a comparative examination
of its primary methodological approaches and the construction of diverse conceptual models. In
the current era of artificial intelligence, the emergence of a new model of teaching and learning
within the digital context — one that promotes autonomous and in-depth learning — has become a
critical and timely concern [10].

In this regard, educators must create conditions that enable students to freely explore digital
tools and experiment with various methods. Consequently, the comparative examination of
approaches to integrating digital technologies — designed to foster creative ideation within
contemporary visual art — constitutes the core methodological technique of this research.

If a particular approach proves ineffective, it is equally important to reassess it and identify
alternative solutions. Additionally, students should dedicate more time to mastering digital
technologies and gaining a deeper understanding of their capabilities, rather than merely
completing assignments. Therefore, as in traditional art, educators can design open-ended tasks
that encourage students to solve problems and express themselves. (Black, 2009a, 2009b;
Browning, 2006, 2011; Gregory, 2009) [8]. This raises the question: “What do I aim to achieve in
a digital art assignment, and how can | accomplish it?” [8].

If we examine the core of this question, it becomes clear that, for students studying art, it is a rational
and relevant concern. It reflects a contemporary challenge faced by many art students. In E. Gabel’s
analytical review, attention is given not only to the outcomes of digital transformation in schools across various
countries, but also to the integration of modern pedagogical approaches into digital solutions — particu-
larly student-centered learning (personalized education), as well as experimental and phenomenon-based
methods. These approaches demonstrate learning outcomes at a new qualitative level [11].
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According to digital artist Mario Klingemann, intelligent neural networks and computers
should not be regarded as artists in their own right, but rather as tools that can support and enhance the
creative process [12]. Artists are harnessing the power of artificial intelligence as a technological tool
—much like new brushes or canvases. In the future, unique works of art may be created with the help
of algorithms and intelligent machines. However, masterpieces are rare in any artistic field, and it takes
time and experience to master new technologies and apply them creatively [12]. Consequently, many
contemporary artists produce innovative installations grounded in digital technologies, treating
artificial intelligence as a creative instrument. This approach aligns with the concept of generative art,
which relies on algorithmic and computational processes. As an example, one may consider the work
“Machine Hallucinations” by the Turkish-American media artist Refik Anadol. This work is aimed at
investigating the phenomenon of "machine dreaming” through visual representations generated by
artificial intelligence (Al) algorithms (Figure 1).

Figure 1 — Refik Anadol’s project “Machine Hallucinations”

Among contemporary generative artists, Refik Anadol occupies a special place, as his works
serve as vivid examples of interactive and engaging digital art installations created with artificial
intelligence and data. If future artist-teachers adopt the generative method with the aid of artificial
intelligence, this approach will enable them to develop their own algorithms for creating diverse
creative works and utilize them as visual material in the learning process. For example, 'Blue Morph'
by Victoria Vesna — a metamorphosis of a butterfly, presented through interactive digital tools (Figure
2). Virtual and immersive installations play a significant role in developing students’ creative skills.
The use of interactive media and installation methods in this process is particularly effective, as it
stimulates students to develop artistic thinking and engage in creative exploration.

Figure 2 — “Blue Morph” by Victoria Vesna
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Digital art is divided into true digital art and traditional digital art. True digital art is
created, stored, and distributed exclusively using digital technologies, while traditional art employs
digital technologies solely as an auxiliary tool [13]. Here, for true digital art.:

— Computer graphics;

— Algorithmic generation;

— Virtual and augmented reality;
as well as interactive installations, while traditional digital art includes the creation, processing,
and distribution of classical art forms such as drawing, painting, sculpture, and graphic arts. The
interaction between these two areas contributes to the development of contemporary art and
facilitates the formation of new forms and methods of creativity.

The artistic outputs of these practitioners, generated through the application of generative
techniques and Artificial Intelligence (Al) tools, represent a crucial wellspring of methodological insights
for prospective artist-educators. This serves to prompt the integration of diverse creative and pedagogical
frameworks into their professional practice. The principal methods are outlined below:

— Experimental methodologies for working with diverse visual images;

— Digital collage techniques for processing and combining images;

— Various forms of interactive visualization of data and artistic objects;

— Methods of digital modeling;

— Principles and techniques of generative design;

— Design and development of multimedia artistic compositions

I every artist-teacher could combine these two approaches, utilizing digital technologies and
applying modern innovative methods, it would significantly increase students' interest and enhance their
creative abilities. These methods contribute to the effective organization of the learning process and foster
the development of students' creative thinking skills in the digital environment.

Results and discussion

In the process of analyzing the digital art field, modern materials from scientific disciplines
were studied, and important concepts and conclusions were drawn based on these materials.
Therefore, it is advisable for teachers and students of any art discipline to use artificial intelligence
(Al) tools and digital resources primarily as auxiliary tools, since art is a field that requires
creativity, and digital art tools should be viewed as a supplement. Based on this, students should
use it only as a supportive tool to clarify their ideas.

The goal is not to rely on Al tools for specific ideas for their work, but rather to draw
inspiration for the creative development of their own thoughts. Thus, based on the findings above,
it was concluded that the harmonious integration of digital transformation and modern pedagogical
methods will contribute to the improvement of education quality and enable the creation of fresh
and unique works of art in the future, provided that artificial intelligence and algorithms are used
as the main tools in the creative process.

However, time and practice play a decisive role in achieving artistic mastery and deep creative
insight. That is why it is important to teach students not only how to use these tools, but also how to use
them effectively to enhance their creative abilities. An artist-teacher is, first and foremost, a creative
educator. This is where the effectiveness of digital platforms comes into play (Figure 3).
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Figure 3 — Creative Connections in Learning
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In general, the rapid development of digital technologies opens up opportunities for introducing
interactive teaching methods into the educational process, accelerating the exchange of various
information, and effectively using digital tools in artistic disciplines. Accordingly, this contributes to the
development of students' digital competence, the enhancement of their personal creative abilities, and the
adaptation of the educational process to modern requirements (Figure 4).

Enhanced Creative
Processes

New Forms of
Artistic Expression

Digital
Technologies

Digital technologies drive
crealivity in diverse
fields,
Collaboration

Figure 4 — The Creative Role of Digital Technologies

However, for the effective implementation of new technologies in art education, it is
important to update the curricula and provide access to the necessary digital resources. This, in
turn, will enhance the quality of education and ensure that the learning process is adapted to
modern requirements. Thus, in order to comprehensively analyze the creative abilities of future art
teachers and the individual characteristics involved in working with digital media, a diagnostic
survey was conducted based on the Harrison-Gow Creative Personality Scale [14].

The survey questions were grouped into four main psychological characteristics:
introversion, thinking, intuitiveness, and receptivity. These characteristics allowed us to identify
the peculiarities of students' thinking as they manifest in their creative work within the digital
environment. In total, respondents from three higher education institutions participated in the
empirical analysis. These included students majoring in art education and design at the Kazakh
National University named after Abai, students majoring in art education at the National Women's
University, and students majoring in design at Almaty Technological University (Figure 5).
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Figure 5 — Educational institutions

The survey results were analyzed, and conclusions were drawn based on the data obtained.
A total of 66 respondents participated in the survey, and the results are presented in Table 1 below.
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Table 1 — Processed Results of the Conducted Survey
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Key questions Answers

Yes No | different | neutral
Introversion 21,5% | 10% 29% 1%
Do you prefer to work on digital projects alone?
Do you need a quiet environment to focus on the details | 45,5% | 8% 13.5% 3,5%
of your digital composition?
Do you prefer to analyze other artists' work before 33% | 8.5% 25% 2%
starting your own
Is it easier to convey your ideas through visualization 35% | 7.1% 25% 2%
than through verbal explanation?
Thinking 421% | 45% | 18,3% 4,5%
Do you try to maintain a logical structure and
compositional integrity when creating your digital
wWorks?
Do you prefer to first learn the technical aspects of digital | 29% | 11,8% 28% 2%
art (such as digital tools and the use of Al) before
implementing a new idea in your work?
Is it important for you to have a vision and rationale to 45% | 3.5% | 22,2% 3%
guide your work with digital assets?
Do you spend time working with new digital tools? 33,6% | 7,2% 27% 2,3%
Intuitiveness 43% | 8.6% | 14,5% 3%
Do you rely on unexpected ideas and inspiration when
creating digital art?
Can you easily visualize the end result before you start 30% | 4,5% 22% 2,5%
working?
Do you enjoy experimenting with colors, textures, and 34% | 12,2% | 20,3% 4,1%
shapes using digital (Al) tools, even if you deviate from
traditional methods?
Are you interested in creating abstract ideas using 40% | 6,2% 17.2% 4%
artificial intelligence (Al)?
Perception: 50% | 4.6% 17,5% 1%
Ready to quickly master new digital technologies and
implement them in your work
Do you enjoy combining traditional and digital art 29,6% | 12,2% 23% 1,2%
techniques?
How do you handle criticism? Do you use it to improve 352% | 6% 25% 2,1%
your work
Keep up with new trends in digital art and try to 353% | 8% 19,6% 4,5%
incorporate them into your work

As a result of analyzing the responses of 66 students, it can be concluded that the majority
of them are capable of quickly mastering new digital technologies and are confident in applying
these technologies to creative processes. The results of the student survey, based on the empirical

study, are presented below (Figure 6).
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Figure 6 — Results of the Harrison-Gow Diagnostic

Based on the collected research data, students’ perceptions of digital art, as well as their views
on its possibilities and applications in the creative field, were systematized. The main directions in the
development of digital art were identified through content analysis. A key trend was the students’
tendency to view digital technologies primarily as tools for realizing creative ideas, along with a desire
to enhance the compatibility between visual language and digital tools. These indicators show that
students are adapting to modern educational requirements and developing skills for the digital
environment. In addition, they demonstrate a desire to use digital tools effectively to enhance their
creative potential. Over the last five stages of development, the system of higher education governance
has undergone significant transformations, becoming multi-actor, multi-level, and multi-dimensional
in nature [15]. Thus, digital tools not only create new forms of visual culture but also make learning
more accessible, foster students' creative potential, and enhance their professional skills. In this regard,
when preparing future art teachers, it is important to consider the following: digital art is not limited to
the use of new media platforms, but also contributes to a new level of creative learning through the
integration of art and technology.

Conclusion

In general, the training of specialists in the field of fine arts through digital art represents a
modern and innovative educational process. Therefore, the integration of new technologies into fine
arts curricula will enhance the professional potential of future artist-teachers and designers. Thus, the
use of modern innovative approaches based on digital technologies in the field of art will help increase
students’ competitiveness in the labor market, enhance their professional skills, and expand their
creative capabilities. In addition, this process fosters artistic thinking and enables students to work
confidently in a digital environment. Therefore, an empirical study was carried out, utilizing
G.Harrison Gough’s proprietary methodology, for the express purpose of evaluating the evolution of
critical thinking capabilities among future educators in the visual arts field. The findings of the survey
underscore that a primary strategic objective of art education involves the cultivation of students’
media literacy, technical competencies, and cognitive skills via interdisciplinary integration,
consequently facilitating their optimal efficacy within the digital environment.

In conclusion, it should be noted that the effective use of digital art technologies requires
comprehensive and in-depth research aimed at developing art students in accordance with
contemporary demands.
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IADPJIBLIK OHEP HET'T3TH/IE KOPKEM OHEP MAMAHJIAPBIH JASIPJIAY IBIH
WHHOBALMSIIBIK TOCLJIIEPI
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Anoamna. Maxanada Kasipei kepkem onep OLniMIiHOe2l YUDPIbIK MEeXHON0UALAPObIY MAHBIZOLLIbIZbL MEH
011apObIy OKY yOepiciHe bIKNAlbl HCAH-HCAKMbL cunammanaost. L{ugpivlx enepdiy 6inim bepyode Karbinmackau iHcana
MYMKIHOIKMeEPI capanauvin, ubleapMalbliblK MamMaHoaposl 0asapiayoa Koai0aHbLIamblH UHHOBAYUSILIK OASLIMmMap
Jicytieni mypoe 3epoenienin, KOpKemoik Oinim Oepy yoepicine eHei3inin JHcamKan UHmepaxmuemi maciioep Mew
3aMaHayu yudpavlk Kypaioapovl KOL0aHy RpAKmuKacel maikvlianaovl. Kepxem 6iniv 6epy mamanoapvina yuppvix,
O6HepOIH MA3MYHbIHA CIUKeC NIHAPAILIK OAlIaHbICIbL  KATLINMACMbIPYObly — d0ICHAMANLIK — He2izoepi Oe
Kapacmuipwliaovl. Lugpavik mexnonoeusnaposl oKy ypoiciHe muimoi eHei3yOin nedazo2uKkanvlk wapmmapvl MeH
onaposl bonawar cypemuii nedazoemapsin Kaciou 0asapaayoa KoioaHyowvly a0icmepi mypaivl bLiblMU Oepexmepee
manoay owcacanvinovl. CoHbIMeH Kamap, YUQpavlK KYparoapmeH 3amMauayu oOKolmy 20icmepiH KoIOaHy
cmyoenmmepoiy WbleapMAlUbLIbIK deyemin apmmulpyaa JHcane Kaciou uiebepaikmepin Kaiblnmacmuipyoda Kazipei
eHep bablMmmapvlH Meyzepy mMaceaenepi Kapacmulpbliovl. 3amManayu cypemutinepoiy 8upmyanobsl Hcane KeHeumineeH
wvinowlx (VR/AR), srcacanowr unmennekm (Al), yugpavix xeckindeme mypinoeci uHHOBAYUALLIK MEXHOI02USNAPMEH
Hcacan2an MywviHObLIAPLL 04 KAMMBLIObL. MHmepakmuemi oOKbimy 20icmepi, 3amauayu niamgopmaniap xicaHe
yuppavlk oHepoi oKbimyovly 001aulabl — MAKALAHWIY Heelisel e3ekminici bonvin mabwvliadvl. Kepxem ownep
MaAMAHOApvIH 0aapaayo0assl Yuppavlk onep He2izinoe UHHOBAYUALbIK MCLI0epOi dIMIUPUKATLIK MAL0ayiap OOUbIHUA
pecnonoenmmepOiy Kpeamusmi Kabiiemmepi MeH MYN2AiblK, epeKieiKmepin aHbIKmay MaKcamviHoa Xappucou
Toyoviy wivblzapmawubliblk, Myn2a WKAIACLIHA He2i30eN2eH OUACHOCMUKAILIK CAYAIHaMAa d0icmemeci KOAOAHbLIbIN,
ANbIHRAH HamudIcenep Ouoepamanap mypinoe kepuexi kepceminoi. Homuoicecinoe, cmyoenmmepoin yu@pavix oHepoi
63 NPAKMUuKaIapvulHoa muimoi ywmacmolpa Oineminoepi aukblHOANObl. Anaiioa, KepKeMm 6Hep CanacblHOa JHcaya
MEXHOIO2USNAPMEH HCYMBIC HCACAY YOepICiH 00aH api dcemindipin kaciou Oeneetioe wiblHOAy OAUKAIAObL.

Kinm ce30ep: yudprvlx onep, UHHOBAWUANBIK MICINOEp, KOPKEM OHep, YUDpPIblK Kypaioap, oHep
UHHOBAYUACHI, WUbI2APMALUBLIBIK OLiM Depy.
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Annomayus. B cmamve nodpobHo amanusupyemcs 3HaueHue Yu@DPoBvIX MEXHOIO2Ul 6 COBPEeMEeHHOM
XY002HceCTNBeHHOM 00pa306aHul, A Maxdice UxX 6IUAHUE HA 00paA306amenvbublil npoyecc. Ananu3upylomes Hosvle
B03MOACHOCIU, KOMOPbIE YUPPOBOE UCKYCCMBO CO30AN0 8 0OPA306AHUY, CUCTEMHO U3YHAIOMCA UHHOBAYUOHHbIE
HANPABNIEHUA, UCNONb3YeMble 8 NOO20MOBKe MEOPHECKUX CNeYUAIucmos;, 00CyHcoaemcs npakmuxa npumeHeHus
UHMEPAKMUBHBIX NOOX0008 U COBPEMEHHBIX YUPPOBHIX UHCTNPYMEHINO8, BHEOPAEMBIX 8 NPOYECC XYOOHCECTNBEHHOZ0
00paz08anusi.

Paccmampusaromea maxkoice memooono2uueckue 0cnogvl PoOpMUpOSanUs MeHCOUCYUNTUHAPHBIX C8A3ell
RYMEM UHMeZpayul pasiuyHbIX ACReKMOo8 YUGpPoeo2o UCKYCCmea 8 NOO20MOBKY CREYUATUCTNOE XYOOHICECTBEHHO20
obpazosanus. AHAnUUPYIOMCA HAYuHble OaHHble, OMpAXCawue neddeocudecKue Yciosus 3p@hekmuenozo
BHEOpeHUsT YUPDPOBLIX MEXHOO2UL, A MAKNCe Memoobl UX UCHOTb30BAHUSL 8 npoyecce NpopecCcUOHATbHOL
n0020MOGKU OYOYUUX Nedac0208-XyO0HCHUKOS.

CoomeemcmeenHo Obll NPOBeOEH 2MyOOKULl AHATU3 NPUMEHEHUS COBDEMEHHLIX Memooog oOyueHus ¢
UCnoIbL308anUeM YUPPosvIX UHCMPYMEHN08, HANPAGIEHHbIX HA NOBbIULEHIE MEOPUECKO20 NOMEHYUANA CTYOEHMO8 U
paszsumue ux npopeccuoHaIbHBIX HABbIKOE 8 KOHMEKCIMe 0C80EHUs COBPEMEHHbIX meHOenyutll 8 uckyccmee. Kpome moeo,
Ovi npedcmasnenvl pabomvl AKMYAnbHbIX XYOOICHUKOS, CO30AHHbIE C NpUMEHEHUeM MeXHON0Ull SUPIYATbHOU U
oononnennoi peamvnocmu (VRIAR), ucxycemeennozo unmennexma (Al) u yugposoil scusonucu. Hnmepaxmusnoie
Memoobl  0Oyuenus, CoepeMenHble NAAM@POPMbL U NEPCneKmussbl YUPposo2o UCKYCCMEA COCMABNAION OCHO8Y
aKmyarbHOCMu OaHHOU cmamvi. [ oyeHKu Meopuecko20 NOMeHYUana u IUHHOCHHbIX XapaKmepucmux pecnoHoeHmos
8 PAMKAX SIMAUPUHECKO20 UCCTIeO08aHUS UHHOBAYUOHHBIX N0OX0008 YUPPOBO2O UCKYCCMEA 8 0OYUeHUl CReyuanucmos
U300PA3UMENLHO2O UCKYCCMEO OblIA UCNOIL306AHA OUASHOCUYECKAS MEMOOUKA, OCHOBAHHAS HA WIKATE MEOPYECKOll
quuHocmu Xappucona Ioy. Pesymbmamul uccie00o8anus npeocmagienvl 8 ouaspammax. Pesynomamul nokazanu, umo
CIYOeHmbl YCNEeWHO UHIMESPUPYION Yupposoe UCKYCCME0 8 C8010 OesamelbHOCHb. Bmecme ¢ mem, 6blasnen nomeHyua
0715 OanvHelue2o yenyoienus 3HaHU U NPOPEeCCUOHATBHO20 POCMA KAK 8 cghepe u300pasumenbHo20 UCKYCCmead, max u 6
pabome ¢ coBPeMEHHbIMU MEXHOTOSUAMU.

Kniouesvie cnosa: yugposoe uckyccmeo, uUHHOBAYUOHMBIE NOOXOObl, U30OPA3UMENbHOE UCKYCCHEO,
yugposvie uncmpymenmul, UHHOBAYUU 8 UCKYCCIMEE, MBOPUECKOe 00pa3osaHie.
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