Eurasian Scientific and Methodological Journal “East-West” (2025) Ne 4(8) December

Abstract

The article examines educational work in schools, which is currently implemented on the basis of the “Unified
Educational Program”, the authors emphasize the importance of using and including the means of folk
pedagogy to enrich educational activities Highlights ways to enrich the content of educational work with the
means of folk education presents a mechanism for creating such an educational environment that promotes the
formation of such qualities among students as national consciousness, the national spirit. The article includes
an analysis of the practical experience of implementing the program in educational work at school and provides
an assessment of the effectiveness of these changes based on research results. In conclusion, the importance
of including folk pedagogy in the content of educational work at school is emphasized, which contributes to
the successful formation of personal qualities of a student.

Keywords: national upbringing, traditions and customs, folk pedagogy, national spirit, self-awareness,
educational work, unified education program.
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Abstract

This article examines the necessity and importance of using information technology in vocational education.
The authors will focus on the main types of information technologies used in the educational process. In the
visual arts, revealing the creative abilities of students and revealing the abilities of each of them, digital
technologies become a necessary tool in the process of professional education. Digital resources and tools
facilitate the learning process when creating design objects, graphic data and other creative work results, that
is, they contribute to improving the quality of the educational process. Currently, education is undergoing
significant changes due to the introduction of digital technologies, starting with online courses and ending with
virtual classrooms. Educators and teachers have a unique opportunity to use these tools and resources to
improve the effectiveness of education. Digital transformation in the learning process offers a powerful new
tool that will help improve the quality of learning, improve student academic performance, and even achieve
success in future career stages. This article examines the processes of digital transformation in education,
analyzes current trends in the field of educational technologies, their advantages, as well as key strategies for
the successful implementation of digital initiatives in educational institutions. The authors focus on the
changing role of the teacher in the digital educational environment.

Keywords: technology, education, digital, educational, process, modern technologies.

Introduction

Today, the relative superiority of the countries of the world over each other is measured not by its
natural resources or fossil resources, but by its human capital, knowledge, innovative technologies.
In this knowledge, the brightest manifestation of human intelligence is also reflected. General
education requires a qualitative change, educational institutions should expand the concept of what
is the fruit of everyday labor, develop general literacy and the ability of many graduates to solve new
tasks. Otherwise, in the next decade, they will not be in demand in the skilled labor market. Therefore,
today the creation of digital education is one of the main priorities of national policy.

The subject of artistic work is an important area aimed at developing students' creative abilities,
increasing their aesthetic taste and interest in art. However, learning by traditional methods may
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sometimes not be enough for the comprehensive development of students' personal qualities,
imagination. The use of digital technologies makes it possible to eliminate these shortcomings, make
the educational process more interesting and effective.This process not only improves the quality of
education, but also allows you to develop students' creative abilities, arouse interest and get an
education that meets modern requirements. Especially in the discipline of artistic labor, the use of
digital technologies is very relevant. This is because this discipline focuses creativity on the
development of aesthetic taste and individuality. Digital tools and resources make the learning
process more interesting and effective by offering new features such as graphics, design, multimedia
and 3D modeling.

Digital learning is an educational experience that helps the learning process and gives real results. It
serves not only to continue the learning process through digital educational tools, but also to further
improve the quality and effectiveness of teaching. One of the biggest advantages of digital education
is that resources created once can be used multiple times over generations. This saves a lot of
resources and forces.

The concept of digital pedagogy is not without its difficulties. It requires the continuous professional
development of educators, creates the need for critical interaction with digital content and requires
the adaptation of traditional pedagogical structures. Nevertheless, the use of digital technologies in
the lessons of artistic labor helps to develop students' creative abilities and acquire new skills. The
relevance of this topic is high, as it is aimed at increasing the artistic abilities of students through the
effective use of modern educational methods.

The obvious and important task of using digital technology in education is that it allows teachers to
do their job better, collect more data on student performance, free them from repetitive assessment
exercises, and provide students with instant feedback. By introducing digital technology into the
educational process, it prepares students for a successful life in the future.

The purpose of the study is to study ways to improve the quality of teaching the subject of artistic
labor and develop the creative potential of students through the effective use of digital technologies
in the educational process.

The implementation of education through the use of digital education in the information age is the
creation of a unique living environment that provides new opportunities for the implementation of
educational activities:

- mobility of training (change in time and place of training);

- the ability to carry out lifelong continuing education;

- opportunities for training Students, Students, course students and professional retraining programs
in the designed disciplines.

The evolution of digital pedagogy can be traced to the integration of digital tools into education. The
advent of the internet and digital resources has changed the face of traditional audiences, introducing
new methods of delivering content and interactive learning. Over time, educational technologies have
shifted from purely complementary means to the main components of educational design, creating
the need to understand the pedagogical impact of these technologies.

The scientific novelty of the study is the development and justification of innovative methods for
introducing digital technologies into the educational process, aimed at improving the quality of
teaching, preparing students for the requirements of the digital economy.

Main body

In modern education, especially in creative disciplines such as fine arts, digital technologies are

becoming an indispensable tool. They not only complement traditional teaching methods, but also

allow us to build a completely new format of the educational process, more flexible, effective and

relevant to the realities of the 21 century. The use of digital resources and tools (for example, graphic

editors, 3D modeling programs, multimedia platforms and educational applications) contributes to

the active involvement of students in educational activities, generates sustained interest in the subject
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and develops their creative potential. These technologies give students the opportunity to express
themselves, experiment with visual forms, and work with new materials and media. Thus, they
contribute not only to the development of artistic skills, but also to the formation of such important
qualities as critical thinking, aesthetic perception and independence in learning. Digitalization of
education is not just the introduction of technology and software, but a profound change in the
content, structure and methods of teaching. This requires a revision of the role of the teacher, who
now becomes not only a source of knowledge, but also a mentor, guiding and supporting students in
the process of mastering digital tools.

Digital learning makes it possible to adapt the educational process to the individual needs of students,
providing access to educational materials at any time, and anywhere. This is especially important in
the context of the rapidly growing need for continuous learning and retraining. One of the main
advantages of digital technologies is their repeatability: once created, resources can be reused, saving
teachers time and effort. Despite the difficulties, such as the need for continuous professional
development of teachers and the need to adapt curricula, the advantages of digital education are
obvious. It makes learning more accessible, interesting and effective, including for students from
remote regions. At the same time, it is important to maintain a balance between technology and
pedagogy: digital tools should complement and enhance traditional methods, rather than completely
replace them. The digital transformation of education in the field of fine arts contributes to the
formation of modern competencies among students necessary for successful implementation in the
future. This allows them to be not just consumers of knowledge, but active participants in the
educational process and creative individuals capable of self-development and adaptation in the digital
economy.

Literature review

The revolution in Industry 4.0 is bringing major changes to the design of travel systems suitable for
technologically oriented consumers. Indeed, the methods and technologies represented by big data,
automation, virtual and augmented reality, robotics and ICT fit well into the paradigm of tourism 4.0.
However, students of tourism specialties have not yet been trained in the methods, problems and
techniques related to the concept of Industry 4.0. Thus, based on a thorough study of the literature
related to the provision of innovative technological services, we have identified the conceptual,
methodological, technological and practical skills that need to be developed as part of an academic
program for students studying the science of tourism. The training program focused on the processes
of obtaining data from social networks, analyzing data using machine learning methods, and
converting data into meaningful elements useful for implementing communication systems in the
tourism sector [Bilotta E. et al., 2021]. It was shown that the majority of participants scored high on
average for the implementation of communication systems, appropriately applying the methods and
tools learned during the course. In addition, the high percentage of student satisfaction with the course
indicates that they enjoyed the experience. The results reflect students' acquisition and awareness of
the skills that will allow them to become conscious participants in their role in tourism 4.0.

This timely editorial outlines some of the major new research on technological topics regarding
approaches to addressing Internet-related issues in healthcare and education before and during the
spread of the 2019 coronavirus infection (COVID-19). The aim is to provide a concise overview that
promotes a rapid, comprehensive, and practical approach to these emerging trends in order to promote
research, interventions, education, and prevention. The brief review includes an analysis of medical
and educational technology research on Internet addiction, published in the special issue “Internet
and Smartphone-Related Health Issues: Treatment, Education, and Research", which presents the
latest findings and several reflections on the development of this field before and during the first
issue. waves of COVID-19 spread. The main results highlighted studies that, as a rule, were empirical
in nature, linking specific addiction problems with individual and several contextual factors in the
adult population. Psychometric scale studies are widespread, but predictive and mixed methods are
beginning to appear, as well as reviews on conceptualization, measurement, treatment, and
prevention. With the advent of the Internet, our societies have coalesced into a global culture that has
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had an impact on healthcare and education. Internet-related addiction problems have emerged all over
the world, and there is general knowledge, achievements, and coping strategies that are beginning to
be tested, as well as an interest in prevention in a pandemic where global health issues are being
addressed comprehensively [Lopez-Fernandez O., 2021].

This article of E.Pacheco introduces Transition 2.0 (Transition is short for smooth transitions,
meaning that when using this CSS property for animation over a period of time, there is a gradual
change from the initial value of the selected properties to the final one), a paradigm shift aimed at
studying and supporting transition students with disabilities opportunities for higher education
institutions [Pacheco E., 2018]. “Transition 2.0” is the result of a qualitative study of how a group of
young people with visual impairments used digital technologies to enter university. The results are
based on observations, the researcher's diary, the results of focus groups, individual interviews and
data from social networks. The article discusses the traditional view of the transition period, referred
to here as transition 1.0, which dominates disability-related research and service provision in higher
education. He refutes this view by continuing to develop the conceptual framework for Transition
2.0. The results expand existing conceptual approaches to transition to include the role played by
digital tools such as social media and mobile devices in the analysis. They also provide a new
perspective on the study and understanding of student participation in higher education.

One of the main components of the UN 2030 Agenda for Sustainable Development is quality
education [Haleem A. et al., 2022]. It aims to provide inclusive and equitable quality education for
all. Digital technologies have become an important tool for achieving this goal. These technologies
make it easy to detect sources of emissions, prevent additional damage by improving energy
efficiency and using low-carbon alternatives to fossil fuels, and even removing excess greenhouse
gases from the environment. Digital technologies aim to reduce or eliminate environmental pollution
and waste while increasing productivity and efficiency. These technologies have had a powerful
impact on the education system. The recent COVID-19 pandemic has further institutionalized the use
of digital technologies in education. These digital technologies have led to a paradigm shift in the
entire education system. It is not only a knowledge provider, but also a co-author of information,
mentor and evaluator. Technological improvements in education have made life easier for students.
Instead of using pen and paper, students currently use various programs and tools to create
presentations and projects. Compared to a stack of notebooks, the iPad is relatively light. Unlike a
heavy book, it's easier to work with an e-book. These methods help to increase interest in research.
This article briefly describes the need for digital technologies in education and discusses the main
areas of application and challenges in the field of education.

Wearable personal learning technologies can collect data from the person using the device or from
the environment and allow this data to be transferred to another device or shared via the cloud
[Borthwick A.C. et al., 2015]. Wearable technologies can serve as a valuable asset in the classroom,
increasing learning differentiation and student engagement. They can also help students with various
physical disabilities. Data collection using these portable personalized learning technologies enables
the creation of student profiles, leading to “quantitative” self-determination for assessment and
learning. However, the proliferation of wearable devices may also increase concerns about data
privacy and security, dependence on external vendors to store and analyze large amounts of data, and
access to it by students at all socio-economic levels. Addressing these issues in teacher curricula
involves additional attention to learning opportunities, digital citizenship, and a code of ethics related
to data use. Classroom application is one of the areas of research conducted by innovative educators.

Educational robotics [Papadakis S., Kalogiannakis M., 2022]. It has become popular all over the
world among a wide range of students, including preschoolers. Although the impact of robotics
technology in classrooms has been thoroughly studied, much less is known about preschool teachers'
perceptions of how robotics technology affects learning and how it is used in the classroom. This is
problematic because we know that teachers' perceptions have a great impact on their teaching
practice. This study used data from a survey conducted among 102 students of the Faculty of
Preschool Education at a university in Greece. A questionnaire developed by the researchers was used
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as a data collection tool. At the end of the study, it was found that the attitude of future preschool
teachers towards the use of educational robotics in preschool classrooms was positive, although they
lacked relevant knowledge. These results are discussed in terms of their educational significance.

The rapid spread of COVID-19 has forced many countries to take stringent containment measures,
moving all didactic events to a virtual environment. However, integrating technology into learning
can be difficult, especially in some countries. The present study analyzes how the two main factors
of the technology adoption model, namely the perceived usefulness and perceived ease of use,
combined with the self-efficacy of online teaching, were related to the intention to use technology for
learning. We proposed a moderated moderation model in which perceived usefulness was the main
predictor, and self-efficacy and perceived ease of use were moderators of the intention to use
technology for learning [Menabo L. et al, 2021].

The purpose of this article [Rogers P.L., 2000] is to study barriers to technology adoption based on
literature and data from two studies (the first with teachers and the second with higher education
teachers in the public system). The product of this research is a visual representation, a model of the
interaction and interdependence of elements that contribute to the creation of barriers to technology
adoption. The model is expected to clarify internal and external obstacles and serve as an aid to
curriculum developers and designers for future and future teachers as they plan to successfully
introduce new technologies into the curriculum.

In the article [Vakaliuk T.A. et al, 2021] the necessity of developing and implementing the distance
learning course “Cloud technologies in the educational process in quarantine conditions” is
substantiated. It was noted that the purpose of the course was to familiarize teachers of general
secondary education institutions, college teachers, vocational and higher education institutions with
the main possibilities of using cloud technologies to ensure the educational process in a distance
learning environment. The list of topics that students are familiar with is given: basic concepts,
models of cloud services, architecture and proposals from leading cloud service providers; cloud
services in the work of a teacher, features of working with mail; cloud storage as an alternative to
replacing conventional storage devices; the ability to create documents with access rights to multiple
users; the ability to create onlinesurveys using cloud technologies; opportunities for creating
presentations using cloud technologies; cloud-based tools for creating smart maps; website creation
tools; cloud-based learning management systems (for example, Google Classroom). The features of
the proposed distance learning course and the difficulties that students have encountered in
completing certain tasks are identified and described.

Intellectual analysis of educational data and learning analytics are two interrelated and rapidly
growing fields of research aimed at extracting meaningful information from educational data and
improving the quality of learning [Kostopoulos G. et al. 2022] Predicting student learning outcomes
is one of the most significant challenges these fields face. An effective solution to the predictive
problem involves training a supervised learning algorithm on a given set of labeled data. The
difficulty of obtaining enough labeled data in many practical tasks has led to the development of new
approaches to machine learning, which are commonly referred to as weakly supervised learning.

Digital technologies, including virtual learning environments (VL) and social media (SM), are widely
used in higher education (HE), but little is known about the role of these tools in students' achievement
of higher education goals. This study [Lacka E. et al., 2021] is the first to examine student
effectiveness by identifying direct links between the inputs and outputs of higher education, taking
into account the use of technology. Based on the theory of service productivity, a two-step approach
is applied to empirically examine whether the use of VL and SM increases students' effectiveness in
achieving higher education goals. At the first stage, a number of inputs and outputs of higher
education were identified, perceived by students of higher education through structured interviews.
At the second stage, a survey revealed how the use of technology has changed the transformation of
inputs and outputs. Our results show that students feel better without relying on digital technology.
While VL can improve students' achievement of higher education goals through additional inputs,
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students using SM are the least effective. This encourages further work to develop more diligent use
of VL and SM in higher education settings.

Science, technology, Engineering, and Mathematics (STEM) skills constitute an essential meta-
discipline for success in the 21st century. Education in the era of industry 4.0 can be improved through
the introduction of immersive technologies such as virtual (VR) and augmented reality (AR). VR can
support creative student-centered learning and teaching methods in STEM, such as game learning,
game learning (gamification), and serious gaming. Serious quest rooms are digital interactive, live
adventure games with a pedagogical rationale. In this article [Mystakidis S. et al. 2021] examines the
perception of K-12 school teachers of digital educational quest rooms for STEM education in a VR
environment. Twenty-eight Greek teachers answered the questionnaire after experiencing a cost-
effective digital science-themed quest room. The results show that teachers reacted positively to the
VR quest room, appreciating its value for learning. Moreover, they strive to participate in professional
development activities and use game-based learning methods.

Since the beginning of the technological revolution, higher education institutions have been
constantly striving to introduce technology through digital transformation methods. The transition
from a traditional education system to an e-learning system is fraught with problems related to
information and communication technologies (ICT) and operational risks. Operational risks in the
field of ICT mainly hinder the effective use of e-learning systems. In the higher education system,
the main sources of operational risks are teachers' experience in e-learning, resilience to change, and
the quality of the learning management System (LMS). This study attempts to assess the impact of
operational risks on the implementation of e-learning in higher education institutions [Syed A.M. et
al. 2021]. We used a quantitative research plan using a self-completed questionnaire and used the
least squares structural equation modeling (PLS-SEM) method to analyze the data. The results
showed that the implementation of e-learning is positively influenced by the experience of teachers
in the field of e-learning and the quality of LMS. However, the resistance of teachers is not only
negatively related to the introduction of e-learning, but also has the opposite effect on the quality of
LMS. The research has important practical and theoretical implications, which are discussed at the
end.

The international evidence base shows that digital technologies of a healthy lifestyle, such as
exergames, mobile applications (“apps’) related to health, and wearable devices for health, are
increasingly being used in educational institutions [Goodyear V.A. et al., 2019].

Students need to acquire competencies that will allow them to study independently and be ready to
face an uncertain and changing world. Technology can be useful in helping students meet the current
and future needs of society. In this review of the current state of affairs, the authors [Hernandez de
Menendez M. et al., 2020] report on technologies that are transforming engineering education, in
particular, virtual and augmented reality, 3D printing, drones, the Internet of Things, robots, artificial
intelligence, holograms, wearable devices, virtual laboratories and blockchain.

The problem is that the education system does not meet the challenges of the digital economy. The
digital economy requires competent personnel, for whose training it is necessary to improve the
education system and specialized training, to adapt didactic programs in accordance with digital
challenges. The aim of the author [Gromova T.V., 2021] is to promote the introduction of information
technologies in the framework of digitalization in the education system and professional training of
students by increasing the effectiveness of the educational process. This is done by analyzing and
identifying the distinctive features of a teacher of distance and traditional learning systems, revealing
the essence of the main models of distance education, and elements of the work of a distance learning
teacher. The research methods included both empirical (observation, comparison, etc.) and theoretical
(analysis, synthesis, modeling, etc.). The article examines the objective factors of the integration of
information technologies into the higher education system, the interrelation of information
technology functions with their methodological and communicative potential in education.

92



Eurasian Scientific and Methodological Journal “East-West” (2025) Ne 4(8) December

Methods

According to scientist Ron Oliver, if information technology is introduced into the classroom,
students will become interested in the subjects they are studying. While maintaining the quality of
education in education, this study used several digital tools and programs, each of which was aimed
at developing the creative abilities of students in the process of conducting classes of artistic labor
[Shindler L.A. et al., 2017].

The list of tools and programs used is as follows:

1. Graphic editors - designed to create creative works on graphics and design (CorelDRAW, Adobe
Photoshop...).
2. 3D modeling programs (SketchUp, Tinkecad) - development of students ' skills in the field of art
and design by creating three-dimensional models.
3. Multimedia tools (Adobe Spark, Canva) - tools for the presentation and visualization of artistic
creativity.
4. Interactive whiteboards and visual aids - diversify the learning process and attract the attention of
students.

One of the main methods used in the study was the analysis and synthesis of research methods, that
is, these methods were used to differentiate the data encountered within the subject and present the
main and relevant data. Also, using the case study method, subject-oriented comparison work was
carried out. The main methods of using digital technology in teaching artistic labor lessons: First, at
the stage of explaining a new lesson, the use of various resources such as animation, videos, websites
and games, sound files, graphic images makes traditional subjects more interesting. Secondly, a large
stock of objects necessary for the preparation of reports, presentations, theses, etc. when organizing
individual educational activities of a student. Third, the organization of observations through digital
technologies. Fourth, use when performing practical work. Using digital technology, it is possible to
plan a tour of the art museum or give students the opportunity to enjoy an interactive platform.

Results and discussion

Many scientists conducted their own research on the subject of the study and achieved relevant
results. An outstanding scientist in the field of pedagogy V.P.Bespalko noted the importance of
enriching the educational process with information and technological means. He noted that through
digital technologies, students can develop their creativity, increase the ability to work independently
[Bespalko V.P., 2017]. In order to observe the accuracy of the effectiveness of the use of digital
technology proposed in the above scientific works, I tried to conduct artistic labor lessons in general
education schools using digital technology and without the use of digital resources. The purpose of
this work-what opportunities will students have in conducting drawing lessons using digital
technology? Accordingly, what obstacles are encountered in a lesson conducted without the use of
digital resources?

To get answers to such questions, the course of the study was as follows. To conduct the study, a
lesson was held on the first day using digital technology. In addition, during the lesson, we focused
on monitoring the main features and effectiveness of the use of Information and communication
technologies. In the course of the lesson, two main goals were set: the teacher's competence in the
use of programs focused on information and communication technologies in teaching artistic labor
lessons; control over the consideration of types of programs focused on the means of Information and
communication technologies used in the development of students' creative competencies. Before the
start of classes, students were divided into groups according to the special program “Qazmath”. As
part of this program, students wrote names related to natural changes and chose names related to the
topic for division into groups. This was able to arouse the interest of students at the beginning of the
lesson. In particular, through the 3D virtual museum “Emaze” got acquainted with the rich heritage
of the Kazakh people. When performing individual and group tasks, it was proposed to create a project
using the digital programs “Canva”, “Tinkercad”, “Adobe Spark”. Feedback was provided through
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the “Mentimeter” platform to determine the results and needs of the lesson through a quick analysis
and visual presentation of students' answers.

The Interactive Software Resources used had a great impact on the students' mastery of the topic. In
addition, the achievements of the teacher through the use of digital technology and conducting classes
of artistic labor in a fully equipped study room according to the case. study method were as follows
(Figure 1).

Getting the opportunity to use
efficient and affordable resources

(N

Improving the quality of training

J

Individual training and
differentiation opportunities

Development of critical thinking
of students

Application of innovative
pedagogical methods

Development of feedback and
cooperation

Figure 1. Achievements achieved by the teacher through the use of digital technology

Accordingly, the opportunities that students achieve during the educational process are also
determined (Figure 2). That is, students can gain active, high-performance competencies using digital
learning resources.

Self-esteem and Development of Formation of skills
personal creativity and of project and
development creative thinking technical work

Learning new
materials and
techniques

Ability to work
remotely

Figure 2. He opportunities that students get through the use of digital technology in the lesson of
artistic labor

Another point to note is that the purpose of this study is to encourage the active use of digital
technology and focus on increasing educational activity with the help of modern devices in teaching
artistic labor lessons.

Returning to our study above, during the lesson, the teaching materials were often transmitted using
paper, textbooks, notebooks and other traditional tools. The lesson was held in a traditional format.
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Since all the emphasis in the educational process is on the professional competence of the teacher, in
this educational process the teacher was able to conduct classes using various methods. However, the
level of interest of students was relatively low from the previous group. In this regard, we note the
disadvantages of conducting classes without digital tools (Figure 3).

A |

The lesson is

A | | | notinteresting
Lack of and interactive
A | [ | methodological
Decrease in resources and
| | [students' pedagogical
Limitation of ability to use innovations
the educational time efficiently

process

Figure 3. Disadvantages of conducting artistic labor lessons without the use of digital technology

Today, it is no secret that complementing the usual format of training with digital technologies creates
new skills in students, increases academic performance and motivation. The innovative teacher not
only actively uses the proposed platforms and services, but also creates the content themselves.In
addition, we perfectly understand that the main subject of the educational process was and will always
be the teacher. Only he will be able to correctly build the educational trajectory of his students, build
educational content and effectively conduct the educational process in an interesting way.

Digital competence is aimed at developing students' ability to safely, responsibly and critically use
digital technologies not only in the educational context, but also in the field of work and interaction
with society.

The results of the study show that the use of digital technologies in the lessons of artistic labor has
brought a new level to the educational process. However, when introducing this innovation, several
problems may arise. First of all, teachers' lack of skills in the effective use of digital tools or lack of
time to master these tools can prevent them from conducting a full-fledged lesson. In this regard, it is
necessary to organize special training courses and trainings. Secondly, the lack of the necessary
digital tools and equipment in all schools is also a big problem. Therefore, it is necessary to carry out
systematic work to provide the necessary infrastructure in educational institutions.In general, the use
of digital technologies in art classes is effective and will allow further modernization of the
educational process in the future. This research work proved that in the future, digital tools will
expand their scope and play an important role in the field of Education.

Conclusion

In the XXI century, technology has made a quantum leap. It has become a fashionable word for
today's generation.In recent years, digital transformation has been recognized in various areas of life,
a striking example of this is the field of Education. In the world of Generation Z, everything is
personalized, so it is relevant for them to choose knowledge on an individual trajectory. The use of
digital technologies in the modern educational process is one of the most important and effective
ways to improve the quality of training. In the research work on the discipline of artistic work, the
role and importance of digital tools in the development of students' creative abilities were revealed.

As it turned out in the course of the study, the use of digital technologies contributes to the active
participation of students in the educational process, develops their creative thinking, and increases
their interest in obtaining new knowledge. Digital tools such as graphics, design, 3D modeling and
Multimedia allow students to realize their ideas, develop practical skills and develop aesthetic taste.
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In addition, digital technologies create favorable conditions for teachers to diversify their methods,
apply learning strategies adapted to the individual needs of each student.

Thus, the introduction of digital technologies in the educational process helps to develop students'
critical thinking skills, improve their self-education skills, fully revealing the creative potential of
students in teaching the subject of artistic labor. Thanks to these innovations, the educational process
meets modern requirements, becomes effective and interesting.

In general, the use of digital technologies opens up great opportunities and prospects in the field of
education and contributes to the introduction of new pedagogical methods and strategies. This, in
turn, raises the level of knowledge of students and lays the foundation for their future success in the
creative field.

Therefore, there was a need to create a new flexible, interactive, digital education system that will
allow everyone to learn and acquire new competencies throughout their lives using various smart
technologies (computer programs, educational applications, multimedia, etc.) and smart devices
(smart board, smart screen). The integration of digital technologies into the educational process in
teaching artistic labor lessons has great potential to change traditional educational practices, which
stimulates activity, personalization and cooperation between students. Through the strategic selection
and implementation of educational technologies, educators can create dynamic learning environments
that prepare students for the digital world and equip them with the skills necessary for the future.
However, it is very important to balance the use of technology with effective pedagogy and careful
consideration of the individual needs of students. Using the power and benefits of digital technology,
it is possible to improve the quality of learning, increase digital literacy, and enable students to
become active participants in their education.

Now the introduction of new technologies in education not only makes the educational process more
relevant in the modern world, but also opens up new opportunities for training in remote and hard-to-
reach areas of Kazakhstan.

However, digital transformation does not imply the use of only information and communication
technologies. Digitalization involves a qualitative change in the content and organization of the
educational process, taking into account the changing requirements for the role function of the
teacher, as well as the forms, methods and technologies of training that meet the requests of modern
students who attribute themselves to the digital generation.
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Kopkem endek cabakTapbiH OKbITYIa HUGPIBIK TEXHOIOTHAIAPABI KOJIAAHY

Ill[.PaywaH6el<, UJI K. Iunvoebaesa
'Kopiwim Ama amuinoazer Kvizvinopoa ynusepcumemi (Kvizvinopoa, Kaszaxcman)

Annomayus

byn wmakamama xociObum Oimim Oepyme akmaparThIK TEXHOJOTHSUIAPABl KOJMAAaHYABIH KaKeTTUTIr MeH
MaHBIBIBUTBIFBl  KapacThIPhUIAABL. ABTOpmap OimiMm Oepy mporeciHne KOJAaHBUIATBIH —aKNapaTThIK
TEXHOJIOTHSIIApIABIH HETi3r TypiepiHe Tokrananasl. beiiHeney eHepiHAe CTYAGHTTEPIiH IIbIFapMallbLIbIK
KaOlIeTTepiH ally >KOHE OJapHAbIH OPKAMCHICHIHBIH KaOlNETTEepiH auly apKbulbl HUQPIBIK TEXHOIOTHSIAP
KocinTik OimiM Oepy mporieciHme KaxeTTi Kypanra aiHaianel. CaHIBIK pecypcTap MEH Kypainap Ju3aiH
OOBEKTNIepiH, TpapUKaIbIK ACPEeKTEpAl >KOHE HIBIFApMAIIbUIBIK >KYMBICTBIH Oacka HOTIKEJIEpiH jkacay
Ke31HJIe OKY MPOLECiH XKESHUIICTEN1, SFHU OiTiM Oepy MPOIIECiHIH canachlH jKakcapTyFa bIKnan eredi. Kazipri
yakpITTa OinmiM Oepy OHIAMH KypcTap[aH BHPTYaJIbl CHIHBIITAPFA AEHIHTI IMHUQPIBIK TEXHOIOTHSIAPIBI
€HTi3yre OalIaHbICTHl AUTAPIBIKTAN 3repicTepre yiupipayna. TopOuernriyiep MeH OKBITyIIbLIap 01iM OepyaiH
THIMALIITIH apTTRIPY YIIIH OCBI KYpajiap MEH pecypcTapiAbl Naigananyasiy Oipereit Mymkinairine ue. OKy
yaepiciaaeri mudpiaslk TpaHchopMaIrsi OKY CalachlH )KaKCcapTyFa, CTyACHTTePIIH YATEPIMiH apTTHIPYFa XKoHe
TinTi OonanraK MaHcan Ke3eHAepiHAe TaObICKa JKeTyre KOMEKTECeTiH KyaTThl KaHa KypaJibl YChIHAAbI. by
Makajnaja OumiM Oepymeri IU@PABIK TpaHcopMalus MpoIEeCTepi KapacThIpbUIaAbl, OUTiIM  Oepy
TEXHOJIOTUSJIAphl CaJIaChIHIAFbl 3aMaHayHW YPIICTEp, OJapAblH apTHIKIIBUIBIKTAphI, COHIal-aK OuLTiM Oepy
MekeMenepinae nudpiblK OactaManapabl TaOBICTBI ICKE ACBIPYIBIH HETI3T CTpaTerusiaphl TalAaHajbl.
ABTOpIIAp OKBITYIIBIHBIH HUQPPIBIK OiiM Oepy OpTachbiHIAFkl ©3TEPETIH POliHE Ha3ap ayJapaibl.

Tytiinoi ce30ep: TexHOIOTHA, O11iM, UGPIILIK, OiTiM Oepy, MPOoILecC, 3aMaHayH TEXHOJIOTHsIap.

Hcnosb3oBanne uupoBbIX TEXHOJOIHH B NIPEeNoJaBaHUU YPOKOB Xy10:KeCTBEHHOI0 TPyaa

Illl.PaymaH6el<, LK I unvoebaesa
Kuoizvinopourncxuil ynusepcumem umenu Kopxoim Ama (Koizviniopoa, Kasaxcman)

Annomayus

B nanHOl crathe paccMaTpuBaeTCs HEOOXOJUMOCTh M Ba)KHOCTh WCIONB30BaHUS HH(POPMAIMOHHBIX
TEXHOJIOTUH B TPO(ECCHOHAIBLHOM O00pa30BaHUM. ABTOPHl OCTAHOBATCS HAa OCHOBHBIX BHJAX
WHPOPMAIMOHHBIX TEXHOJIOTHH, HMCHOIBb3yeMbIX B oOpa3oBarelbHOM Tmporecce. B m300pasuTensHOM
HCKYCCTBE, PacKphIBasi TBOPUYECKHE CIOCOOHOCTH CTYJIEHTOB M PACKPBIBAs CIIOCOOHOCTH KaXKJOTO W3 HHUX,
U(ppPOBbIE TEXHOJOTHH CTAHOBATCS HEOOXOIMMMBIM HMHCTPYMEHTOM B TIpoliecce Mpod)eCCHOHATHHOTO
oOpasoBanus. L{upoBbie pecypchl 1 HHCTPYMEHTBI 00JIerYaroT MPOIece O0yUeHHUs MIPH CO3TaHUU 00BEKTOB
Iu3aiiHa, rpadUYecKuX JaHHBIX M JPYTHX PEe3yNbTaToB TBOPYECKOW pPabOTHI, TO €CTh CIIOCOOCTBYIOT
TIOBBIIIICHUIO KavyecTBa 00pa30BaTeNbHOTO Tporecca. B Hacrosiee Bpemsi 0oOpa3oBaHHE IpeTeprieBacT
SHAYUTCJIbHBIC M3MCHCHHSA B CBA3M C BHCAPCHHUEM III/I(i)pOBBIX TeXHOHOFHﬁ, Ha4YnHasA C OHHaﬁH-KprOB u
3aKaH4YMBas BUPTYyaJIbHBIMHU KJIaCCaMMH. Bocnurarenu u npenoaaBareiii UMEIOT YHUKAJIbHYIO BO3MOXHOCTDH
WCIIONb30BaTh STH WHCTPYMEHTHI M pPecypchl s ToBbIeHHs 3(dexTuBHOCTH oOpa3oBanus. L{udposas
TpaHchopMmanuss B Y4eOHOM MpoLEcce MpelaraeT HOBBIA MOIIHBIM HWHCTPYMEHT, KOTODPBIH ITOMOXET
VAYYIIUTh Ka4eCTBO OOyUYEHUsI, TOBBICUThH YCIICBAEMOCTh CTYIEHTOB M Jiaxke JOOUThCS ycrexa Ha Oyayrimx
JTanax Kapbepbl. B 1aHHO# cTrarbe paccMaTpuBaroTcs nmpoueccs nudpoBoit Tpancopmannu B 00pa3oBaHuY,
aHAJM3UPYIOTCSI COBPEMEHHBIE TEHACHLIMU B 00JIACTH 00pa30BaTENbHBIX TEXHOJIOTHH, X NPEUMYILIECTBa, a
TAaKXE KIIOUCBBIC CTparcrun yCHeIHHOﬁ peanrsann III/I(prBBIX WHUIIMAaTHB B 06pa3OBaTeJ'IBHI)IX
YUPEKACHUSX. ABTOPBI aKIIEHTHPYIOT BHHMaHHWE Ha MEHSIOUICHCS PONH MpernojaBaress B HUPPOBOIH
o0pa3oBaTenbHOM Cpee.

Knrouesvie cnosa: TexHoiorus, obpa3zoBaHHMe, IU(PPOBOH, 00pa30BaTENbHBIA, MPOIECC, COBPEMEHHBIC
TEXHOJOT'UH.
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