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Abstract

This article analyzes the issues of improving the methodology for developing
students' professional individuality in drawing classes using software-based
educational tools. The research explores the role of digital technologies in
mastering spatial thinking, constructive analysis, perspective, and the laws of light
and shadow. Pedagogical observation, comparison, and experimental methods
were applied. The results indicate that teaching based on software tools effectively
develops students' creative thinking and independent activity.
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AHHOTan M

B mannOV cTaThe aHaIM3MPYIOTCS BOIIPOCHI COBEPIIEHCTBOBAHVA METOAVKN
pasBuUTA IIpodeccroHaIbHOM MHAVMBUAYaJIBHOCTM CTYAEHTOB Ha 3aHATUAX IO
PVICYHKY C WCIIOJIb30BaHMEM IIpOrpaMMHBIX CpellcTB oO0ydeHus. B micciemosanmm
V3y4aeTcsi pojib HMU@PPOBBIX TEXHOJIOTUII B OCBOEHWUN IIPOCTPaHCTBEHHOIO
MBIIUIeHV, KOHCTPYKTMBHOIO aHaJIN3a, IIePCIIeKTUBBI 1 3aKOHOB CBeTOTeHM. bbuin
IIpVIMEeHEHBI METOIbI I1eJarorMYecKoro HaOJIIoieHVIs], CpaBHEHMS 1 SKCIIEpVMEHTA.
Pe3ysibTaTel IIOKa3bIBAIOT, UTO OOyYeHMe Ha OCHOBe IIPOrPaMMHBIX CPeJICTB
3dpeKTMBHO  pas3BMBaeT TBOpUYeCKOe  MBIIIIEHe W CaMOCTOSATeIbHYIO
JIeSTeJIbHOCTD CTYIeHTOB.

KiroueBnie cs10Ba
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npodeccroHaIbHas VIHAVIBVLY aJTbHOCTD, LM poBbIe TEeXHOJIOT MW,

IIporpaMMHbI€ CpeaCTBa O6Y‘I€HVIH, PUCYHOK, IIPOCTPaHCTBEHHOE MbINUIEHNE,
IIEepCIIEKTVIBa, CBETOTEHDb, TBOPYECKOE MBIINUIEHNE, 3JIEKTPOHHOE HOqu)OJ'IVIO,
XynoxecrBeHHOE o6pa3013aHI/1e.

INTRODUCTION

In the modern system of higher education, the teaching of visual arts is
becoming increasingly integrated with digital educational technologies.
Modernizing education requires innovative approaches that enhance
methodological efficiency. Drawing classes play a central role in shaping the
professional individuality of future artist-teachers, including creative thinking,
artistic analysis, and independent decision-making.

While traditional drawing education develops observational skills, software
tools expand the depth of spatial understanding and constructive analysis. Graphic
tablets, digital layers, and visual simulations create new opportunities for a deeper
analysis of form and structure. The scientific novelty of this study lies in proposing
an integrated methodological model that incorporates software tools into drawing
instruction to strengthen students' professional individuality.

METHODS

The study utilized pedagogical observation, comparative analysis, and
practical experimentation. Two groups of students participated: a Control Group
(n=20) and an Experimental Group (n=20). In the experimental group, lessons were
organized using graphic tablets and specialized software. During this process,
students actively master the technology of drawing in a digital environment (as

-

’

shown in Figure 1).

Figure 1. The process of performing a drawing using a graphic tablet and
software. Spatial thinking is developed through 3D modeling, allowing students to
analyze forms and observe changes in perspective (see Figure 2).
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Figure 2. Spatial analysis of a form based on a 3D model (changing the
perspective). Anatomical studies and the use of digital panels for studying head
proportions help students master the laws of light and shadow, as well as
constructive structure, more rapidly (see Figure 3 and Figure 4). Anatomical studies
and the use of digital panels for studying head proportions help students master
the laws of light and shadow, as well as constructive structure, more rapidly.

Figure 3. Methodology of using digital anatomical panels to study human head
proportions and body structure.
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Figure 4. Digital analysis of light and shadow: light, halftone, core shadow,

and reflex.
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Figure 5. Software-methodological model and step-by-step monitoring system for
developing professional individuality.
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Figure 6. Integrated creative educational environment of traditional drawing and
digital technologies

RESULTS

The effectiveness of the developed methodology was tested through a
comparative analysis of the Control and Experimental groups. The use of digital
tools led to a more stable mastery of complex graphic tasks.

Table 1. Qualitative indicators of student performance (%)

Indicators Control Group Experimental Group | Difference
Accurac'y of form and 71% 79% 8%
proportions
Applicati f

ppiica '1on | 69% 77 % +8%
perspective rules
Light d shad

AN SACOW | 709 81% +11%
analysis
C itional

omP051 iona 7% 80% +8%
solutions
Creati
ToATve 68% 78% +10%
independence

The experimental group demonstrated a significant advantage in the "Light
and Shadow Analysis" and "Creative Independence" criteria. This is attributed to
the ability to quickly experiment with tonal ranges and lighting sources in a
software environment.

DISCUSSION

The integration of software tools does not replace traditional academic
drawing but enhances its analytical component. Traditional methods develop the
"eye-hand" coordination and emotional sensitivity of the artist. In contrast, digital
tools such as 3D modeling and graphic layers allow students to deconstruct
complex forms into basic geometric volumes.
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Comparative analysis shows that students wusing digital simulations
understand the concept of "reflex" and "halftone" much faster because they can see
the physical calculation of light in real-time. This "digital feedback" accelerates the
transition from mechanical copying to conscious constructive drawing.

Furthermore, the electronic portfolio system (shown in Figure 4) changes the
nature of assessment. Instead of a single final grade, the focus shifts to the process of
professional growth, allowing the student to see their own evolution, which is a
key factor in developing professional individuality.

CONCLUSION

The research confirms that improving the methodology of drawing classes
through software-based educational tools leads to a more profound development of
students' professional individuality. The main conclusions are:

Digital tools provide a unique environment for spatial analysis that traditional
paper-based methods cannot offer.

The experimental data shows a stable improvement in all quality indicators (8-
11%), proving the realistic efficiency of the methodology.

The most effective approach is the integrated model, where traditional
drawing skills are reinforced by digital analytical tools.

This methodology prepares future artist-teachers for a modern, technology-
driven educational landscape while preserving the core values of academic art.
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