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This paper explores the integration of digital technologies in the educational
process. It is not only a current trend, but also an imperative necessity to adapt to
the requirements of an increasingly digitized society. Digital skills are important for
success in various professional fields. At the same time, the use of digital
technologies in education opens new perspectives on teaching methodologies,
offering unique opportunities for personalizing and streamlining the educational
process. The integration of digital technologies in the curriculum of Fine Arts
Education modernizes educational methods, but also facilitates access to various
and innovative resources, which can stimulate the interest and involvement of
students. The scientific argumentation of this problem is based on studies that
highlight the benefits of using digital technologies in education, including improving
academic performances, increasing motivation and developing digital skills.

Keywords: digital technologies, curriculum, art, fine arts/ artistic education,
teaching-learning process.

INTRODUCTION

In the context of the rapid development of digital technologies, today's
education is undergoing a significant transformation. The strategic priorities for the
digitalization of education in the Republic of Moldova cover four aspects, stipulated
in the Action Plan for Digitalization in Education for the period 2024-2027:
development of digital skills, digital equipment, digital systems and resources,
digital content [1]. This plan is aligned with the National Digital Transformation
Strategy 2023-2030 [2] and other relevant policies. In this context, the integration of
digital technologies into the Curriculum of Fine Arts Education (Republic of
Moldova) [3] represents a target value, but also a complex and important process,
which aims to improve the teaching and learning process within this discipline.

PURPOSE

Before integrating digital technologies into the curriculum, it is important to
clearly establish the learning objectives for the subject in question. These objectives
should be aligned with educational standards and highlight the competences
(artistic, digital and others) that students should acquire.

After establishing the objectives, the next step is to identify and select digital
tools and resources that support these objectives. These can include graphics
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software, 3D modeling applications, virtual and augmented reality platforms, online
resources for sharing and analyzing artwork, etc.

Digital technologies should be actively but carefully integrated into the
teaching approach of the Fine Arts Education subject. They can be used in various
activities and projects, such as creating digital artistic compositions, 3D modeling,
exploring virtual reality for visualizing works of art, etc.

The integration of digital technologies should encourage creativity and
exploration among students. They should provide opportunities for artistic
expression in a digital environment and facilitate experimentation and discovery
within the learning process.

To ensure the effective integration of digital technologies into the Fine Arts
Education curriculum, teachers should receive ongoing training in the use of these
technologies in education. This should include both practical aspects related to the
use of digital tools and pedagogical strategies for their integration into the teaching-
learning-assessment process.

It is important to periodically evaluate the effectiveness of the integration of
digital technologies into the Fine Arts Education curriculum and make adjustments
based on the feedback received and the results obtained. This should be an
ongoing practice to ensure constant improvement of the learning-teaching-
assessment process.

Therefore, the integration of digital technologies into the Fine Arts Education
curriculum can contribute to improving the quality of art education and preparing
students for the demands of the modern digital society.

RESULTS AND DISCUSSION

The use of digital technologies in the learning process of fine arts can bring
numerous benefits, but also challenges that require appropriate approaches and
solutions to maximize their potential in art education.

Digital technologies provide access to an impressive variety of educational
resources, such as video tutorials, interactive lessons, online art galleries and
virtual collections, which allow students to explore famous works of art and learn
from the experiences of other artists. These resources expand students' knowledge
and inspiration, opening up new horizons in the field of fine arts.

Digital platforms provide a safe and interactive environment for students to
experiment and develop their artistic skills. Through graphics programs and 3D
modeling applications, students can explore different artistic techniques, create
digital artwork, and experiment with colors, textures, and shapes intuitively and
engagingly.

Digital technologies allow for the personalization of learning experiences
according to the individual needs and interests of each student. Teachers can use
tools and applications adapted to the level of proficiency and learning style of
students to provide them with a more effective and satisfying learning experience.

The use of digital tools facilitates the provision of fast and accurate feedback
to students in real time. Teachers can provide detailed comments and guidance
through online platforms, which helps students better understand their strengths
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and areas for improvement, contributing to their continuous growth and
improving the quality of their artwork.

Digital technologies offer interactive learning opportunities that stimulate
student engagement and motivation in the learning process of fine arts. Drawing
applications, 3D modeling tools and educational games are just a few examples of
tools that can transform the learning process into an engaging and fun experience
for students.

By integrating these benefits into the learning process of fine arts, digital
technologies can significantly contribute to improving the quality of arts education
and developing students’ creative and technical skills.

However, it is important to be aware of the associated challenges, such as
accessibility and infrastructure, technological and digital skills, technology
dependency and data protection, in order to ensure an effective and responsible
integration of technology into the learning process of fine arts.

Some schools, especially those in disadvantaged areas, may face difficulties
in ensuring access to digital technologies due to the lack of adequate infrastructure
or limited financial resources. Lack of internet connectivity or the necessary
equipment can prevent students from benefiting from the benefits of digital
technologies in their learning.

The effective use of digital technologies in education requires developing
appropriate technical and digital skills for both students and teachers. Learning and
mastering these skills can be difficult for some learners and may require additional
time and resources.

Excessive use of technology in learning can lead to over-reliance on digital
devices and reduced interaction and physical experience in the process of artistic
creation. It is important that the use of technology is balanced and that a holistic
approach to arts education is promoted.

Not all available digital resources are of high quality or appropriate for the
learning process of fine arts. Some digital materials may be superficial or provide
inaccurate or incomplete information. It is important that teachers select and use
digital resources that support learning objectives and encourage creativity and
exploration.

The use of digital technologies in the learning process involves risks related
to the protection of personal data and online security of students. It is essential that
schools and educational institutions comply with security rules and policies to
protect the confidentiality and integrity of students' data and prevent their exposure
to risks. This may include implementing security measures such as secure
passwords, data encryption and protection against cyber threats.

With all of the above, we also come up with several arguments that support
the importance of traditional fine arts in the context of the digitalization of fine arts
education, namely: the development of fine motor skills, direct sensory experience,
stimulation of creativity and divergent thinking, connection with tradition, history and
cultural heritage, social interaction and collaboration, reducing dependence on
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technology (dependence excludes freedom), therapeutic value (the process
of artistic creation offers a way of emotional expression and relaxation, reducing
stress, anxiety and improving mood), appreciation of beauty in various forms.

CONCLUSIONS

In the digital era, art education faces a major challenge: how to integrate
digital technologies into the creative process, without losing the essence of art.

Namely, a holistic approach to art education will allow new generations to
benefit from all the possibilities they have, but also to keep the fire of creation alive
through traditional means. The integration of digital technology into art education
must be guided by pedagogical principles, which emphasize the development of
creativity, critical thinking and aesthetic sensitivity of students.
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MOKAH-BO34H I.

IHTErPALIA UW®POBUX TEXHONOIINA Y HABYAINbHI MPOrPAMU
OBPA30TBOPYOIo MUCTELITBA

Y yit cmammi docnidxyembcsi iHmeepauis yugposux mexHonoeil y
HagyYarnbHuUl npouec. Lle He nuwe cydyacHul mpeHd, a U HazanbHa HeobxiOHicmb
aldanmauii 0o eumoz cycninbcmea, sike gce binbwe yugposizyemnscs. Ljugpposi
Hagu4ku eaxnuei 0Ons ycnixy 6 pisHux npogpecitHux cehepax. BodHoyac
suKOopuUCMaHHS yughposux mexHosoeili 8 oceimi eidkpusae HO8I nepcrekmusu
MemoOUKU Hag4aHHS, MPOrMOHYYU YHIKanbHi Moxrnueocmi Onsi nepcoHanisauii ma
onmumi3ayii HagyanbHO20 npouecy. IHmeapauis uyugposux mexHosnoail y
Hagy4arnbHy rpoepaMy 06pa3omeopyo20 Mucmeymea MOOEPHI3ye Memolou
HaguyaHHsl, a makox noneawye Aocmyn 00 pi3HOMaHimHUX ma [HHo8aUjluHUX
pecypcie, fKi MOXymb cmuMyro8amu iHmMepec ma 3afyqyeHHs1 cmydeHmis.
Haykoea apzaymeHmauisi uiei npobrnemu rpyHmyemscsi Ha OOCHIOXEHHSX, SKi
nidkpecnoome  riepegasu  8UKOpUCMaHHSA Uugposux mexHomnoziti 8 ocsimi,
30KpemMa nif8UWEHHST akadeMiyHOI ycriwHocmi, nideuweHHss Momueauii ma
p0O38UMOK LUGPOBUX HABUYOK.

Knroyoei cnoea: uyughposi mexHornoeil, HagyanbHUl rnaH, Mucmeymaso,
obpazomeopye mucmeumeo/xydoxxHs oceima, Hag4yarbHul npouec.
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