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Abstract: This article studies the analysis of curricula in fine arts and computer graphics in higher education 
institutions. The article analyzes the content, structure, practical and theoretical directions of curricula, as well as 
their compatibility with modern technologies and innovations. The authors indicate the strengths and weaknesses 
of curricula in higher education and emphasize the need to introduce new, practice-oriented educational 
methods. As a result, the article provides recommendations aimed at improving the process of training qualified 
specialists in the fields of fine arts and computer graphics.    
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Introduction: Today, the role of fine arts and computer 
graphics in the educational process is increasingly 
increasing. Innovative technologies and the 
development of the digital age make these areas even 
more relevant. High-quality and modern training in 
these areas in higher educational institutions is of great 
importance for the professional training of specialists 
and their compliance with market requirements. Fine 
arts and computer graphics curricula serve to form 
practical skills for students, along with theoretical 
knowledge. These programs help to organize the 
educational process systematically and effectively. The 
content, structure, methodology, and inclusion of 
innovations in the field of curriculum create the basis 
for the development of students' creative potential. 

Fine arts curricula mainly include art history, painting 
techniques, composition, color theory, and aesthetics. 
The study of traditional and modern art forms is 
important in the educational process. At the same time, 
students acquire the skills of creative thinking and 
mutual critical assessment. However, some higher 
education institutions are not sufficiently interactive 
and practical in their curricula, which can undermine 
student readiness. 

Computer graphics curricula cover digital design, 3D 
modeling, animation, visual effects, interactive media, 
and many other areas. These programs introduce 
students to modern software and technologies, which 

helps prepare students for market-relevant careers. 
Computer graphics curricula should focus on practical 
training, as experience and technological knowledge 
are key factors in this field. 

Problems: In some higher education institutions, 
curricula are outdated, modern technologies are not 
sufficiently studied, and little attention is paid to 
practice. At the same time, it is necessary to update the 
qualification level of teachers and teaching methods. 

Suggestions: Continuously enrich curricula with 
modern technologies, allocate more space for practical 
training, study and implement foreign experiences. It is 
also recommended to strengthen project-based forms 
of work to develop the creative and technical potential 
of students. 

Currently, with the rapid development of digital 
technologies, the fields of fine arts and computer 
graphics are gaining particular importance in the higher 
education system. Today, education in the field of art 
should include not only traditional methods, but also 
modern digital tools. Therefore, it is urgent to analyze 
the curricula of fine arts and computer graphics in 
higher education institutions. 

Fine arts play an important role in creative thinking, 
aesthetic education and the study of cultural heritage. 
Computer graphics are a tool that takes this field to a 
new level and is the main tool for designers, 
illustrators, animators and other creative professionals. 
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Although these two areas are currently taught in an 
integrated manner in many higher education 
institutions, the content of the curricula, their 
compliance with modern requirements and market 
needs are important issues. 

Analysis of curricula 1. Fine arts disciplines: 

Usually, the following disciplines are taught in fine arts 
curricula: 

* Painting 

* Composition 

* Drawing 

* Art history 

* Fundamentals of sculpture 

These disciplines form artistic thinking, compositional 
skills and aesthetic taste in students. However, in many 
cases, the use of digital tools is not sufficient. 

2. Computer Graphics: 

Computer graphics disciplines include: 

* Computer Design (Photoshop, Illustrator) 

* 3D Modeling (3ds Max, Blender) 

* Animation Fundamentals (After Effects) 

* Web Design 

* Graphical Interfaces (UI/UX) 

Although some curricula cover modern software, their 
focus on practice, individual projects, and market 
integration are still low. 

* Curriculums in many cases do not meet the 
requirements of the modern IT and design market. 

* Software practice is not sufficiently covered. 

* Some teachers are not fully aware of new 
technologies. 

* Students have limited opportunities to develop their 
creative projects in a commercial direction. 

1. Updating curricula - new curricula that meet modern 
requirements should be developed, integrating fine 
arts and computer graphics. 

2. Introducing advanced software - effective use of 
programs such as Adobe Creative Cloud, Blender, 
Figma, Unity should be taught. 

3. Paying more attention to practical training - involving 
students in individual or group projects, helping them 
create creative portfolios. 

4. Retraining of specialists - involving teachers in 
advanced training courses on new technologies. 

5. Development of industrial cooperation - involving 
students in real projects by strengthening cooperation 
with design studios, IT companies and other 

organizations. 

CONCLUSION 

The joint development of the fields of fine arts and 
computer graphics in higher educational institutions 
will form not only creative, but also technical skills in 
students. There is an opportunity to make them more 
effective and modern by analyzing curricula. This will 
serve to train competitive specialists in the future. 
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