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The article discusses the scope of practical work using computer technologies in the educational process and
the development of guidelines. In this regard, a method of applying computer technologies in education was pro-
posed, highlighting the relevance of this study. The purpose is to assess the feasibility of modern computer tools in
developing students' creative potential in professional education. Formation of a specialist in the fashion industry
who can solve artistic, compositional, and technical problems based on the active use of creative methodologies in
specialized disciplines. This approach increases the effectiveness of students' independent work, provides new oppor-
tunities for creativity, and strengthens professional skills using visual and graphical tools. This will allow future spe-
cialists not only to master theoretical knowledge but also to develop practical skills, such as creating sketches, de-
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signing models, and working with various materials and technologies. The integration of creative methods in educa-
tion contributes to the formation of students' flexible thinking, adaptability to changing fashion trends, and problem-
solving abilities. The use of modern technologies such as 3D modeling, digital illustration, and computer-aided de-
sign enhances students' ability to visualize ideas and implement them. This helps future designers gain a deeper un-
derstanding of clothing creation processes and interact effectively with production stages, which is crucial for train-
ing competitive specialists. The article describes effective methods and results of using software tools that allow
teachers to develop and adapt learning models. Thus, applying computer technologies fully reveals students' creative
potential, professionalism, and competitiveness in the labor market.

Keywords: methodology, education, creativity, digitalization, neural network, graphic programs.

COH UHAYCTPUACBIHBIH BOJAIIAT'BI: TEXHOJIOTUSIJIAP MEH
HBIFAPMAIBUIBIKTHI BIJIIM BEPY NIPOUECIHE UHTET'PALTUSAJIAY

A.K. ABJIUKAEBA, U.A. J]JAJIbHOBA

(ATMAaTBI TEXHOJIOTUSIJIBIK YHUBEPCUTETI,
Ka3akcran Pecnyoaukacel, 050012, Anmatsl K., Tese 6u kour., 100)
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Maxanaoa o6inim 6Gepy npouyecinoe KOMRbIOMEPJIK MEXHON02UANAPObL KONOAHY JHcoHe muicmi a0icmemenik
HYCKaynapowl 23ipaey apKvliibl NPAKMUKATBIK HCYMBIC CANACHl Kapacmblpblinadsl. Ocvlzan daiiansicmsl oKy npoye-
cin0e KOMRbIOMEPIiK mexXHoa02UANapObl KOA0any a0icmemeci YColHbl10bl, Ol YCOIHBLIRAH HCYMBICHbIH, 03€KMIiizi
Oonvin maodvinadsl. 3epmmeyoin maKcameol - Kaciou 0inim any npouecinde cmyOeHmmiy, Wbl2APMAUILLIbIK dJ1eyemiH
0amvimyoa 3amManayi KOMRoIOmMePiiK mexHo-102usanapobly 20icmepi MeH Kypanoapvli KOJA0AHYOblH OPbIHObLIbIZbIH
3epmmey. beitindix nandepoi 3epoeney kezinoe oKy npouecinoe wbl2apmMauibliblK Kblzmem 20iCHAMACLIH 0eceHOi
Konoanyza Heziz0encen KOPKeMOIK-KOMROZUUUATBIK HCIHEe MEXHUKAIbIK MIHOemmepoi uiewiyze Kabdinemmi coH UH-
oycmpusacvinoa maman Kanvitnmacmulpy. byn macin cmyoenmmepoir; 03iH0IK HCYMbICOIHBIY MUIMOINIZIin apmmulpa-
Obl, WbIZAPMAUBLUIBIKKA, KICIOU 0a20ulnapobl uzepyze, Kpeamuemi macil yuwiin Hezi3zi Kypanoapovl eu3yanovl-
2pauxanvik, beitneney apKplivl Heana MyMKinoikmep oepedi. bByn oonawar mamanoapza meopuanvik 6inimoi uzepin
Kana Koumail, COHbIMEH Kamap ICKu3oepoi oeitneney, mooenboepoi ncodanay, IJpmypii Mmamepuaioap Men mexHouo-
CUATIAPMEN JHCYMBIC HCACAY CUAKMBbL NPAKMUKAILIK 0A20bL1apObl 0aMblmyea MymMKIHOIK Oepedi. Lllvizapmawiblinbik,
20icmepoi 6inim bepy npouecine dipikmipy cmyoenmmepoin, uKemoi ounayvii, coH UHOYCMPUACHIHBLY, Me3 032ePenin
meHOeHYUANAPbIHA DelliMOey JHCIHE CIAHOapmmyl emec uiewimoepoi mady Kaobinemin Kaablnmacmulpy2a blKna
emeoi. 3D modenvoey, yuppaviK UNIOCMPAUUA IHCIHE KOMHBIOMEPTIIK OU3AUH CUAKMbL 3AMAHAYU MEXHOI02UANAPObl
naiioanany Hezizinoe cmyoeHm-mepoiy, uOesnapvii GU3YANUIAUUATAY HCIHE IHCY3eze ACbIPYy MYMKIHOIKmepin Keweli-
meoi. byn 6onawmak ousaitnepnepze Kuim rncacay npouecmepin mepenipek mycinyze 2ana emec, COHbIMeH Kamap o6ace-
Keze Kabinemmi mamanoapovt 0asapiayobly Manbl30bl ACNEKMIci 601b1n maodvLIamslH OHOIpiCMIK Ke3eHoepmen muim-
0i 03apa apexemmecyze Komexkmecedi. Maxanaoa oKbImyuisliapea OKblmy yazinepin a3ipieyze yicone 03zepmyze mym-
KiHOIK Oepemin 6azoapnamansvlk, Kypanoapovl RAuoananyovlty muimoi aoicmepi men HImMu-cenepi CUNAMMmMAnN2an.
Ocbinaitua, KOMRLIOMEPJIIK MEXHOI0ZUANAPOBL KO0y 20icmemect OiimM any-uiblHbIH WbI2ADMAWBLIBIK d1EYentin,
KaciOunizin monvlx, auiy2a yHcane eHoeK Hapovleblnoa daceKeze Kabi-1emminizin apmmulpy2a MyMKinOiK depeoi.

Herisri ce3aep: agicteme, OL1iM Oepy, HIbIFAPMAIIBLUIBIK, HA(PIAHABIPY, HelipoKeli, rpadUKaIbIK
OarnapaamaJap.
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B cmamve paccmampueaemca cgpepa npaxmuueckoii pabomst ¢ npumeHeHuem KOMHbIOMEPHLIX MeEXHO-
n02ull 6 00pazoeamenbHOM npouyecce u paspadomKoll COOMEemCcmeEyIOuiUX Memoouyeckux ykasauui. B ceasu c
IMuUM Obl1a NPEONOIHCeHA MENMOOUKA UCNONb306AHUA KOMNBIONEPHBIX MEXHONO02UIL 6 yUeOHOM npoyecce, Ymo A6-
Aemca aKmyanbHOCmypio npeocmagnennon pabomol. Ilenv uccnedosanus - usyuenue yenecoobpaznocmu npume-
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HeHUs Memo008 U CPeOCmE COBPEMEHHDBIX KOMNLIOMEPHBIX MEXHONO0ZUI 6 PA3GUMUN MEOPYECK020 NOMeHUUana
cmyodeHma é npoyecce noayuenus npogeccuonanvrnozo oopazoseanun. Popmuposanue cneyuanucma ¢ UHOycmpuu
MOObl, CHOCOOHO20 peutamb XYO0IceCMEEeHHO-KOMNOZUYUOHHbIE U MEXHUYeCKue 3a0auu, OCHOBAHHbIE HA AKMUG-
HOM UCNONBL306AHUU MEMOOOT02UU MEOPYUECKOIl 0eAMeTbHOCHU 6 YUeOHOM npoyecce npu U3y4eHuu npoPuibHbIX
oucyunaun. Takoii no0xo0 nosviuiaem IPPHekmusHocmy camocmoameabHol padbomsvl CHYyOeHMO8, 0aen HOBble
603MOJICHOCMU 0714  MEopyecmea, npuodpemenun npoPecCUOHANbHBIX HAGLIKO8, C NOMOWbIO HA2NAOHO-
2pacpuueckozo npedcmasnenusn 6az08020 uHCmpymenmapus 011 6onee KpeamugHozo nooxood. Imo nozeoaum oy-
OyuuM CReyuaIucCmam He mojbKo 0ceausams meopemuyeckue 3HAHUA, HO U PA36UBAMb NPAKMUYECKUE YMEHUS,
maxue Kaxk co30aHue ICKU308, POEKMUposanue mooeneii, paooma ¢ pa3nuiHsIMU MAMePUAIAMu U MexHon02us-
Mmu. Humezpayus meopueckux mMemooose é o6paz0eamensHulii RPOYEcc cnocobcmeyem (opmuposanuio y cmyoeH-
moe6 2UOK020 MbIMIICHUSA, YMEHUA A0ANMUPOBAMBCA K ObICIMPO MEHAIOUWUMCA MPEHOAM UHOYCMPUU MOObL U HAXO-
oumv nHecmanoapmusvie peuwienus. Hcnonv3oeanue coepemennvix mexwonozuii, maxux kax 3D-moodenuposanue,
yugposan uNIOCMPAYUA U KOMRLIOMEPHOE NPOEKMUPOGAHUE, DACUIUPAE 603MONCHOCHIU CIYOEHMO08 8 GU3Yall-
3ayuu udell u ux peanuzayuu. Imo nomozaem OyOywium OU3AUHEPAM He MOJIbKO 21y0rHce ROHUMAMb HPOUECCHl
CO30aHUA 00€XHCObl, HO U IPPEKMUBCHO 63AUMOOCHCMEOBAMb C NPOU3BOOCHEEHHBIMU IMANAMU, UMO ABIAEMCA
BAMCHBIM ACHEKMOM 6 N0020MOBKEe KOHKYPEHMOCNOCOOHBIX cheyuanucmos. B cmamoe usnosncenst 3¢pgpexmuenvie
Memoobl u pe3ynbmamsl UCHOIb308AHUA NPOZPAMMHBIX CPEOCHE, NO3BONAIOUWUX NPENOOAGAMENAM Pa3padant vi-
eambv u uzmMeHAMb mooenu ooyuenun. Takum oopazom, MemoOuKa NPUMEHEHUs KOMNbIOMEPHBIX MEXHOI02UIL NO3-
60J1em 6 NONHOU Mepe PACKPbIMb MEOPYeCKUl HOMEHUUAN 00yYaruezoca, nPopheccuoHanuIm u no8bICUNb KO H-
KypPeHmocnocooHoCms Ha PolHKe mpyod.

KiioueBbie cii0Ba: MeTonuka, odpa3oBaHue, KpeaTus, nu(ppoBus3amusi, HeiipoceTb, rpaduyeckne
NMpOrpamMMmBbl.

Introduction and technical disciplines. The implementation of

According to the decree of the President of this goal is possible only with the active
the Republic of Kazakhstan, 'increased attention is development of the methodology of creative
given to digitalization and innovation' [1], and the activity, which allows students to develop open,
national project 'Technological Breakthrough flexible and creative thinking.
through Digitalization, Science, and Innovation' Disciplines that integrate artistic and
[2] emphasizes the need for educational develop- technical components to train professionals for the
ment. Therefore, the process of introducing com- fashion industry actively engage students in the
puting machines also affects educational activities, creative process. The desire to enhance creative
in particular, when training specialists in the productivity has led to the development of various
creative field. Designing and visualizing various approaches and techniques that systematize the
design objects using computer technologies pro- search for original ideas, stimulate thinking, and
vides an opportunity for self-realization and de- help reveal and realize a person's creative
velopment of students' creative and research abili- potential.
ties, which is undoubtedly a relevant topic. Materials and research methods

In order to develop the students’ creative The methodology ~ for  organizing
potential in the course of their education, it is ad- educational activities using computer technologies
visable to use the most developed and advanced involves selecting models for structuring teaching
methods and tools of modern computer technolo- and implementing student activities in the modern
gies creating real opportunities for their use in the educational process based on professional
education system. [3] The application of computer training. Thus, in the course of the teacher-
technologies in the field of education causes in- computer-student communication, the main goals
creased interest in related professions, so when of using computer technologies were outlined:
training specialists by using the capabilities of - formation of students' learning activities
computer technologies, psychologists, teachers, and core competencies;
and specialists in the field of information technol- - development of research and creative
ogies were developed: G. M. Kleiman, I. V. Rob- skills;
ert, . Ya. Lerner, A. G. Gein, E. M. Razinkina, - individualization of the learning process
Yu. S. Branovsky, Yu. M. Kornienko, etc. [4]. according to the individual capabilities of stu-

The goal of the educational process in the dents;
Department of Design is to train specialists - training of qualified specialists in the fash-
capable of solving artistic, compositional, and ion industry.

technical problems in the course of studying art
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Computer technologies provide students of
creative programs with access to information re-
sources, increase the productivity of independent
work, and also open up unique opportunities for
creativity, acquisition, and improvement of vari-
ous professional skills.

Competent knowledge of specialized com-
puter programs provides future designers with
tools for generating initial concepts of a compo-
site product solution, as well as contributes to the
effective implementation and development of a
design idea at all stages of its implementation. At
the same time, at the stage of compositional shap-
ing, a transition is made from mental activity to an
active search for the optimal solution using a spe-
cial set of tools and tools.

Thus, in the search for optimal solutions to
a project problem, the graphical modeling method
is used. This method ensures the graphic form
aligns with the project's content, involves a variant
search and experimental approach, follows a logi-
cal sequence, and applies a systematic problem-
solving approach.

Results and discussion

Computer technologies provide a wide
range of opportunities for the implementation of
creative ideas and provide an effective and profes-
sional approach to work. The use of graphic edi-
tors provides a variety of tools for sketching cloth-
ing designs.

To effectively organize the training of crea-
tive students, the following tools are usually used:

- professional programs for the develop-
ment of technical creativity Corel Draw, Adobe
Photoshop, Fashion Design Sketches, Edraw
Maxand Procreate, etc.;

- software for 3D modeling — Clo, Marvel-
ousDesigner,Valentina, Vstitcher, Lotta, Tailor-
nova, etc.;

- computer-aided design systems — Grafis,
Julivi, Grazia, PatternMaker, Assol, etc.

The choice of the presented training tools is
carried out taking into account certain organiza-
tional and pedagogical conditions for the imple-
mentation of the designed system, which affects
the formation of the readiness of future designers
to implement two components: first, to develop
students' creativity and, secondly, to use computer
educational technologies in this process.

Among computer graphics programs for the
implementation of creative works, it is most ap-
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propriate to use the multifunctional graphicux edi-
tors Adobe Photoshop and CoreIDRAW. These
programs offer an extensive set of tools for per-
forming various creative tasks. It is convenient not
only for photo editing but also for creating draw-
ings and templates from scratch [4].

Working in Adobe Photoshop can be divid-
ed into two types: working with existing images
and creating new ones from scratch. The software
offers extensive drawing and editing capabilities,
allowing for quick adjustments to color, texture,
or material patterns. For a more realistic represen-
tation of clothing models, Photoshop enables the
overlay of real fabric samples onto objects, which
can be stored in the texture database [5].

When developing a fashion model, every
element must be carefully considered—including
silhouette, design solutions, fabric color and tex-
ture, and finishing details—since each aspect in-
fluences the final appearance of the product. At
the sketching stage, modifications can be made,
colors and lengths can be adjusted, and creative
experimentation can take place [6].

Adobe Photoshop also provides extensive
opportunities for developing unique stylistic
trends and techniques. One notable feature is the
ability to create custom brush sets that integrate
with textures and patterns. Additionally, individu-
al styles can be customized for specific sketch
elements, such as applying a metallic texture to
frame details [7].

First, a sketch of the future product, called a
sketch, is made. This initial stage allows for crea-
tive exploration, where the designer can freely
interpret ideas. This is followed by the develop-
ment of an artistic sketch of the model, which is
drawn on a figure in an arbitrary pose. The final
sketch should align with the intended concept,
ensuring both aesthetic appeal and practical com-
fort [8].

To create a contour, the student can use var-
ious tools, such as a brush (Brush) and a pen
(Pen). These tools differ in the purpose and format
of the illustration. The brush provides more flexi-
bility for creating shapes and live sketches, while
the pen is designed for precise and clear contour
design. A fill can contain elements such as a col-
or, gradient, pattern, and various textures for
blending (Figure 1).
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Figure 1. Creating an outline using the Pen tool

Students can use the basic functions of
graphics programs and a special tool “Lasso” to
create searchable sketches. This is a popular tech-
nigue among concept artists, who use it to quickly
create shapes that reflect the mood and character
of the character.
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Working with the lasso allows the student
to freely experiment with shape and color, creat-
ing the first curved sketch. Then this sketch can be
refined and turned into a final work. This ap-
proach makes it possible to catch unexpected
shapes and find interesting stylistic solutions
(Figure 2).

Figure 2. Getting thumbnails using the Lasso tool

In order to successfully prepare students for
work in the programs, it is necessary to provide a
deep understanding of their technical component.
It is important to thoroughly study the interface of
each program and master the necessary tools [9].
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The main difficulties arise when interacting
with the program. Despite the fact that each
program has individual settings to improve the
user-friendliness of professionals, for beginners
these functions become a serious obstacle [10].
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As an example, in Adobe Photoshop there
are settings for hiding the interface, which can be
accidentally activated when you click on the
keyboard. There is no way to return hidden items,
except for a separate restart of the program, or by
pressing the same hotkey. (Hotkey — quick key, a
key for quick access to a program element). Also,
inside the system settings of the program, there is
an item-continue panning. Associated with the
tool “Hand” when the function is turned off, the
canvas does not move when working in the
program. There is no way to move closer to the
desired point and place it in the center of the
screen.

Therefore, for the convenience of working
in programs, it is needed to know these subtleties
and features of the work. In the future, when
working out individual tools, it is necessary to
give the student an understanding of the
possibility of combining different tools, as well as
their interaction and various applications [11].
There are actions and techniques that lead to
similar results, but they differ in algorithms and
time spent. These algorithms are designed to

Figure 3. Costume model creation progress
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work with different types of tasks, and can be
adjusted and changed later to meet individual
requests.

To speed up and automate the work, it is
recommended to provide the student with
knowledge about how to work with internal
macros. Macro — A sequence of actions or
keystrokes recorded in a separate file for
activation in one click. This way, the processes of
painting can be automated, or applying textures
and formatting when performing batch processing
of files. For example, when creating various
collections with their visual and graphical display.

Today, based on the results of viewing
practical, term papers and theses, it can be sum-
marized that the study and application of comput-
er graphics, that is, this area of information tech-
nology is increasingly being used both in the
training of designers and in the field of profes-
sional design [12]. The presented Figures 3 and 4
demonstrate the process of creating a model in a
suit and the result of the collection created for
student models.
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Figure 4. Final processing of the model

Students actively use both stationary and
portable computers in practical classes, while
completing coursework and projects. This indi-
cates that they are engaged in computer graphics
not only as part of a computer class, but also when
doing homework, creating sketches, and other
tasks. In addition, multimedia equipment is effec-
tively used in the classroom, which allows you to
clearly demonstrate the techniques, tools, and
methods of using them being studied [13].

To increase the effectiveness of learning
and interaction, we recommend using graphic tab-
lets. Popular models such as Wacom, Huion, and
XP-Pen are on the market. These devices allow
working with program functions more accurately
and expressively, which contributes to the imple-
mentation of an author's ideas and the develop-
ment of artistic skills.

A significant stage in the professional activ-
ity of a designer, as well as in the educational pro-
cess of students, is the development of neural
networks, which are an innovative and revolution-
ary technology. In this regard, students need to
thoroughly study and understand the principles of
functioning of these systems, including the mech-
anisms for generating visual and textual elements,
which is an integral part of their professional
training [14].

In addition to the prospects for large-scale
development and integration of neural networks
into professional activities and everyday life, this
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technology industry needs to be purposefully re-
searched and mastered due to the high risk of loss
of competitiveness [15]. In the context of active
implementation of neural networks in various are-
as, it is critically important to have a fundamental
understanding of their functioning. At the same
time, it is necessary to integrate processes based
on neural networks to optimize workflows, sim-
plify the generation of search options and thumb-
nails, as well as to master methods for combining
multiple images in order to create unique author's
works based on synthesized data.

In the process of development, neural net-
works accumulate an extensive knowledge base,
which allows them to generate popular models,
such as synthesizing multiple images, creating
visual content based on text queries, retouching,
and presenting design projects. Neural networks
are able to develop concept art with detailed elab-
oration and visualization of ready-made solutions
on interactive models, simulating various condi-
tions and lighting parameters to achieve maximum
realism and detail of the presentation.

Similar to working in specialized computer
programs, neural networks have the functionality
to replace individual elements of finished works,
as well as implement a variety of search and re-
touching methods. However, their key difference
is the limited level of control on the part of the
user, which is due to the autonomy of their algo-
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rithms. As a result, the final result in most cases is
characterized by a high degree of unpredictability.

With the advent of neural networks, a sig-
nificant part of students had legitimate doubts
about the expediency of continuing the education-
al process in the context of the expanding capabil-
ities of this technology. Nevertheless, it is im-
portant to emphasize that neural networks are a
tool and auxiliary resource, but in no way can they
serve as a substitute for the professional compe-
tencies of a future specialist [16].

This situation is also aggravated by the
presence of fears and lack of motivation. The
most common problems are: difficulties in master-
ing technical terminology, as well as reduced mo-
tivation due to the complexity of the educational
material and the practical application of the ac-
quired knowledge [17].

Technical terminology requires prior famil-
iarization of students with basic knowledge and
descriptions of relevant technical processes, which
in the future will allow them to effectively navi-
gate the search for necessary information using
key concepts in the framework of independent
training. This aspect is a priority, because in the
process of self-study, as well as when mastering
materials through courses or video content, there
are often no clear definitions and explanations of
specialized terminology.

The complexity of the material and its prac-
tical application is the second key step in working
with students [18]. To overcome this barrier, it is
necessary to develop specialized tasks that involve
a combination of standard software functions in
order to achieve non-standard and specific results,
thereby stimulating an in-depth understanding and
mastering of the tools.

To increase motivation, it is advisable to
use a demonstration of personal professional ex-
perience, as well as actively use available educa-
tional resources, such as online courses and spe-
cialized platforms [19]. In addition, it is recom-
mended to systematically monitor the appearance
of updates and innovative solutions in the frame-
work of performing technical tasks, which will
ensure that the level of knowledge of students
meets current requirements and current trends.

Conclusion

In the course of purposeful development of
innovative teaching methods in the educational
process, each student has the opportunity to
develop, first of all, their own personal techniques
and stereotypes for solving creative problems with
technical skillsam. As a result, a technical
specialist is formed who has the qualities of a
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creative person. The result of training students
based on the use of methods of activating creative
thinking, interactive teaching methods based on
the use of computer technologies allow them to
successfully demonstrate their abilities in design
activities.

An in-depth study of computers and
specialized design programs allows students not
only to improve their technical skills, but also to
expand their creative potential. Mastering tools
such as Adobe Illustrator, Photoshop, 3D, and
others allows you to create more accurate and
detailed projects, visualize ideas at a professional
level, and experiment with different concepts. It
also helps students adapt more quickly to the

realities of today's industry, where digital
technologies play a key role.
However, the introduction of new

technologies, such as neural networks and
artificial intelligence, can cause students to feel
insecure and even demotivated. Automation of
processes, the ability to generate designs using Al,
and high competition with machines can create
the impression that human creativity is losing its
value. In addition, the rapid development of
technology sometimes frightens  with its
complexity and the need for constant training,
which can become a psychological barrier for
some students. Therefore, a deep understanding of
computer technologies and their capabilities
allows students not only to use them as a tool, but
also to find a balance between human creativity
and machine accuracy.

Thus, the integration of digital technologies
into the educational process not only increases the
level of professional training of students, but also
contributes to their personal growth, making them
more confident and ready for the challenges of the
modern labor market. By overcoming fears and
learning new tools, future professionals can
unlock their potential and become the driving
force behind innovation in the fashion industry.
As a result, graduates become more popular in the
labor market due to their creative qualities, and
their adaptation to the professional environment is
much easier.
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In the period of globalization of international designs, the emergence of new styles and brands of clothing, as
well as their collaboration - the direction of ethnodesign is most relevant and in demand. The authors of the article,
based on domestic and foreign sources, using a comprehensive methodological approach, created a theoretical basis
for the paradigm of considering the ethno-cultural code in clothing design as one of the main elements in the for-
mation of the cultural identity of Kazakhstanis. The study is of interest in terms of studying the historical aspects of
the emergence of the culture of national clothing and its classification, as well as analyzing the path of development
of domestic design. The purpose of the article is to show the transformation of the Kazakh national costume, from
part of the culture of one people, into an element of identity of the multinational Kazakhstani society. According to
the authors of the study, ethnic motifs in clothing design have gone beyond national costumes and represent a brand
of Kazakhstani identity at the international level. The practical significance of this study lies in the accessibility of
the presentation and the possibility of its use in the development of a theoretical basis for courses on the history of
art, cultural studies, Kazakh national costume, domestic design and philosophy.

Keywords: ethnodesign, protodesign, cultural identity, paradigm, fashion designers, model range.

26


https://orcid.org/0000-0001-8842-987X
https://orcid.org/0000-0001-7675-0607
https://orcid.org/0000-0002-9652-9982
https://orcid.org/0000-0002-7749-9570
https://orcid.org/0009-0007-8597-3053
mailto:k.a.a.2022@mail.ru

