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Abstract. The purpose of this paper is to examine different social and 
academic activities related to the development of a digital culture of 
bachelors and masters of culture and arts. It analyses the achieved results 
of the research project aimed at the study of educational and pedagogical 
opportunities and resources for the more effective development of digital 
competencies of students and graduates in the life-long system of 
sociocultural education and realized in the Moscow State University of 
Culture (Khimki, Moscow region), the Petrozavodsk State University 
(Petrozavods, Republic of Karelia) and in the Ulyanovsk State Agrarian 
University named after P.A. Stolypin (Ulyanovsk) in 2010-2019. The 
authors consider digital competences as a core of a digital culture of 
graduated in arts and culture is a multi-level, complex, interdisciplinary 
phenomenon, and therefore it needs a comprehensive analysis from the 
standpoint of several sciences (philosophy, sociology, psychology and 
pedagogy, etc.). The results of the implementation of educational 
technologies orientated to values and competences of a digital culture are 
discussed. The paper focuses on the importance of the educational process 
orientated on creation of values of digital culture which are significant for 
the organization of social and cultural activities in the frame of the state 
policy on digitalization of education and culture.  
Keywords: digitalization, sociocultural education, digital competence, 
digital culture.  

1 Introduction  
The study of digital professional competencies of bachelors and masters of arts and culture 
is one of the most actual problems of the methodology, theory and technologies of higher 
sociocultural education [1, 2]. It was John Adams, a famous American statesman, who said, 
that “there are two educations. One should teach us how to make a living and the other how 
to live” [3]. 
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1.1 Problem statement 

The present-day mission of universities and colleges of arts and cultures is to educate and to 
prepare a competent and competitive graduate, fluent, creative and mobile in his profession, 
able for successfully adaptation to the changing society and cultures, capable to effective 
social and cultural activities and to professional life-long education and self-development 
[4].  

On the other hand, in the wider aspect of the problem, the modern labor market requires 
the availability of labor resources that have a high degree of social and professional 
mobility and a digital culture to live and to work in the changing post-industrious digital 
society [5, p. 6-8]. 

The practical solution of the problem of digital culture development requires a deep 
theoretical reflection of the nature of this phenomenon to understand the mechanisms of its 
implementation as well as the very conditions and factors that cause them. Digital 
competences as a core of a digital culture of graduated in arts and culture is a multi-level, 
complex, interdisciplinary phenomenon, and therefore it needs a comprehensive analysis 
from the standpoint of several sciences (philosophy, sociology, psychology and pedagogy, 
etc.) [6, 7]. The same refers to the problem of graduates’ digital culture that can be defined 
as the synthesis of specific values, meanings, competencies and individual ways of 
professional self-representation and practices in social and cultural activities in the 
conditions of digitalization. 

The theoretical analysis has led us to the conclusion that different aspects of the 
phenomenon of digital competences have been successfully studied for the last decade [8, 
9]. Nowadays it is presented in different concepts of philosophers, sociologists, 
anthropologists, psychologists and pedagogues.  

The theoretical foundations of the digital educational process based on innovative 
technologies in the modern information and educational environment are being developed 
also both in the Russian Federation [10] (A. Akhayan, E. Klochkova, T. Khristidis, A. 
Kondakov, I. Remorenko, I. Robert, N. Sadovnikova, A. Semyonov, A. Tryapitsyna, etc.) 
and in the other countries [11-13] (E. Ahmeti, A. Bertram, K. Brundier, O. Erstad, J. 
Hermna, S. Raizen, M. Ripley, A. Wiek, etc.). 

1.2 Research questions. Purpose of the study 

Our research project was aimed at the analysis of educational and pedagogical opportunities 
and resources for the more effective development of digital competencies of students and 
graduates in the life-long system of sociocultural education. 

The hypothesis of the research was formulated as follows: we proceeded from the 
understanding the phenomenon of digital competences of students and graduates of 
universities and colleges of arts and culture as an integrative professional and individual 
quality of a person that can be purposefully and successfully developed in the educational 
process, if it: 
a) is implemented on the basis of so call “interactive developmental educational and 

pedagogical technologies” (including regular debates with the students and teachers 
form the partner-universities via Internet, internet brainstorming, internet co-working, 
etc.) and the technology of the electronic portfolio, as well as multimedia courses, 
electronic textbooks, web pages on the Internet, social media, etc. 

b) ensures the effective involvement of students in various educational activities with the 
opportunities provided by the digital educational environment (Internet, social media 
and digital educational resources, including methods of designing their own 
professional career, project activity, etc.); 
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c) is focused on ideas of “a dialogue of cultures”, professional and cultural self-
development and on-going education in the intercultural digital society and education. 

2 Methods 

A set of methods adequate to the goals and objectives was used in the study.  
The research project was realized in the Moscow State University of Culture (Khimki, 

Moscow region), the Petrozavodsk State University (Petrozavods, Republic of Karelia) and 
in the Ulyanovsk State Agrarian University named after P.A. Stolypin (Ulyanovsk) in 
2010-2019.  

3 Results and discussion 
Modern concepts of socio-cultural education in the Russian Federation pay special attention 
to the social and professional importance of development socio-professional mobility and a 
digital culture among pedagogical students in the system of long-life teacher training [14-
18] (A. Akhayan, E. Klochkova, T. Khristidis, A. Kondakov, S. Karakozov, I. Remorenko, 
I. Robert, N. Sadovnikova, A. Semyonov, A. Tryapitsyna, etc.). 

Currently, Russia is actively implementing the presidential initiative to digitalize the 
economy. The main strategies of digitalization are formulated in the Federal State Program 
“Digital Economy of the Russian Federation”. The Presidium of the Presidential Council 
for strategic development and priority projects approved the priority national project on 
digitalization of education in the Russian Federation for the period of 2018-2024 as a part 
of the Federal Program “The Digital Economy of the Russian Federation”. The Ministry of 
Education of Russian Federation together with educational institutions and communities of 
teachers, parents and schoolchildren realizes the target federal program on creation digital 
educational infrastructure of a new generation.  

It is a paradox, but the 2019-2020 pandemic of coronavirus influenced greatly and very 
positively on the intensive development of the digital cultural environment in Russia. 
According to the Microsoft, at present more than 85% of the surveyed museums in 
Moscow, the Moscow region, St. Petersburg and the Leningrad region recognize the need 
for digital transformation. In particular, 20% of respondents have been actively 
implementing a digitalization strategy, 23% have developed it, and 43% are planning to do 
so. The main priority in this direction was to create digital opportunities for visitors – this 
was noted by 82% of respondents. According to experts, the focus is on interactive 
interaction with clients not only during exhibition visits, but also through online formats. 
For this purpose, the sphere of art and culture actively uses modern technologies and 
attracts specialists from this field. 

According to the official information of the Ministry of Culture of the Russian 
Federation and the results of the special study organized by experts, nowadays quite a lot of 
attention is paid to interacting with people through innovation: more than 50% of 
respondents already use or implement virtual/augmented reality technologies, 33% use 
audio guides, about a quarter use virtual assistants (24%) and Museum navigation (23%). 
As a tool for digitizing Museum processes, the majority of respondents already use artificial 
intelligence technologies or plan to start doing so (53%). In 2020, more than a third of 
respondents are also starting to implement VR/AR to solve various tasks, and almost the 
same number are planning to turn to multimedia solutions (33%). Cloud technologies are 
widely used: 26% of organizations solve their tasks using a public cloud, and 22% prefer 
hybrid scenarios. In addition, modern museums actively interact with the audience remotely 
– for example, more than 80% of respondents give the opportunity to purchase tickets 
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online, 44% use a virtual guide, 37% of respondents support a loyalty program, and 34% 
have an online store where visitors can buy souvenirs, catalogs, books, and additional 
services. In addition, museums are actively present in social networks, conduct email 
newsletters, and regularly research their audience. The same can be said about theatres and 
libraries.  

It is quite natural, that specialist in sociocultural activity should know how to create the 
digital environment of cultural life due to the present-day social and cultural challenges, 
and this is a special responsibility for universities and colleges of arts and culture.  

The Federal State Educational Standard of High Education (the levels of baccalaureate 
and master’s degree levels) includes both competencies of social and professional mobility 
and competences in digital education.  

The experimental teaching and learning within the research project were realized in the 
Moscow State Institute of Culture, the Petrozavodsk State University (Institute of Foreign 
Languages) and in the Ulyanovsk State Agricultural University. The technology of the 
electronic portfolio was widely used in the educational process. An electronic portfolio has 
much more advantages than a traditional printed version as it contains of a large amount of 
materials, is characterized by interactivity, providing rapid access, including remote, 
stimulates the ability to collect, edit and demonstrate the results in a visual form through the 
use of various formats – text, audio, graphic, video, etc. The offered system of hyperlinks 
and hypertext allows students to make their own design of the electronic portfolio. We 
made a conclusion that IC-technologies transform competences (both social, cultural and 
professional) and develop students’ critical thinking. The electronic portfolio (computer 
literacy + information mobility + reflection) stimulates students’ professional growth and 
development of professional culture. 

The principles of professionally orientated teaching and learning allowed us to propose 
a number of methodological requirements to develop a digital competences significant for 
the professional social and cultural activities of bachelors and masters. All methods used in 
the educational process should introduce and assimilate students in a digital culture, to 
create students’ cultural individuality on different levels. The methods used in the 
educational process should be professionally oriented, that stimulates the process of 
development of digital skills and competences. A set of communicative exercises should 
have an intercultural and interactive orientation, which contributes to the intellectualization 
and intensification of the educational process. 

The final results showed, that 35% of the total number of participants of the experiment 
(65 students) achieved a high level of digital culture, 45 % of students (84 respondents) 
were on the average level, and only 10% of students remained at a low level (19 students). 

4 Conclusion  
The results of the experimental work confirmed the positive effect of the proposed set of 
educational and pedagogical conditions and tools that contribute to the development of 
digital competences among bachelors and masters specialized at sociocultural activity 
education. In general, on the basis of the study, new theoretical and practical knowledge of 
digital competences of students have been obtained.  
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