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Abstract

The relevance of this study stems from the significant and growing role of digital technologies in the economy,
particularly within the creative industries, where the digitalization of all aspects of life has become a prerequisite for
competitiveness.

Aim: To analyze the impact of digitalizing education on the development of entrepreneurial skills among young
people.

Methods: Theoretical analysis of scientific, industry-practical, reference, and educational literature to explore
the influence of digitalized education on preparing youth for entrepreneurial activities in the creative industries;
synthesis of theoretical information and empirical data to identify positive international practices in using digital
educational technologies to prepare youth for career development; and a survey of young people to assess their readiness
to apply digital technologies in starting and managing their own businesses.

Results: Based on the theoretical analysis of research sources, it was established that integrating digital
technologies into youth training significantly enhances their entrepreneurial competence and preparedness for
entrepreneurial activities. The majority of surveyed students expressed a positive attitude toward digital innovations in
education and confirmed the need for further development of digital skills through practical sessions, webinars, and
workshops. Through the analysis of theoretical insights and the synthesis of empirical data, key factors were identified
that improve conditions for developing entrepreneurial competence in future professionals. These include active
involvement of the state and businesses in creating opportunities for digitalizing education, expanding youth access to
digital resources, continuously updating educational programs to reflect the latest digital trends, incorporating modern
technologies (such as VR/AR and artificial intelligence) into the educational process, and strengthening the practical
component of training through business simulators and startup incubators.

Conclusions: The digitalization of youth training for entrepreneurial activities in the creative industries is a
critical factor in shaping competitive professionals capable of creating innovative products that meet the demands of the
digital era.

Keywords: digitalization of education, creative industries, entrepreneurial competence, digital educational
technologies, arts education, design education.

Introduction. In the context of digitalization
and globalization of the economy, young

transformations. Digitalization enables young
people not only to develop innovative products but

entrepreneurs face the need to master cutting-edge
technologies and knowledge to create and promote
competitive products. The creative industries sector
(design, film, music, marketing, IT, fashion, gaming
industry) is particularly sensitive to digital
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also to effectively promote them on global markets.
In Ukraine, the digitalization of education closely
interacts with the commercial sector, which actively
employs modern technologies to develop business
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models that function efficiently under contemporary
conditions (Koleshnia, 2021, p. 80).

The relevance of this study stems from the
necessity to adapt the training system for young
professionals to modern realities, where digital
technologies serve as a key tool for creating and
promoting creative products. Today, the creative
industries represent one of the most dynamic and
promising sectors of the economy, contributing not
only to economic development but also to the
cultural enrichment of society.

The digitalization of education opens new
opportunities for young people by providing access
to global markets, simplifying communication,
production, and distribution processes for creative
products. Preparing youth for entrepreneurship in
this field should encompass the acquisition of digital
skills such as social media management, digital
marketing, proficiency in modern visualization and
animation tools, and the ability to work with online
platforms and digital collaboration  tools.
Furthermore, fostering analytical thinking skills
among young people is crucial for effectively
handling big data, enabling them to swiftly adapt
business strategies to changing market conditions.
Educational digital platforms, virtual simulators,
and business simulation tools play a significant role
in training young entrepreneurs, allowing them to
practically test various business models and gain
essential experience without risk. However, the
successful realization of these objectives is
contingent upon support from the state and the
business  sector, particularly through the
establishment of digital incubators and accelerators,
which facilitate the transformation of innovative
ideas into tangible startups and commercially viable
projects. To enhance the participation of small and
medium-sized enterprises in exports and boost their
competitiveness, it is vital to equip specialists with
up-to-date knowledge and skills shaped within the
modern  educational  system.  Additionally,
supporting the development of business incubators
and encouraging innovative activity are essential
steps (Kholodnytska, 2018, p. 156).

Sources. Researchers of creative industries
development (O. Tkachenko, I. Turskyi, M. Fedyk,
A. Kholodnytska, N. Chechetova, T. Chechetova-
Terashvili, et al.) emphasize the importance of
cultivating entrepreneurial and digital competencies
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in future specialists for the successful realization of
their professional careers. Studies by Ya. Koleshnia
and V. Kokhan, dedicated to the challenges of
developing digital educational platforms as tools for
effective business models, are of particular interest
for achieving the objectives outlined in this article.
Theoretical and methodological aspects of preparing
youth for entrepreneurial activities have been
explored in the works of L. Bazyl, V. Baidulin, L.
Bondarieva, M. Vachevskyi, 1. Grytsenok, D.
Zakatnov, M. Liashenko, V. Maikovska, H.
Matukova, and others. Nevertheless, the issue of
leveraging digital educational technologies to
enhance the quality of youth training for activities in
the creative industries remains highly relevant.

Objective of the article: To analyze the
impact of education digitalization on the formation
of entrepreneurial skills among youth.

Methods: Theoretical analysis of scientific,
industry-practical, reference, and educational
literature—to examine the influence of education
digitalization on preparing youth for entrepreneurial
activities in the creative industries; synthesis of
theoretical information and empirical data—to
identify positive international experiences in
utilizing digital educational technologies for youth
career development; surveys of young people—to
assess their readiness to apply digital technologies in
starting and managing their own businesses.

Results and Discussion. Creative industries
are characterized by high innovativeness, a need for
rapid adaptation, and flexibility in business models.
They also constitute one of the leading directions
and driving forces of the modern innovation
economy, encompassing, in particular, the fields of
culture and arts. Creativity in this context is
associated not only with innovation but also with
creative activity. This explains the widespread
adoption of the term ‘"creative industries"
(Chechetova & Chechetova-Terashvili, 2019). This
sector actively utilizes digital technologies to create
new products, promote them, conduct marketing,
and communicate with clients. Multimedia
technologies, which enable the integration of text,
sound, images, video, and animation to produce
vivid, appealing, and competitive products, hold
particular significance in this context. The concept
of digitalization implies the integration of
information and communication technologies into
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all spheres of life, including the education system.
The use of digital tools significantly expands the
boundaries of traditional learning, making education
accessible, interactive, and  personalized.
Multimedia technologies in design allow for the
conscious and harmonious integration of various
types of information. Thanks to computer-based
tools, it becomes possible to present information in
diverse forms widely applied in the educational
process across institutions of various levels,
including graphic images (scanned photographs,
drawings, maps, slides), audio (voice recordings,
sound effects, music), video materials with effects,
interactive elements, 3D modeling, animations, and
animated modeling (Kolesnyk et al., 2024, p. 646).
The use of multimedia tools helps young people
acquire practical skills in creating high-quality
content, fosters the development of creative
potential, and enhances interaction within the
learning process.

Given this context, preparing young people
for entrepreneurial activities in the creative
industries becomes of paramount importance.
According to a study conducted by Rating Lab in
collaboration with the sociological group "Rating"
(2023), 73% of surveyed Ukrainian youth aspire to
own their own businesses, while only 19% prefer
salaried employment (Youth Attitudes Toward
Entrepreneurship: Ukraine and the EU, 2023). At the
same time, the research indicates that only one-third
of those who wish to start their own ventures have
taken concrete steps toward realizing this goal. The
primary motivations for launching a business
include personal satisfaction from implementing an
idea (65%) and improving financial status and
independence (55%). Among the reasons why
young people opt for salaried work are stable income
(64%), insufficient finances and resources to start a
business, lack of confidence in their abilities (42%),
the need for a fixed work schedule (38%), and a lack
of additional knowledge and skills to initiate their
own ventures (36%) (Work.ua, 2023; Youth
Attitudes Toward Entrepreneurship: Ukraine and the
EU, 2023). Notably, 87% of vocational education
students express interest in pursuing an
entrepreneurial career. However, they acknowledge
that entrepreneurship training is often limited to
theoretical knowledge and business plan
development,  lacking  sufficient  practical
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preparation (Youth Entrepreneurship: Education,
2023). According to a scientific study by the State
Institute of Family and Youth Policy, in 2021, the
average level of positive attitudes toward
entrepreneurship among Ukrainian youth was 63%,
slightly below the European average of
approximately 75% (Siryi, 2021, p. 19). It is worth
noting that by 2023, according to the "Rating"
group’s study on youth attitudes toward
entrepreneurship in Ukraine and EU countries, these
figures had shifted significantly. Specifically, 73%
of Ukrainian youth favored self-employment and
entrepreneurship, while only 19% expressed a desire
to be salaried employees. In contrast, in EU
countries, 56% of surveyed youth preferred salaried
work to avoid risks, with only 39% showing
readiness for self-employment (Youth Attitudes
Toward Entrepreneurship: Ukraine and the EU,
2023).

Thus, these findings highlight, on the one
hand, a strong interest among Ukrainian youth in
entrepreneurship and, on the other, the need to
enhance the quality and practical orientation of
educational programs to better prepare young people
for self-employment, particularly in the creative
industries, which are highly sensitive to
advancements in digital technologies. The
digitalization of entrepreneurship training for
students entails creating conditions for young people
to acquire skills in using digital platforms (e.g.,
Coursera, Prometheus, Udemy), applying modern
tools to develop creative competencies (e.g., Adobe
Creative Cloud, Canva), and managing business
processes (e.g., Google Workspace, CRM systems).
It is essential to integrate multimedia technologies,
business simulators, and interactive training
sessions that enable young entrepreneurs to
practically apply their knowledge in simulated
environments, aligning the educational process with
real market demands. The use of innovative tools
such as virtual reality (VR) and augmented reality
(AR) provides opportunities to refine ideas, test
products, and develop models without financial
risks. Additionally, fostering digital incubators and
startup accelerators is critical, as they create a
supportive ecosystem for funding and implementing
young people’s creative entrepreneurial initiatives.

Educational programs aimed at preparing
youth for entrepreneurial activities must integrate
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digital technologies from the earliest stages of
learning. This can be achieved by introducing online
courses, virtual simulators, webinars, and
masterclasses led by successful entrepreneurs and
digital technology experts. A key direction in the
digitalization of education is the development of
online platforms and digital tools that enable young
people to acquire the necessary knowledge and
skills. The use of virtual simulators, business
simulation tools, and AR/VR technologies allows
young entrepreneurs to gain practical experience and
test their business ideas in safe settings without
financial or reputational risks. Social media
platforms (e.g., Instagram, TikTok, YouTube) serve
as vital tools for marketing and branding, while
freelance platforms (e.g., Fiverr, Upwork) enable
youth to seamlessly enter the labor market and
monetize their skills. Digital platforms facilitate the
growth of a virtual labor market and the emergence
of a distinct form of remote employment—e-
freelancing (Kokhan, 2021, p. 31).

It is also necessary to establish digital
incubators and accelerators that will facilitate the
transformation of young people’s creative ideas into
concrete business projects. This will enable them not
only to acquire theoretical knowledge but also to
develop practical skills in managing businesses
within a digital environment. A crucial aspect in this
context is the collaboration between educational
institutions and real-world businesses, which allows
students to gain experience in addressing practical
challenges and adapting their projects to current
market demands (Tkachuk, 2015). As a result,
young people will gain a better understanding of
startup  management  processes, familiarize
themselves with modern business models, and learn
effective digital marketing strategies. Additionally,
the creation of such digital platforms will foster the
active development of professional networks,
facilitate connections with potential investors and
mentors, and assist young individuals in finding
their first clients and partners for future
entrepreneurial endeavors.

The primary obstacles to the digitalization of
youth preparation for starting and running their own
businesses include the low level of digital literacy
among many learners, limited access to technology
across different regions of the country, educational
programs insufficiently adapted to the digital
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economy, and inadequate funding for education.
Addressing these challenges requires
comprehensive measures involving government
bodies, private businesses, and civil society
organizations (Turskyi, 2016). Another significant
barrier hindering the successful integration of digital
technologies into the educational process is the low
level of digital skills not only among young people
but also among educators. This issue largely stems
from insufficient attention to digital technologies in
existing educational standards and curricula, as well
as 1imperfect mechanisms for enhancing the
qualifications of teaching staff. Consequently, many
learners lack even basic skills in working with
digital platforms and modern information and
communication  tools,  creating  substantial
difficulties when entering the labor market in rapidly
digitalizing creative industries.

Limited access to technology across various
regions of the country further exacerbates the
situation. While youth in large cities have the
opportunity to utilize modern tools and services,
significant digital divides persist in rural areas and
small towns. The lack of stable high-speed internet
and modern computer equipment severely restricts
young people’s ability to acquire quality knowledge,
develop entrepreneurial skills, and actively
participate in the digital economy.

Another critical issue is the insufficient
adaptability of educational programs to the digital
conditions of the contemporary art market. Most
curricula and programs fail to account for the needs
of modern business and the rapid evolution of digital
technologies that support it, making it impossible for
young people to quickly adapt to new challenges in
the digital labor market. Overcoming this problem
requires systematic updates to educational
programs, active involvement of business
representatives, digital technology experts, and
experienced entrepreneurs in their development,
who can impart relevant knowledge and skills to the
youth.

Insufficient funding also significantly
hampers the pace of digitalization in preparing youth
for entrepreneurship. Modern digital technologies,
multimedia tools, and software necessary for
effectively training young people demand
substantial financial investments. Currently, these
costs primarily fall on educational institutions or
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private investors, whose resources are often quite
limited. Therefore, active state involvement in
establishing specialized funds and programs to
finance the digitalization of education is essential.

To successfully overcome these obstacles,
the development of public-private partnerships is
vital, enabling the pooling of efforts and resources
between the state and businesses. Additionally, the
role of civil society organizations must be enhanced,
as they can initiate educational projects, promote
digital skills, and conduct outreach work among
young people. Only a comprehensive approach
involving all stakeholders will enable the effective
implementation of an education digitalization
strategy, positively impacting youth preparation for
entrepreneurship and the country’s overall
development.

A promising direction for improving youth
preparation for professional careers through self-
employment in creative industries is the use of
artificial intelligence (Al) for personalized learning.
This approach allows educational materials to be
tailored to the individual characteristics, abilities,
and needs of each student. By leveraging machine
learning algorithms, educational platforms can
analyze students’ performance, learning pace,
interests, and preferences, offering personalized
learning pathways and tasks. This enhances
motivation, improves knowledge retention, and
fosters the development of practical skills. Equally
important is the systematic integration of
entrepreneurial education into formal curricula,
starting from the early stages. Incorporating courses
on  entrepreneurship  fundamentals,  digital
marketing, business project management, creative
thinking, and innovation will equip students with the
skills necessary to launch their own businesses and
thrive in the digital economy.

Conclusions. The study confirms that the
digitalization of the educational process is a
prerequisite for effectively preparing youth for
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Pedepar:

Axmyanvricms JOCHIPKEHHS BU3HAYAETHCA 3HAYHUM 3POCTAHHSIM poJii HU(PPOBUX TEXHOJOTIH B €KOHOMIL,
ocobimmBo y cdepi KpeaTMBHHX IHIOYCTpid, e nudposizamis ycix cdep KUTTA cTae HEOOXiTHOIO YMOBOIO
KOHKYPEHTOCTIPOMO>KHOCTI.

Mema: anani3 yminuBy un¢poBizalii ocBiTH Ha popMyBaHHS MiAIPUEMHULIBKUX HABUYOK MOJIOJI].

Memoou: TeopeTUYHNH aHali3 HayKOBOT, BUPOOHUYO-IIPAKTUYHOI, JOBIIKOBOI 1 HABYAIILHOI JIiTEpaTypy — JIs
BUBYCHHS BIUIMBY IM(POBi3allii OCBITH Ha MiATOTOBKY MOJIOJI JI0 MiANPHUEMHHIILKOT AISTBHOCTI Y chepi KpeaTHBHUX
THIyCTpIif; y3arajbHEHHS! OTPUMAaHOi TeOpeTHYHOI iH(popMallii Ta eMITIPUIHAX JaHUX — JUIS BUJIIJICHHS TO3UTUBHOTO
MIXKHApOAHOTO JOCBiY IIONO BHUKOPHCTaHHS LU(PPOBHX OCBITHIX TEXHOJOTIH y MiATOTOBII MOJIOJAI IO PO3BUTKY
Kap’€py; ONMMTYBaHHA MOJOII — AJSl BU3HAYECHHS PIBHS IX TOTOBHOCTI IO 3aCTOCYBaHHS LUU(QPOBUX TEXHOJIOTIH Y
MPOLIEC] BIAKPUTTS 1 BEACHHS BJIACHOT CITPABH.

Pe3ynsmamu: Ha 0CHOBI 311HCHEHOT0 TEOPETUYHOTO aHAJI3Y JKEpel AOCIiIKeHHS 3’ ICOBAaHO, 110 1HTErpamis
IU(POBUX TEXHOJIOTIH y MPOLEC MiATOTOBKH MOJIOAI CYTTEBO MOKPAILY€e PiBEHb ii MiANPHEMHHULIBKOT KOMIIETEHTHOCTI
Ta TOTOBHOCTI JO MiJIPUEMHMIIBKOI AiSUIBHOCTI; OLIBINICTh ONMUTAHUX 3100yBaviB OCBITH BHCIIOBWJIA TO3UTHUBHE
CTaBNIeHHS 10 IM(POBUX IHHOBAIM B OCBITHROMY MpOIECi Ta IiATBEPAMIN HEOOXiAHICTh TMOAATBIIOTO PO3BUTKY
IUGPOBUX HABMYOK uYepe3 MPAaKTHYHI 3aHATTS, BeOiHApW Ta MalCTep-KJIacH; Ha OCHOBI aHaJi3y TEOPETHYHHX Ta
y3arajbHEHHsI OTPUMAHKUX EMIIIPUYHUX JaHUX BHU3HAYCHO (DaKTOPH, 10 BIUIMBAIOTH HA MOKPAIIEHHS YMOB PO3BUTKY
M ANMPUEMHHIIBKOT KOMIIETEHTHOCTI MalOyTHIX (DaxiBIliB (aKTUBHE 3ay4eHHS JepKaBU Ta Oi3HECY JI0 CTBOPEHHS YMOB
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i poBizalii OCBITH; PO3MWKPEHHS JOCTYIY A0 UU(PPOBUX PECypciB A MOJIOJI; MOCTIHHE OHOBJIEHHS OCBITHIX
porpaM 3 ypaxyBaHHSIM HOBITHIX HHM(POBHX TPEHIIB; BIPOBAaLKCHHS cydacHuX TexHoiorid (VR/AR, mryunwuit
IHTEJIEKT) B OCBITHIH MPOIIEC; MOCHIICHHS MPAKTUIHOTO KOMITOHEHTY HaBUAHHS 3 BUKOPHUCTAHHAM 013HEC-CUMYIISTOPIB
Ta IHKy0aTOpiB cTapTarmiB).

Bucnosku: undposizanis miAroToBKM MOJIO] 10 MiANPUEMHUALIBKOT TisUTBHOCTI y chepi KpeaTHBHUX 1HIYCTpid
€ HeoOX1THOI0 YMOBOIO (hOpMYBaHHS KOHKYPEHTOCIIPOMOKHHUX (haXiBIIiB, 3MaTHUX CTBOPIOBATH IHHOBALIHI IPOIYKTH
BIJIMTOBITHO 1O CY4aCHUX BUMOT ITU(POBOI SIIOXH.

KuarouoBi cioBa: yugposizayis oceimu, kpeamueri in0ycmpii, RIONPUEMHUYbKA KOMNEMEHMHICb, YuDposi
OCBIMHI MEXHO02IL, MUCmeybKa 0Cceima, OUu3ain-oceima.
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