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Today, most of the population of our country has phones, smartphones, and tablets, from
which students spend their time for various purposes, that is, watching videos, playing
online games, following social networks, and exchanging information with peers through
Telegram networks. As a result, this leads to a decrease in students' interest in subjects,
superficial completion of tasks given by the teacher, or obtaining ready-made answers from
the global network. Therefore, at present, increasing the culture of effective use of mobile
technologies by students is one of the urgent problems of education [1, 2, 3]. One of the
solutions to such problems is the development of a methodology for teaching students
subjects, including computer graphics, using mobile technologies.

The use of mobile technologies in the study of computer graphics provides
schoolchildren with the opportunity to avoid unnecessary information on the global network
to a certain extent. Mobile devices provide interaction of participants with different levels
of interactivity and management of the educational process. At the same time, the following
is achieved: online interactive communication of students with peers and teachers;
convenience of using various educational resources at any time and in any place; the
possibility of exchanging tasks and working together; a certain degree of freedom from
students' attachment to various entertainment games[4,5,6].

Thus, taking into account the aforementioned capabilities of mobile technologies, it is
advisable to use them in teaching computer graphics in students' independent learning
activities. Therefore, within the framework of the study, a structure for teaching students
computer graphics outside of class time was developed (see Fig. 1).
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Figure 1. Structure of teaching computer graphics to students using mobile
applications
The structure promotes the idea of organizing online computer graphics clubs for
students, which involves the use of mobile applications. It is proposed to use three-stage
assignments for online computer graphics clubs using mobile applications. In the first stage,
students are given the task of editing photographs using mobile applications. If students
complete the tasks of the first stage, they are allowed to proceed to the second stage.
Otherwise, recommendations will be given for completing the tasks related to the first stage
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Based on this sequence, three-stage tasks are performed. The Google Classroom platform
Is used to implement the proposed three-stage clubs.

Thus, general secondary school students are recommended to use mobile applications in
the formation of computer graphics competencies. As a result, the following is achieved:

- serves to a certain extent to prevent students from indulging in various entertainment
programs and online games;

- effective organization of students' free time;

- increases students' interest in computer graphics;

- improvement of creative abilities in editing various images, creating author's videos,
and creating animation effects.

Thanks to such opportunities, the effective organization of the educational process of
students of general education schools of our country and the effective use of computer
graphics in their future professional activities will be achieved. Therefore, when forming
students' competence in computer graphics, it is advisable to use the structure and mobile
applications proposed within the framework of the study.
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