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The article presents a variant of the implementation of a social project on the development
of drawing skills on topics. Young people can go through rapid training using modern tech-
nology, and master basic drawing skills. Study is carried out online, using Internet resources.

The project is aimed at a youth audience of teenagers 9-11 class. They need to have
certain drawing skills in their future profession. However, our audience does not know
how to do this at the moment.

The relevance of the project is to learn the elements of drawing from experts. These
experts work in different fields and professions where you need to have drawing skills.
After completing a course of several basic classes, you can get the prerequisites for
professional orientation in creative professions, which are not possible without drawing
elements.

The relevance of the project for the development of project training and develop-
ment goals of the circle movement is that:

- each lesson is conducted by a specialist in the field of professional activity;

- experts convey not only knowledge and skills, but also share in interviews with
the host real cases and life situations in their profession;

- a free style of study is used along with an accumulation of video tutorials for
future use.

It 1s supposed to be an online course using Internet resources. The duration of the
program is 8 weeks (1 lesson per week). The result is acquired drawing skills.

The problem that the project solves is that sometimes some young people in the
process of acquiring practical experience in their specialty need practical drawing skills.
And it is desirable to get them in a short time. Our project can help in this.

Product result is that the best result is in the representation of the profession and in
the acquired drawing skills, thanks to step-by-step instructions from experts on the
types of drawings through viewing videos (in the proposed videos, specific lessons on
different types of drawings are explained simply and clearly).

Simply and clearly, watching the video and repeating the invited expert, you can
master any kind of drawing. That in the video clearly demonstrates the host, who works
as a designer, but cannot draw. And also learn a lot of useful and interesting information.

The main stakeholder is the Ural Federal University (UrFU), the boiling Point of
the ASI (Agency for strategic initiatives), including the University (on Lenin, 66).

If the project is placed on an Open education platform, then everyone can study
online. Then the stakeholders can also be orphanages, clubs responsible mothers with
children and parents.
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As a result of the project, educational and practical materials will be accumulated,
consisting of a series of different videos on different topics. They can help you learn
how to draw comprehensively, as well as locally for a specific task.

The test will be the feedback in the chat on the scans of drawings of project partic-
ipants in the open access, on the platform of BEHANCE designers, where everyone
can put likes or dislikes, as well as leave comments.

Educational results — drawings, subject knowledge and skills on topics:

- sketch the liner and tempray;

- portrait with colored pencils;

- sketch poses from nature;

- and other.
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This article discusses the problems of recognition of well-known trademarks. A recogni-
tion study of some well-known trademarks has been conducted. The authors conclude that it
is necessary to change the regulatory framework in the field of well-known trademarks and
proposes to improve it.

CpencTBa WHANBHUIYAIN3AIWH TPU3BAHBI OTJMYHUTH TOBAPBI WM YCIIYTH, OT OJTHO-
POIHBIX MM, a TAK)KE Pa3INdaTh U BBIICIATH POU3BOIUTENCH cpenr KOHKYpPeHTOB. K
CpeICTBaM WHIMBHIYAIN3AIMA OTHOCSITCS: TOBApHBIC 3HAKU (3HAKU OOCTYKHBaHHUS),
HAaMMEHOBaHHUS MeCTa IMPOUCXOXKICHUS TOBApOB, (PUPMCHHBIC HAUMEHOBAHUS U KOM-
MepUecKkue 0003HaUCHHS.
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