Ministry of Education and Science of Ukraine
Odesa National University of Technology
Vinnytsia National Technical University
Robert Elworti Economics and Technology Institute
(Kropyvnytskyi)
P.N. Platonov Institute of Computer Engineering, Automation,
Robotics and Programming

PROCEEDINGS

I International Scientific and Practical Conference

«COMPUTER GAMES AND MULTIMEDIA
AS AN INNOVATIVE APPROACH
TO COMMUNICATION - 2026»

May 21-22, 2026

ODESA



Mamepianu kongpepenyii«Komn tomepni izpu ma mynsmumedia axk inHosauiitnuil nioxio 00 komyuixauii - 2026»

MIiHICTEpCTBO OCBITH I HAYKH YKpaiHU
Onecbknii HANIOHAJIBLHUH TEXHOJIOTTYHUH YHIBEPCUTET
BiHHUUIbKUHA HANIOHAJIbHUM TEXHIYHUM YHIBEPCUTET
Exonomiko-TexHooriyaui incTuryt iMm. Podepra EabBopTi (M.
KponuBHuubKUit)
IHCTUTYT KOMIT FOTEPHOI iH:KeHepil, aBTOMAaTH3allil,
podororexHiku Ta nporpamysannd im. II.H. [liiaTtonoBa

MATEPIAJINA

I MiskHapoaHOI HAYKOBO-NIPAKTUYHOI KOH(epeHIii

«KOMIT'IOTEPHI II'PU I MYJIbTUMEIA
AK IHHOBAIIMHUM IIAXIJ
10 KOMYHIKAIII - 2026»

21-22 TpaBHs 2026 p.
OINECA



Mamepianu kongpepenyii«Komn tomepni izpu ma mynsmumedia axk inHosauiitnuil nioxio 00 komyuixauii - 2026»

= [IPE3UISI TA OPTKOMITET KOH®EPEHIIII =
= PRESIDENCY AND ORGANIZING COMMITTEE OF THE

CONFERENCE =

IMPE3UIIA

PRESIDIUM
Jlapuca PexTop Onechkoro HalioHaIbLHOTO TEXHOJIOTTYHOTO
IBanuyenkoBa YHIBEPCUTETY, 1.€.H., Tpodecop
Bornan €ropos Pannuk pekropa, akagemik HAAH Vkpaiuu, a.1.H.,

npodecop

Oabra [TpopekTop 3 HayKOBOT pOOOTH Ta MI>KHAPOTHUX 3B'SI3KIB
OJb1IeBCbKa OHTY, x.T.H., IOIICHT
Tersina PeBeHIOK JTUPEKTOP HaBYAJIbHO-HAYKOBOIO 1HCTUTYTY KoM roTepHOi

1HXEHepli, aBToMaTu3aIlli, pPOOOTOTEXHIKU Ta
nporpamyBanHsa OHTY, k.T.H., ToueHT

I'OJIOBA OPI'KOMITETY
CHAIRMAN OF THE ORGANIZING COMMITTEE

Ceprin K.T.H., 101, kKad. Komm'torepHoi inmxenepii, OHTY
Ilecronasos

JACTYHHHUK I'OJIOBU OPTTKOMITETY
DEPUTY CHAIRMAN OF THE ORGANIZING COMMITTEE

Cepriit Kotk K.T.H., J1011., Kad. KoM toTepHux 1 Gpizuko-MaTeMaTUIHUX
Hayk, OHTY

YJIEHU OPTKOMITETY
MEMBERS OF THE ORGANIZING COMMITTEE

Annakaisa Kultima University Lecturer, Department of Art and Media, Aalto
University (Helsinki, Finland)

Gerson Da Silva Vice President of Uruguayan Game Developers Association
(Montevideo, Uruguay)

Ingrida Associate Professor Vilnius TECH (Vilnius, Lithuania)
Lescauskiene
Jeanette Falk Assistant Professor, Department of Computer Science, The



Mamepianu kongpepenyii«Komn tomepni izpu ma mynsmumedia axk inHosauiitnuil nioxio 00 komyuixauii - 2026»

Johanna Pirker

Kenji Ono

Lars Kristensen

Marcus Toftedahl
Maria Burns Ortiz
Martine Spaans

Richard
Hebblewhite

Robert Podgorski
Tan Wee Hoe
Vasili Braga
Yaraslau I. Kot

Muxaijio
Kucaenko
Oaexcanap
Pomaniok
Ougexcanap
Tepbomnn
Ouaekciit I3BasioB

I1aBJi0 IBacok

ITaBJo JlomoBLIEB
IHetrpo I'opBat

Cepriii ApreMeHKO

Yasuna Mapikyua

Technical Faculty of IT and Design, Aalborg University in
Copenhagen (Copenhagen, Denmark)

Computer Science Professor (Games Engineering), Institute
of Interactive Systems and Data Science at Graz University
of Technology (Graz, Austria)

Lecturer, Department of Digital Entertainment, Faculty of
Engineering, Tokyo International University of Technology
(Tokyo, Japan)

Lecturer in media, aesthetics and storytelling, Hoégskolan 1
Skovde, (Skovde, Sweden)

Project manager, Science Park Skovde (Skovde, Sweden)
Executive Director, Global Game Jam (Minneapolis, USA)
CEO Fourth Moon Games (Lith, Netherlands)

Director of Programs and Events, Global Game Jam
(Wrexham, UK)

Html5 games creator, BlackMoon Design studio (Poznan,
Poland)

Professor, Provost, University College Sedaya International
(Kuala Lumpur, Malaysia)

Specialization Manager, Lecturer, Researcher, Technical
University of Moldova, (Chisinau, Moldova)

Researcher, European Humanities University (Vilnius,
Lithuania)

Senior mobile developer, Ubisoft (Ykpaina)
3aB. kad. [Iporpamuoro 3a6e3neuenns, BHTY (Ykpaina)
Unity3d developer, Wear studio (Ykpaina)

perioHansHui koopauHaTop Global Game Jam B CxigHiit
€sponi, non. ETI im. EneBopTi (Ykpaina)

Co-Founder kommanii WhoAR (Vkpaina)

noueHT kad. KoM’ orepHux 1 pi3UKo-MaTeMaTHYHUX HAyK,
OHTY (VYkpaina)

3aB. ka¢. Komm'rorepaux cuctem 1 mepex, JIBH3
«YKropoAChKU HalllOHATBHUHN YHIBEpcUTET» (YKpaiHa)

3aB.ka(. Komm'rorepnoi imxkenepii, OHTY (Ykpaina)

3aB. ka¢. Cucrem BipTyanbHOi peanbHOCTI, HanionansHuit
yHiBepcuTeT «JIbBiBChKa mosiTexHiKa» (YKpaiHa)



Mamepianu kongpepenyii«Komn tomepni izpu ma mynsmumedia axk inHosauiitnuil nioxio 00 komyuixauii - 2026»

UDC 004:791.9:316.77

Computer games and multimedia as an innovative approach to communication — 2026 /
Proceedings of the 1st International Scientific and Practical Conference, Odesa, May 21-
22,2026 — Odesa, ONUT Publishing House, 2026 — 467 p.

The collection includes materials from the conference participants' reports, which
are grouped by thematic areas of the conference.

The collection will be useful both for specialists and employees of companies
engaged in the development and promotion of computer games, as well as for teachers,
masters and students of higher educational institutions studying in the areas and specialties
of software, computer science, computer engineering, applied mathematics and
information processing, and will be useful for professionals in the fields of gamification,
esports, streaming, virtual reality, augmented reality, artificial intelligence, machine
learning, game design, sound design.

The research results in the collection represent a kind of cross-section of the current
state of affairs in the listed fields of knowledge, which can help both specialists and
university students to form an overall picture of the development of computer games and
multimedia and related issues.

Scientific papers are grouped by conference areas and listed in alphabetical order of
authors' surnames.

Materials (abstracts of reports) are published in the author's editorial office. The
author is responsible for the quality and content of the publications.

The materials are presented in Ukrainian and English.
The editors of the collection are Kotlyk S.V., Shestopalov S.V.

© Odesa national university of technology 2026
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YK 004:791.9:316.77

Komm'totepHi irpu Ta MyapTHMeIia K IHHOBALIWHUH Miaxix 10 KomyHikaii — 2026 /
Martepianu | MixHapoaHOT HayKOBO-TIpaKTUYHOI KoH(epeHuii, Oneca, 21-22 TpaBHS
2026 p. — Oneca, BunaBannreo OHTY, 2026 p. — 467 c.

30ipHHUK BKIJIIOUa€ MaTepiai JOMOBiACH y4acHUKIB KOHGepeHiii, aki 00'eqHani 3a
TEMaTUYHUMU HaMpsIMKaMHu KOHEpeHIIi.

30ipHUK OyJle KOPUCHUM SIK JUIsl (PaxiBIIiB 1 MPAIiBHUKIB QipM, 3alHATHX B 001acTi
pPO3pOOKH Ta MPOCYBaHHS KOMIT'FOTEPHUX Irop, Tak 1 JUIs BUKIAJadiB, MAaricTpiB 1
CTYJICHTIB BHIIMX HAaBYAJIbHUX 3aKJaJiB, SKI HABYAIOThCS 3a HampsMaMHu 1
CHEIIaJbHOCTSIMU MPOrPaMHOTO 3a0e3MedeHHs, KOMI'IOTEPHUX HAyK, KOMIT'IOTEPHOI
1H)KeHepii, TPUKIAIHOI MaTeMaTHUKH Ta o0OpoOku 1H(opmMmarlii, Oyae KOPHUCHUM
npodecioHanaM y cepax reimidikariii, Kioepcrnopry, CTPIMIHTY, BIPTyaJIbHOI peabHICTI,
JOTIOBHEHOI PEANbHICTI, IITYYHOIO IHTEIEKTY, MAIIMHHOIO HABYaHHA, TeiMji3aiiny,
CayHAAU3aVHY.

PesynbraTtu AochikeHb y 30IpHUKY MPEICTaBISIIOTH COOOI0 CBOEPITHUN 3pi3
Cy4acHOTO CTaHy CIpaB B MEPEPAXOBAHMX Taly3sX 3HAHb, KU MOXKE JOMOMOITH SK
(daxiBUsAM, TaK 1 CTYyJAEHTaM YHIBEPCHUTETIB CKJIACTH 3arajlbHy KapTUHY PO3BUTKY
KOMIT'FOTEPHHX 1r0p 1 MyJIbTUME/I1a Ta MOB'S3aHUX 3 HUMH MHUTAHb.

HayxoBi mpaiii 3rpynoBaHi 3a HampsMKamMu poOOTH KOH(pEpeHIli Ta HaBeICHI B
anQaBiTHOMY MOPSIKY MPi3BUILl ABTOPIB.

Martepianu  (Te3u  JOMOBiACH)  JPYKYIOTbCS B aBTOPCHKIA  pelakiiii.
BianoBiganpHICTE 3a SAKICTh Ta 3MICT MyOJIiKaIliid Hece aBTop.

Martepianu nmogaHo yKpaiHChKOIO Ta aHTJIIHCHKOI0 MOBaMH.
Penakropu 36ipauka Kotnuk C.B., lllectomanos C.B.

©Onecbkuii HAIIIOHATBHUH TeXHOJNOTIYHUN yHiBepcuTeT, 2026
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IHEPEJIMOBA

[TIpoBenennss  Ilepmoi  MDKHApogHOI  HAYKOBO-TIPAKTUYHOI  KOH(EpeHIIil
«Komm’totepHi irpu 1 MyJbTHMeia SIK 1HHOBAIIWHUN TiAXia 70 KoMmyHikamii — 2026»
CTaJIO BaXJIUBOIO MOIEI0 U1 HAYKOBOI Ta OCBITHBOI CIUJIBHOTH, IO MPAIIO€ HA MEPETHHI
iHbOpMaIlIHHUX TEXHOJOTIH, HUPPOBUX Menia, TeUMJIEeBY, WITyYHOTO IHTENEKTYy Ta
cydyacHHX 3aco0iB komyHikamii. Kondepenmis o0’emHana HaAYKOBIIB, BHKIJIAIadiB,
3100yBayiB  OCBITH, TpeAcTaBHHMKIB IT-koMmmaHili, pO3pOOHUKIB  MIPOrPaMHOIO
3abe3rneueHHs, ¢GaxiBiiB y chepi MyJbTHUMEAia Ta KOMII IOTEPHUX Irop 3 YKpaiHu Ta
OaraThboX KpaiH CBITY.

CydacHuil CBIT NepeXuBae CTPIMKY HUPPOBY TpaHchopmailito. KoM otepHi irpu
BXE€ JIaBHO mepectanu OyTtu jumie ¢(opMoo J03BULIS. BoHM cTanmu mNOTyXHUM
1HCTPYMEHTOM HaBYaHHs, KOMYHIKaIlii, IpodeciiHOl MAr0TOBKH, MAPKETUHTY, HAYKOBOTO
MOJIEJIIOBaHHS Ta colliaibHOI B3aemoaii. CaMe TOMy TemaThKa KOH(epeHIli BUsSBUIIACA
HAJ3BUYAHO aKTYyaJbHOIO Ta BUKJIMKAJIa 3HAUHHI 1HTEpEC cepell MPEACTaBHUKIB PIZHUX
rajiy3eid Hayk 1 IPaKkTUKH.

[Moctuit pik nocnuib Opecbkuil HAIIOHAIBHUN TEXHOJIOTIYHUNA YHIBEPCUTET
MPOBOJUTH KOH(pepeHIito « KoM 1oTepH1 irpu 1 MyJIbTUME/I1a SIK IHHOBAI[IMHUI MIIX11 A0
KOMYHIKaIll», [0 CcTaja BaXXJIUBUM MaWJAaHYUKOM JJi1 OOMIHY 1J€IMH  MIXK
AOCTITHUKAMH, PO3pPOOHMKAMH, BHUKIaJadyaMH, TeWMIu3aliHepamMH, XyIOKHHUKaMH Ta
MIIIPUEMIIIMU, SIKI TIPAIIOTh Y cdepl nuPpoBUX TeXxHOJOTiIH. OcoOIUBOrO 3HAUYCHHS
KoH(epeHuist HaOyna y 2026 potii, apke caMe IbOro pOKy BOHA BIIEpILIE OTpUMaa CTaTyc
MDKHapo/HO1. SKkuio paxime 3axiy 00'€THyBaB MNEPEBaXHO YKPAaiHCHKHUX HAyKOBIIIB 1
MPAKTUKIB, TO HUHIIIHSA KOH(GEPEHIis cTajla MalIaHYuKOM JIJIsl IIUPOKOTO MI>KHAPOIHOTO
nianory. HalyTTs MIDKHApOAHOrO CTaTyCy CTajJO0 BaXKJIMBUM KpPOKOM Yy PO3BUTKY
koHpepeniii. I[le cnpusiao BCTAaHOBACHHIO HOBUX MpOoQeciiHUX KOHTAKTIB MIXK
HAayKOBI[IMM  PI3HUX KpaiH, CTBOPWJIO TMEPEeIyMOBH Il  peaiizaiii  CHUIbHUX
JNOCIITHULBKUX TMPOEKTIB, aKaJAeMIYHUX OOMIHIB Ta MDKHApPOJHUX MyOsiKaiiii.
MixHapoaHuii GopMar TaKOXK MO3UTUBHO BIUIMHYB Ha SIKICTh HPEACTABICHUX POOIT.
KoHn@epenuis crana miaatdopmoro 11 00roBOpEeHHs HallCy4acHIINX TEHAEHU1A PO3BUTKY
IrpOBOi  IHAYCTpIi, ILITY4YHOI'O IHTENIEKTY, BIPTyaJbHOI Ta JOMOBHEHOI PEaNbHOCTI,
uu(dpoBOi OCBITU W MyJIbTUMENIMHMX TexHoyorii. Came TOMY MNpOBEAEHHS MEpUIOi
MIKHApOJIHOT KOH(EPEHIIiT MOXHa PO3IJIAIaTh HE JIMIIE K BaXIUBY noaito 2026 poky, a
W SK TOYaTOK HOBOTO €Tamy pPO3BUTKY HAYKOBOi CHIJIBHOTH, OO'€HAHOI CIIJILHUM
1HTEpPECOM JI0 THHOBAIIHHUX ITUGPOBUX TEXHOJIOTIH. J[o po6oTH KOHGbEpEeHIT JOTyIUInucs
MIPECTAaBHUKHU 3aKJIa 1B BUIIOT OCBITH, HAYKOBUX OpraHi3allii Ta kommnaHii 13 Himeuunnu,
[Mopryramii, [lonsmi, ['py3ii, MonnoBu, JlutBu Ta iHmumx kpaid. [lopsn 13 BimomMumu
YKpaiHCBKUMHU YHIBEPCUTETaMU CBOI HANpAalIOBaHHS MPEICTAaBUIM JOCHIIHUKA 3
Technical University of Munich, Lus6fona University, Technical University of Moldova,
University of Warsaw, Caucasus International University Ta 6araTboX IHIIUX OpraHi3alii.
Taka mmpoka reorpadis Y4YaCHUKIB MIATBEPIKY€E, IO MpodieMaTnka UPPOBUX
KOMYHIKaIlili, I'pOBUX TEXHOJOTIA Ta MYJIbTUMEIINHUX CUCTEM CHOTOIHI € MPEAMETOM
1100ajJIbHOI0 HAYKOBOTO 1HTEpECY.

Ha xondepeniiito Hagicnamu 215 te3 nomnosijaei, aBropamu sikux O0yiau 312 4ooBik
13 78 HayKOBHX Ta OCBITHIX YCTaHOB, 3 sIKUX 7 — 3apyOixHi (i3 [lonsmii, Monnosu, I'pysii,
[Hopryramii, Himequnnn). [IpeacraBieHo npakTuuHo Bei perionn Ykpainu — Opneca, Kuis,
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Xapkis, JIsBiB, JIHinpo, Binnung, Yxkropon, Ilonrasa, Yepnisui, Kpusuii Pir, Xepcon,
Muxkomnais, JIyupk, Cymu, XKutomup, Konoron, Kam’sHceke, Uepkacu, 110 CBIIYUTH MPO
HAI[lOHANBHUI MacmTad Ta MDKBY3IBCHKMH XapakTtep 3axonay. Cepen MIKHApOJHUX
yuacHukiB Oynu Technical University of Munich (Himewyunna), Technical University of
Moldova (MonnoBa), Luséfona University (Iloptyramis), Uniwersytet Warszawski
(ITonpma), a TakoXk MDKHApOAHI oOpradizamii Ta kKommaHii y cdepl reiimaeBy i
mynsTEMenia — ANIMUS Foundation, Games Gathering Conference, ModernGameDev,
Red Rats Production, BlackMoon Design.

Marepianu, npeacraBieHl y 30IpHUKY, JEMOHCTPYIOTh IITUPOKHUNA  CIEKTP
JTOCHIDKeHh — BIJ TI€IaroriyHUX aclekTiB TehMidikaiii HaBYaHHS 10 CKJIQJIHUX
TEXHOJIOTIYHUX PIIIeHb y cepl MTYUYHOTO 1HTEIEKTY, MPOLEeTypHOI TeHepallii KOHTEHTY,
BIPTYaJIbHOI Ta IONOBHEHOI PeaJIbHOCTI, HU(PPOBOTO MUCTELITBA, KIOEPCHIOPTY ¥ CydyacHUX
O13HeC-Mo/IeJIeH IrpoBOi 1HIYCTPIi.

[lepmmit  Tematuunuii  Hampsim  «OcBiTa Ta  Hayka» CTaB  HaWOUIbII
NpEeACTAaBHUIILKMM 3a KUIBKICTIO TMOJaHUX MaTepiaiiB. JlomoBiAl MBOTo poO3JLTY
MPOJIEMOHCTPYBAJIM, IO reiMi(ikalis MOCTyIOBO MEPETBOPIOETHCS 3 OKPEMOI METOAUKU
Ha MOBHOLIHHY NeAaroriy"y KoHuenmiro. Oco0iuBYy yBary mpuBepHyJa polOoTa «A
Serious Game to Teach Patients in the Hospital About the Care Robot Robody»
nocmigaukiB Technical University of Munich. Aropu mpomemMoHCTpyBaiu NMpakTHYHE
BUKOPUCTAHHA CEPHO3HUX 1rop s MIATOTOBKM TMAalI€HTIB 10 B3aEMOJIT 3
pOOOTH30BAHUMH MEIUYHUMH cucTeMamMu. PoboTa Boano moegHana cydacHi MmigXOdu J0
OCBITH, MEIUIIMHU Ta rermidikaili, a TOMy MOXKE BBaXKATHUCA OJIHIEI0 3 HaMKpalmx
JIOTIOBIJIEN CEKIII.

Cepen yKpaiHCBKMX JOCHIIKEHb 3HAUHUN 1HTEPEC BUKIUKAIU pOOOTH, MIPUCBIUEHI
BUKOPUCTAHHIO MITYYHOTO 1HTEJIEKTY B OCBITI, 3aCTOCYBAaHHIO reiiMi(ikoBaHUX IIaThOpM
JUIA BUKJIAQJAHHS NpPOrpaMyBaHHs, PO3BUTKY aQJITOPUTMIYHOIO MHMCIEHHS, MIArOTOBIII
MaiOyTHIX (axiBIiB 13 KiOepOe3nekn Ta I1HXEHEePHUX creriaabHocTel. Oco6iuBO
aKTyaJlbHUMU BUSIBUJIUCS JOCHIIPKEHHS, CIPSMOBaHI Ha MEpPCOHATI3AlI0 OCBITHBOTO
MPOIIECy Ta CTBOPEHHS IHTEPAKTUBHUX HABUAJIHHUX CEPETOBHIIL.

VYV wMexax HamnpsaMmy «MeaianpocTip» HaWOUIbIIy yBary HpUBEpPHYJA JIOMOBIIb
«Information System for Analysis and Forecasting of Esports Team Performance on the
Example of Dota 2». PobGora neMoHCTpye MOXIIMBOCTI BHKOPHUCTAHHSI AHAIITUYHUX
IHCTPYMEHTIB /I OL[IHIOBAaHHS PE3yJIbTATUBHOCTI KIOEPCIOPTUBHUX KOMaHJ 1 €
MPUKIAZAOM TO€AHAHHS CHOPTUMBHOI AHATITUKHA, OOpPOOKM MaHMX Ta CY4YacHUX
iHpopMariitnux TexHosiorid. Takok 3HAYHMN 1HTEpEC BHUKIMKAIM JTOCTIIHKCHHS,
MPUCBAYEHI BIUIMBY BiJIEOITOP Ha MOJOADKHY KYJIBTYpY, KiOEpCIOpTy SIK 1HCTPYMEHTY
MDKHApOJIHOT KOMYHIKaIlii Ta B3aeMO/ii KiHemaTorpada 3 iIrpoBOI0 1HIYCTPIELO.

VY cekmii «bizHec» ocobmmBoi yBaru 3aciyroBye nomnoBigs «Transformation of
Game Development Business Models: Creator Economy as an Innovative Communication
Tool». ABTOpH pO3IIIHYNIN Cy4acHI TEHJEHIIT PO3BUTKY 1HAYCTpli KOMIT IOTEPHUX 1rop,
3MIHA y B3a€MOJIIi MK pO3pOOHUKAMHU Ta ayJUTOPIEI0, a TAaKOXK EKOHOMIUHI aCIeKTH
¢dyHkuionyBaHHa 1MpoBux miargopm. Pobora Bupi3HANIAcCSd aKTYaJbHICTIO, TJIMOOKHUM
aHaJIi30M Ta MPAKTUYHOIO CTIPSMOBAHICTIO.

Baxxnue miciie B poO0TI KOH(EpeHilii nociB HanpsiM « TeXHOJOT14HI 1HHOBAIlll Ta
cydacHi irpoBi Mexanikm». Cepen NpeacTaBIE€HUX JOCHIKEHb OCOOJMBHI 1HTEpec
BUKJIMKajga poOOTa, MPUCBSYEHA MPOLEAYpHIN TeHepalli Ta MepexeBiil CHHXpOHI3aLil
BEJIMKUX BOKCEIBHUX CBITIB y PEXHUMI peanbHOro dacy. JlocCmiyKeHHs IEeMOHCTpYe
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Cy4YaCHUU piBE€Hb PO3BUTKY TEXHOJOTIH CTBOPEHHS IHTEPAKTUBHUX IU(POBUX CEPEIOBHUIIL
1 Mae 0e3nmocepeIHE 3HAUCHHSI I MaOyTHIX po3po0oK y cdepi KOMIT IOTEPHHUX Irop Ta
METaBCECBITIB.

VY manpsami «/luzaitH, apT Ta aHiMaIlis» 3HaYHA YacTHHA poOIT Oyrna mpuCBsSYCHA
Bi3yaJbHUM acIlleKTaM CTBOpPEHHS LHU(POBOrO KOHTEHTY, KOMII IOTEPHIM aHiMaIli,
AU3aiiHy ITPOBUX PiBHIB, CAyHIM3aiiHY Ta XyI0KHbOMY O(GOPMIICHHIO MYJIbTUMEIIHHUX
mpoaykTiB. HaWkpamuMu MOXHA BBaKaTH JOCHIDKEHHS, SKi TOEIHYBAIU XYHOXKHI
pIIICHHS 3 TEXHIYHUMHU 1HCTPYMEHTAMH pealli3allii, JeMOHCTPYIOUN MIKIUCHUTUTIHAPHUN
XapakTep cy4acHoi Hu(poBOi TBOPUOCTI.

Oxpemo ciif Big3HauyuTu HanpsaMm «llITydHuil 1HTENEKT 1 MallMHHE HAaBYaHHS B
irpoBux cucremax». Came I CEKIisl CTajla CBOEPITHUM BiOOpPaXEHHSIM CYYaCHHUX
TeHJICHIIIH po3BUTKY I1udgpoBoro cBiTy. PoOoTh ydacHUKIB Oyiau MpPUCBSYECHI
Tr€HEPATUBHOMY IITYYHOMY IHTEJEKTY, aJalTHUBHUM ITPOBUM MEXaHIKaM, MpOUEIypHIN
reHepailii KOHTEHTY, CTBOPEHHIO 1HTEJIEKTYaJIbHUX areHTIB Ta BUKOPUCTAHHIO HEMPOHHUX
MEpEeX y MYJIbTUMEIINHUX cucTemax. [IpeacraBieHi MOCHIKEHHS MIATBEPAWIU, IO
TEXHOJIOT1i IITYYHOrO IHTEJEKTY BXK€ ChOrOJHI (POPMYIOTb HOBHUHM €Tall PO3BHUTKY SK
KOMIT FOTEPHUX 1rOp, TaK 1 HU(PPOBUX KOMYHIKAIIIN 3arajioM.

AHaJi3 3MICTy JOMOBIAEH 103BOJIsIE 3pOOMTH BHUCHOBOK MPO KUIbKA KIIOUOBUX
tenaeHUId. [lo-nepiie, BiIOYyBa€eTbCS MOCTYIOBE 30JIMKEHHS OCBITH, HAYKH Ta ITPOBHUX
texHoJsori. Ilo-gpyre, MynapTUMeIlHI 3aCO0M BCE AKTHUBHIIIE BUKOPUCTOBYIOTHCS IS
BUPIIICHHS TPaKTUYHUX 3aBJaHb y MEAUIMHI, O13HECl, MapKETHUHTY Ta JEpPKAaBHOMY
ynpaiiHHi. [lo-Tpere, MTy4YHUN 1HTENEKT CTAa€ YHIBEPCAJIbHUM 1HCTPYMEHTOM, SIKUU
IHTErPYETHCS MPAKTUYHO B yCi chepu udpoBoi TisITBHOCTI.

Oco0nuBO IIHHUM € TOW (PaKT, 10 MOPs 13 TOCBIITYEHUMHU HAYKOBIISIMH aKTUBHY
y4acTh y KOH(EpeHIlii B3sSIu CTYIASHTH, acIipaHTH Ta MOJIOJI JocaiagHuku. Lle cBimuuTh
po (popMyBaHHSI HOBOTO TOKOJIIHHS (paxiBIliB, 3[aTHUX MPAIIOBATH B YMOBax HU(PPOBOI
€KOHOMIKH Ta CTBOPIOBATH 1HHOBAIIIIHI TIPOYKTH CBITOBOTO PiBHSI.

3axiJi MpOJIEMOHCTPYBAB BUCOKHUIM HAYKOBHU pIBEHb NPEICTABICHUX AOCIIIKECHb,
PI3HOMAaHITHICTh TEMATHUKH, MIXKHAPOJHHMM XapakTep CIHIBOpAll Ta 3HAYHUN MOTEHLIal
PO3BUTKY HampsMy KOMITI'IOTEpHMX 1rop 1 MyiubTuMenia B Ykpaini. Ilpencrabieni
Marepiajid BiAoOpaxaroTh HE JIMILE TMTOTOYHUIN CTaH PO3BUTKY Traiysi, aje ¥ OKpECIIOI0Th
MEPCHEKTUBHI HAMPAMH MallOyTHIX JTOCTIAKEHb.

301pHUK MaTepiaiiB Haloi IrpOBOI KOH(PEPEHIIii, IKHI TpUMAa€E y pyKax yuTad, — e
HE MpocTo Karajor Te3. Lle 3pi3 cyyacHOro HayKOBOTO MHCIIEHHS MOJOIOTO TOKOJIHHS
VYkpainu, BiIOUTTS HAIIOl 3AaTHOCTI TBOPUTH, MUCIIUTU W OyTyBaTH MalOyTHE, HABITh Y
HaWCKJIamHINI dYacu. IrpoBi TeXHOJOrii, MyJIbTUMeE[la, BipTyajdbHa Ta JONOBHEHA
pEaNbHICTh, ITYYHUW IHTEIEKT — yce 1€ BXKe ChOTOAHI (opMye HOBY mapaaurmy
KOMYHIKaIlii, Ji¢ HaBYaHHS, TBOPYICTh 1 HayKa 3JIMBAIOTHCA Yy €IMHUN 1HTEPAKTUBHUN
MPOCTIp.

Pepakiiiina xoJeriss OIMpo JSKy€ BCIM aBTOpaM 3a aKTHBHY Yy4acTb, BUCOKHIi
HayKOBHUH piBEHb POOIT 1 MparHeHHs J0 1HHOBAIliK. baxkaeMo BCIM HAaTXHEHHsI, HAYKOBUX
BIJIKDUTTIB 1 HOBHX JIOCSATHEHb Y LIOMY 3aXOIUIMBOMY, MOCTIHHO 3MiHHOMY IU(POBOMY
CBITI.

Peoaxuiitna xonecin
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PREFACE

The First International Scientific and Practical Conference «Computer Games and
Multimedia as an Innovative Approach to Communication — 2026» became an important
event for the scientific and educational community working at the intersection of
information technologies, digital media, game development, artificial intelligence and
modern means of communication. The conference brought together scientists, teachers,
education seekers, representatives of IT companies, software developers, specialists in the
field of multimedia and computer games from Ukraine and many countries of the world.

The modern world is experiencing a rapid digital transformation. Computer games
have long ceased to be just a form of leisure. They have become a powerful tool for
learning, communication, professional training, marketing, scientific modeling and social
interaction. That is why the topic of the conference turned out to be extremely relevant and
aroused considerable interest among representatives of various fields of science and
practice.

For the sixth year in a row, the Odessa National University Of Technology has been
holding the conference «Computer Games and Multimedia as an Innovative Approach to
Communication», which has become an important platform for the exchange of ideas
between researchers, developers, teachers, game designers, artists and entrepreneurs
working in the field of digital technologies. The conference gained particular importance
in 2026, because this year it first received international status. If earlier the event brought
together mainly Ukrainian scientists and practitioners, then the current conference has
become a platform for a broad international dialogue. Gaining international status was an
important step in the development of the conference. This contributed to the establishment
of new professional contacts between scientists from different countries, created the
prerequisites for the implementation of joint research projects, academic exchanges and
international publications. The international format also had a positive impact on the
quality of the presented works. The conference became a platform for discussing the latest
trends in the development of the gaming industry, artificial intelligence, virtual and
augmented reality, digital education and multimedia technologies. That is why the holding
of the first international conference can be considered not only as an important event of
2026, but also as the beginning of a new stage in the development of the scientific
community, united by a common interest in innovative digital technologies.
Representatives of higher education institutions, scientific organizations and companies
from Germany, Portugal, Poland, Georgia, Moldova, Lithuania and other countries joined
the conference. Along with well-known Ukrainian universities, researchers from the
Technical University of Munich, Lus6fona University, Technical University of Moldova,
University of Warsaw, Caucasus International University and many other organizations
presented their work. Such a wide geography of participants confirms that the issues of
digital communications, gaming technologies and multimedia systems are today a subject
of global scientific interest.

215 abstracts of reports were sent to the conference, the authors of which were 312
people from 78 scientific and educational institutions, of which 7 were foreign (from
Poland, Moldova, Georgia, Portugal, Germany). Almost all regions of Ukraine were
represented — Odessa, Kyiv, Kharkiv, Lviv, Dnipro, Vinnytsia, Uzhgorod, Poltava,
Chernivtsi, Kryvyi Rih, Kherson, Mykolaiv, Lutsk, Sumy, Zhytomyr, Konotop,
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Kamianske, Cherkasy, which indicates the national scale and interuniversity nature of the
event. Among the international participants were Technical University of Munich
(Germany), Technical University of Moldova (Moldova), Lus6fona University (Portugal),
Uniwersytet Warszawski (Poland), as well as international organizations and companies in
the field of game development and multimedia — ANIMUS Foundation, Games Gathering
Conference, ModernGameDev, Red Rats Production, BlackMoon Design.

The materials presented in the collection demonstrate a wide range of research —
from pedagogical aspects of gamification of learning to complex technological solutions in
the field of artificial intelligence, procedural content generation, virtual and augmented
reality, digital art, eSports and modern business models of the gaming industry.

The first thematic area «Education and Science» became the most representative in
terms of the number of submitted materials. The reports of this section demonstrated that
gamification is gradually transforming from a separate methodology into a full-fledged
pedagogical concept. The work «A Serious Game to Teach Patients in the Hospital About
the Care Robot Robody» by researchers from the Technical University of Munich attracted
particular attention. The authors demonstrated the practical use of serious games to
prepare patients for interaction with robotic medical systems. The work successfully
combined modern approaches to education, medicine and gamification, and therefore can
be considered one of the best reports of the section.

Among Ukrainian research, significant interest was aroused by works devoted to the
use of artificial intelligence in education, the use of gamified platforms for teaching
programming, the development of algorithmic thinking, the training of future specialists in
cybersecurity and engineering specialties. Research aimed at personalizing the educational
process and creating interactive learning environments turned out to be especially relevant.

Within the «Media Space» direction, the report «Information System for Analysis
and Forecasting of Esports Team Performance on the Example of Dota 2» attracted the
most attention. The work demonstrates the possibilities of using analytical tools to assess
the performance of esports teams and is an example of combining sports analytics, data
processing and modern information technologies. Also of considerable interest were
studies devoted to the impact of video games on youth culture, esports as a tool of
international communication and the interaction of cinema with the gaming industry.

In the «Business» section, the report «Transformation of Game Development
Business Models: Creator Economy as an Innovative Communication Tool» deserves
special attention. The authors considered current trends in the development of the
computer game industry, changes in the interaction between developers and the audience,
as well as the economic aspects of the functioning of digital platforms. The work was
distinguished by its relevance, deep analysis and practical orientation.

An important place in the work of the conference was occupied by the direction
«Technological innovations and modern game mechanics». Among the presented studies,
the work devoted to procedural generation and network synchronization of large voxel
worlds in real time was of particular interest. The study demonstrates the current level of
development of technologies for creating interactive digital environments and is of direct
importance for future developments in the field of computer games and metaverses.

In the direction of «Design, Art and Animationy, a significant part of the works was
devoted to the visual aspects of creating digital content, computer animation, game level
design, sound design and artistic design of multimedia products. The best can be
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considered research that combined artistic solutions with technical tools of
implementation, demonstrating the interdisciplinary nature of modern digital creativity.

Separately, it is worth noting the direction of «Artificial Intelligence and Machine
Learning in Game Systemsy. It was this section that became a kind of reflection of modern
trends in the development of the digital world. The works of the participants were devoted
to generative artificial intelligence, adaptive game mechanics, procedural content
generation, the creation of intelligent agents and the use of neural networks in multimedia
systems. The presented studies confirmed that artificial intelligence technologies are
already forming a new stage in the development of both computer games and digital
communications in general.

Analysis of the content of the reports allows us to conclude about several key trends.
Firstly, there is a gradual convergence of education, science and gaming technologies.
Secondly, multimedia tools are increasingly used to solve practical problems in medicine,
business, marketing and public administration. Thirdly, artificial intelligence is becoming
a universal tool that is integrated into almost all areas of digital activity.

Of particular value is the fact that, along with experienced scientists, students,
postgraduates and young researchers actively participated in the conference. This indicates
the formation of a new generation of specialists capable of working in the digital economy
and creating innovative world-class products.

The event demonstrated the high scientific level of the presented research, the
diversity of topics, the international nature of cooperation and the significant potential for
the development of the field of computer games and multimedia in Ukraine. The presented
materials reflect not only the current state of development of the industry, but also outline
promising areas of future research.

The collection of materials of our gaming conference, which the reader holds in his
hands, is not just a catalog of abstracts. This is a cross-section of modern scientific
thinking of the young generation of Ukraine, a reflection of our ability to create, think and
build the future, even in the most difficult times. Gaming technologies, multimedia, virtual
and augmented reality, artificial intelligence — all this is already forming a new paradigm
of communication, where learning, creativity and science merge into a single interactive
space. The editorial board sincerely thanks all the authors for their active participation,
high scientific level of their work and desire for innovation. We wish everyone inspiration,
scientific discoveries and new achievements in this exciting, constantly changing digital
world.

Editorial board
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PROBLEMS OF THE CONFERENCE

1. Education and science (gamification in educational processes,
serious games, game-based teaching and training methods)

2. Media space (eSports, streaming, social networks and
gamification)

3. Business (business models, monetization, marketing and
advertising in game development, gambling)

4. Technological innovations and modern game mechanics
(game design, AR/VR, 10T and interaction with games, wearable
devices and their role in gaming)

5. Design, art and animation (level design, sound design, visual
and art component of games, animation)

6. Artificial intelligence and machine learning in game systems
(game artificial intelligence, procedural content generation,
adaptive game complexity, Al as a game narrative tool)

MPOBJIEMATHUKA KOH®EPEHIIII

1. OcBita Ta Hayka (reimiikamiss B OCBiTHiIX mnpouecax,
CEepPHO3HI irpu, irpoBi METOAMKH BUKJIAJAHHS TA TPECHIHTIB)

2. Menpianpocrip (ki0epcmoprt, CTpPiMIHI, comiajbHi Mepexi i
reiimigikanis)

3. bi3Hec (0i3Hec-Momei, MOHeTH3ANIsA, MAPKETHHT TAa peKjJamMa
B reiiM/ieBi, a3apTHi irpu)

4. TexHoJjioriyHi IHHOBamii Ta Ccyd4YacHi IirpoBi MexaHIkH
(reiimau3aiin, AR/VR, 10T i B3aemonisi 3 irpamMmu, HOCUMi IPUCTPOI
Ta IX POJIb Y TefiMIHIY)

5. [Au3aiH, apTt Ta aHiMamia (OuU3aiiH PIBHIB, CAayHIAU3AIH,
Bi3yaJ Ta apT-CKJIaA0Ba irop, aHiMauis)

6. LTyyHuil iHTeJeKT 1 MAalUMHHE HABYAHHA B IirPOBHMX
cucremMax (irpoBMil WITYYHMH IHTEJEKT, MPOUEAYPHA TeHepauis
KOHTEHTY, aJalTHUBHA CKJIaJHICTL irop, Al s#Ak irposmii
HAPATUBHUN IHCTPYMEHT)
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JKuromupcrkuii nep:kaBHuM yHiBepcHuTeT iMeH1 IBana dpanka

3anopi3pbKuii HAIlIOHATBHUN YHIBEPCUTET
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KuiBChbKMi1 HAIlIOHAJILHUN YHIBEPCUTET TEXHOJIOTIHN Ta TU3ailHy

KuiBcekuii cronmunmii yHiBepcuteT iMeHi bopuca ['pinuenka
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Hamionansauit YuiBepcutet «Opnecbka FOpunnuna Axanemis
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Opnecbkuit (haxoBHil KOJIEIK €KOHOMIKH, MPaBa Ta TOTEIbHO-PECTOPAHOT0 O13HECY
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VYkpaiHcbka Aep)kaBHa JIb0THA aKaJaeMis

YKpaiHChbKUM Jep>KaBHUM YHIBEPCUTET 3aJII3HUYHOTO TPAHCTIOPTY

YKpaiHChbKUH Jep>KaBHHUM YHIBEPCUTET HAYKHU 1 TEXHOJIOTIN

VYHIBEpCUTET MUTHOI CIIPABU Ta (PiHAHCIB

VYHiBepcutet iMmeH1 Anbdpena Hobens

daxoBuit kojemx KiiaciuHOro mpuBaTHOTO YHIBEPCUTETY

daxoBuii KOJIEHK MPOMHUCIIOBOI aBTOMATUKH Ta iHQopMaIiiaux Texnosiorii OHTY

XapKiBChKHI HallOHATbHUHN niefaroriuanii yHiBepcuteT iMeHi I'. C. CkoBopou

XapkiBChKHI HamioHansHUN yHIBepcuTeT iMeH1 B.H. Kapasina

XapKiBCbKHI HAIIIOHAJIbHUN YHIBEPCUTET Pai0eIeKTPOHIKH

[{eHTpanbHOYKpATHCHKUI IepKaBHUN yHIBEpCUTET iMeH1 Bonoaumupa BunHnyeHka

UepniBenpkuil Harionansuuii yaisepcuteT imeHi FOpis ®denpkoBuua

YopHoMOpChKHil HarlloOHATbHUIN yHiBepcuTeT M. [letpa Morunum

15



Mamepianu kongpepenyii«Komn tomepni izpu ma mynsmumedia axk inHosauiitnuil nioxio 00 komyuixauii - 2026»

3MicT
Content

Po3nin 1. Ocsita Ta Hayka (reiimidikanis B OCBiTHIX mpouecax, cepiio3Hi
irpu, irpoBi MeTOANMKH BUKJIAJAHHS TA TPEHIHTIB)

Crop.

GAME JAMS AS EDUCATIONAL TOOLS: INSIGHTS FROM CULTURAL AND SDG-
BASED CASE STUDIES. F. Luz, W. Almeida (Lus6fona University, Portugal)

29

A SERIOUS GAME TO TEACH PATIENTS IN THE HOSPITAL ABOUT THE CARE
ROBOT ROBODY. Henning G., Pammer A., Hostettler R., Pirker J., Plecher D.A., Eichhorn
C. (Technical University of Munich, Germany)

32

DIGITAL GAMIFICATION IN LEGAL EDUCATION: ENHANCING ACADEMIC
ENGAGEMENT AND PROFESSIONAL COMPETENCIES. O. Kiriiak (Yuriy Fedkovych
Chernivtsi National University, Ukraine)

34

SETTING TRANSFORMATION IN GACHA GAMES AS A STRATEGY TO ENGAGE
PEOPLE. Melnyk K. V., Sazhina A. V. (National Technical University «Kharkiv Polytechnic
Institute», Ukrainian State Flight Academy, Ukraine)

37

GENERATIVE Al IN REFLECTIVE TEACHING PRACTICE OF ART STUDENTS.
Mykolaichuk V. R., Mykolaichuk A. R. (Taras Shevchenko National University of Kyiv,
National Academy of Fine Arts and Architecture, Ukraine)

39

GAMIFICATION AND INTERACTIVE LEARNING IN MILITARY TRANSLATION
TRAINING. Skyba O. (Kyiv Institute of the National Guard of Ukraine, Ukraine)

42

GAMIFICATION OF OPERATIONAL LEARNING MANAGEMENT: AN
ANTHROPOCENTRIC INTERACTION MODEL. Sytnik O.0., Vdovitchenko O.V.
(National Aerospace University “Kharkiv Aviation Institute””, Ukraine)

45

SCRATCH.MIT.EDU AS A TOOL FOR DEVELOPING ALGORITHMIC CULTURE
THROUGH THE EXAMPLE OF AN EDUCATIONAL GAME. Zakariashvili M. Z. (lakob
Gogebashvili Telavi State University, Georgia)

47

AJIAIITUBHI MEXAHIKU CEPMO3HUX ITOP K IHCTPYMEHT ®OPMYBAHH S
[TPO®ECIMHUX KOMITIETEHTHOCTEN V CTYJEHTIB TEXHIYHUX
CIELIIAJIbBHOCTEMN. Annpees C. (KoMmyHansHuii 3axaz «Kam’ sHOAPY3bKHIA JTiIieii»
UyryiBcbkoi MichbKoi paan XapKiBcbkoi 001acTi, YKpaiHa)

79

TEUMI®IKOBAHA BEBIIJIATOOPMA «MYPMOBA» K 3ACIb 3HVKEHH S
KOTHITUBHOI'O BAP’€PA Y HABUAHHI YKPAIHCHLKOI MOBMU. Antonenko €.]1.,
Anexa ['.I. (KpuBopi3bkuil 1ep>kaBHHI eJaroriyHuil yHIBEPCUTET, Y KpaiHa)

51

TEUMI®IKALIIA TA KIBEPOCBITA. Bapxanenko K. M., Yeapkina O. B. (Kuiscbkuit
noyiTeXHIYHUM 1HCTUTYT iMeH1 [ropst Cikopcbkoro, YkpaiHa)

54

FEI\/JIMICDIKAL[I}UI [TPO®ECIMHOT OCBITU 3BACOBAMU LITYYHOI'O IHTEJIEKTY TA
MVIIbTUMEAIMHUX TEXHOJIOT'IA. bantyposcbka 1. B., Kammna I'. C. (Axkagemis npari,
colliaJbHUX BIIHOCUH 1 TypU3My, YKpaiHa)

56

IMEPCUBHI TEXHOJIOTII SIK 3ACIB TPAHC®OPMAIIII IHIIOMOBHOI
[MIAT'OTOBKU MANUBYTHIX ®AXIBIIIB COEPU TYPU3MY TA I'OTEJIBHO-
PECTOPAHHOI CITPABM. Bepesincska O. B. (Mixkuapoauuit yrisepcuter, M. Ofeca,
VYkpaiHa)

58

BUKOPUCTAHHA PO3ITAPAJIEJIEHHA V CYUACHUX KOMIT'IOTEPHUX ITPAX.
bo6xo O.JI. (BiHHMIIbKMI HalllOHAILHUN TEXHIYHUI YHIBEPCUTET, YKpaiHa)

60

ITPOBA IMEPCIA Y BUKIIAJJAHHI KIBEPBE3ITEKU K IHCTPYMEHT
®OPMYBAHHS ITPUKJIAJHUX KOMIIETEHTHOCTEM. Boxko H.B. (BCII «®DaxoBui
kousie/pk HamioHansHOTO yHIBEpCUTETY KOpabneOyayBaHHs iMeHi aamipana Makaposay,
VYkpaina)

62

TIOETHAHHS TPAULIIMHUX TA T EIL/'IM\II(DIKOBAHI/IX HIIXOAIB YV BUKIIAZTAHHI
BUILIOI MATEMATUKU: JUJAKTUYHUU ACIIEKT. B.M. Kysuenos, T.M. Bycaposa,
T.C. I'puieuxina (YKpaiHChbKUH 1ep>KaBHUM YHIBEPCUTET HAYKH 1 TEXHOJIOT1H, YKpaiHa)

64

MOJIEJIb BUKOPUCTAHHA I'POBUX MEXAHIK B OHTOJIOI'O-KEPOBAHOMY

66

16




Mamepianu kongpepenyii«Komn tomepni izpu ma mynsmumedia axk inHosauiitnuil nioxio 00 komyuixauii - 2026»

EJIEKTPOHHOMY KVYPCI. Buxosanens /[I. JI. (InctutyT xibepueruku imeHi B. M.
I'mymikoBa HAH Vkpainu, Ykpaina)

IIJITOTOBKA MAMBYTHIX JIM3AMHEPIB JIO [TPOEKTYBAHHS IUD®POBOI
B3AEMO/III Y TTIPOLIECI FRONTEND-PO3POBKMU. 'apmarenko O. M. (3anopizbkuii
HaIllOHAIBHUI YHIBEpCUTET, YKpaiHa)
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3ACTOCYBAHHA II'POBHUX MEXAHIK JUISI PO3BUTKY CO®T CKLIIB ¥
CTYAEHTIB IT-CIIEIIAJIBHOCTEMN. I'nunauyk JI.5. (BonuHCHKMI HalllOHATBHUN
yHiBepcuTeT iMeHi Jleci Ykpainku, Ykpaina)
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TEUMI®DIKALIISI HABUYUAHHS KOMIT'YOTEPHOI TPA®IKU JUUIS CTYIEHTIB
CIIELIAJIBHOCTI “KIBEPCITIOPT”. T.C. I'pumeukina (YkpaiHChbKU Jep>KaBHUI
YHIBEPCHUTET HAYKH 1 TEXHOJIOTIH, YKpaiHa)

74

CTBOPEHHA HABYAJIBHOI'O KOHTEHTY 3 IHOOPMATUKU 3ACOBAMU
HITYYHOI'O IHTEJIEKTY. Hopomryk P. B. (OKuromupcekuit nep>kaBHUiA YHIBEPCUTET iMEHI
IBana ®panka, Ykpaina)

75

BUKOPUCTAHHA CEPBICY INTERACTY Y HIKUUIbBHOMY KYPCI IHOOPMATUKMU.
€pmak A.A., [Tmennyna O.C. (3anopi3pKuii HalllOHAJTBLHUN YHIBEPCUTET, Y KpaiHa)

77

TEUMI®IKALIIS B OCBITHIX ITPOIIECAX: BIJI CTPYKTYPHOI MOTUBALIIL J1O
AKTHUBHOI'O HABUAHHAI. 3uma 1. B. (Harionanpauit yHiBepeuret «Onecbka
MOJIITEXHIKAY», YKpaiHa)

78

T'EMMI®IKOBAHI MYJIbTUMEIMHI CUMVYJIATOPU V TPOPECIMHIN
[MIATOTOBLI ®AXIBIIIB 40 BIOJIOTTYHOI'O MOHITOPUHI'Y JJOBKUIJIA. 3iH4eHko
M. O. (BonuHcekuii HaltioHanbHUHN yHiIBepcuTeT iMeHi Jleci Ykpainku, Ykpaina)

81

APXITEKTYPA MOJIYJIS BAJIIJTALT 3D-MOJIEJIEN JIJIS1 ITPOBUX PYIIIIB
3ACOBAMMU BLENDER PYTHON API. Kounes €.A., Karenpaikos /JI.1. (Binaumbkuit
HAI[IOHAJILHUI TEeXHIYHUI YHIBEpCUTET, YKpaiHa)
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MOJIEJII BACTOCYBAHHS TEMMI®IKAILLIT JULT INIABUAIIEHH S MOTUBALIII
CTYJEHTIB IHHKEHEPHUX CITELIAJIBHOCTEMU. Kypiuun . K., Kopamtok T.B.
(KuiBchkmii HanioHanbHUH yHiBepcuTeT iMeHi Tapaca llleBuenka, Ykpaina)

84

KBECT-TEXHOJIOI'Ii SIK IHCTPYMEHT 'EMMI®IKALII OCBITHBOI'O [TPOLIECY:
€BPOIIEMCHKUI TA YKPATHCHKUN JJOCBIJL. JIucroman O. A., Jlucroman H. JI.
(dep>xaBuuii 3aknan «I[liBneHHOYKpaiHCHKUN HAIIOHATLHUN MEIarOT1YHUN YHIBEPCUTET IMEHI
K. . Ymuacekoro», KomyHnansnuii 3aknaj «Oaecbkuil megaroriaHui axoBUil KOJIEIK,
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86
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IHCTPYMEHT HIABUINEHHA EOEKTUBHOCTI HABYAHHAI. Jlyuus 1. B., JIeByc €.
B. (HamionansHuil yHiBepcuteT «JIbBIBChbKa NOJIITEXHIKA», YKpaiHa)

89

AOCBIA CTBOPEHHT HABYAJIBHUX IT'OP JISI CTY JEHTIB I'VMAHITAPHUX
CIIEHIAJIBHOCTEW. Mamok €. O. (KuiBchkuii cTOTUYHHN YHIBEpcUTeT iMeH1 bopuca
I'piHueHka, YKpaiHa)

91

TEUMI®IKALIIS TA PO3BUTOK SOFT SKILLS SIK IHHOBALIMHI YUHHWKHU
®OPMYBAHHS KPEATUBHOI KOMIIETEHTHOCTI CTYAEHTIB Y IU®POBOMY
CEPEJIOBHUILI 3AKJIAIY BUIILOI OCBITHU. Mapaaposa LK., T'ynanua H. M.
(HdepxaBuuii 3aknan «[liBIeHHOYKpaTHCHKUI HALlIOHATBHUI IEJATOTIYHUI YHIBEPCUTET iIMEHI
K. [I. Yimuacekoroy , Ykpaina)
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«KIBEPBE3IIEKU TA 3AXUCTY IHOOPMAIIII» METO/IIB TEOPII ITOP. MapTunoBa
H.C., Homnyxuuit H.JI. (Cymcbkuii nep>xaBHUM YHIBEpCUTET, YKpaiHa)
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BUKJIMKU HABUYAHHS CTYJIEHTIB PO3POBLII I'OP B JIbBIBCHKIN
[TOJIITEXHILII. Muxaiinis A. I1., Mapikyna VY. b. (Hamionansuuii yHiBepcuteT «JIbBiBCbKa
MOJIITEXHIKA) , YKpaiHa)
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110
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NOJIAMU MOJIOADKHOI CIINIBHOTH «CAJT BOCKO». Mokpa O. P. (HauionansHuii
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119
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YHIBEPCHUTET 3JII3HUYHOTO TPAHCIIOPTY, YKpaiHa)

121

BUKOPUCTAHHSA HITYYHOI'O IHTEJIEKTY B OCBITHBOMY ITPOLIECI. ITacrepnak
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BUKOPUCTAHHSA YACEJIbBHOI'O MO/JIEJIFOBAHHS B HABYAJIBHOMY ITTPOLIECI.
[Tacrepnak B.B., JIyouu [1.A., Cmetrox b.P. (BonuHchkuii HalliOHAIBHUN YHIBEPCUTET iIMEH1
Jleci Ykpainku, Ykpaina)

125

TEUMI®IKALIIA SIK 3ACIE AKTUBI3ALIII MOBJIEHHS JIITEN 13 TSKKUMU
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akasieMist XapKiBCbKO1 00JacHOT paju, YKpaiHa)
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CHEHAPHE HABYAHHJI (SBL) TA I'POBI MEXAHIKU SIK THCTPYMEHTH
OOPMYBAHHS YITPABJIIHCbKNX KOMITETEHIIN MAT'ICTPIB. ITnatonos B. B.,
[TnatonoBa €. B. (Onecbkuii HationanbHul yHiBepcuTeT imeHi I. I. MeunukoBa, Ykpaina)

128

CUMVJIANA ITOBHOT'O HUKITY SCRUM HA CKIIAZJTHOMY PO3IIOAIVIEHOMY
[TPOI'PAMHOMY ITPOEKTI B YHIBEPCUTETCBKOMY BOPKIIOIII (ITPUKJIA L

VARTA). Ilnatonos B. B., Ilnaronosa €. B. (Onecbkuil HallioHaNbHUN yHIBEpCUTET iMeHI 1.

I. MeunukoBa, YkpaiHa)
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135

TEUMI®IKALIIS HABUAJIBHOI'O TTPOLIECY JJ1S ITIABUILEHHS AKTHUBI3AILIIL
MI3HABAJIBHOI ISIJIBHOCTI Y OCBITHBOMY ITPOIIECCI. Pucosana 3.T'.,
Pucosanuit O.M. (KomyHnanbnuit 3aknaz "XapkiBcbkuit nineit Ne 164 XapkiBcbkoi MiCbKOT
panu", HanioHambHUM TEXHIYHUN YHIBEPCUTET «XapKiBCbKUN MOJITEXHIYHUHM IHCTUTYTY,
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VYkpaina)

BUKOPUCTAHHS KOMIT'TOTEPHUX IT'OP JUIA BITOBPAJKEHHT EKOHOMIYHUX
3AKOHOMIPHOCTEM. Pomantok O. H. , Jleceko O. 1%8 , LlixanoBchbka O. M. (BiHHHIbKHIA
HalllOHAJTLHUN TEXHIYHUI YHIBEPCUTET, BHHIE 3YHY, YKpalHa)
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BUKOPUCTAHHA KOMITIOTEPHUX II"OP B MEJUIIMHI. Pomanrok O.H., Kotiuk C.B.
(BiHHMIIbKMI HallIOHATBLHUN TEXHIYHUH YHIBepcuTeT, ONeChKHil HAIllOHATbHHMA
TEXHOJIOTIYHUHN YHIBEpCUTET, YKpaiHa)

142

OCOBJIMBOCTI BUKJTAJAHHA JUCHUITJIIIHU «KOMIT'FOTEPHA AHIMALLS ».
Pomantok O.H., Kornmuk C.B., Pomanrok O.B. (BinHuIbKHi HaIllOHATBHUN TEXHIYHAN
yHiBepcuTeT, OfnechKuii HalllOHAJIbHUN TEXHOJIOTTYHUIM YHIBEPCUTET, Y KpaiHa)

144

I'POBI IOAATKU JJ151 KOTHITUBHO-TIOBEJIIHKOBOI TEPAIIII. Pomaniox O.H.,
Kotmuk C.B., TitoBa H.B., Pomantok C.O. (BiHHHIIbKHI HallIOHATLHUN TEXHIYHHI
yHiBepcuTeT, OJeChbKHi HAIllOHAIBHUI TEXHOIOTIYHMIA yHIBepcuTeT, Harionanpauit
yHiBepcuTeT «O1echKa MOMTeXHIKa», YKpaiHa)

146

MOJIOJIDKHI KOHKYPCH 3 KOMIT'FOTEPHOI AHIMALIIL. Pomantok O. H., Maitnaniok
B. I1., Pomantok O. B. (BiHHHMIbKMIA HAITIOHATLHUAN TEXHIYHUI YHIBEPCUTET, YKpaiHa)

148

MATEMATHWYHE 3ABE3IIEUYEHHS KOMIT'FOTEPHOI AHIMAIIIL. Pomasntok O. H.,
Maiinantok B. I1., Pomantok O. B., Kotiuk C. B. (BiHHUIIbKHI HaIlIOHAILHUNA TEXHIYHUI
yHiBepcuteT O1eChKUil HalllOHAJTHHUNA TEXHOJIOT1YHUI YHIBEPCHUTET, YKpaiHa)

150

OITUMIBOBAHI AJI'OPUTMU LINOPOBOI'O CUHTE3Y 3BYKY JJISI CAYH]I-
JM3ANHY B KOMITIOTEPHUX ITPAX TA MYJIbTUME/IIA. Centiopin €. €.
(BinHupkuil HaIlOHATPHUM TEXHIYHUN YHIBEPCUTET, YKpaiHa)

153

['PA TA IIPUUHSITTS PILLIEHHS. Cnymna H.B. (Onecbkuii HallioHaIbHUIN TEXHOJIOTIYHHMA
YHIBEPCHTET, YKpaiHa)

154

BUKOPUCTAHHS TEXHOJIOTII BIPTY AJIbHOI PEAJILHOCTI SIK EJJEMEHT
I'POBUX METO/IMK HABYAHHA Y I[TPOLIECI BUBUEHHS BYIOBU 3PA3KIB
APTUJIEPIMCHKOI'O O3BPOEHHS. Critkos K. L., bonnapenko C. B., [Tomimyk A. M.
(HamionanbHa akajeMisi CyXOIyTHUX BifiCbK iMeHi reTbMaHa [letpa Caraiijaunoro, Ykpaina)

155

BUKOPUCTAHHS I'POBUX MEXAHIK JUUIS IIATPUMKU IHIVBIJTY AJIbHOI
HABYAJIbBHOI TPAEKTOPIi B IEPCOHAJII30BAHIN OCBITHIN CUCTEMI. Kopasmok
T.B., Copoka C.M. (KuiBcbkuit HanioHanbHUI yHiBepcuTeT iMeHi Tapaca LlleBuenka,
VYkpaiHa)

158

METOJOJIOI'TYHI ACITEKTU BUKOPUCTAHHS IT'OP-ITICOYHULB Y
®OPMYBAHHI [TPO®ECIMHUX KOMITIETEHIIII1 MANBYTHIX IHXXEHEPIB-
[TPOI'PAMICTIB. Craxis lO. M., BoBk P. b. (IBano-®paHkiBCcbkHil HalliOHAIbHUAN
TEXHIYHUHN YHIBEpCUTET HaTH 1 ra3y, YKpaiHa)

161

KOMITTOTEPHI ITPU SIK IHCTPYMEHT IICUXOJIOT' TYHOI IIATHOCTHKMU.
Tepenuyk A. T. (BiHHMIIbKUI HallIOHAIBHUN TEXHIYHUHN YHIBEPCUTET, YKpaiHa)

163

CHHEPTIS AKAJIEMIYHOI OCBITU TA TIPAKTUYHUX CITIJIBHOT V IIJAITOTOBIII
®AXIBIIB 3 IT'POBOI IHJYCTPII: JOCBIJ JbBIBCEKOI'O ITPOBOI'O I'VPTKA.
Typyk JI. B. (HanionansHuii yHiBepcuTeT «JIbBIBChbKa NOJITEXHIKAY, YKpaiHa)

164

®AKVIJIBTATHB 3 PO3POBKY KOMIT'TOTEPHUX ITOP 5K 3ACIE @OPMYBAHHA
KOMIIETEHTHOCTEU YYHIB 3 IIPOTPAMYBAHHSA. ®enotos €. €., {lummepman I'. A.
(3anopi3bKuil HalllOHAJIBHUM YHIBEPCUTET, YKpaiHa)
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BUKOPUCTAHHA IHTEPAKTUBHUX II'OP CEPBICIB WORDWALL TA
LEARNINGAPPS VY ITPOLIECI O3HAMOMJIEHHS CTAPILINX JIOIIKIJIFHUKIB 3
EMOLISIMU 3ACOBAMU IHTEPAKTUBHOI JIOILIKU. Yeprosa M.€., Kononenko K.P.
(IMemaroriunmii haxoBuii Koaek KoMyHanpHOTO 3aKiIaay BUIIOT OCBITH “XOpTHIIbKA
HalllOHAJThbHA HAaBYAIbHO-peadlmiTalliiiHa akageMis” 3armopi3bkoi o01acHoi paau, YKpaina)

169

Po3ais 2. MeaianpocTip (kKidepcnopT, CTpiMiHT, colianbHi Mepeski i
reiimigikanis)

172

MASS MEDIA AS AN INSTRUMENT OF INTELLIGENCE PROPAGANDA:
THEORETICAL FRAMEWORKS AND CONTEMPORARY CHALLENGES. Ana JiKia
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179

PO3POBKA BEBITJIAT®OPMU JIJ14 IIOIIYKY ITPOBUX ITAPTHEPIB TA OHJIAMH-
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imeni B. C. Credanuka, Ykpaina)

182
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185
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Al TOOLS AS A MEANS OF DEVELOPING ANALYTICAL SKILLS IN STUDENTS
MAJORING IN «PUBLIC COMMUNICATIONS»
H.KUCHAKOVSKA (h.kuchakovska@kubg.edu.ua)
Borys Grinchenko Kyiv Metropolitan University

This article examines the use of artificial intelligence (Al) tools as a means of developing analytical
skills among students majoring in «Public Communicationsy. It justifies the feasibility of integrating Al
into the educational process, taking into account digitalization and the growing role of data in the
communications sector. The main areas of Al application are examined, including media content
analysis, public opinion research, and data processing. It is determined that Al contributes to the
development of critical thinking, media literacy, and the ability to evaluate information. Approaches to
implementing Al in education are outlined, and potential risks associated with its use are identified.

Introduction

The current stage of development of the information society is characterized by the active
integration of artificial intelligence (Al) technologies into all spheres of human activity, particularly
higher education. A synthesis of research findings indicates that Al tools contribute to the development of
key 21st-century competencies, including critical thinking, analytical abilities, and information processing
skills. At the same time, researchers emphasize the dual nature of AI’s impact: on the one hand, it
enhances learning effectiveness, while on the other, it can lead to a decline in independent thinking when
used uncritically [1, 2, 3].

For students majoring in «Public Communications» the development of analytical thinking is
particularly important, as their professional activities involve the analysis of information flows, media
content, and social processes.

The purpose of this article is to investigate the role of artificial intelligence tools in developing
analytical skills among students majoring in «Public Communications» and to identify the pedagogical
conditions for their effective use.

Main material

An analysis of current academic literature shows that Al tools (natural language processing systems,
analytical platforms, generative models) open up new opportunities for developing students’ analytical
skills. They not only provide access to large datasets but also create conditions for their in-depth
structural analysis, the identification of patterns, and the prediction of social processes. In particular,
empirical studies in the field of mass communications demonstrate that the use of Al in media content
analysis significantly enhances students’ ability to interpret information and critically evaluate messages

[4].
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An important aspect is the integration of Al into teaching practices, which transforms traditional
approaches to the development of analytical skills. The use of Al in the educational process enables the
implementation of the following approaches:

— problem-based learning, in which students apply Al to analyze real-world cases (e.g., research on
information campaigns or disinformation), which stimulates in-depth analysis, comparison, and
synthesis of data;

— adaptive learning, which is based on machine learning algorithms and allows for the creation of
individualized educational pathways, taking into account the student’s level of analytical
proficiency;

— interactive analytics, which involves the use of digital tools for data visualization, modeling
communication processes, and data-driven decision-making.

According to the results of systematic reviews, Al tools contribute to the development of higher-
order cognitive skills, particularly analysis, evaluation, and argumentation, which are components of
analytical thinking [3, 5]. This is particularly evident in media education, where Al helps students identify
manipulative techniques, assess the reliability of sources, and form their own well-founded conclusions
[6, 71.

Furthermore, Al serves as a tool for developing media literacy and digital literacy, which are
integral components of professional training for public communication specialists. Research shows that
integrating Al into media education programs helps develop skills in critically analyzing media texts,
understanding the algorithmic mechanisms of information dissemination, and ethically evaluating digital
content [8, 9].

Special attention should be paid to the development of metacognitive skills, which enable students
to become aware of their own analytical processes. Al systems can provide feedback, hints, and
alternative approaches to problem-solving, thereby stimulating reflection and self-correction [10]. This is
particularly important in training professionals in the field of communication, where the ability to
independently analyze information and make informed decisions plays a significant role.

At the same time, alongside the benefits, researchers emphasize the risks of excessive automation of
analytical activities. In particular, the use of Al can lead to a decline in independent thinking, the
development of dependence on algorithms, and a superficial perception of information. In this context,
the development of Al literacy — which includes understanding the principles of how algorithms work,
their limitations, and potential biases-becomes particularly important [11].

For students majoring in «Public Communications» the application of Al is particularly relevant in
the following areas:

— media content analysis (detecting fake news, analyzing text tone, studying narratives);

— public opinion research (analysis of social media, surveys, and big data);

— social data processing (using Al to identify trends and patterns in communication processes);

— modeling communication strategies (predicting the effectiveness of information campaigns,
audience segmentation).

Conclusions

Thus, artificial intelligence tools are a powerful means of developing students’ analytical skills,
particularly in the field of public communications. They contribute to the development of critical
thinking, data literacy, and the ability to conduct comprehensive analysis of information.

At the same time, the effectiveness of their use depends on pedagogical support and students’ level
of digital literacy. A promising direction for further research is the development of methods for
integrating Al into educational programs with an emphasis on developing analytical thinking and
preventing negative cognitive effects.
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ARCHITECTURE OF AN LLM-ASSISTED GAME LOCALIZATION PIPELINE WITH
CONTEXTUAL RAG AND BATCH PROCESSING
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This work presents a conceptual framework of an LLM-assisted system for game localization tasks..
The proposed pipeline combines retrieval-augmented generation (RAG) with batch-based processing of
game textual assets, aiming to enhance contextual stability, translation coherence, and system scalability
In contrast to conventional machine translation approaches, the proposed approach leverages structured
external knowledge sources such as glossaries, narrative summaries, and character metadata. The system
is analyzed in terms of processing flow, architectural components, and comparative performance against
conventional translation methods

Game localization has evolved from a simple linguistic translation task into a complex
multidisciplinary process involving narrative preservation, terminology consistency, and adaptation to
interactive environments. Modern video games often contain fragmented dialogue systems, non-linear
storytelling structures, and context-dependent expressions, which significantly complicate traditional
translation workflows. The study addresses the following tasks: analysis of limitations in existing game
localization approaches with respect to contextual consistency; development of a structured pipeline for
processing fragmented game text data; integration of retrieval-augmented generation (RAG) for
improving translation coherence; implementation of batch-oriented processing to optimize computational
efficiency; evaluation of system scalability across different game project sizes.
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