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

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

30ipHUK OyJle KOPUCHUM SIK JUIsl (PaxiBIIiB 1 MPAIiBHUKIB (QipM, 3alHATHX B 001acTi
pPO3pOOKK Ta MPOCYBaHHS KOMIT'FOTEPHUX Irop, Tak 1 JUIs BUKIIAJIadiB, MAaricTpiB 1
CTYJICHTIB BHIIMX HAaBYAJbHUX 3aKJIaJiB, SKI HABYAIOThCS 3a HampsMaMu 1
CHEIIaJbHOCTSIMU MPOrPaMHOTO 3a0e3MedeHHs, KOMI'IOTEPHUX HAyK, KOMII'IOTEPHOI
1H)KeHepii, TPHUKIAIHOI MaTeMaTHUKH Ta o0OpoOku 1H(opmMmarii, Oyae KOPHUCHUM
npodecioHanaM y cepax reimidikariii, KioepcrnopTy, CTPIMIHTY, BIPTyaJIbHOI peabHICTI,
JOTIOBHEHOI PEANbHICTI, IITYYHOI'O IHTEIEKTY, MAIIMHHOIO HABYaHHA, TeiMi3aiiny,
CayHJAU3alHY.

PesynbraTu AocChHiKeHb y 30IpHUKY MPEICTaBISIIOTH COOOI0 CBOEPITHUN 3pi3
Cy4acHOTO CTaHy CIpaB B MEPEPAXOBAHMX Taly3sX 3HAHb, KU MOXKE JOMOMOITH SK
(daxiBUsgM, TaK 1 CTyJAEHTaM YHIBEPCHUTETIB CKJIACTH 3arajlbHy KapTHUHY PO3BUTKY
KOMIT'FOTEPHHX 1r0p 1 MyJIbTUME/11a Ta MOB'S3aHUX 3 HUMH MHUTAHb.

HayxoBi mpaitii 3rpynoBaHi 3a HampsMKamMu poOOTH KOH(pEpeHIli Ta HaBeIeHI B
an(aBITHOMY MOPSIKY MPi3BUILl ABTOPIB.

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

Martepianu nmogaHo yKpaiHChKOIO Ta aHTIIHCHKOI0 MOBaMH.
Penakropu 36ipauka Kotnuk C.B., lllectomanos C.B.

©Onecbkuii HAITIOHATBHUI TeXHOJNOTIYHUN yHiBepcuTeT, 2026
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IHEPEJIMOBA

[TIpoBenennss  Ilepmoi  MDKHApogHOI  HAYKOBO-TIPAKTUYHOI  KOH(EpeHIIil
«Komm’totepHi irpu 1 MyJabTHMeia SIK 1HHOBAIIWHUN TiAXia A0 KomyHikamii — 2026»
CTaJIO BaXJIUBOIO MOIEI0 U1 HAYKOBOI Ta OCBITHBOI CIUJIBHOTH, IO MPAIIO€ HA MEPETHHI
iHbOpMaIIHHUX TEXHOJNOTIH, HUPPOBUX Menia, TeUMJIEBY, MITyYHOTO IHTENEKTYy Ta
cydyacHHX 3aco0iB komyHikamii. Koudepenmis o0’emHana HaAYKOBIIB, BHKJIAIadiB,
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 HUGPPOBY TpaHchopmaiiito. KoM’ otepHi irpu
BXE€ JIaBHO mepectanu OyTtu jumie ¢(opMoo J03BULIS. BoHM cTanmu mNOTyXKHUM
1HCTpYMEHTOM HaBYaHHs, KOMYHIKaIlii, IpodeciiHOl MAr0TOBKH, MAPKETHHTY, HAYKOBOTO
MOJICJIIOBaHHS Ta colliaibHOI B3aemoii. CaMe TOMy TemaThKa KOH(epeHIli BUsSBUIIACA
HAJ3BUYAHO aKTYyaJbHOIO Ta BUKJIMKAJIa 3HAUHHI 1HTEpEC cepell MPEACTaBHUKIB PIZHUX
rajiy3eid Hayk 1 IPaKkTUKH.

[Moctuit pik nocnuib Opecbkui HAIIOHAIBHUN TEXHOJIOTIYHUNA YHIBEPCUTET
MPOBOJUTH KOH(pepeHIito « KoM 1oTepH1 irpu 1 MyJIbTUME/I1a SIK IHHOBAI[IMHUI X1 A0
KOMYHIKaIll», [0 CcTaja BaXXJIUBUM MaWJaHYUKOM JJii OOMIHY 1J€IMH  MIXK
JAOCTITHUKAMH, pO3pPOOHMKAMH, BHUKIaJadyaMd, TeWMIu3aliHepamMH, XyIO0KHHUKaMH Ta
MIIIPUEMIIIMU, SIKI TIPAIIOTh Y chepl muPpoBUX TeXHOJOTiIH. OcoOIUBOrO 3HAUYCHHS
KoH(epeHuist HaOyna y 2026 potii, apke caMe IbOro POKYy BOHA BIIEpILIE OTpUMala CTaTyc
MDKHapo/HO1. SKkuio paimie 3axiyy 00'€eIHyBaB NEPEBaXHO YKPaiHCHKUX HAYKOBIIIB 1
MPaKTUKIB, TO HUHIIIHSA KOHGEPEHIis cTajla MalIaHYuKOM JIJIsl IIUPOKOTO MI>KHAPOIHOTO
nianory. HalyTTs MIDKHApOAHOrO CTaTyCy CTajJ0 BaXXJIMBUM KpPOKOM Yy PO3BUTKY
koHpepeniii. I[le cnpusiao BCTAaHOBACHHIO HOBUX MNpOQeciiHUX KOHTAKTIB MIXK
HAayKOBI[IMM  PI3HUX KpaiH, CTBOPWJIO TMEPEeIyMOBH [JIsi peaiizaiii  CHUIbHUX
JNOCIITHULBKUX TMPOEKTIB, aKaJAeMIYHUX OOMIHIB Ta MDKHApPOJHUX MyOsiKaiiii.
MixHapoaHuii GopMar TaKOXK MO3UTUBHO BIUIMHYB Ha SIKICTb IPEACTABICHUX POOIT.
KoHngepenuis crana miaatdopmoro 1711 00roBOpEeHHs HallCy4acHIIINX TEHAEHU1A PO3BUTKY
IrpOBOi IHAYCTpIi, ILITY4YHOI'O IHTENIEKTY, BIPTyaJbHOI Ta JOMOBHEHOI pPEaNbHOCTI,
uudpoBOi OCBITU W MYJIbTUMEIIMHMX 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 CIIJIBHUM
1HTEpPECOM JI0 THHOBAIIIHHUX ITU(GPOBUX TEXHOJIOTIH. J[o po6oTH KOHbEpEeHIT JOTyIUIncs
MIPECTAaBHUKHU 3aKJIaJIB BUIOT OCBITH, HAYKOBUX OpraHi3allii Ta kommnaHii 13 Himeuunnu,
[Mopryramii, [lonsmi, ['py3ii, MonnoBu, JlutBu Ta iHmumx kpaid. [lopsn 13 BimomMumu
YKpaiHCbKUMHU YHIBEPCUTETaMU CBOI HANpallOBaHHS MPEICTAaBWIM JOCHIIHUKUA 3
Technical University of Munich, Lus6fona University, Technical University of Moldova,
University of Warsaw, Caucasus International University Ta 6araTboX IHIIMX OpraHi3alii.
Taka mmpoka reorpadiss yY4YaCHUKIB MIATBEPIKY€E, 110 MpodieMaTnka HUPPOBUX
KOMYHIKaIlili, I'pOBUX TEXHOJOTIA Ta MYJIbTUMEIIMHUX CUCTEM CHOTOIHI € MPEeAMETOM
1100aJIbHOT0 HAYKOBOTO 1HTEpECY.

Ha xondepeniiito Hagicnanu 215 te3 nomnosijaei, aBropamu sikux O0yiau 312 4oaoBik
13 78 HayKOBHX Ta OCBITHIX YCTaHOB, 3 sIKUX 7 — 3apyOixHi (13 [lonsmii, Monnosu, I'pysii,
[Hopryramii, Himequnnn). [IpeacraBieHo npakTuuHo Bei perionn Ykpainu — Opneca, Kuis,
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Xapkis, JIsBiB, JHinpo, Binnuns, Yxkropon, Ilontasa, YepniBui, Kpusuii Pir, Xepcon,
Muxkomnais, JIyupk, Cymu, XKutomup, Konoron, Kam’sHceke, Uepkacu, 110 CBITYUTh MPO
HAI[lOHANBHUI MacmTad Ta MDKBY3IBCHKMN XapakTep 3axonay. Cepen MIKHApOJHUX
yuacHukiB Oynu Technical University of Munich (Himewyunna), Technical University of
Moldova (Monmosa), Luséfona University (Iloptyramis), Uniwersytet Warszawski
(ITonpma), a Takok MDKHApOAHI opradizamii Ta kommaHii 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 TrehMidikaiii HaBYaHHS 10 CKJIQJHUX
TEXHOJIOTIYHUX PIIIeHb y cepl MTYUYHOTO 1HTEIEKTY, MPOLeypHOI TeHepallii KOHTEHTY,
BIPTYaJIbHOI Ta JIONOBHEHOI PeaIbHOCTI, HU(PPOBOTO MUCTELITBA, KIOEPCHIOPTY ¥ CydyacHUX
O13HEeC-MOJIeJIeH IrpoBOi 1HIYCTPIi.

[lepmmit  Tematuunmii  Hampsim  «OcBiTa Ta Hayka» CTaB  HaOUIbII
NpEeACTAaBHUIILKMM 3a KUIBKICTIO TMOJaHUX MaTepiaiiB. JlomoBigl MBOTO PO3ILTY
MPOJIEMOHCTPYBAJIM, IO reiMi(ikaliis MOCTyHOBO MEPETBOPIOETHCSA 3 OKPEMOI METOAUKU
Ha MOBHOIIIHHY IMeNaroriu"y koHuemniio. OcoOMuBy yBary mnpuBepHysia pobora «A
Serious Game to Teach Patients in the Hospital About the Care Robot Robody»
nocmigaukiB Technical University of Munich. Aropu mpomemMoHCTpyBaiu NpakTHYHE
BUKOPUCTAHHA CEPHO3HUX 1rop s MIATOTOBKM TMAalI€HTIB JI0 B3aEMOMIi 3
pOOOTH30BAHUMU MEIUYHUMH cucTeMamMu. PoboTa Boano moegHana cydacHi Mmigxoau J0
OCBITH, MEIUIIMHU Ta reumidikaili, a TOMy MOXKE BBaKAaTHUCA OJIHIEI0 3 HaMKpalmx
JIOTIOBIJIEN CEKIIII.

Cepen yKpaiHCHKMX JOCHIIPKEHb 3HAUHUN 1HTEPEC BUKIUKAIU pOOOTH, IPUCBIUEHI
BUKOPUCTAHHIO IMITYYHOTO 1HTEJIEKTY B OCBITI, 3aCTOCYBAaHHIO reiiMi(ikoBaHUX IIaThOpM
JUISl BUKJIQJIAHHS TMPOTPaAMyBaHHS, PO3BUTKY aJTOPUTMIYHOTO MHCIEHHS, M1ATOTOBII
MaiOyTHIX (axiBIiB 13 KiOepOe3nekn Ta I1HXEHEePHUX creriaabHocTeil. Oco6iuBO
aKTyaJlbHUMU BUSBUJIUCS JAOCHII)KEHHs, CHPSMOBaHI Ha MEpPCOHATI3Ali0 OCBITHBOTO
MPOIIECy Ta CTBOPEHHS IHTEPAKTUBHUX HABUAJIHHUX CEPEIOBHIIL.

VYV wMexax HamnpsaMmy «MeaianpocTip» HaWOUIbIIy yBary HpUBEpPHYJA JOMOBIIb
«Information System for Analysis and Forecasting of Esports Team Performance on the
Example of Dota 2». PobGora neMoHCTpye MOXIJIMBOCTI BHKOPHUCTAHHSI AHAIITUYHUX
IHCTPYMEHTIB I OLIIHIOBAaHHS PE3YJIbTATUBHOCTI KIOEPCIOPTUBHUX KOMaHJ 1 €
MPUKIAZAOM TO€AHAHHS CHOPTUBHOI AHATITUKHA, OOpPOOKM MaHMX Ta CY4YacHUX
iHpopMamiitnux TexHosorid. TakoX 3HAYHMM 1HTEpEC BHUKIMKAIM JTOCITIIHKCHHS,
MPUCBAYEHI BIUIMBY BIiJIEOITOP Ha MOJOADKHY KYJIBTYpY, KiOEpCIOpTy SIK 1HCTPYMEHTY
MDKHApOJIHOT KOMYHIKaIlii Ta B3aEMO/11 KiHemaTorpada 3 irpoBOI0 1HIYCTPIETO.

VY cekmii «bizHec» ocobmmBoi yBaru 3aciyroBye nomnoBigs «Transformation of
Game Development Business Models: Creator Economy as an Innovative Communication
Tool». ABTOpH pO3IIISIHYNIM Cy4acHI TEHJEHIIT PO3BUTKY 1HAYCTpli KOMIT IOTEPHUX 1rop,
3MIHA y B3a€MOJIIi MK pO3pOOHUKAMHU Ta ayJUTOPIEI0, a TaKOXK EKOHOMIUHI aCIeKTH
¢dbyHkuionyBanHa 1MpoBux miargopm. Pobota Bupi3HANacid aKTyalbHICTIO, TJIMOOKUM
aHaJIi30M Ta MPAKTUYHOIO CIIPSMOBAHICTIO.

Baxxnue miciie B poO0TI KOH(EpeHilii nociB HanpsiM « TeXHOJOT14H1 1HHOBAIlil Ta
cydacHi irpoBi MexaHikw». Cepen NpeacTaBIE€HUX HOCHIKEHb OCOOJMBHI 1HTEpec
BUKJIMKajga poOOTa, MPUCBSUYEHA MPOLEAYypHIN TeHepalli Ta MepexeBiil CHHXpOHI3alil
BEJIMKUX BOKCEIBHUX CBITIB y PEXHUMI peanbHOro dacy. JlocmiKeHHsS IEeMOHCTpYe
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Cy4YaCHUU piBEHb PO3BUTKY TEXHOJOTIH CTBOPEHHS IHTEPAKTUBHUX IU(POBUX CEPEIOBHUIIL
1 Mae 0e3nmocepeIHE 3HAYCHHSI I MalOyTHIX po3po0oK y chepi KOMIT IOTEPHHUX Irop Ta
METaBCECBITIB.

VY manpsami «/luzaitH, apT Ta aHiMaIlis» 3Ha4YHA YacTHHA poOIT Oyrna mpuUCBsSYCHA
Bi3yaJbHUM aclleKTaM CTBOpPEHHS LU(POBOTrO KOHTEHTY, KOMII IOTEPHIM aHiMaIli,
AU3aiiHy ITPOBUX PiBHIB, CAyHIM3aiHY Ta XyJI0KHbOMY O(GOPMIICHHIO MYJIbTUMEIIHHUX
MpoayKTiB. HaWkpamuMu MOXHA BBaKaTH JOCHIDKEHHS, SKi TMOEIHYBAIU XYIOXKHI
pIIICHHA 3 TEXHIYHUMHU 1HCTPYMEHTaMH pealli3allii, JEMOHCTPYIOUN MIKIUCIUTUTIHAPHUN
XapakTep cy4acHoi Hu(poBOi TBOPUOCTI.

Oxpemo ciif BigzHauuTu HanpsaMm «llITydHuil 1HTENEKT 1 MalllMHHE HaBYaHHS B
irpoBux cucremax». Came I CEKIisl cTajla CBOEPITHUM BiOOpPaXEHHSIM CYYaCHHUX
TeHJICHIIIH po3BUTKY I1udgpoBoro cBiTy. PoOoTM ydacHUKIB Oyiau TPUCBSYECHI
IreHEPATUBHOMY IITYYHOMY IHTEJNEKTY, 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 HOBUHM €Tall PO3BHUTKY SK
KOMIT FOTEPHUX 1rop, TaK 1 HU(PPOBUX KOMYHIKAIIIN 3arajoM.

AHaJi3 3MICTy JOMOBIAEH 103BOJIsIE 3pOOMTH BHUCHOBOK MPO KUIbKA KIIOUOBUX
tenaeHuid. [lo-nepiie, BIIOYBa€eTbCS MOCTYIOBE 30JIMKEHHS OCBITH, HAYKH Ta ITPOBUX
texHoJsori. Ilo-gpyre, MyiapTUMeIlHI 3acCO0M BCE AKTHUBHIIIE BUKOPUCTOBYIOTHCS IS
BUPIIICHHS TPAKTUYHUX 3aBJaHb y MEIUIMHI, O13HECl, MapKETHUHTY Ta JEpPKAaBHOMY
ynpaiiHHi. [lo-Tpere, MTy4YHUN I1HTENEKT CTAa€ YHIBEPCAJIbHUM 1HCTPYMEHTOM, SIKUN
IHTErPYETHCS MPAKTUYHO B yCi chepu udpoBoi MisITBHOCTI.

Oco0nuBO IIHHUM € TOW (PaKT, 110 MOPS 13 TOCBIIUYEHUMHU HAYKOBIISIMH aKTUBHY
y4acTh y KOH(EpeHIii B3sSIu CTYJASHTH, acIipaHTH Ta MOJIOJI JOoCHigHuku. Lle cBimuuTh
po (popMyBaHHSI HOBOTO TOKOJIIHHS (paxiBIliB, 3[[aTHUX MPAIIOBATA B YMOBax HU(PPOBOI
€KOHOMIKH Ta CTBOPIOBATH 1HHOBAIIIIH1 TIPOYKTH CBITOBOTO PiBHSI.

3axiJi MpOJIEMOHCTPYBAB BUCOKHUIM HAYKOBHI pIBEHb NPEICTABICHUX AOCIIIKEHD,
PI3HOMAHITHICTh TEMATHUKH, MIXKHAPOJHHMM XapakTep CIHIBOpall Ta 3HAYHUN MOTEHIal
PO3BUTKY HampsMy KOMITI'IOTEpHMX 1rop 1 MyiubTuMenia B Ykpaini. Ilpencrasieni
Marepiajid BiAoOpaxaroTh HE JIMILE TOTOYHUIM CTaH PO3BUTKY Tranysi, aje ¥ OKpECIIOI0Th
MEPCHEKTUBHI HAMPAMHU MallOyTHIX TOCTIAKEHb.

301pHUK MaTepiaiiB HalIOi IrPOBOI KOH(PEPEHIIii, IKHI TpUMAa€e y pyKax yuTad, — e
HE MpocTo Karajor Te3. Lle 3pi3 cyyacHOro HayKOBOTO MHCIIEHHS MOJOIOTO TOKOJIHHS
VYkpainu, BiIOUTTS HAIIOi 3AaTHOCTI TBOPUTH, MUCIIUTU W OyTyBaTH MalOyTHE, HABITh Y
HaWCKJIamHINI dYacu. IrpoBi TeXHOJOrii, MyJIbTUMeE[la, BipTyajdbHa Ta JONOBHEHA
pEaNbHICTh, IMITYYHUW 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, Luso6fona 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

12



Mamepianu kongpepenyii«Komn tomepni izpu ma mynsmumedia axk inHosayiitnuil nioxio 00 komyuikauii - 2026»

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-MomeJi, MOHeTH3alisA, MAPKETHHT TAa peKjamMa
B refiM/ieBi, a3apTHi irpu)

4. TexHoJjioriyHi IHHOBamii Ta Ccy4yacHi IirpoBi MexaHIKH
(reimau3aiin, AR/VR, 10T i B3aemonuisi 3 irpamMmu, HOCUMi PUCTPOI
Ta IX POJIb Y TefiMIHIY)

5. [Au3aiH, apTt Ta aHiMamia (OuU3aiiH PIBHIB, CAayHIAU3AIH,
Bi3yaJ Ta apT-CKJIaJA0Ba irop, aHiMauis)

6. LTyyHuil iHTeJIeKT 1 MAalUMHHE HABYAHHA B IirPoOBHMX
cucremMax (irpoBMil IITYYHHMH IHTEJEKT, MPOUEAYPHA TeHepauis
KOHTEHTY, aJalTHUBHA CKJIAJHICTL irop, Al s#Ak irposmii
HAPATUBHUN IHCTPYMEHT)
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KuiBChbKMi1 HAIlIOHAJILHUN YHIBEPCUTET TEXHOJIOTIHN Ta TU3ailHy

KuiBcekuii cronmunmii yHiBepcuteT iMeHi bopuca ['pinuenka
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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 HamioHanpHUN yHIBepcuTeT iMeH1 B.H. Kapasina

XapKiBCbKHI HAIIIOHAJIbHUN YHIBEPCUTET Pai0€IeKTPOHIKH

[{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 inHosayiitnuil nioxio 00 komyuikauii - 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 3aKaz «Kam’ sHOAPY3bKHIA JTiIieii»
UyryiBcbkoi MichbKoi paan XapKiBcbkoi 061acTi, YKpaiHa)

79

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

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. banyposcebka . B., Kammna I'. C. (Akagemis npari,
colliaIbHUX 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 yrisepcutet, 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 inHosayiitnuil nioxio 00 komyuikauii - 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)

69

3ACTOCYBAHHA II'POBHUX MEXAHIK JUISI PO3BUTKY CO®T CKLIIB ¥
CTYAEHTIB IT-CIIEIIAJIBHOCTEMN. I'nunauyk JI.5. (BonuHCHKMI HalllOHATBHUN
yHiBepcuTeT iMeHi Jleci Ykpainku, Ykpaina)

72

TEUMI®DIKALIISI HABUYUAHHS KOMIT'YOTEPHOI TPA®IKU JUUIS CTYIEHTIB
CIIELIAJIBHOCTI “KIBEPCITIOPT”. T.C. I'pumeukina (YkpaiHChbKU Jep>KaBHUI
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NOTIFICATION AND COMMUNICATION METHODS
IN INFORMATION SYSTEMS FOR RESIDENTIAL COMPLEXES
HRYNCHAK M.O. (1234567maxgrynchak@gmail.com),
MELNYK O.V. (0.melnyk@vntu.edu.ua)
Vinnytsia National Technical University

This paper examines notification and communication methods used in information systems designed
for residents of residential complexes. The study analyses push notifications, email, SMS, in-app
messaging, and WebSocket-based real-time communication. A comparative evaluation of these methods is
performed with respect to delivery speed, reliability, and user engagement. The proposed unified web
service architecture integrates multiple communication channels to ensure timely and effective
information delivery to residents.

Problem statement. Modern residential complexes (RC) require efficient and timely communication
between management entities and residents. Traditional bulletin boards and manual phone calls are no
longer sufficient for managing maintenance requests, emergency alerts, community announcements, and
billing notifications. Information systems for RC must incorporate diverse notification mechanisms
capable of reaching residents across different devices and platforms while guaranteeing message delivery
and acknowledgment [1].

Analysis of existing solutions. A review of existing platforms such as SmartHouse, MyHOA, and
similar systems reveals that most rely on a single communication channel — typically email or SMS. This
introduces a single point of failure and limits reach among residents who prefer alternative channels.
Research confirms that multi-channel notification systems significantly improve response rates compared
to single-channel approaches [2].

Communication methods. Five primary communication methods were evaluated for integration into
the unified web service:

Push notifications are delivered directly to mobile or desktop devices via service workers or native
OS notification APIs. They are effective for time-sensitive alerts and do not require the user to be actively
using the application. The mean notification delivery latency is defined by the expression:

Lavg = (1/n) = (tig — tis), 1)

where Layg is the average delivery latency (s), n is the number of notifications, tiq is the delivery
timestamp of the i-th notification, and t; s is the send timestamp of the i-th notification.

Email notifications are suitable for non-urgent, detailed messages such as monthly utility bills or
community meeting minutes. Modern email protocols (SMTP, IMAP) ensure reliable delivery with low
infrastructure cost, yet delivery may be delayed by spam filters or offline recipients.

SMS notifications offer high deliverability and are accessible on all mobile devices regardless of
internet connectivity, making them critical for emergency communications. However, SMS incurs per-
message costs and is unsuitable for rich content.

In-app messaging provides a persistent communication log within the resident portal. Messages are
stored server-side and accessible at any time, supporting read receipts and structured threads for
maintenance requests or complaints.

Real-time WebSocket communication enables bidirectional data exchange between the server and
client with minimal latency. This is particularly suitable for live updates such as gate access events, parcel
delivery alerts, or emergency broadcast messages. The throughput capacity T of a WebSocket server
under concurrent load is expressed as:

T = C X Rmsg, (2)

where T is the message throughput (messages/s), C is the number of concurrent connections, and
Rmsg IS the average message rate per connection (messages/s).

Proposed architecture. The unified web service integrates all five channels through a notification
dispatcher module that applies user-defined preferences and priority rules. A resident may configure
primary and fallback channels: for example, push notification as primary and SMS as fallback if the push
is unacknowledged within 60 s. The dispatcher tracks delivery status using asynchronous callbacks and
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logs all events for audit purposes. The backend is implemented as a RESTful API using Node.js and
WebSocket protocol support is provided via the Socket.10 library [3]. The frontend resident portal is built
as a Progressive Web Application (PWA), enabling push notification support across platforms without
native app installation [4].

Conclusions. The comparative analysis demonstrates that no single notification channel satisfies all
communication scenarios in a residential complex information system. A multi-channel architecture with
user-configurable preferences and automatic fallback mechanisms provides the highest reliability and
resident engagement. The integration of WebSocket-based real-time messaging with asynchronous push,
email, and SMS channels in the proposed unified web service addresses the identified problem and forms
a complete communication framework for modern residential complexes.
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HIGH-PERFORMANCE DECENTRALISED SYSTEMS FOR
COMPUTER GAME BACKENDS USING SOLANA
KHOSHABA O. (pzmag2022@gmail.com)
Vinnytsia National Technical University, Ukraine

The paper substantiates the justified use of decentralised distributed systems in computer-game
backend architecture and argues that such systems should be employed selectively rather than as a
universal substitute for conventional server infrastructure. The research addresses the problem of
balancing performance, operational simplicity and low latency with the need for verifiable ownership,
transparent settlement, trustworthy event histories, reliability and secure handling of critical records. The
study's tasks are to compare centralised and decentralised backend models, to identify game-industry
processes for which decentralisation is functionally warranted, and to assess Solana as an example of a
high-performance blockchain platform suitable for hybrid game backends. It is shown that the most
justified areas of application include financial operations, management of scarce digital assets,
secondary marketplaces, transfer of avatars and other digital entities, and registration of economically
significant events. The paper concludes that Solana can be considered an efficient infrastructural
component of a hybrid backend in which transparency, data integrity, and resilience against unilateral
record manipulation are required.

Modern computer games are increasingly organised as long-term service ecosystems in which the
backend performs far more functions than simply storing user progress. It coordinates player
authentication, matchmaking, game-state synchronisation, anti-cheat procedures, telemetry collection,
monetisation workflows, community interactions, and the circulation of digital assets. Under these
conditions, the architectural design of backend services influences not only technical stability but also the
credibility of economic and social relations within a game environment. The problem considered in this
paper lies in the fact that centralised infrastructures remain the most efficient solution for the majority of
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