MiHICTEepCTBO OCBITH i HAYKH YKpPaiHU
Onecbknil HAIOHAJIBLHUH TEXHOJIOTIYHNN YHIBEPpCUTET
BiHHUIbKHHA HAIOHAJIbHUM TEXHIYHUMA YHIBEPCUTET
[HCTUTYT KOMIT FOTEPHOI iH:KeHepil, aBTOMAaTU3allil,
podororexHiku Ta nporpamyBanna iM.IL.H.IliaTonoBa

MATEPIAJIA

V BCEYKPATHCBKOI
HAYKOBO - TEXHIYHOI KOH®EPEHIIII
MOJIOAUX BUEHUX, ACHIIPAHTIB
TA CTYJEHTIB

«KOMIT'IOTEPHI ITPU I MYJIbTUMEJIIA
SIK IHHOBAIIMHUU IIIXIJ
10 KOMYHIKALII - 20255

25-26 BepecHsn 2025 p.
OJECA
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= [IPE3UISA TA OPTKOMITET KOH®EPEHIIII =

Jlapuca
IBaHyeHkoOBa
Bboraan €ropos
OJabra
OJabHieBcbka
Tersina PeBeHIOK

Cepriit Kotimmk

Cepriii
IIlecTonmaaoB

Annakaisa Kultima

Jeanette Falk

Johanna Pirker

Lars Kristensen

Marcus Toftedahl
Muxaiijio
Kuciaenko
OJaexcanap
Pomaniok
OJaexcanap
Tepbonn
Ouaekciii I3BasioB

I1aBJo IBacok
ITaBjao JlomoBIIEB

IHerpo I'opBat

Cepriii ApTreMeHKO
Yasna Mapikyua

NPE3UAIA
PexTop Opnecbkoro HAI[IOHAJILHOTO
YHIBEPCUTETY, J.€.H., Ipodecop
Pannuk pekropa, akagemik HAAH VYkpainu, a.1.H., npodecop
[Ipopektop 3 HaykoBOi pPOOOTH Ta MIXKHAPOJHUX 3B'A3KIB
OHTY, x.T.H., IOIICHT
B.o. TUPEKTOpa HaBYaJIbHO-HAYKOBOTO THCTUTYTY
Kowmm ' torepHoi iHxkeHepii, aBToMaruzailii, poOOTOTEXHIKH Ta
nporpamyBanHs OHTY, K.T.H., TOIIEHT

TEXHOJIOTIYHOTO

I'OJIOBA OPTKOMITETY
K.T.H., JI01I., Kad. [HbopmaIiifHuX TEXHOJIOT1H Ta KibepOe3nekH,
OHTY

3ACTYIIHUK I'OJIOBU OPTKOMITETY
K.T.H., 101., kKa. Komm'torepnoi imxkenepii, OHTY

YJIEHHA OPTKOMITETY
University Lecturer, Department of Art and Media, Aalto
University (Helsinki, Finland)
Assistant Professor, Department of Computer Science, The
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 in media, aesthetics and storytelling, Hogskolan 1
Skovde, (Skovde, Sweden)
Project manager, Science Park Skovde (Skovde, Sweden)
Senior mobile developer, Ubisoft (Ykpaina)

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

perionansuuii  koopauHatop Global Game Jam B CxigHii
€spori, K.T.H., 1o11. ETI im. EnsBopTi (Ykpaina)

Co-Founder kommanii WhoAR (Vkpaina)

3aB. kad. [HPopmamiitHuX TexHomorii 1 kidbepoesnekun, OHTY
(Vkpaina)

3aB. kad. Komm'iotepHux cucreM 1 Mepex,
«YKropoJChbKU HalllOHATBHUHN YHIBEepcUTET» (YKpaiHa)
3aB.ka(d. Komm'torepnoi imxxenepii, OHTY (Vkpaina)
3aB. kad. CucreM BIpTyaIbHOI peanbHOCTI, HarionansHuit
yHIBepcUTET «JIbBIBChKA MoJiTexHIKa» (YKpaiHa)

JIBH3
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YK 004.01/08

Komm'roTepHi irpu Ta MynbTUMe/Iia SIK 1HHOBAIlIHHUM miIXix 70 KoMmyHikarii - 2025 /
Martepianu V BceykpaiHChbKkOoi HayKOBO-TEXHIYHOI KOH(EpEeHIli MOJOAMX BYEHHX,
acmipanTiB 1 crygenTtiB, Ogeca, 25-26 Bepecus 2025 p. - Oneca, Bumapaumnreo OHTY,
2025 p. — 505 c.

30ipHUK BKJIIOYAa€ MaTeplaju JOMOBiIed y4acHUKIB KOH(pepeHIii, ki 00'eHaHI 3a
TEMaTUYHUMU HaMpsIMKaM#u KOHGEpeHIIii.

30ipHUK OyJle KOPUCHUM SIK JUIsl (PaxiBIIiB 1 MPAIiBHUKIB QipM, 3alHATHX B 001acTi
pO3pOOKH Ta MPOCYBAHHS KOMI'IOTEPHUX Irop, Tak 1 JJis BHUKIAJAdiB, MAaricTpiB 1
CTYJICHTIB BHIIMX HAaBYAJIbHMX 3aKJIaJiB, SKI HABUalOThCS 3a HampsAMamu 1
CHEIIaJbHOCTSIMU TPOrPAaMHOTO 3a0e3MeUYeHHs, KOMI'IOTEPHUX HAyK, KOMII'IOTEPHOI
1H)KeHepii, NPHUKIAIHOI MaTeMaTHUKH Ta o0OpoOku 1H(opmarlii, Oyae KOPHUCHUM
npodecionanaM y cepax reitmigikanii, KibepcrnopTy, CTpIMIHTY, BIpTyaJbHO1 PEAIbHICTI,
JOTIOBHEHOI PEANbHICTI, IITYYHOIO IHTEIEKTY, MAIIMHHOIO HAaBYaHHA, TelMi3aiiHy,
cayHJII3aiiHy.

PesynbraTu AocCHikeHb y 30IpHUKY MPEICTaBISIIOTH COOOI0 CBOEPITHUN 3pi3
Cy4acHOTO CTaHy CIpaB B MEPEPAXOBAHMX Taly3sX 3HAHb, KU MOXKE JOMOMOITH SK
cpaxuau;IM Tak 1 CTyAEeHTaM yHlBepcheTlB CKJIAaCTH 3arajlbHy KapTUHY PO3BUTKY
KOMIT'FOTEPHUX 1TOp bl MyJIbTUME/I1a Ta MOB'SI3aHUX 3 HUMU MMUTAHb.

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

Martepianu  (Te3u  OMOBiACH)  JPYKYIOTbCS B aBTOPCHKIA  pelakiiii.
BianoBiganeHICTh 3a SAKICTh Ta 3MICT ITyOJIiKaIliif Hece aBTop.

Martepianu nogaHo yKpaiHChKOIO Ta aHTJIHCHKOI0 MOBaMH.
Penakrop 36ipanka Kotk C.B.

©Onecbkuii HAIIIOHATBHUH TeXHOJNOTIYHUN yHiBepcuteT, 2025
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MPOBJIEMATUKA KOH®EPEHIIIT

1. OcBitTa Ta Hayka (reimiikamissi B OCBiTHIX mnpolecax,
CEepPHO3HI irpu, irpoBi METOAMKH BUKJIAJAHHS TA TPECHIHTIB)

2. Meaianpocrip (ki0epcmoprt, CTpPiMiHI, coumiajabHI Mepexi i
reiimigikanis)

3. biznec (0izHec-mMoae1i, MOHEeTH3AaLlisl, MAPKETHHI TAa peKJIaMa
B refiM/ieBi, a3apTHi irpmn)

4. TexHoJiOriyHi IHHOBaNii Ta CyYacHi IrpoBi MeXxaHIKHM
(reiimau3aiin, AR/VR, IoT i B3aemozais 3 irpamMmu, HOCUMi IPUCTPOI
Ta IX POJIb Y TefiMIHIY)

S. /lm3aiiH, apT Ta aHiMauia (AU3alH PIBHIB, CAyHIIU3ANH,
Bi3yaJ Ta apT-CKJIaA0Ba irop, aHiMaiis)

6. IlITyyHmii iHTeJIeKT 1 MAallMHHE HABYAHHHA B IrpoOBHX
cucreMax (irpoBuil ITYYHHH IHTEJEKT, NMPOUEAYPHA TeHepauis
KOHTEHTY, aJalTHUBHA CKJIaJHICTL irop, Al s#AKk irposmii

HAPATUBHUM IHCTPYMEHT)
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CIIMCOK
oprasizauiii, mpeJACTAaBHUKH AKUX Opaju y4acTh y po0oTi koHGepeHuil

Institute for Safety Problems of Nuclear Power Plants of Nationals of Ukraine

Ivan Kozhedub Kharkiv National Air Force University

Kharkiv national economic university named after semen kuznets

Kherson State University

Lviv Polytechnic National University IPMT

National University of «Kyiv-Mohyla Academy»

Smart Alpaca LLC (USA)

Binokpeminenuii cTpykTypHUM miapo3ait «KOHOTONCEKUH 1HyCTpiaabHO-
negaroriyaui kosiepk CyMCBKOTO JIEP’KaBHOTO YHIBEPCUTETY»

Bigokpemiienuii cTpykTypHUi miapo3ait «OnecbKkuil TeXHIYHUM paxoBUid KOJIEIK
OzechbKOro HallOHAIBHOTO TEXHOJIOTTYHOTO YHIBEPCUTETY»

BiiicekoBa akanemis, m.Oxeca

BinHuupkuil nepkaBHUN NeAaroriyHui yHiBepcuTeT iMeH1 Muxaiina
KormroOnHCcBEKOT0

BinHunpkuil HarioHAILHUM TEXHIYHUN YHIBEPCUTET

Bonuncekuil HarionansHui yHiBepcuTeT iMeHi Jleci Ykpainku

BCII «®axoBuii KoJiek MPOMHUCIOBOI aBTOMATUKH Ta 1HPOPMAIIHHUX TEXHOIOT1H
OzechbKOro HaIlOHAIBHOTO TEXHOJIOTTYHOTO YHIBEPCUTETY»

BCII KoHoToncekuid 1HyCTpiaJibHO-NIeAaroriynnii paxosuid konemx Cym1Y

Jlep:xaBHUI 010TEXHOJOTIYHUN YHIBEPCUTET

HepxaBHuii 3aknaj «[liBAeHHOYKpaiHChbKUI HAlllOHAJIBHUM 1e1aroriyHui
yHiBepcuteT iMeH1 K. JI. Yinacbkoro»

Jlep>xaBHUIT MOJATKOBUM YHIBEPCUTET

JepxaBauii yHiBepcuteT «KuiBChKMiA aBlalliiHUN THCTUTYT

Jlep>xaBHUI YHIBEPCUTET IHTENEKTYaJIbHUX TEXHOJIOTIH 1 3B'SI3KY

Jlep>xaBHUI YHIBEpCUTET IHPOPMALIHHO-KOMYHIKAIIITHUX TEXHOJIOT1H

JIHITpOBChKMIA HalllOHATBLHUM yHiIBepcuTeT iMeH1 Onecst ['onuapa

JlonOacbka nepx»aBHa MalIMHOOY[IBHA aKaIeMist

Jlonenpkuii HallioHAIBHUM YHIBepcuTeT iMeHi Bacuns Cryca

Exonomiko-TexHo0TiyHUM 1HCTUTYT iMeH1 PoOepTta EnbBopTi

Kuromupcwkuii BificbkoBuii iHCcTUTYT 1M. C.I1. KoponroBa

Kuromupcekuii 1ep:xkaBHuil yHiBepcuTteT iMeHi [.5.dpanka

3anopi3bKuid HallIOHATbHUN YHIBEPCUTET

IBaHO-DpaHKIBCbKUI HAI[IOHAIBHUM TEXHIYHUHN YHIBEPCUTET HA(PTH 1 razy

[acTuTyT HaaTBepANX MartepianiB iM. B.M. bakyns HAH Ykpaian

[HctutyT nomirpadii Ta MeaiiHUX TexHONOT1 HallioHalbHOTO YHIBEPCUTETY
«JIbBIBCHKA MOJITEXHIKA»

[HCTUTYT TPaHCIOPTHUX CHCTEM Ta TexHoJoTii HarmonansHo1 akageMii HayK
Ykpainu

KuiBchbKuii aBialiiiHui 1HCTUTYT

KuiBcbkuil iHCTUTYT HanionansHoi reapaii Ykpainu

KuiBcekuit iHcTHTYT HanionansHoi rBap/ii YKpainu — IEHTp IMITAIIitHOTO
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MOJCJIFOBAHHA

KuiBchKkuil HallioHaIbHUIM €KOHOMIUYHUHN YHIBepcuTeT iMeHi Banuma ['eTbMana

KuiBchkuil HalioHanbHM yHiBepeuTeT iMeHi Tapaca IlleBuenka

KuiBchkuil HallioHaIbHUM YHIBEPCUTET TEXHOJIOTIN Ta AU3aHY

Komynansauit 3akiaj «XapkiBebkuit gineit No 164 XapkiBcbKO1 MICbKOI pagm»

Komynanbnauii 3axnan «Kam’sHospy3bpkuii ey UyryiBcbkoi MiCbKOi paau
XapKiBChbKOi 00J1aCTi

Komynansuuii 3aknan «Jlinen Ne24» Kam’sHCbKOI MICBKOT pajiu

Komynanpamit 3akian «Onecbkuil negaroriaauii paxoBuid KOJEIEK»

Kpemenuyipkuii Tb0THUI KOJIEIK XapKiBCHKOTO HAIlIOHATBHOTO YHIBEPCUTETY
BHYTPIIIHIX CIIPaB

KpuBopi3bkuii HallilOHAJIbHUIM YHIBEPCUTET

Jlynpkuit HarioHanbHUM TEXHIYHUN YHIBEPCUTET

MukonaiBChbKU HAITIOHATBHUN arpapHUil YHIBEPCUTET

MixHapoaHuii KJlacHuHui yHiBepcuTeT iMeHi [Tunmmna Opnuka

HarnionanbpHa akajgeMis 00pa30TBOPYOro MUCTELTBA 1 APXITEKTYPH

HanioHanbHU aepOKOCMIYHUIN YHIBEPCUTET «XapKIBChKHM aBlallliHUNA IHCTUTYT»

HanionanpHuii TeXHIYHMMA YHIBEpCUTET «XapKIBCHKUHM MOJITEXHIYHUI THCTUTYT»

Hamionansuuit yniBepcuteT «JIbBIBChKa MOMITEXHIKA

Hamionanpuuit yniBepcutet «OjiechbKa MOTITEXHIKA

HanioHanbHUI YHIBEPCUTET XapuOBUX TEXHOJIOTII

HarnioHansHOro yHiBepcUTETY KOpabiaeOyryBaHHs IMEHI aaMipana MakapoBa

Opechkuii HalllOHAJbHUN MEAUYHHUI YHIBEPCUTET

Opechkuii HalllOHAJTBHUN MOPCHKUM YHIBEPCUTET

Opechkuii HalllOHAJTLHUN TEXHOJOTIYHUN YHIBEPCUTET

[Tomicekuii HationanbHu# yHIBEpCUTET

IIpuBaTHa HayKOBa ycTaHOBa «[HCTUTYT MUpY 1 TpaBay

[TpuBaTHUY BUIIMI HABYATILHUN 3aKJa]] «CBPONEUCHKUI YHIBEPCUTET)

[TpuBaTHUii BUILIMI HaBYAIbHUH 3aKia] « MI>KHApOAHUI €KOHOMIKO-TYMaHITapHUI
yHiBepcuTET iMeH1 akajeMika Crenana [lem‘ssHuyka»

CyMCBKHi1 HAITIOHAJIbHUI arpapHui YHIBEPCUTET

CyMCBKi1 iepKaBHUN YHIBEPCUTET

VYkpaiHncbka fep)kaBHa Jb0THA aKaJaeMis

YKpaiHChbKUl Aep>KaBHHUM yHIBepcuTeT iMeHl Muxaiina /[paromanoBa

XapKiBChbKa T'yMaHITApHO-TIEIaroriuHa aKajaeMist

XapKiBChKHM HaIllOHAJIBHUN aBTOMOOUIBHO-IOPOKHIN YHIBEPCUTET

XapKiBChbKHI HalllOHaNbHUN Tiefaroriyaunil yuipepeutet iMeHi [.C. CxoBopoaun

XapkiBChbKHM HairlioHanbHUN yHiBepcuTeT iMeH1 B. H. Kapasina

XapKiBChKHI HAIIIOHATLHUN YHIBEPCUTET PAI0CIICKTPOHIKH

XepCOHChKU HalllOHAJTbHUN TEXHIYHUNA YHIBEPCUTET

XMeNbHULIbKUN HAlllOHAIbHUM YHIBEPCUTET

[{eHTpanbHOYKPATHCHKUI IHCTUTYT PO3BUTKY JIOAUHU BiAKpUTOro Mi>kHapOJIHOTO
YHIBEPCUTETY PO3BUTKY JIOJUHU «YKpaiHay

UepHiBenpkuil HamioHansHUl yHIBepcuTeT iMeH1 FOpis denpkoBuua

YopHoMOpCHKHi HalllOHATbHUIN YHIBepcuTeT M. [letpa Morunu

10
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3MicT

Po3nin 1. Ocsita Ta Hayka (reiimidikanis B OCBiTHIX mpouecax, cepiio3Hi
irpu, irpoBi MeTOAMKHN BHKJIA/IaHHS TA TPEHIHTIB)

Crop.

SIMULATION GAMES FOR RISK ASSESSMENT AND STRATEGY DEVELOPMENT
IN ENSURING ORGANIZATIONAL OPERATIONAL RESILIENCE (SCENARIO
BUILDING OF FAILURES, CYBERATTACKS, AND TECHNICAL DISRUPTIONS TO
TEST ORGANIZATIONAL READINESS). Brynza N.O. Mazepa A.S. (Kharkiv National
University of Radio Electronics)

24

I'POBI MEXAHIKU B BAMECIBCHKIM MOJIEJII BIJICTEXXEHHS 3HAHb JIJI
AJJAIITUBHOI'O HABYAHHSA. Mensauk K.B. (HamioHasbHMII TEXHIYHMHA YHIBEPCHUTET
"X apKiBChbKUI MOJITEXHIYHUI IHCTUTYT")

25

GAMIFICATION OF ASSESSMENT: THE ROLE OF BADGES IN THE LEARNING
PROCESS. Melnyk K.V. (National technical university “Kharkiv polytechnic institute”)

28

ARTIFICIAL INTELLIGENCE, GAME THEORY, GAMIFICATION AND SERIOUS
GAMES AS TOOLS FOR OPTIMIZING THE EDUCATIONAL AND SCIENTIFIC
PROCESS. Novikoval H.V., Denysenkol 1.V., Kharchenkol O.0. Novikov2 A.M. (1National
University of "Kyiv-Mohyla Academy", 2Institute for Safety Problems of Nuclear Power Plants
of Nationals of Ukraine)

31

NEURAL NETWORKS IN THE PREPARATION OF TEXT INFORMATION FOR
PRINTING: PROSPECTS FOR USE IN THE PREPRESS STAGE. Selmenska Z.M.,
Sinyavsky Y.R. (Lviv Polytechnic National University IPMT)

34

INTERACTIVE TECHNOLOGIES FOR DISTANCE LEARNING. Selmenskyi R.A.
(Lviv Polytechnic National University IPMT)

35

TASKS AND PROJECT MANAGEMENT FOR THE PURPOSE OF OPTIMIZING
PROJECT MANAGEMENT PROCESSES. Skorin Yuri, Kondratiev Oleksandr. (Kharkiv
national economic university named after semen kuznets)

37

®UIOCODPCHKI ACIEKTHU BIPTYAJILHOI PEAJIBHOCTI: OHTOJIOTTYHUH,
EIMNICTEMOJIOTTYHUM TA ®EHOMEHOJIOTTYHUN AHAJIIS. C.AnnpeeB, B.Anapeena,
HN.I'amOypsin (Komynanbnuit 3akman «Kam’stHOsSpy3bkuid inei» YyryiBcbkoi MiChKOI paau
XapkiBcbKOi 0071aCTi)

39

TEMMI®IKALIS SIK IHCTPYMEHT BUXOBAHHSI B CYUACHIN YKPAIHCBKIU
OCBITI: IIEPEBAT'M TA PU3UKMU. C. Aunapees, O. Cropoxyk K. €nizeB (KomyHanbHuit
3aknaa «Kam’sHospy3bkuil minei» YyryiBcbkoi MicbKoi paju XapKiBChbKoi 001acTi)

41

TEMMIDIKALIISL  HABYAJIBHOI'O TIIPOLECY: SK ITPOBI MEXAHIKU
MMIABUIIYIOTbH MOTUBALIKO CTYAEHTIB. babenko A.FO. (XapkiBchbkuil HalllOHATBHUN
yHiBepcureT imeH1 B.H.Kapasina)

44

BUKOPUCTAHHSI 3ACOBIB TEHMMI®IKAIIII ITPU CTBOPEHHI MOBUIBHUX
CHUCTEM CIIELIIAJII3OBAHOI'O TIPUBHAUYEHHS. Bers C.B., Byp6eno C.M.}, Ba6iituyk
1.C.2 (“Kutomupeskuii Bificskosuit inctutyt im. C.I1. Kopomnbosa, ?BiHHUIBKAI HAIIOHATBHII
TEXHIYHUN YHIBEPCHUTET)

45

PO3POBKA KOMITHOTEPHOI TPUM 3 ICTOPII THXEHEPII TIPOTPAMHOI'O
3ABE3IIEYEHHAI. bpinsos €. 10., Ctprok A. M. (KpuBopi3bkuii HallloHAIbHUIN YHIBEPCUTET)

47

TEUMI®IKALIIA B MEJAYHIN OCBITI — CYUYACHHUM IHCTPYMEHT PO3BUTKY
KIIIHIYHMX KOMIIETEHTHOCTEU. AnnenkoBa LII., Bbypsaukiscskuit E.C., Ycuuenko
K.M. (Oznecpkuit HallioHaIbHUN MEAWYHUIN YHIBEPCUTET)

50

PO3POBKA 3ACTOCYHKY JIJI1 ABTOMATUYHOI TEHEPAIIIl XAPAKTEPUCTHUK
INEPCOHAXIB HACTUIbHOI POJILOBOI I'PU MIJA3EMEJIJISI TA JIPAKOHM (DND).
Boiigtok [.B. (ExoHoMiko-TexHONOT1YHMI 1HCTUTYT 1MeH1 PobGepta EnbBopTi)

52

TEUMI®PIKAIIIS B OCBITHIX TIIPOIIECAX HA TIPUKJIAII 3AHATH 3
MATEMATUKU TA ®I3MKU B CEPEJJHIX TA BUILIMX HABYAJIbHUX 3AKJIAJIAX.
Boiirik T.I'. Koneiikina T.I'. (Onecbkuil HaiioHalbHUN MOpCBHKUI yHiBepcuTeT, BilichkoBa
aKasieMis)

54

BITPOBA/DKEHHS TENMU®IKALIT HABYAJIBHOTO IIPOLIECY B KPATHAX

56

11
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PO3POBKA TIIPOI'PAMHOI'O 3ABE3IIEYEHHA B MICROSOFT EXCEL JJIA
ABTOMATUYHOI'O BH3HAUYEHHS KJIACHU®IKAILII BHUCOKOEHTPOITIMHUX
CIUIABIB. Pomanenko .M., Crapux C.II. (IHctutyT HaarBepaux wmatepiamiB im. B.M.
baxyns HAH Ykpainn)

450

BIIUIUB CIIEKTPY KOJIbOPIB HA [TPUBABJIUBICTE IT'OP. Powmanrok
O.H.,I'aBpunenko O.P.}JO, Monsuuk B.C. (BiHHUIbKHI HaIllOHATBHUN  TEXHIYHUHN
YHIBEPCHUTET)

453

BUKOPUCTAHHS PEJIbLEDHOI'O TEKCTYPYBAHHS B KOMITTOTEPHUX ITPAX.
Pomanrox’ O.H. 3axap11yKl M.J., Hosocemsues' 0.0., Kormuk’ C.B. (‘BinHnubkuii
HalllOHAJTbHUH  TEXHIYHWH  YHIBEPCHUTET, ZOz[eCLKI/H?I HAl[lOHAJBbHUI  TEXHOJOTTYHUHI
YHIBEpCHUTET)

454

['OJIOCOBI IHTEP®ENCU B KOMIT'IOTEPHUX ITPAX. Pomantok O.H., Pomaniok
O.B., ba6iii b.B., Maiinantok B.I1., Cuiryp A.B. (BiHHUIbKHI HAI[IOHATHHUA TEXHIYHUN
YHIBEPCHUTET)

457

PO3BUTOK I'POBOI'O JIM3AMHY: BIJ KJIACUYHUX MOJEJIEN JIO
MOBUIBHUX TA IHTEPAKTUBHUX ®OPMATIB. Cuiryp T.C., Kyk €.M. (Onecbkuii
HAI[lOHAIBHUI TEXHOJIOTIYHUNA YHIBEPCUTET)

459

IHTET'PALIIA OCHOB UI/UX AW3AMHY B OCBITHIM IIPOIIEC. ®panuyk P.B.
(YkpaiHChKHii epkaBHUN yHiBepcuTeT iMeHi Muxaiina [IparomanoBa)

460

KAIVPA, BYHPAKY TA MIIOHCBKA MI®OJIOTTA K OCHOBA BIJEOI'PHU
«KUNITSU-GAMI: PATH OF THE GODDESSy. Xaitno A.C. (KuiBchbkuii HalliOHaJbHUN
yniBepcuteT im. T. [lleBuenka)

462

IMPOUEAYPHA TEHEPAIIIS ITPOBOI'O KOHTEHTY. Uy6ap M.B., llredan H.3.
(Hauionanbuwii yHiBepcuteT «OechbKa NOMITEXHIKA)

465

BUKOPUCTAHHS IPOLEJYPHOI I'EHEPALIl V CTBOPEHHI JIAHJIIA®TIB.
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[ITyynuit iHTENEKT 3HAYHO po3mupioe MOXIMBOCTI NPC. k1o panimie BOHH JisUTH 32 )KOPCTKO
MPONMCAHUMH IHCTPYKI[ISIMH, TO TeTep MepCOHaKi MOXKYTh:

- 3MIHIOBaTH TaKTUKY y BIJAMIOBIb HA CTPATETii IPaBIIs;

- JIEMOHCTPYBATH HECIIO/IBaHI PeaKIlii;

— B3a€EMOJIISITH MIXK COOO0I0 (HAIIPUKJIIA1, yTBOPIOBATH KOMAHIM UM 3Marartucs);

- 3armamM’iTOBYBaTH MOTIEPEIH1 MOJIi1.

B Unreal Engine mi moxiuBocTi 3a0e3neuyroTbes uepe3 Behavior Trees ta Al Controllers, a B
i0S-nogarkax — 3aBasgku QpeiimBopky GameplayKit, mo miaTpuMye MalIMHHI CTAHM W CTpaTeridyHe
nIaHyBaHHs [2, 3].

Oxkpim ocHOBHUX Hampsmis, LI 3acTocoByroTh 111s:

- aBTOMATHYHOI 03BYYKH O3BYUYBaHHS [IEPCOHAXKIB 3aBISIKA CUHTE3y MOBIICHHS;

- BH3HAYCHHS HACTPOIO TPABIIS Yepe3 aHajli3 TOJI0CY Yi 300pakeHHs 3 KaMepH;

— 1no0yJOBH YHIKaJIbHUX CIO’KETHHX JIIHIH, 1110 BPaXOBYIOTh OCOOHCTI Aii KOpHUCTyBaya.

OTxe, IrpoBHIl mporec crae OUTHII IHTEPAKTUBHUM 1 HemependadyyBaHWM, a KOXKHA CECist —
1HIUB1TyaJIbHOIO.

BucHOBKH. 3aCTOCYBaHHS IITYYHOTO 1HTEJIEKTY B MOOIJBHUX IrpaxX BiIKpUBA€ HOBI MEPCIEKTUBU
JUIsL irpoBOi 1HAYCTpii. ABTOMAaTHYHA TeHeparlis KOHTEHTY, IiJJIAIITYBaHHS CKJIAJHOCTI Ta PO3BUTOK
inTenexkty NPC Bxe 3apa3 (oOpMylOTh OCHOBY irop HOBOTO IIOKOJIiHHS. BUKOpUCTaHHS Takux
iHcTpyMeHTiB, gk Unity, Unreal Engine Ta GameplayKit, 103Bosisle 3HU3UTH BUTpaTH Ha BUPOOHUIITBO,
MiABUIIUTH PI3HOMAHITHICTh TEHMILICIO i yTPUMATH 1HTEPEC KOPUCTYBAUIB.

CHIMCOK BUKOPUCTAHOI JIITEPATYPU
1. Unity Technologies, Unity Machine Learning Agents Toolkit (ML-Agents). [online] GitHub.
Available: https://github.com/Unity-Technologies/ml-agents
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INTYYHUM IHTEJEKT I MAIIMHHE HABYAHHS B I'POBUX CUCTEMAX
BJIACIOK! JI. B., POMAHIOK ! O.H. ( rom8591@gmail.com ), KOTJIUK? C.B.
BiHHMIIbKMIT HallIOHANBHUN TEXHIYHUI YHIBEPCUTET
2 OtechKHil HAL[IOHATBHHI TEXHONOTITHHI YHIBEPCUTET

Poszenanymo euxkopucmanusa 2enepamueHo20 Wimy4Ho20 iHmeneKmy ma MAuuUHHO20 HAGYAHHA Y
AKOCMI OONOMINCHO20 THCMPYMEHMY y KOMN TOMePHUX i2pax ma iHuux 8uoax posseae.

VY cydacHOMY 1M(pOBOMY MPOCTOPi KOMIT IOTEpHI irpu nepectanu OyTH juile GopMOI0 po3Baru
— BOHM CTQJIM MOTY>KHUM 1IHCTPYMEHTOM KOMYHIKAI[ii, HABYaHHS 1 MOJIEJIIOBaHHs peaibHOCTI. PO3BUTOK
mryydoro intenekty (III) ta wmammuHoro wHaBuyanHs (MH) xapauHanbHO 3MIHMB MiAXiA 0
reiMan3aiiHy. B irpoBUX mpoaykTax jaefalli yacTilie BIPOBAKYIOTHCS aITOPUTMH, IO JT03BOJISIOTH
JOCSTTH THYYKOTO YIPAaBJIiHHS MOBEAIHKOI MEPCOHAXIB, afanTallii CIOKeTy MHiA Jii TpaBIlsd, a TaKoX
aBTOMATHUYHOI r'eHepallii BIpTyaJlbHOIO CEPEJOBHILIA.

Il 3abe3neuye HOBUN piBeHb HemepeAOauyBaHOCTI, IO Ma€ KIIOYOBE 3HAUEHHS [UIs
MIATPUMaHHS 3alliKaBJIeHOCTI IpaBlsd. Y TpaAMLIMHUX irpax BuOip rpaBisi OOMEXEHMH 3a3Jaleriib
BHU3HAYEHUMHU ClIeHapisMu. SIK HAcHiJOK, IpHU MOBTOPHOMY NPOXO/PKEHHI IpaBellb 3a3/aleriib 3Hae BCi
BaplaHTH peaklid Ta HacIigKiB, L0 3HIXKYye 1HTepec. HaromicTh TeHepaTMBHI MOJeNl 3/AaTHI
NPOAYKYBAaTH YHIKaJIbHI BiAMOBiAl, 3aBAaHHS 1 peakiii mopa3sy HaHOBO, 3a0€3MeUyI0un HEMOBTOPHICTh
KOJKHOT Cecii TpH.

[Tpuknanom macmtabnoro Bukopuctanns LI € rpa No Man’s Sky, ne peanizoBaHo MmpoleaypHy
reHeparlito moHasa 18 TpUIbHOHIB IUIAHET 13 BJIACHOI €KOCHCTEMOIO, KIIIMAaTOM, PelbeoM Ta (IIOporo.
CTBOpEHHSI TaKOTO BCECBITY BpYy4HY Oyna0 6 HEMOXJIMBHUM, TOMY aBToMmaru3auig 3a jgonomoror PCG
(procedural content generation) € HeoOX1HOO TeXHOOTI€EO [1].
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VY reiimaeBl Bce aKTHUBHIIIE BUKOPUCTOBYIOTHCS METONHU, 10 A03BOJSIIOTE NPC (HeirpoBum
NepCOHaXKaM) aJanTyBaTUCs O rpaBLs, (JOPMyBaTH TiaJIOTH Ta 3MIHIOBATH CIOXKETHI Tiku. Y rpi Watch
Dogs: Legion NPC MmaroTh BiacHy iCTOpito, sIKa €BOJIOIIOHYE BIAMOBIAHO 10 BUOOpY KopucTyBaua. e
CTBOPIOE €(PEeKT JKUBOTO CBITY, J€ IpaBellb HE MPOCTO BIUIUBAE HA OTOYCHHS, a i OTPUMYE 3BOPOTHHUI
3B’SI30K Bij cUCTeMH [2].

BaxmBoro CKIIaoBOIO 1HTENEKTyalbHUX CHCTEM B irpax € mexaHizMm DDA (Dynamic Difficulty
Adjustment). Moro cyTh momsrae y JUHAMIYHOMY HAJAIITyBAaHHI CKIAXHOCTI Hix piBeHb rpaBus. Tak,
SKIO KOPUCTYBAd YacTO MOMWISEThCS ab0 3aTPUMY€ThCS HA MEBHIN NUISHI, TPa MOXXE aBTOMATHYHO
3MEHIIMTH KIJIBKICTh BOPOTiB, 30UIBIINTH 3amac pecypciB ab0 3MIHUTH MOBEIIHKY CynepHUKiB. Y rpi Left
4 Dead peanizoBano cucremy Al Director, sika peryiroe MmosiBy BOPOTiB Ta IHTEHCHBHICTb MOIIM JUIs
30epexeHHs irpoBoro Oanancy [3]. I[logiOHI MexaHI3MHU JOMOMArarTh 3pOOUTH TPy MPUEMHOIO SIK IS
HOBAUKIB, TaK 1 IS TIOCBIAYEHUX reiMEpiB.

InTenekTyanpbHa MOBeNiHKA CYIPOTUBHUKIB Yy IIyTepax € e OJHUM HampsMom po3Butky I YV
rpi F.E.A.R. Boporu KOOpAMHYIOTH aTaku, BUKOPHUCTOBYIOTh YKPHUTTS, O0XOAATH IpaBls 3 (UIaHTIB i
3MIHIOIOTh TaKTHKY B peaiibHoMYy 4aci [3]. Lle peanizyeTbcst uepe3 MoBEAIHKOBI JepeBa, MJIaHyBaJIbHUKU
Ta aBTOMaTHI MO, 3aBAsSKU IbOMY 001 CTalOTh MEHIII MIA0JIOHHUMHU, & CaM IrPOBHIA TIPOIEC — OLIBII
HaIPy>KCHHUM 1 peaTiCTUIHUM.

Oco0nuBy yBary po3pOOHUKM NPUIULIIOTH CHCTEMaM TIIHOOKOTO HaBUaHHS. Y HIKAJIbHUM
npukianoMm € areHt AlphaStar Big DeepMind, sxuit gocar piBHs Grandmaster y rpi StarCraft II. ¥V
nporeci TPeHyBaHHS CHUCTEMa IpoaHalli3yBala MIJBHOHHM irop i 3morja moOyayBaTH CTparterii, o
MEePEeBUILYIOThH JIIOAChKI MOxUBOCTI [4]. Ananoriuno, OpenAl Five mepemir npodeciiiHux rpaBLiB y
Dota 2, npoieMOHCTpYBaBIIHX 3JaTHICTh 10 KOMaHIHOI KOOpAMHAIII] Ta cTparerii [5].

LT 3acTocoByeThes 1 B moOynoBi gianorosux cucrem. ['pa Facade (2005) crana nepmoro, e NPC
BIJINIOBIJJAJIM HA TEKCTOBI PEIUIIKM TPaBIl, pearyloud Ha KOHTEKCT i 3MIHIOIOYM CIOXKETHY JIiHio [6].
CyuacHi Moienti, 3aCHOBaH1 Ha BEJIMKUX MOBHUX MEPEXax, 103BOJISIIOTh CTBOPIOBATH 1€ MIUOII CUCTEMU
KOMYHIKaIlii. Y TpoeKTax HOBOTO NOKOJiHHS, Takux sk Inworld.ai um Charisma.ai, NPC Bemyth
OCMHCJICHI PO3MOBHU, MalOTh IaM’SITh 1 3MIHIOIOTh CBOIO MOBEIIHKY 3aJI€XKHO BiJ MOMEPEIHIX KOHTAKTIB 3
rpaBIIEM.

B irpax 3 Biakputum cBitom, Takux sik Red Dead Redemption 2 a6o The Elder Scrolls V: Skyrim,
NPC ngirotp 32 BiracHuMH Tpadikamu, pearyoTh Ha 4ac J00W, morogHi ymoBH, nii rpaBus. [lomiOna
MOBE/IIHKA peali3yeThCsl uepe3 CKIIaJHI CUCTeMU clieHapiiB 1 amanTuBHi aaroputMu [3]. Takuii piBeHb
CUMYJISLIT JO3BOJIIE TPaBLIEBl TMOBHICTIO 3aHYPUTHCS Yy BIpTyaJlbHUH CBIT, 1€ Horo il MaroTh
JIOBTOTPUBAJ HACIIIKH.

HoBiTHi minxonu 1o moOyaoBU IrpOBOrO CIOXKETY BKJIIOYAIOTh I€HEpalll0 KBECTIB 1 MICIH Ha
OCHOBI MoOJIefieil MAallMHHOTO HaBYaHHS. 3aBJaHHA MOXYTb (QOpMyBaTHCS B pealbHOMY daci 3
ypaxyBaHHSM 1HAMBIAYaJIbHOIO CTUIIIO I'PU, IPUMHATHX PILLIEHb 1 MONEPETIHBOr0 AOCBIAY. TakKUM YHHOM,
rpa aJanTyeThCsl IO KOPUCTYyBaya, CTBOPIOIOYM BITUYTTS MEPCOHANI30BaHOI MPUrOu. Y MEpCHeKTHBI
MOJKJIMBE BIIPOBAKEHHS alTOPUTMIB, II0 CTBOPIOIOTH HE JIMIIE CIOXKET, a i CAayHITPEK, 3BYKOBHIA
CYIpOBiJ, eMOLIHHII (OH Ha OCHOBI peakIii rpaBIs.

Bxe 3apa3 y neskux iHmi-mpoektax iHTerpytotbess GPT-momiOHi Mogmeni, sKi JA03BOJISIIOTH
CTBOPIOBAaTH YHIKaJbHi, BapiaTuBHi ictopii. e 3MeHIIye moTpedy y BeNHKiA KiJIBKOCTI CLIEHAPUCTIB 1
XyJI0>)KHUKIB, BOJIHOYAC ITIIBUIIYIOUN THYYKICTh PO3POOKH.

TKuUM YMHOM, MITYYHUH IHTENIEKT 1 MalIMHHE HaBYaHHS CTAIOTh PYLIISIMM PO3BUTKY 1HIYCTpii
KOMIT IOTEpHUX 1rop. BoHM 103BOJISAIOTH PO3pOOHMKAM CTBOPIOBATH THYYKI, aJaliTUBHI, MaclITabOBaHI
CBITM 3 JAMHaMIYHHMH CIO)KeTaMM Ta iHTenekTyadbHuMu NPC. BrpoBakeHHS TakuX TEXHOJIOTIH
3a0e3neuye HOBHMM piBEHb B3a€MO/IIi MK I'paBleM 1 Ipoto. IrpoBuil cBiT Olbllle HE € CTATUYHUM — BIiH
3MIHIOETHCSI Y BIATIOBI/Ib HA KOXKHE PIIICHHS TPABIIs, POOISYH JOCBIA MIUOMIUM 1 OUTBII 1HIWBIAyaTbHIM.
Hapgani ui TexHomorii MoXyTh OyTH 3aCTOCOBaHI He JIMIIE B pO3Barax, a # y HaBYaJbHUX CUMYJISLISX,
BIpTyaJbHUX TPEHIHTaX, MCUXOJOTIYHUX IOCHiIKEeHHAX 1 mopensx mnoseminku. Il Bxe croroai
BUCTYIIA€ HE JIMIIE K IHCTPYMEHT peajtizallii clieHapito, a K Horo MOBHOLIHHUHN CHIBaBTOP.
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Al AS ATOOL FOR AUTOMATED CONSTRUCTION OF PUZZLES AND
MATHEMATICAL GAMES
DANIIL DOROSHENKO
Oles Honchar Dnipro National University

Introduction. Creating high-quality puzzles and math games has always been a creative and time-
consuming process. Authors spend hours developing tasks, finding the optimal level of complexity,
checking the correctness of solutions, and building an interesting game scenario. When it comes to large-
scale educational projects or commercial games with large content bases, manually creating each task
becomes almost impossible.

The development of artificial intelligence opens up a new approach: automating the generation of
tasks and game levels using search, optimization, and machine learning algorithms. Instead of developing
each puzzle “from scratch,” you can teach the system to create tasks with predefined parameters, control
their complexity, and even create new, non-standard game scenarios. This approach not only saves
resources, but also makes games more dynamic and personalized for each user.

Problem Statement. The field of educational games is actively developing, and the question of
content scaling arises. How to create a large number of diverse tasks without losing quality and without
excessive expenditure of time and resources? Traditional approaches do not allow you to quickly adapt
puzzles to a specific audience or automatically adjust the level of difficulty. The use of artificial
intelligence opens up opportunities for automated creation of educational games, where algorithms act as
a tool for the designer, editor and analyst at the same time.

Algorithmic approach. Graph theory and search algorithms. Mazes, routes, and pathfinding
problems are built on graphs. A* or Dijkstra algorithms allow you to create levels with controlled
complexity: by adding vertices and changing connectivity, you can fine-tune the time required to solve
the problem.

Constraint Satisfaction Problems (CSP). Numerical puzzles, such as Sudoku or Kakuro, can be
described as a system of constraints. The algorithm first generates a completely filled field, and then
gradually removes elements, checking that the solution remains unique. SAT or SMT solvers are used for
this.

Evolutionary algorithms. Problem generation through an evolutionary approach allows you to
create “aesthetic” puzzles. For example, problems with combinational logic are optimized for the number
of steps or interest for the player.

481



Mamepianu kongpepenyii«Komn tomepni izpu ma mynsmumedia ax inHosayiitnuil nioxio 00 komynixauii - 2025»

V BceykpaiHcbKa HAYKOBO-TeXHIiYHA KOH(epeHUist
MOJIOAMX BUYEHUX, ACHMIPAHTIB Ta CTYJACHTIB

«KOMIT'FOTEPHI ITPU TA MYJbTUMEJIA SIK IHHOBALUVHUI
MIJIXI IO KOMYHIKALTi»

Oneca
25-26 Bepecns 2025 p.
30ipHHMK BKJIIOYA€ JIOMOBIJI Y4YacHUKIB KoH(pepeHiii. Te3m mgomosineit
nyOJIIKYIOTbCS Y BUTJISA/IL, B SKOMY BOHHM OyJU TIO/IaH1 aBTOPaMH.

BignoBiganbHICTh 3a 3MICT 1 (OpMy Mojiadi MaTepiajly HECYyTh aBTOPHU
crarei.

Pepakniiina koJgerisi: Kornuk C.B., lllectonanos C.B.,
Kopnienko 1O.K.

Komn'rorepunii Ha0ip i BepcTka: Cokonoa O.11.

BignoBinaapuuii 3a Bunyck: Kotiauk C.B.

505



