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This paper explores managing GameDev projects within museum
infrastructures, focusing on the critical balance between engaging gameplay and
historical accuracy. To address existing methodological gaps, the study proposes
a specialized project management lifecycle that integrates Agile IT practices with
cultural heritage preservation principles. By emphasizing interdisciplinary
collaboration with curators, the model ensures continuous verification of
historical requirements across all stages, from initiation to evaluation.
Additionally, the research highlights the potential of using predictive analytics
and Al tools, such as machine learning and NLP, to analyze visitor engagement
and verify content, maintaining historical integrity while ensuring sustainable
educational outcomes.

CygacHi My3ei mepexoldTh BijJ HMAacHBHOI JEMOHCTpallii €KCIOHATIB 0
IMMEpPCUBHHUX IrpoBuX (opmartiB, 3aidydarouud JocBix iHaycTpii Game
Devolopment (GameDev) nis 30UIbLIEHHS BIABIAYBAHOCTI Ta 3aJy4€HOCTI
aynutopid [1]. T'elimidikoBaHi €KCHO3WINT Ta IrpU JJIsI My3€iB BHUMAararoTh
1HTerpauii OCBITHbOI'O, KYpaTOPCBKOTO I TEXHIYHOTO KOMIIOHEHTIB, WIO
YCKIIQJHIOE TPAAMIIAHI MMiIX0/IU 10 YIIPABIiHHS KYJIbTYPHUMU MpoekTamu [2—3].
VY po3po0biil irop Ha iICTOPUYHY TEMaTUKY OCOOJMBO TOCTPO MOCTae mpodiemMa
OalaHCcy MK ITpOBOIO MPUBAOIUBICTIO Ta ICTOPUYHOIO JOCTOBIPHICTIO, IO
notpedye cucteMHoi Bepudikallli ICTOpUYHUX BUMOT Ha BCIX (Pazax KUTTEBOTO
UKy TPOEKTYy. ICHYIOUl IOCTIKEHHS 30CEepe/KEHI MEepeBaKHO Ha JH3aiHI
My3eHHHUX ITOp 1 B3aEMOJI11 3 ayTUTOPIET0, TOI SIK crienndika yrpaBIiHHS TOBHUM
nukiiom GameDev-tipoekty B My3eiHiN 1HQpacTpykTypl (BiJ 1HIIIaIii [0
OIIIHIOBAHHS PE3yJIbTaTIB) JOCIIKEHA HEIOCTaTHRO. Lle 3yMoBItOE OTpedy y
pPO3pO0ICHHI METOANYHUX IMIIXO/IB JI0 YIPABIIHHS MPOEKTAMHU, SIK1 TTOETHYIOTh
npaktuku [T yrpaBniHHA, KyJIbTYpHOI CIAIUIMHU Ta (popManizoBaHOi poObOTH 3
ICTOPUYHUMU JAHUMH.

VY My3eilHil NpakTUll BXKe ICHYIOTh I'pH, Y SKMX ICTOpUYHA BepHQiKaiis
IHTerpoBaHa B TMOBHHUM IMKJ PO3POOJEHHS — BiJ KOHIIEMHIi O TECTyBaHHS.
Hanpuknazn, y moOuteHii rpi npo nyry Crpyse (Struve Geodetic Arc mobile
game) [4], o0 ekt CaitoBoi cnammmHu UNESCO, komannma chnmpanacs Ha
KOHCYJIbTallll 3 ICTOpMKAMU Ta aHall3 HAyKOBUX 1 apXiBHUX JIKEpe,
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BUOYIOBYIOUM ITPOBI 3aBAAaHHS HABKOJO MepeBipeHUX (akTiB 1 JIOKYCIB, LIO
JI03BOJIMJIO TOCSITTU OallaHCy M1 ITPOBICTIO Ta ICTOPUYHOIO TOYHICTIO. Y TPOEKTI
iMmersive gamEs for Museums (MEMENTOES) [5] uudpoBi irpu
CTBOPIOIOTHCSI Ha OCHOBI peallbHUX CIOTajiB OYEBUIIB, YCHOI icTopii Ta
My3eiHUX Kousekiii; 3D-00’ekTn i cepemoBuUIa TEHEPYIOThCS AK LUDPOBI
«IBIMHUKW» apTedakTiB, a €Talu AU3aiHy CYINPOBOKYIOTHCA 3BIPSHHSAM 13
KypaTOpPChKUMU OMKUCAMH Ta €ETUYHUMHU PEKOMEHIAIlISIMU.

Keiic mynpTuMmeniiinoi excmosuii mis  Glenlee Tall Ship Museum
JIEMOHCTPYE, SIK ITPOBI MEXaHIKM 1HTErPYIOThCSI B MY3€HMHUN MpOCTip Ha 0asi
CHUCTEMHOT0 OTIPAIIOBAaHHS apXiBiB, TEXHIYHOI JOKYMEHTAIIl1 Ta MOPCHKOT 1CTOPIi:
clieHapii B3aeMOJii 3 BIiJIBilyBaue€M KOHCTPYIOIOTHCS HAaBKOJIO ABTEHTUYHUX
icTopiii kopabiis, mepeBipeHnx excrnepramu. Y Serious Games 111 BUKIJIQTaHHS
icTopii — BiI PEKOHCTPYKIIi BiliCbKOBOI TexHiku Jlpyroi cBiTOBOi [0
IHTEepakTUBHUX  3D-moxeneld  aHTUYHUX  apTedakTiB —  JAU3aHHEpH
LIJIECOPSIMOBAHO TMPALIOIOTh 13 My3€HHMMH 0Oa3aMH JaHUX 1 HayKOBHUMH
nyOJiKalisiMy, po3IJsIIaAl0Yd ICTOPUYHY JTIOCTOBIPHICTH SIK KJIIOYOBY BUMOTY J0
KOHTEHTY 1 MEXaHIK HaBYaJIbHOI TPH.

JocnipxeHHs Bigeoirop sk (popmu my0J1yHo1 1cTopii (30Kpema, Ha MPUKIIaIl
Valiant Hearts: The Great War) miakpeciitoe BaKIUBICTh MPSMOi IHTErparlii
apxiBHUX MarepiaiiB, ¢otorpadiii 1 JOKYMEHTIB Yy IIpOBUM MPOCTIp, IO
NEPETBOPIOE TPy Ha «IFPOBUM My3€il» 1 3aa€ OpiEHTUP IS My3eHHUX gamedev-
MPOEKTIB MIOAO TAMOMHM icTopuuHOi Bepudikamii. Pazom mi npukiaau
JIEMOHCTPYIOTh Hallp KpaluX MpakTUK: MUKIUCIUIUTIHAPHY CHIBIPAIo 3
ICTOpUKaMU W KypaTopamu, BUKOPUCTAHHS TEPBUHHUX JDKEpENT Ta MY3€HHUX
KOJIEKITi} SIK BUMOT JI0 KOHTEHTY, IPOEKTYBaHHS MEXaHIK HABKOJIO TIEPEBIPEHUX
¢dakTiB, a TakoX (QopMali30BaHy MEPEBIPKY ICTOPUYHOI KOPEKTHOCTI Ha
KOXXHOMY €Talll po3pOo0JIeHHS] My3€HHUX 1rop.

V3aragpHEeHHST ~ aHAII30BaHUX  NPUKJIAAIB  JIO3BOJSIE  BHOKPEMHTH
cneuudiyny Momens  ynpariaiHHa ~GameDev-mpoektamMmu y  My3eHHIM
iH(DpacTpykTypl (pUCYHOK), IO MO€aHy€e THY4Ykl [T-mpakTUKu Ta TPUHIUIH
pobOTH 3 KyJbTYpHOK cCHaaluMHOW. Ha erami iHimiamii KJIIOYOBUMH €
BU3HAYCHHS KYJIbTYPHHUX IIJIEH 1 KpUTEPIiB 1ICTOPUYHOT aBTEHTUYHOCTI Pa3oM 13
dopmanizariero BuMor a0 Bepudikamii mxepen. Ilin wac mnmanyBaHHS U
pO3pOOJICHHS JOIUIBHO 1HTETpyBaTH eaeMeHTH Agile-miaxomiB (1TeparliiiHiCTh,
3aJy4yeHHS 3aMOBHHKA, TMPOTOTHIYBaHHA), aJalTOBAaHUX JO MY3€HHOTO
KOHTEKCTY uepe3 ydacTb KypaTropiB Ta ICTOPHKIB y POJI «CTEHKXOJAEpiB
TOYHOCTI». Y (a3l TecTyBaHHA BIPOBAKYEThCS TMOJBIHA TEpeBipKa:
KOPHCTYBAaIlbKE TECTYBAaHHS 1TPOBOT0 JIOCBIAY Ta €KCIEPTHA OI[IHKA ICTOPUYHOI
JIOCTOBIPHOCTI KOHTEHTY. Ha 3aBepiiaibHOMy eTarni eKCIuTyaTallii i oIfiHIOBaHHSI
pe3yibTaTiB  3aCTOCOBYETHCS MOHITOPUHI BIUIMBY TIpM Ha OCBITHI Ta
KOMYHIKAI[Ii{HI TOKa3HUKU My3€l0, W0 3a0e3ledye CTaliCTh MPOEKTHUX
pe3ynbTaTiB.
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Pucynok. Mojienb ®UTTE€BOTO IUKITY yrpaBiiHHsa GameDev-npoekTom y
My3eiHii 1HPpacTPYKTYpi

[Monanpmmii  po3BuTOK My3eiiHUX GameDev-nipoekTiB BOavyaeTbes Yy
BIIPOBA/KEHHI MPEIWKTUBHOI aHANITUKA Ta Al-IHCTpyMEHTIB, SKI MOXYTb
OIATPUMYBATH TPUUHATTA pIlIEHh Ha PI3HUX eTanax >KUTTEBOTO IIHKIY.
ANTOPUTMHU MAIIMHHOTO HaBYaHHS 37aTHI aHAJi3yBaTH MOBEIHKY BBl yBaviB
y Tpl, BUABIISATU MATEPHU 3ATY4YECHOCTI Ta MPOMOHYBATH 3MIHHM B CLEHApIsIX YU
MexaHikax ©0e3 TMOpYIIeHHS Y3TO)KeHUX ICTOpUYHMX oOOMexeHb. Mogemni
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O0OpOOKM MPHUPOAHOT MOBH MOXKYThb 3aCTOCOBYBATHUCA JIJIsl HAIiBaBTOMATUYHOI
NepeBIPKUA TEKCTOBUX MaTepiajiB (OMUCIB, 1aJI0TiB, IMIKa30K) HA BiAMOBIIHICTh
ICTOPUYHUM JDKEpeIaM Ta KypaTOpChbKUM HacTaHOBaM, TOJIl K reHepaTuBHi Al-
IHCTPYMEHTH BHUKOPUCTOBYIOTBCS B PEXHMI «co-creation» IiJi KOHTPOJIEM
eKCIIEPTIB JIJIsl BapiIOBaHHs Bi3yaJIbHUX 1 HAPATUBHUX PILIEHb Y MEXaX 3aJaHOTO
ICTOPUYHOTO KOHTEKCTYy. IHTerpaiiss NpeIUKTHBHOI aHATITHKA B KOHTYDP
yIPaBIiHHS J03BOJUTH HE JIMIIE OMEPaTHBHO KOPHUTYBATH IrpOBH JOCBi Ha
OCHOBI JIaHUX, @ ¥ PO3IJISIAATH 1ICTOPUYHI BUMOTH SIK JUHAMIYHI apTedaKTH, 110
CYIIPOBODKYIOTHCSI METaIaHUMHU TPO iX BUKOPUCTAHHSI, IHTEPIPETAIIIIO Ta BIUIHB
Ha OCBITHI TOKa3HUKU MY3€I0.
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