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TH®OPMAIIAHI TEXHOJIOI'T JIJIsI CTBOPEHHS
MY3UYHO-ITPOBUX ITPOEKTIB: BIBJIIOMETPUYHUI AHAJII3

AHoTanisi. AkTyaiabHicTh. Po3Butok inpopmaniitnux TexHounoriit (IT) crpuse BAHUKHEHHIO HOBHX ()OPM TBOPUOI B3ae-
Moii, 30kpemMa y cdepi My3HIHO-ITPOBUX TPOEKTIB, IO MOEJHYIOTh My3HKY, irpOBi MexaHiku Ta 1u(poBi TexHoJjorii. [HTer-
pauis IT y Taki npoayKTH cTBOPIOE iHHOBAIIHHI MO>KIIMBOCTI I HABYaHHS, peabimiTarii Ta po3Bar, 1o akTyai3ye notpedy B
CHCTeMaTn3alil 3HaHb y il ramy3i. O0’eKT AocTiIKeHHsI: HayKOBi MyOTiKallii, IpUCBAYeHI BUKOPHUCTAHHIO iH(QOpMaLifiHIX
TEXHOJIOTIH JUIsl peasti3ariii My3HIHO-IrpPOBUX NPOEKTiB. MeTa cTaTTi: BUSBJICHHS IMyOmikamii, o GopMyIOTh 3HAHHS PO Cy-
vacHi [T 1t cTBOpeHHST My3WYHO-ITPOBUX IMPOEKTIB. Pe3ybTaTn qociimkenHs. Y cTarTi npoBeieHo 0i0nmioMeTpHyHuii aHa-
13 414 nokymeHTiB i3 6a3u Scopus 3a 3armmuToM “music AND game AND projects” (1995-2025 pp.). BunineHo 24 npexmerHi
obracti, 00’€fHaHI y IIICTh rajy3eil 3HaHb. BcTaHOBIIEHO, IO HaiiOLIbIIe IMyOiKaiil HAJIGKUTH JO KOMII'IOTCPHUX HAyK.
Kito4oBi cioBa mpoaHasIi30BaHO Ta CTPYKTYPOBAHO B YOTHPH CEMAHTHYHI KJIACTEPH: TEXHOJIOTII pO3pOOKH MY3HYHHX irop,
OCBITHI MYyJITUMEIiHI TIaT(HOPMHU, TICUXOJIOTIUHI i TepareBTUYHI ACIEKTH, a TAKOX COI[IaJIbHO-eKOHOMIUHI eekTH. Busis-
JICHO HEJOCTATHIO TPE/ICTABICHICTh HANPSMIB, TIOB’I3aHUX 13 POOOTOTEXHIKOIO, MYJIBTHCCHCOPHUMH CHCTEMaMH Ta My3H4-
HOIO TEpari€lo B irpoBoMy cepefoBuilli. BucHoBku. OTprMaHi pe3yabTaTd JO3BOJIIOTH PO3MIMPUTH YABICHHS PO HAYKOBY
CTPYKTYpy TEMH MYy3HYHO-IFDOBHX IIPOEKTIB Ta BHSIBUTH HAaNpsMHU IIOJATBIINX JOCIIDKEHb, 30KpeMa B OCBITHBO-
peabinitaniitniit cdepi Ta mpu po3podui inTepakTuBHUX IT-npomykTiB. Chepa BUKOPUCTAHHS OTPHMAHHX PE3yJIbTaTiB: OCBIT-
Hi, KyJIbTYpHI, peabiitamiiiHi Ta kpeaTuBHI (pPpoBi m1atGopMu, o 6a3yI0TECS Ha My3HIHO-ITPOBHX B3aEMOJIISX.

KawuoBi ciaoBa: My3suaHo-irpoBi npoekty; indopmariiiai texuosnorii (1T); 6i6niomeTprunuii aHami3; 6i0aiOMeTpUYHI
naHHi; 0101iOMeTpUYHA KapTa; KIacTepHU3aLisl KIIFOYOBUX CIIIB.

Beryn

IMocTanoBKa mpodaemu. [HdopMmariiiiai TeXHOIO-
rii (IT) menani akTHBHIIIE BHUKOPUCTOBYIOTBCS JUIS
CTBOPEHHS MY3MYHHX ITPOBHX IPOEKTIB, IO IOEIHY-
I0Th Y €001 n(poBy My3HUKY, IHTEPaKTHBHICTh Ta IrPOBi
MeXaHIKdA. 3pOCTaHHS iHTepecy pO3pOOHHKIB, TOCIII-
HUKIB 1 KOpHCTyBadiB 10 iHTerpamii cydacHux [T-
pillleHs y MY3WYHi irpoBi NMPOIYKTH BiIKPHBAa€E HOBI
MOXJIMBOCTI /ISl TBOPYOCTI, HABYAHHS Ta PO3Bar.

OCHOBOIO /IJIsl MY3UYHO-ITPOBHX IIPOEKTIB € pi3-
HomawitHi IT: nudposi aymioiHcTpyMeHTH, irpoBi py-
wii, mryuHuid iHtenext (Artificial Intelligence, Al),
XMapHi cepBicu, MepexeBi TexHouorii. Lndposi aymio-
po6oui craumii (Digital Audio Workstation, DAW) Tta
mwiatopmu sk Unity3D 103BOIISAIOTH CTBOPIOBATH 1HTE-
PaKTHUBHI My3W4HI CEPEOBHUINA, 1€ My3HKa aJIalTyEThCs
JI0 i KOPUCTYyBaya, CTBOPIOIOYH YHIKAIGHUH JTOCBIT.
Al (30KkpemMa TreHepaTUBHI MOJENi) aBTOMAaTHU3yBaTH
MIpoLleCH KOMIIO3HMILi1, TreHepanii My3W4HUX TeM, apaH-
)KYBaHHSI Ta HaBITh CTBOPEHHS IIEPCOHAII30BAHUX MY-
3WYHUX TPEKIB Y peajbHOMY 4aci, 10 3HAYHO PO3LIH-
PpIO€ TBOPYi MOXKIIUBOCTI po3poOHUKiB [1-4].

BaxmmBuM HampsiMOM € OCBITHIH HOTEHIIad My-
3WYHHUX ITPOBHX IPOEKTIB. 3aCTOCYBaHHS BipTyalIbHOI
(Virtual Reality, VR) Ta 10mOBHEHOI peaNbHOCTI
(Augmented Reality, AR) y noemHanHi 3 iHTEpaKTHB-
HUMHU ITpaMH CTBOpIOE e(EeKTHBHI CepefoBHIIA JUIs
HABYAHHS MY3WIl, MiJIBHIOIyE€ MOTHBAIII0 Ta 3aiyde-
HICTh yYHIB, a TAKOX CIIPHs€ PO3BUTKY MY3MYHHX Ha-
BUYOK Y JOCTYIHIH i 3axomimsiii ¢popmi [5]. Brposa-
JDKCHHS ITPOBMX MEXaHIK y HaBYaJIbHI NPOLECH JJ03BO-
JIsi€ aJanTyBaTH KOHTEHT IIiJ iHAWBITyalbHI MOTPEOU
KOPHUCTYBadiB, 3a0e3Meuyloyd 3BOPOTHUH 3B 530K i
CTHMYJIFOKOYHM KPEaTUBHICTH [6, 7].

THQpacTpyKTypHi acnekTH, 30KpeMa OINTHUMIi3allis
MEpPEeKHAX aITOPUTMIB, 3a0€3MeUYeHHS BiITAICHOTO

JOCTYIIy JIO PECYpPCiB i BUKOPHCTAHHS TPifl- Ta XMAPHUX
TEXHOJIOTiH, € KPUTHYHO BaXITMBUMH [UII CTaOiIbHOT
pobotu My3uyHHX irpoBux miatdpopm. B poborax [8—
12] BHCBITIIOIOTBCS METOMU IMiABUINEHHS >KHUBYYOCTI
KOMIT FOTEpHUX MEpEeX, YIPaBIiHHSA pecypcaMH Xmap-
HOI iH(pacTpykTypHu Ta 3a0e3reucHHs OE3MeKH TaHuX,
1o 0e3mocepesIHbO BIUIMBAE HA SKICTh 1 HaAIHHICTH
MY3WYHHUX IrpoBUX cepBiciB. KpiMm Toro, ymnpapiiHHS
MY3UYHO-ITPOBUMH IPOEKTAMHU BHMarae KOMIUIEKCHOTO
MiAXO0Ty, IO BPaXxOBY€e TEXHIYHI, OpraHi3alliifHi Ta sKi-
cHi acnekTu [13, 14].

Jns cuctemarmszanii 3HaHb y cepi 3acTOCyBaHHS
iHQOpMAIIHHIX TEXHOJOTIH I peaii3amii My3UJHO-
IrPOBHX MPOEKTIB IIMPOKOTO 3acTOCYBaHHs HaOyBae 0i0-
miomerpuunuii anamiz [15, 16]. Lleit metox mo3Bossie
BUSIBUTH KJIFOUOBI TEH/ICHIII], BU3HAYUTH MPOBIIHUX aB-
TOpIB, IHCTUTYLIT Ta KpaiHH, a TAKOK NPOCTEKUTH JNHA-
MIKy PO3BUTKY TeMaTHKH y 4aci. Bukopucranus 6i6io-
MeTpuuHEX TUTaTdopm, Takux sk Scopus, Web of Science
ta Google Scholar, cripusie migBUIICHHIO SKOCTI HAyKO-
BUX JIOCII/DKEHb 1 ()OpMYBaHHIO e(DEKTHBHMX cTpateriit
po3BUTKY Tany3i. Orisn myOmikamii mpo 3acTocyBaHHS
IT iHCcTpyMeHTIB peanizamii My3W4HO-IFPOBHX IIPOEKTIB
JIO3BOJIMB HAM OKPECIIMTH ILIiJIi IIbOTO JIOCIIJDKEHHSI.

Mera i 3aBaaHHs JocJailxeHHsi. MeTOIO JaHOTO
JOCIIJKEHHS € BUSIBJIICHHS IyOJikariii, mo GpopMyroTh
3HaHHSA Tpo cydacHi [T pans CTBOpeHHS My3WYHO-
irpoBUX TPOEKTIB. s mOCSATHEHHS Ii€i MeTH Oyiu
chopMyITbOBaHI HACTYITHI 3aBJIaHHS:

— 3IIACHUTH TONIYK MyOJIiKAaIlii, 1mo BUCBITIO-
I0Th MOXJIMBOCTI Ta pe3yibTaTH BUKopucTanus 1T mis
CTBOPEHHSI My3UYHO-IrPOBHX IIPOEKTIB;

— mpoaHali3yBaTH IyOiikamii, po3MimieHi y Hay-
KOBO-METpWUHiil 6a3i SCOPUS, i3 BUKOPHUCTAHHSM iH-
CTPYMEHTIB Bizyati3alii;

— po3pobutn Oibmiorpadiyni KapTH KIIIOYOBHX
CITiB 13 BUKOpHCcTaHHSAM VosViewer Software.
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MeTtopoJiorist 300py Ta CTPYKTypH3alii JaHUX

BiGmiomeTpis € BaXJIMBUM IHCTPYMEHTOM JUIA
TIPOBEACHHS KiNBbKICHOTO aHaNi3y HayKOBOi IisUTBHOCTI.
BoHa TIpyHTyeTbCcs Ha BHKOPHCTaHHI CTATHCTUYHHX
MTOKA3HUKIB, IO JO3BOJISIOTh IMPOCTEXKUTH ITyOuTiKamiii-
Hy IWHAMIKy B OKPEMHUX TaTy3iX 3HaHb. 3aBIAKH 0i0i-
OMETPUYHHM JIOCITI/PKEHHSIM MOKHA OLIHUTH E€BOJIIOIII0
HAYKOBHX TEM Ta HAINpsIMiB Y YaCOBOMY BUMIpi. 3 TOUKH
30py eICTEMOJIOrii, Il METOJAMKA JI03BOJISIE BUSIBHUTH,
SIK 3MIHIOBAJIMCS I PO3BHBAJINCS HAYKOBI TUCLUILIIHH.
BibmioMeTpryHMIA MiX1 TAKOX Ja€ 3MOTY BCTAHOBUTH
B33a€MO3B’SI3KM MK aBTOPaMH, HAyKOBUMH YCTaHOBAaMH
Ta HAWOIPII OWUTOBaHMMH pOOOTaMH B KOHKpPETHil
ctepi. o Toro k, BiH CIyTye iHCTPYMEHTOM IS i/IeH-
TrQiKanii NOTSHIIHHUX JOCTITHUIBKIX KOJNEKTHBIB 1
BHSIBJICHHS MaiiOyTHIX HAYKOBUX TPEH/IIB.

s BimOopy ITOKYMEHTiB OYyJI0 BHKOPHCTaHO Hay-
KoMeTpuuHy 0a3y manux Scopus. [omyk y 0a3i maHux
3aificuioBaBcsa B moii «Hassa crarri, Anorais, Kirro-
4oBi cioBa (Article title, Abstract, Keywords» i3 Buko-
pucraHHsM TepMiHiB «music AND game AND
projects». BpaxoByBaBcs nepiox myOumikamii — Bix 1995
no 01 gepBus 2025 poky. [lone «IIpeamerna oGmacth
(Subject Area)» mokazano, 110 KOHTEKCT BHOpaHHX J0-
KyMeHTiB motparuise a0 24 chep 3naup (huc. 1). Haii-
OUTBII 3HaYHA KITBKICTh (228 HOKYMEHTIB) CTOCYETHCS
KOMI'IOTepHUX HayK. [nsi mopampmoro aHamizy 24
cthepu 3HaHP OyJH 3rPYIOBaHi B 6 ramy3eil 3HaHB:

1) Texuiuni HAyKH (Computer Science,
Engineering, Energy, Materials Science, Chemical

Engineering) — 269 nokymeHTiB;

2) comianbHi Hayku (Social Sciences, Economics,
Econometrics and Finance, Business, Management and
Accounting, Psychology, Decision Sciences) — 128 no-
KyMEHTIB;

= = Computer Science
Arts and Humanities
Engineering
Social Sciences
= Medicine
= Physics and Astronomy
= Mathematics
= Nursing
= Business, Management and Accounting
= Psychology
= Neuroscience
= Environmental Science
= Economics, Econometrics and Finance
Health Professions
Energy
Earth and Planetary Sciences
Decision Sciences
104 Biochemistry, Genetics and Molecular Biology

113 = Materials Science
= Chemical Engineering
= Agricultural and Biological Sciences
Pharmacology, Toxicology and Pharmaceutics
= Immunology and Microbiology
= Chemistry
Puc. 1. PenpesenraTuBHicCTb my0Oiikauiil y npeaMeTHUX
raiys3sx, oopanux 3a 3anuroM «music AND game AND

projects» y HaykoOMeTpH4Hii 6a3i maHux Scopus

3) mpupoaumnui mHayku (Physics and Astronomy,
Mathematics, Environmental Science, Earth and Plane-
tary Sciences, Chemistry) — 65 nokymeHTiB;

4) memunuHa Ta oxopoHa 310poB’s (Medicine,
Nursing, Health Professions, Pharmacology, Toxicology
and Pharmaceutics) — 46 nokyMeHTiB;

5) Giomoriuni Haykm (Neuroscience, Biochemis-
try, Genetics and Molecular Biology, Immunology and
Microbiology, Agricultural) — 17 mokymeHTiB.

6) rymanitapui Hayku (Arts and Humanities) —
113 moKyMeHTIB.

3a IOMOMOro0 KOHTEHT-aHalizy Oylio BHSABICHO,
o0 TEeMaTHKa MY3WYHO-ITPOBHX IPOEKTIB OXOIUICHA
yciMa Tany3sMH 3HaHb, a came: TexHiuaumu — [17-22];
comiansaumu — [23-28]; mpupommmummu — [29-34];
MEHUITHOI0 Ta OXOPOHOI0 310poB’st — [35-37]; Gioso-
rivganmu — [38, 39]; rymaniTapuuMu Haykamu — [40-
45]. Ilpu upomy OyJi0 BUSBICHO, IO 0a3a JaHUX Scopus
JIesKi TOKYMEHTH PO MY3WYHO-ITPOBi MPOEKTH BiJIHO-
CHTb JI0 KUIBKOX raity3eil 3HaHb, 30KpeMa:

— JIOTOBiAb Ha KOH(QEpEeHINI Mpo HOBI (Qopmu
B3a€MO/Iii KOPHCTYBaUiB (JIFOAU MOXUIOTO BIKY), AU3aHH
Ta OLIHKY iHTepdeiicy rpu DanceMove, mo iHterpye
HAJIAIITOBaHy Xopeorpadito, afanTUBHI piBHI CKJIaTHO-
cTi Ta BUOIp My3ukH [ 18] — nBoX ramy3ei 3HaHb (TeXHi-
YHI HAYKW, MEIUIIHA 1 0XOpOHa 3I0POB’s);

— JIOTIOBib Ha KOH(EPEHIIii MPEeICTaBIISIE MPOEKT
«Gamelan Metaverse», CTBOpPEHHIl 3a JOMOMOTOK TeX-
HoJjoTii BipryanbHoi peanbuocti (Virtual Reality, VR) 3
MATPUMKOIO 3axorutodoro 3D-cepenosumia [25] —
TPHOX Tajy3eil 3HaHb (TEXHIYHI, COLiaJIbHI HAayKH, Me-
JUIIMHA T2 OXOpOHA 3/I0POB’51);

— JIONOBiib Ha KOH(EpeHLIl Mpo MPOeKT, MpHC-
BSUEHHUI BHBYCHHIO Ta peajizaiii cucTeM MyJIbTUMO/Ia-
JBHOT B3a€MOJII Ay TeHepallii, 00poOKHA Ta KOHTPOIIO
3BYKY ¥ My3UKH 1 mpencTtaBieHuii y mysei B [apmki y
BUTIsIAI iHTepakTHBHOI iHCTanswil [30] — Tphox ramyseit
3HaHb (TYMaHITapHi, TEXHIYHI, IPUPOTHIYI HAYKH);

— JIOTIOBib Ha KOH(EPEeHIl MpOo BHKOPHCTAHHS
COMLIANBHUX JOMOMDKHHUX POOOTIB JUIA KOTHITUBHOI pe-
abimitamiiHoi Tepamii jroaei 3 imBamigaictio [36] —
JIBOX rany3eil 3HaHb (TEXHIYHI HayKH, MEJMIMHA Ta
OXOpOHA 370POB’s);

— CTaTTs MpO IHTENEKTYaIbHUH MPUCTPIH Ta ai-
TOPUTMH, SKi JO3BOJISIIOTH IrPOBI 3aCTOCYHKH JOTIOB-
HIOBATH apOMaTaMH Ta TEKCTOBMMH cyOTuTpamu [38] —
TPHOX Taxy3ei 3HaHb (010JOTiIYHI, IPUPOTHNYI, TEXHIY-
Hi HAYKH);

— JIOTIOBib Ha KOH(EpeHI mpo irpoBuil iHTEp-
¢eiic, Akuil 103BOJISIE HEEKCIIEPTaM CTBOPIOBATH EKC-
MIPECUBHI BiATBOPEHHS iCHYFOYOI MY3UKHU (HE BOJOJIIIO-
YW IHCTPYMEHTOM), a JIOCBIAYCHUM MY3HKaHTaM — JO-
3BOJISIE EKCIIEPUMEHTYBATH 3 0OpaHHM TBOPOM, HE Orla-
HOBYIOYH HOT TBOPY [42] — TproX ramy3eii 3Haub (Ty-
MaHITapHi, TEXHIYHI Ta IPUPOTHUII HAYKN).

V¥ momni «Tun nokymenra (Document type)» moxka-
3aHO, IO BHOpaHi JOKYMEHTH CTPYKTYpOBaHI HacCTYyII-
HUM YHHOM: JIOTIOBiAI Ha KoH(pepeHmisx — 169, craTti —
122, poznain kaur — 56, ormsian koHpepeHniit — 31, kHu-
ru — 21, ormsimu — 10, penakuidHux crateit — 4, KOpoT-
kuit orsin — 1. B pesynbrari nepesipku yci (414) no-
KyMEeHTH Oy BifiOpaHi JUIsl MoJaNbIIOro aHalli3y.

3rigno 3 monem «Kpaina/repuropis (Country/ter-
ritory)», aBTopu JOKyMEHTIB TIPEACTABISIIOTE 57 KpaiH, y
tomy uncii: Crionmydeni IlItatu (95 noxymenris), Bemn-
ka bpuranis (53 mokymenriB), Itamis (31 mokymeHTn),
Kanama (20 moxymentiB), Icmamis (12 mOKyMeHTIB),
[IBeris (14 moxymenris), Himewunna (13 qoKyMeHTIB).

143



Control, Navigation and Communication Systems. 2025. No. 3

ISSN 2073-7394

BucoxopiBHeBuii anaJi3
0i0JioMeTPUYHIX JaHUX

3a pesyipTaTaMH aHaJi3y BHABJICHO, IO IS ITyO-
JiKamii pe3ynbTaTiB AOCTiIKEHh HPO MY3WIHO-ITpOBi
MPOEKTH aBTOpW HamaBamu mepesary: Lecture Notes in
Computer Science Including Subseries Lecture Notes in
Artificial Intelligence and Lecture Notes in Bioinfor-
matics (16 nokymenriB); Proceedings of the Internation-
al Conference on New Interfaces for Musical Expres-
sion (11 moxymentiB); ACM International Conference
Proceeding Series (10 mokymenriB); Journal of Sound
and Music in Games (zoxyMeHTiB). Hali0ib1m nuToBaHi
JIOKYMEHTH OIyOJIKOBaHYy y TaKHMX IDKepenax, SK. B
Self-Expression [30] — 262 uutatyBans; B Computers
and Education [4] — 139 nurarysaus; B Africa [31] —
137 uuryBans; B ACM International Conference Pro-
ceeding Series [5] - 134 uuryBanr 1 [32] -
129 uuryBans; B Interactions [6] — 100 uuTyBans.

I'eorpadist nociikeHp PO My3UYHO-IIPOBI MPOEK-
TH 1oB’s13aHa 3 160 opraHizauisiMu, OUIBLIICTD 3 SKUX €
HAyKOBHUMH Ta akajgeMiunumMu ycranoBamu (101), a 59 —
iHmi opranizauii, 3okpema: SoftServe (IT-xommawnis 3
[JI00AIBHUM  BIUIMBOM, CIELIai3yeThcsi Ha po3poOii
MIPOTPaMHOTO 3a0e3medeHHs Ta KoHcanTtuary), ARGUS
DATA INSIGHTS Schweiz AG (Mi>kHapoaHa KOMITaHis
3 MOHITOpWHTY Mefia Ta aHamiTukn), Deep Impact AG
(mBeiiriapchka KOMITaHisI B Tay3i IITyYHOTO 1HTEICKTY i
IT-pimmens), Schibsted Media Group (oamH i3 HaiOiLTB-
mmx MexpiakoHrnmomeparis CkanamHagii), FOCUS TV
(niMenpka Mejtia/TeneBizilina kommanuist), Interactive
Media Institute (amepuKaHChKa OpraHi3ailis, IO MOETHYE
IT i ncuxonoritoo), PublicVR (amepukaHchka KoMIaHisi,
ska 3aiimaetbest VR/AR st ocBitH, Hayku, My3eiB),
Netural GmbH (aBcrpiiicbka undpoBa areHuis, sika BH-
koHye npoextd y cepi UX/UI, Be6 Ta MOOITBHUX pi-
mieHs). [IpuHane:KHiCTh aBTOPIB 10 IWUX OpraHi3arii mi-
TBEPJDKYETHCS PI3HOIO KUIBKICTIO JOKYMeHTIB (Bixm 1 mo
7). Universita degli Studi di Genova (Tenys, Itanis) mae
7 IOKYMEHTIB, JIeB’SITh aKaJJeMiYHUX i HAYKOBUX yCTaHOB
Mmaoth 1o 4 pokymentH: The Royal Institute of
Technology (Crokronbmi, lIBewis), Luled University of
Technology (JIyneo, Ilsemis), Goldsmiths, University of
London (Jlemmon, Benuka bBpuranis), National
University of Singapore (Cinranypi, Cinramyp),
Consiglio Nazionale delle Ricerche (Rome, Italy),
University of Cincinnati (I{uanuasaTi, CnomymieHi
Llratui), Sant'Anna Scuola Universitaria Superiore Pisa
(ITiza, Itamis), Mines Paris - PSL (ITapmk, ®panmis),
University of Alberta (EnmonToH, Kanana).

BaxuBumM eneMeHTOM 0i0JiOMETPUYHOTO aHai-
3y € YacToTa BHKOPHCTAaHHS KJIIOYOBUX ciiB. 3 414
JOKyMeHTiB Oyno BingdinmeTpoBano 160 KI0O490BUX
criB. JIJis OAANbIIOTO aHami3y OyJio BUKIIOUEHO CJIO-
Ba: Article, Clinical Article, Current, Priority Journal,
United States, Research, Pilot Projects, Pilot Study,
Controlled Study, Case-studies, Surveys,
Questionnaire. Takox, OyJid 3rpyroBaHi KJIKYOBI ClI0-
Ba, mnoxiOui 3a 3mauenHam: Adolescent/Students/
College Students/Young Adult (y 16 nokymenrax),
Adult/Female/Male (y 55 noxymenrax), Aged/Aged,
80 And Over/Older Adults (y 12 nokymenrax),

Child/Children (y 13 nokymenrax), Computer
Programming/Programming (y 18 mokymeHTax),
Design/Design And Development/Software Design (y
27 mokymentax), Digital Music/ Computer Music (y
33 nmokymenrtax), Education Computing / Learning
Systems (y 19 mokymentax), Education/ Teaching/
Engineering Education (y 44 noxymeHnrax), E-
learning/Computer Aided Instruction (y 21 mokymes-
Ti), Game Design/ Game Development (y 16 mokyme-
HTax), Game Music/Games Musics (y 10 mokymen-
tax), Game/Games/ Computer Games (y 49 noxymeH-
tax), Human Computer Interaction/Interaction/
Interaction Design (y 36 nokymentax), Hu-
man/Humans (y 57 nmokymentax), Immersion/
Immersive (y 10 nokymenrax), Mobile Devices/
Smartphones/Smart Phones (y 13 moxymentax), Mul-
timodal/Multi-modal (y 8 noxymenrax), Music/ Music
Composition (y 68 moxymenrax), Open Source/Open
Source Software/Open Systems (y 14 mokymenrax),
Psychology/ Psychological Aspect (y 9 mokymenrax),
Robotics/Robots  (y 12 pgokymenrax), Social
Networking (online)/ Social Interactions/Facebook/
Youtube/Internet (y 28 moxymenrax), Video Game
/Video Games /Video-games (y 42 mokyMeHTax).

Taki iHCTpyMeHTH, K «XMapa» (puc. 2) Ta «aiar-
pamay (puc. 3), Bi3yalli3yloTh 3HAUyNIICTh TEPMIiHIB, SKi
CTOCYIOTBCSI MY3MYHO-IIPOBHX IIPOEKTIB Ha OCHOBI Ki-
JIBKOCTI 3raJyBaHb B aHalli30BaHUX JoKymeHTax. Cia-
6osumumumi cioBa (3-d Environments, Application
Programming Interfaces (API), Architectural Design,
Art, Automatic Generation, Awareness, Background
Musics, Biofeedback, Composition) moka3ywoTs, o B
ICHYIOUHX JOCITI/PKEHHSX HEIOCTATHIO HAayKOBY pO3pO-
OJICHICTH BiAIIOBIIHOTO ITUTAHHS.

Composition

Students

Immersion/Immersive
]nlcruclinn.\/Fucc?nnk DeSlgl’l Aoed
=)
Educathn Human/Humans E-learning

Design/Design Interaction/Interaction
O Performance Children
pen Interactive Intelligence

Learning Therapy

Youtube
Digital Networking
Virtual Reality )
Curc Social y, T
Child Teaching ame Serious o
Older

Development/Software Dcmcnli:lM ical

usica
Adult
Devices

Computer.

Male Theory online

Expression

Aspect

) Multimedia Young
Acoustics College  Human

Video

. Mobile
. Programming  Adults
Audio Robotics/Robots _ Artificial Smart

Games Musicz\'lusic/(};uncs

Fcnmlc Source Game/Games
Musics  Gamification SyStemS

Aided Psychology/Psychological
Instruments

Engineering
_ Graphics
Development Software/Open

Adolescent  Music/Music

Internet Instruction

Phones/Smartphones
Interaction

Puc. 2. Xmapa KIIFOYOBHX CIIIB Y JOKyMEHTax
PO MY3UYHO-ITPOBI IIPOEKTH Y Scopus
(3reneposana WordItOut)
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Music/Music Composition

Human/Humans

7

Adult/ Female / Male

Game/Games Computer Games =
. . - =
Education/ Teaching —
s - —_—
Engineering Education - —
Video Game /Video Games —
/Video-games ——
Human Computer Interaction/ ’ ‘\%
Interaction/Interaction Design ’ %
Audio Acoustics ’ Artificial

Digital Music/ Computer Music Intelligence

s

Design/Design And

Game Design/
Development/Software Design

Game

Virtual Reality Development

Animation Computer Programming/
Interactive Computer Graphics pute £rd 2/

Programming
les o/ Co ater Aided Instructios : , Tl
E-learning/ Computer Aided Instruction Education Computing/

Learning Systems
Puc. 3. JliarpaMa 94acTOTH KITFOUOBHX CJIiB

y JOKYMEHTax PO My3HUYHO-IIPOBI IPOEKTH B Scopus
(copmoBana i3 Bukopucranusm MS Excel)

Bi0aiomeTpnyHi kapTH Ta aHaTi3 KiIacTepiB
KJIIOYOBHX CJIiB

BiGmiomerprunmii aHami3 gaHUX OyII0 MPOBEICHO
3a IOTIOMOTOI0 MPOTpaMHOTo 3abe3medeHHs VOSviewer
Bepcii 1.6.20. [dnsa excnopty maHuX mpo BuOpani 414
JOKYMEHTIB 3 0a3u manux Scopus y ¢opmari CSV Oymo
BUOPAHO TaKi HaJALITyBaHHS:

— indopmamis mpo uuryBaHHs (Author(s),
Document title, Year, EID, Source title, Volume, issues,
pages, Citation count, Source & document type,
Publication stage, DOI, Open access);

— Oibmiorpadiuna  indopmaris  (Affiliations,
Serial identifiers (e.g. ISSN), PubMed ID, Publisher,
Editor(s), Language of  original  document,
Correspondence address, Abbreviated source title);

— aHoralis Ta Kiaro4oBi ciosa (Abstract, Author
keywords, Indexed keywords);

— iHdopmanis npo QiHaHCyBaHHS
Acronym, Sponsor, Funding text);

— inma inpopmanis (Tradenames & manufactur-

(Number,

educationjgomputing

™ computer aided instruction
sngmeenrweducanon

ers, Accession numbers & chemicals, Conference in-
formation, Include references).

Jnst cTBOpeHHs KapTH Ha OCHOBI 0i0niorpadivyamx
naHux y nporpami VOSviewer BCTaHOBJIGHO Taki Iapa-
MeTpu: Tun aHaiizy — CO-OCCUIrence; oJuHULS aHaIi3y
— All keyword; meron miapaxyuky — Full counting; wmi-
HIMaJIbHA KIUIBKICTh BXOIDKEHH KIFOYOBOI'O CJIOBA — D,
npu oMy 8 wmouoBux ciiB (article, pilot projects,
pilot study, priority jornal, united states, clinical article,
case-studies, research) sukmroueno. B pesynbrari ckpu-
HiHTYy mporpama VOSviewer BimiOpama 85 xmo4oBHX
CIIiB, IS KOXKHOTO 3 SIKMX pO3paxyBaja KiJIbKICTh Ta
cuny (LOTYXKHICTB) 3raayBaHb. AHaji3 J03BOJIUB BH-
SIBUTH, 110 HaiiyacTilie BUKOPHCTOBYBAaHMM KIIIOYOBUM
cIIoBOM Oyiio «Music» 3 79 B3aemMo3B’si3kamu i 60 3ra-
nyBaHb, aam #inyte «human/humansy, «female/maley,
«computer games» Ta «audio acousticsy». ¥V Tabmuii 1
HaBeneHO 10 HaMMOMyJSPHIMKX KIFOYOBUX CHIB i3 iX
CHIIOFO (TIOTYKHICTIO) 3rayBaHb.

Tabnuya 1 — JecaTh HaifyacTille 3ralyBaHUX KJIOYOBUX
cJIiB y myOutikauisx mpo My3u4Ho-irpoBi IPOEKTH

Kinekicts Cuia
Panr Kitouose cioBo

3ragyBaHb | 3ranyBaHb
1 music 60 283
2 human/humans 57 482
3 female/male 46 430
4 computer games 35 158
5 audio acoustics 36 122
6 virtual reality 25 117
7 computer music 29 113
8 human computer 21 110

interaction

9 video games/video game 32 195
10 animation 20 90

Bibmiomerpuuna kapra (puc. 4) mictuth 84 Kito-
YOBHX CJiB, CTPYKTypOBaHHX Yy YOTHPH KJIacTepa,
BKJIFOUAIOUM «COMputer games», «music» (y Kiacre-
pi 1), «game/games» (y Knacrepi 2), «video game/video
games game» (y Knacrepi 3) ta «game theory», «music
educationy (y kmactepi 4):

adult
multimedia syﬁems L o
adolgscent
- A augmented reality game TecrRug
curgiguta ¥ teaghing intggnet
computegigraphics students
Aaakni rograpmi compters
videoggames visualization W - A SR, Sl videgygames -
ames ‘e
!omp\‘games algoithms 2. motivation h n chijd
y | - education
immgRehe c&’tpt‘mus‘ s videgigame humans b
5 ‘ r‘: surveys '
gameigesign animation
music education psychplogy
interactije music ¥
audio “ustn& & seriouigames _ R oh
roboetics musicéerapy &
game RS @ softwag@design -~ % gametheory rogets < denigntia
digitaligames 4 - neurodegenerative diseases
interaction
gamegEne open systems

music cagpposition

Puc. 4. bibmiomeTpryHa KapTa KJIacTepiB (€IEMEHTIB) KIIIOYOBHX CIIIB y JOKYMEHTAX MPO My3HYHO-IrPOBI MPOEKTH Y Scopus
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— Kiactep 1 (uepBoHmii) — 28 KIIIOYOBUX CIIiB
(algorithms, artificial intelligence, audio acoustics, be-
havioral research, computer games, computer, music,
curricula, design, digital games, game design, game
development, game engine, gameplay, games musics,
gamification, human computer interaction, immersive,
interactive computer graphics, interactive music, music,
musical expression, performance, serious games, soft-
ware design, three dimensional computer graphics, user
interfaces, video-games, virtual reality);

— Kimacrep 2 (3ernenuii) — 26 karodoBHX ciiB (an-
imation, augmented reality, computer aided instruction,
computer graphics, computer operating systems, com-
puter programming, e-learning, education computing,
engineering education, game, games, internet, learning
systems, machine learning, mobile devices, multimedia
systems, music composition, musical instruments, open
source software, open systems, programming, social
interactions, social networking (online), students, teach-
ing, visualization);

— Kuacrep 3 (cuniit) — 19 kirouoBux ciuiB (ado-
lescent, adult, aged, child, cognition, computers, demen-
tia, exercise, female, human, humans, male, music ther-
apy, occupational therapy, priority journal, psychology,
questionnaire, recreation, video game, video games);

— Kiactep 4 (ripunynuii) — 10 KIHOYOBHX CIiB
(economic and social effects, education, game theory,
interaction, motivation, music education, neurodegen-
erative, diseases, robotics, robots, surveys).

Ha Gibmiomerpuuniit kapti (puc. 4) MO3HAYCHO
1020 B3aeMo3B’s3kiB MDK 84 exeMeHTaMH, 3arajabHa
cra B3a€EMO3B’SI3KiB — 2258.

KnacrepHuii aHaii3 KIIOYOBHX CIIiB (€IEMEHTIB)
MoKa3as, I0:

— Kiacrtep 1 00’ennye TexHonOrii po3poOKH ir-
POBOrO MPOrPaMHOro 3a0e3MeYeHHs 3 My3UYHHAM KOH-
TEHTOM 1 BKJIIOYAE. aJTOPUTMH, IUTYYHHUH IHTEJIEKT,
TpuBUMIpHY Tpadiky, refimidikai., iHTepdeiicn Kopuc-
TyBadiB Ta BIpTyaJbHY PEAIbHICTB;

— Kiactep 2 mpencraBisie KOHICIIIIIO 3aCTOCY-
BaHHS MY3WYHO-ITPOBUX TEXHOJOTiH Ta IX MpPOTpaMHy
peaiizaliito B OCBITHIH Tanmy3i (BUKJIAICHHS MPOTrpamy-
BaHHs, KOMH’IOTGpHa HiZ[TpI/IMKa HaB4YaHH, COLIiaJ'IBHa
B3a€EMOJIil CTYICHTIB Y LU(PPOBOMY CEpeJOBHINI, iH-
KITFO3WBHA Ta MDKIUCIHIUTIHAPHA OCBITA);

— Knactep 3 BimoOpakae B3a€MO3B’S30K Mixk
TICUXOJIOTi€r0, earorikoro, I'T 1 oIiHKY BITUBY irop
1 My3uKH (My3W9HA Teparlisi, TpyZoBa Teparmis) Ha (i3u-
YHi, KOTHITUBHI, TICUXOJIOT1UHI XapaKTePUCTUKH JIFOACH
Pi3HUX BIKOBHUX 1 T€HAEPHUX IPYTI;

— Kiactep 4 cTBOpIOE CHHEPril0 COLaJbHUX,
€KOHOMIYHMX 1 MOTHBALIMHUX aclekTiB (QyHKLioHY-
BaHHsA My3I/I‘lHO-in0BI/IX HpOGKTiB HUIAXOM 3aCTOCy-
BaHHS Teopil irop, MOTUBalii, OCBITH, colliaJIbHUX ede-
KTiB, pOOOTH30BaHUX PIllICHb.

3actocyBanns QinbTpa «Keywords» B Scopus no-
3BOJIMIIO BI/I6paTI/I JOKYMEHTH, 10 CTOCYIOTHCA KOKHOTO
kiactepa. B tabnuii 2 moka3aHO MOKYMEHTH 3 HaiOi-
JIBIIOIO KUTBKICTIO ITUTYBaHb B KO)KHOMY KJIACTepi.

AHai3 B3a€MO3B’S3KIB MiXK KIIOYOBUMHU CJIOBAMH
«Computer games»— «Video games» — «Robotic» (puc.

5) mokasaB, IO BIICYTHICTb IHTErpauii Mi>kK My3H4YHO-
iIrpoBUMH cUcTeMaMU (irpamu, 3aCTOCYHKaMH) Ta po6o-
TOTEXHIKOIO Ha O0i0JiOMETpHYHIN KapTi «ITiACBIYyIOTH)
JOCIITHUIBKI MPOTIMHM y IyOmikaisx. MoxxHa npu-
IyCTHUTH, 110 3aCTOCYyBaHHS My3u4HO-irpoBux IT mpo-
OYKTiB y peaOimiTamiifHuX mporpamMax 3 eJIeMEHTaMH
POOOTOTEXHIKA TOKH HEAOCTATHBO NPEACTaBICHUN Yy
myOmiKamigax, SKi iHIEKCYIOThCS Scopus.

educationomputing
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economic angsocial effects
music ciiposivon
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Puc. 5. bibmiomeTpnuHa Kapra ciB:
a— «Computer gamesy, 6 — «Video games», B — «Robotic»

Ha pucysky 6 mnpenctaBieHO KapTy KiacTepiB
KITIOYOBUX CIIiB (€JI€MEHTIB) JOKYMEHTIB PO MY3HYIHO-
irpoBi NpoekTH y Yaci (3a pokamwu). [IpumMiTHO, IO 10O
2020 poky B HOKyMEHTax 37e0iIbIIOro BHKOPHUCTOBY-
BaJMCs eJIeMeHTH, BKiroyeHi go Kimacrepa 1 (musical
expression), Knactepa 2 (multimedia systems, mobile
devices, teaching, computer graphics), Kinacrepa 3 (ado-
lescent, recreation, child), Kinacrepa 4 (education, game
theory, interaction). TIpoTsromM OCTaHHIX TPHOX POKIB
(2023-2025) moMiHyHOYAMH CTATH JOKYMEHTH, 1110 Mic-
TATH eneMeHTH: Video-games, games music (Kmacrep
1); machine learning, computer aided instruction, game,
programming (Knacrep 2); psychology (Kmacrep 3);
economic and social effects (Knactep 5).
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Tabnuys 2 — CTPYKTYpYBaHHSI KJIIOUOBHX CJIiB (eJIeMeHTIiB) Y JOKYMeHTaX PO My3H4HO-irpoBi mpoexTn y SCOpPUS

Haspa
KJacrepa

KirouoBi cimoBa

Cluster Description

Haii6inpin nurosani
JIOKYMEHTH

algorithms, artificial intelligence, audio acoustics,
behavioral research, computer games, computer,
music, curricula, design, digital games, game
design, game development, game engine, game-
play, games musics, gamification, human com-
puter interaction, immersive, interactive computer
graphics, interactive music, music, musical ex-
pression, performance, serious games, software
design, three dimensional computer graphics, user
interfaces, video-games, virtual reality

Knacrep 1. Tex-
HOJIOTii pO3pOOKU
Ta Au3aliHy My3H-

YHHX irop

O6’eHye TeXHOIOTI PO3pOOKH irpoBOrO
HPOrPaMHOro 3a0e3MeUCHHS 3 My3HYHUM
KOHTCHTOM 1 BKJIFOYA€: AIITOPUTMH, IITYYHHUI
IHTEJIeKT, TPHBUMIpHY rpadiky, reiimicika-
wii, inTep¢eiicu KOPUCTYBaUiB Ta BipTyaJbHY
peanbHicTh. POKyC Ha 30CEepeKEHO HA iHTe-
PaKTHBHOCTI, IM3aifHi Ta iIMEpCUBHOCTI My-
3MYHO-I'POBHX cepeoBuInax. My3uka BU-
CTyTAa€ SIK KIIOYOBHH €JIeMEeHT TeiiMIniero, a
inHOBanii B rpadimi it UI — sk ocHOBa B3ae-
MOJIi1 3 KOPHCTYBAYEM.

[46] — 262 tuTyBaHs,
[21] - 134 uutyBans,
[48] — 129 uutysans,
[22] - 100 ruryBans,
[49] — 89 muryBaus,
[50] — 67 uurysans,
[51] - 61 tmTyBanb

animation, augmented reality, computer aided
instruction, computer graphics, computer operat-
ing systems, computer programming, e-learning,
education computing, engineering education,
game, games, internet, learning systems, machine
learning, mobile devices, multimedia systems,
music composition, musical instruments, open
source software, open systems, programming,
social interactions, social networking (online),
students, teaching, visualization

Knacrep 2. OcBi-
THi TEXHOJIOTII Ta
MyJIbTUMETIHHI
iathopmMu

I[Ipexacrapiisie KOHLELIK 3aCTOCYBaHHS
MY3HUYHO-IrPOBUX TEXHOJIOTH Ta IX mporpa-
MHY peaji3allilo B OCBITHIil ray3i Ta BKIIIO-

qae: e-learning, komm’0TepHy rpadixy,
aHiMallilo, JONOBHEHY PeallbHICTh, IIPOrpa-

MyBaHHs, BUKOPUCTAHHs Open source Ta
iHTepHeT-Uathopm. My3rka BUKOPHCTOBY-
€THCSI SIK «ITACHITIOBAa™) (KaTani3aTop) HaB-

YabHOTO €EKTY, a irpH — SIK IHCTPYMEHT
3aJIyYCHHS Ta MOTHBALL1.

[20] — 139 uuryBans,
[21] - 134 uuryBans,
[48] — 129 uutyBans,
[22] — 100 uuryBaus,
[52] — 56 umuryBans,
[53] — 42 uurysanb

Kuacrep 3. Coui-
AJIBHO-TICHX0JI0-
Ti4HI aCIIeKTH
BIUIHBY My3H4HO-
irPOBUX CHCTEM

adolescent, adult, aged, child, cognition, comput-

ers, dementia, exercise, female, human, humans,

male, music therapy, occupational therapy, psy-

chology, questionnaire, recreation, video game,
video games

BingoGpasxae BILUTHB My3UYHO-ITPOBHX HPO-
IPaMHHUX NPOJYKTIiB Ha IICUXIKY, PO3BHTOK i
3JI0POB’s1 JIFOAWHHU (JTFOJIeH 3 IEMEHIIIEr0, 0Ci0
MOXUIIOTO BIKY, AiTeHl, pi3HUX T€HACPHUX
rpyn).

[21] — 134 uurysaus,
[50] — 67 umnrysans,
[51] - 61 umryBans,
[54] — 54 uurysaus,
[55] — 47 tmryBanb

Kuacrep 4. Coi-
AJIbHO-CKOHO-
MiYHI [IHHOCTI

MY3UYHO-IFPOBHX

economic and social effects, education, game
theory, interaction, motivation, music education,
neurodegenerative diseases, robotics, robots,

CrpateriyHo BaIHBHI Kiactep, o Gopmye
PaMKy TS QHATI3Y COLIATbHUX, EKOHOMIYHHX
1 MOTUBALIHHUX aCTIEKTiB (DYHKIIOHyBaHHS
MY3HYIHO-ITPOBUX MPOEKTIB, SIKi MAIOTh KOMe-

[20] — 139 uutyBaus,
[21] — 134 uurysaus,
[52] — 56 umuryBans,
[53] — 42 uurysans,

surveys .y X
CHCTEM Y pLiiiHe a60 CoLiaIbHE CIPSIMYBaHHSI [56] — 42 uuTyBanb
educationigcomputing
) computer aided instruction
sngineering education
adult
multimedig systerns du
recreation ado@cent
% - augmented reality game
curgigula 4 teaghing int@gnet
computefigraphics Stl*nts
i - i rogrammi computers
video-games visualigation W € e A S videa,games e
. games - ‘E e
tompt@games algotithms motidiation hwn child
e 2 edugation
c&npt' musie : female
immersive 0 Vldquame hu@ns
i W SUAEYS exefcise
game design ani@ion
music education psychology
interactive music
audio @USUCS - serious games : cognition
robatics musicitherapy
V t
games musics @ software design -~ % gamagheory rogots . dementia
digitaligames % neurodegenefative diseases B
- open systems interdction
game@ngine
music camposition
A& vOsviewer I ]
! 2012 2014 2016 2018 2020

Puc. 6. bibmoMerpryHa KapTa KJlacTepiB KIFOUYOBUX KIFOUOBHX CITiB
y JOKYMEHTaX MpOo My3HYHO-ITPOBI MPOEKTH ¥ Scopus y daci (3a pokamu)

BucHoBkH

IIpoBenenuit aHami3 3acBiguye, MO MY3UYHO-
irpoBi TpoekTH (POPMYIOTh MIKIUCHHILTIHAPHY cdepy,
sgKa 00’eqHy€e UPPOBY MY3HKY, irpOBY B3a€MOJII0 Ta
cydacHi iHpoOpMaIiiiHi TeXHOJOril — 30KpemMa ITyd4-
HUH IHTENEeKT, BipTyalbHy Ta JIOTIOBHEHY DPEabHICTh,
XMapHi cepBicH Ta MepexeBy iHppacTpykrypy. Lli
MIPOEKTH BiJKPUBAIOTH HOBI MOXKJIMBOCTI JIJISl TBOPYOCTI,
HABYaHHs, peaburiTamii Ta comiaabHOI B3aeMoIii B nud-

POBOMY CEpEIOBHIII.

biomiomerpuynnii ananiz myoutikanii y 6a3i gaHux
Scopus, 3mificHenmii 3a 3amuToM “music AND game
AND projects”, oxonus 414 moKyMeHTiB, OIyOmiKOBa-
HuX y nepiof 3 1995 poky o 1 gepsrsa 2025 poky. 3Mi-
CTOBa KJIAaCH(]iKaIlisl 3acBiquniIa MPUHATIEKHICTh TOKY-
MEHTIB 110 24 MpeIMeTHUX rajxy3ei, siki Oynu 3rpymnoBa-
Hi y 1ICTh YKPYIMHEHHUX Tay3el 3HaHb: TEXHIYHI, COIIi-
QJIbHI, IPUPOAHNYI, MEINYHI, 610JIOTIUHI Ta TyMaHiTap-
Hi. Haiibinpia kinbkicTs myOiikauiid npunanae Ha cde-
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Py KOMIT'IOTepHHX Hayk (228 MOKYMEHTIB), IO CBiJ-
YUTh NPO TEXHOJOTIYHY IOMIHAHTY B JOCIHIIKYBaHIH
TEMATHIII.

Konrenr-anani3 my0mikamiii mokasas, 10 My3u4-
HO-ITPOBI MPOEKTHU € MPEIMETOM IHTEPECY PI3HUX Taly-
3ei 3HaHb, HHU3KA ITyOJIKaIiil OXOIUIIOE JEKilbKa JIHC-
LUIUTIH OTHOYACHO (HANPHKIAM, TEXHIYHI HayKH Ta Me-
nunyHa, abo TyMaHiTapHI Haykd 1 mpupoxaHudi). ['eor-
padis gocmimkeHs 0XOIIoe 57 KpaiH CBITY, a 10 CTBO-
peHHs myOuikaniit momyurmucs 160 opranizariii, cepen
SKUX SK aKaJeMidHi ycTaHOBH, Tak i mposimHi IT-
KOMIIaHii.

AHaii3 KII0YOBUX CIIB, Bi3yasi30BaHMH 3a JOMO-
Moroto xmapu ciiB (WordItOut) i miarpam (MS Excel),

“human-computer interaction”. MeHII BUIUMI TEepMiHK
(manpuxnag, “robotics”, “biofeedback”, “interactive
composition”) cBiqYaTh Mpo HEJOCTATHIO HAYKOBY PO3-
poOKy okpemux HampsiMiB. biGmiomerpuyne kapTyBaH-
Hs1 (VOSviewer) 103BOJIMIIO BUOKPEMHUTH YOTHUPH KITFO-
YOBi KJIacTepu TeM: | — TeXHOJOTIl qu3aifHy My3W9HUX
irop; 2 — ocBiTHI aTpopMu Ta MyJIbTHMEAIHHE cepe-
JIOBHINE; 3 — COIiaJIbHO-TICUXOJIOTIYHIHA BIUTUB MY3HY-
HO-ITPOBHX CHCTEM; 4 — COIiaIbHO-€KOHOMIYHI aCTIeKTH
3aCTOCYBaHHS MY3HKH B irpOBHX II1aTopMax.
PesynpraTi TOCHIIKEHHS MOXYTh CTaTH OCHOBOIO
JUISL OJIbIIMX HAYKOBUX PO3BIJOK y HampsiMax iHTer-
pauii My3WYHO-ITPOBHX CHCTEM 3 pOOOTOTEXHIKOIO, a
TaKOX PO3IIUPEHHS IX BHUKOPUCTAHHS Yy HaBUAIbHHX,

JAO03BOJIMB BUOKPEMUTU HaiuacrTille BXXHBaHI TepMiHI/I,

peaOimiTalifiHUX Ta IHHOBAIIMHUX IUPPOBUX CEPeo-

30KpemMa: “music”, “computer games”, “virtual reality”,  BuIax.
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Information technologies for creating music and game projects: bibliometric analysis
Tetiana Fesenko, Danylo Serheiev, Oleksii Dolhopolov, Illia Serhorodtsev, Maksym Zhuk

Abstract. Relevance. The development of information technology (IT) is contributing to the emergence of new forms of
creative interaction, in particular in the field of music and gaming projects that combine music, game mechanics, and digital technol-
ogies. The integration of IT into such products creates innovative opportunities for learning, rehabilitation, and entertainment, which
makes it necessary to systematize knowledge in this area. Object of research: scientific publications on the use of information tech-
nology for the implementation of music and gaming projects. Purpose of the article. to identify publications that form knowledge
about modern IT for creating music and game projects. Research results. The article conducts a bibliometric analysis of 414 docu-
ments from the Scopus database using the query “music AND game AND projects” (1995-2025). The article identifies 24 subject
areas grouped into six branches of knowledge. It was found that the majority of publications belong to computer science. The key-
words are analyzed and structured into four semantic clusters: music game development technologies, educational multimedia plat-
forms, psychological and therapeutic aspects, and socio-economic effects. The insufficient representation of areas related to robotics,
multisensory systems, and music therapy in the game environment has been revealed. Conclusions. The obtained results allow us to
expand our understanding of the scientific structure of the topic of music and game projects and identify areas for further research, in
particular in the educational and rehabilitation field and in the development of interactive IT products. Scope of application of the
results: educational, cultural, rehabilitation and creative digital platforms based on music and game interactions.

Keywords: music and game projects; information technology (IT); bibliometric analysis; bibliometric data; bibliometric
map; keyword clustering.
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