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Multimedia project management is driven by a number of key factors that reflect
current trends in technology, economics, and societal needs. In 2025, multimedia
technologies, in particular augmented reality (AR), are rapidly integrated into various
areas, including the printing industry, where they transform traditional approaches
to content creation. AR allows you to create interactive products, such as magazines,
catalogs, or packaging, which increase audience engagement and open up new business
opportunities. However, managing such projects is a challenging task due to technical
complexity, the need to integrate various technologies (e.g., AR.js, Three.js, WebGL), and
high requirements for resource coordination. The article offers a systematic approach to
organizing and planning multimedia projects, which makes it relevant for professionals
who seek to effectively implement innovative solutions.

The economic aspect of the article is no less important. Calculating the cost of
multimedia projects is of particular importance in conditions of limited budgets, espe-
cially for small and medium-sized businesses in Ukraine. The growth of hourly rates of
developers, costs for licenses and hosting, as well as the need for cost-effective solu-
tions, such as web applications compared to mobile applications, highlight the need for
clear cost estimation methodologies. The article responds to this need by offering tools
for budgeting and optimization that contribute to increasing the competitiveness of com-
panies.

The interdisciplinary nature of the article, combining project management, in-
formation technology and economic calculations, makes it valuable for training spe-
cialists capable of working at the junction of these industries. In 2025, the demand
for managers who understand both the technical and financial aspects of multimedia
projects is growing, which emphasizes the practical significance of the study. The
scientific novelty of the article lies in the systematization of approaches to multimedia
project management with an emphasis on economic efficiency, which is an insufficiently
researched area, especially in the Ukrainian context, where the digital transformation of
printing is gaining momentum.

Thus, the article is relevant due to its focus on innovative technologies, economic
optimization, and environmental aspects, offering practical solutions for modern busi-
ness and science.
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Problem Statement. Managing a multimedia project focused on creating a multi-
media product using augmented reality (AR) is a complex and multifaceted process that
combines planning, organization, coordination, and control to develop interactive AR
content that integrates with the real world through devices such as smartphones, tablets,
or AR glasses.

At the initial stage, key elements of the project are determined: the goals of the AR
product (for example, the form of an application, a marketing campaign, or a gaming
experience), the target audience, technical requirements, budget, and timeline. Special
attention is paid to the unique aspects of AR, such as creating an immersive experience
that harmoniously combines digital objects with the physical environment.

Team coordination is critical, as AR projects require close collaboration between 3D
designers who create models and animations, programmers who develop AR functionality
on platforms such as Unity or ARKit/ARCore, sound specialists to create spatial audio
effects, and testers who verify that AR works correctly in different environments. The
project manager ensures that all participants are moving synchronously towards a com-
mon goal, adhering to the schedule.

An important aspect is the choice of technologies: software (e.g. Unity, Blender),
AR platforms, as well as hardware that will support the product. The production stage
monitors the content creation processes - from developing the concept and design of
3D objects to programming interactive elements and testing the AR experience in real
conditions. For example, it checks how virtual objects interact with the physical world,
whether surface recognition works correctly, and whether performance is stable.

Quality control in AR projects is of particular importance, as the product must not
only meet technical standards, but also provide an intuitive and immersive experience
for the user. This includes checking the accuracy of the overlay of digital objects, the
speed of the system’s response, and compatibility with different devices.

In the final stage, the project is prepared for launch: the AR application is published
in stores such as the App Store or Google Play, or integrated into a marketing campaign.
Managing an AR project requires a combination of project management skills, an un-
derstanding of the specifics of AR technologies, and the ability to lead a creative team to
create a product that captivates users and meets their expectations.

Analysis of recent research and publications. The topic of multimedia project
management covers project management, multimedia technologies (in particular, aug-
mented reality, AR), cost-effectiveness, and their application in the printing industry.
For comparison and analysis, we have reviewed several scientific and popular science
publications for the period 2023-2025 that relate to project management, multimedia
technologies, AR, cost-effectiveness, and their connection with printing or related in-
dustries. The analysis is based on available sources that meet the request and takes into
account current trends in digitalization, economic analysis and sustainable development.

Thus, the article “Scientific and methodological aspects of assessing the sustainable
development of machine-building enterprises as a tool for adjusting management ac-
tivities” [1] analyzes methods for assessing the sustainable development of machine-
building enterprises with a focus on management processes and cost-effectiveness.
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The author offers scientific and methodological approaches to assessing costs and
performance that can be adapted to project management in other industries, including
multimedia. The emphasis is on management and economic efficiency. The author
Sekiroz Ya. V. considers methods for estimating costs and profitability, which resonates
with the need to calculate the cost of multimedia projects. This article focuses on
mechanical engineering, not on multimedia technologies or printing. It does not consider
the specifics of AR or digital content, but its cost estimation methodology can be applied
to AR projects. Using the methodological approaches to assessing sustainability and
costs described in the article, they can be adapted to analyze the economic efficiency of
AR projects in printing, especially regarding budgeting and resource optimization. The
article is useful for understanding the general principles of management and economic
analysis, but needs to be adapted to the specifics of multimedia technologies and printing.
Its weakness is the lack of focus on digital technologies, such as AR.

In the article [2], the author examines the macroeconomic aspects of regulating the
economy of Ukraine, in particular, the effectiveness of financial resource management
in conditions of instability. The authors analyze profitability and economic instruments
that affect the efficiency of business processes. The emphasis in this article is on eco-
nomic efficiency and resource management. The analysis of financial instruments and
profitability can be applied to estimating the cost of multimedia projects. The article has a
macroeconomic focus and does not touch on multimedia technologies or printing. It does
not consider AR or digital projects, which limits its direct relevance. At the same time,
the article offers valuable approaches to assessing profitability, but its macroeconomic
focus makes it less specific for multimedia projects. It can serve as a source of general
economic principles for adapting to AR in printing. Also, the methodology of economic
efficiency analysis can be useful for calculating the cost of multimedia projects, especially
in the context of the Ukrainian economy, where resource constraints are a key challenge.

The author of the qualification scientific work, Tashcheyev Yu. V. [3], analyzes the
economic mechanisms for increasing the efficiency of resource use at enterprises, in
particular through economic analysis and cost systematization. The author emphasizes
the importance of economic security and stable business operations. Economic analysis
and cost management are considered, which is key to the topic of calculating the cost
of multimedia projects. The emphasis on stability and efficiency resonates with the ma-
nagement of AR projects. The considered approaches to economic analysis and cost
management can be applied to multimedia projects, especially to estimate the cost of
developing AR applications. Summing up this article, we can say that it is useful for
understanding economic mechanisms, but its focus on energy limits direct applicability.
It can be a source for adapting budgeting methods to AR projects.

The paper [4] explores the potential of AR to reduce environmental impact in
various fields, including replacing physical materials with digital ones. The authors
analyzed 20 articles found in the ERIC, Scopus, and Web of Science databases to assess
how AR is used to engage students in environmental education and raise their awareness
of environmental issues. They note that AR is a promising tool for environmental edu-
cation, but further research is needed to overcome technical and financial barriers. They
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emphasize the potential of AR to engage the younger generation in solving environmental
problems, such as climate change.

As can be seen from the analysis, all the reviewed articles emphasize economic
efficiency and resource management, which are key to managing multimedia projects
and calculating their cost. Article [4] is the most relevant due to its direct connection to
AR, while other sources offer general economic and management approaches that can
be adapted.

In our opinion, our proposed article will fill a gap in the literature, as most sources
do not combine project management, AR, and economic analysis in the context of
printing. This makes it unique and relevant for the Ukrainian market, where the digital
transformation of printing is gaining momentum.

The purpose of the article is to develop and substantiate effective approaches to
organizing and managing multimedia projects, in particular those based on the use of
augmented reality (AR) technologies in the printing industry, as well as to create a me-
thodology for accurately calculating their cost. The article seeks to systematize the pro-
cesses of planning, coordination and control of multimedia projects, taking into account
their technical complexity, the need to integrate modern technologies (such as AR.js,
Three.js, WebGL) and the requirements for optimal use of resources. At the same time,
the research is aimed at developing tools for assessing the economic efficiency of such
projects, which include an analysis of the costs of development, hosting, licenses and
support, in order to ensure their profitability for business, in particular in the conditions
of the Ukrainian market. The article also aims to highlight the potential of multimedia
technologies to reduce the environmental impact of printing by replacing physical mate-
rials with digital solutions, contributing to the sustainable development of the industry.
Thus, the study offers practical recommendations for managers and developers who seek
to create innovative and economically viable multimedia products.

Presentation of the main material of the study.

To calculate the costs of developing a mobile application and web service for AR in
printing, we rely on up-to-date information from web sources about the hourly rates of
developers in Ukraine in 2025. Here are some of our findings:

Hourly rates in Ukraine (2025) According to data from web sources such as Qubit
Labs, ProCoders, and others, the average hourly rates in Ukraine for IT specialists in
2025 are:

Developers: $30-$60/hour (I took the average of $45/hour for standard developers
and $50/hour for AR specialists, since AR requires specific skills) [5].

— UI/UX designers: $40-$80/hour (starting at $50/hour).
— QA engineers: $25-$50/hour (starting at $35/hour).
— Project managers/business analysts: $40—$100/hour (starting at $40-$50/hour) [6].

These rates are competitive compared to Western Europe or the US, where they can
be $100+/hour, making Ukraine an attractive outsourcing destination [7].

Development time estimates: We estimated the number of hours based on typical
medium-complexity projects for AR in printing (image recognition, 3D models, QR
codes). Data on the duration of the stages is based on industry standards and sources
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such as MoldStud and Apptunix, which describe the time frames for similar projects [7].
For example: mobile application: 400-600 hours for development due to the need for
adaptation to iOS and Android; web service: 200-300 hours, since native integration is
not required; design, testing, project management are estimated according to standard
proportions (30% for design, 15% for testing, 15% for management).

Licensing costs: for web AR, the license for the 8th Wall platform, which is popular
for such projects, is included. The basic plan costs $99/month or $1,188/year (annual
rate is taken for evaluation) [8]; for the mobile application, one-time costs for publishing
in the App Store ($99/year) and Google Play ($25 one-time) are included [9].

Support and hosting: Monthly support (bug fixes, updates), data is taken from
sources such as Tech JDI, which lists costs of $200-$500/month for basic maintenance.
We estimate 10—40 hours/month, depending on the type of project; hosting for AR con-
tent (3D models, videos) is estimated at $50-$200/month based on typical costs for
AWS or Google Cloud [10].

Industry standards: The cost structure (30% design, 40% development, 15% tes-
ting, 15% management) is based on recommendations from MoldStud and Apptunix for
medium-complexity projects [11]; for mobile applications, a cross-platform approach
(Unity with AR Foundation) is taken into account, which saves 20—30% of time compared
to native development [5].

After conducting this study, we summarize the results obtained and enter the data
for comparison in Table 1.

Table 1
Comparative table of costs for developing AR applications

Type of work Mobile app Web service

500 hours x $45/hour = $22,500.
Includes cross-platform
Development development in Unity for iOS
and Android, which reduces time
compared to native (Swift/Kotlin)
125 hours x $50/hour = $6250.
Design Adapting to both platforms
increases time by 25%.

100 hours x $35/hour = $3500.

250 hours x $45/hour = $11,250.
Using WebXR/8th Wall reduces
time because no OS adaptation is
required.

80 hours x $50/hour = $4000.
Simple browser interface

Testing Cross-device testing 70 hours x $35/hour = $2450

Management and 75 hours (analysis) x $40 + 65 60 hours (analysis) x $40 + 40

analysis hours (management) x $50 = $6250 | hours (management) x $50 = $4400

Publication $125 + 15 hours x $40 = $725 -

8thWall License - $1188/year

Support 30 hrs/month x $40 x 12 months = | 15 hrs/r_nonth x $40 x 12 months +
$14,400 (average) $1188 = $8388

In general $53,625 for the first year $30,726 for the first year
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Calculations were based on recent 2025 data on hourly rates in Ukraine, development
time for AR projects, and standard costs for licenses and hosting. The web service
turned out to be more economical ($30,726 vs. $53,625 per year) due mainly to fewer
development hours and no publishing costs.

Conclusions. The article has significant potential due to its interdisciplinary nature
and compliance with modern challenges of digitalization and sustainable development.
Compared to other publications, it offers a more specialized approach to managing AR
projects in printing, combining technical, economic and environmental aspects.

Managing a multimedia project in the form of an AR product is a complex but
promising process that requires careful planning, coordination of an interdisciplinary
team and the use of specialized technologies. The successful implementation of an AR
project depends on a clear definition of goals, the selection of appropriate tools (such
as Unity or ARKit), as well as effective management of the development stages - from
the creation of 3D content to testing and launch. Particular attention should be paid to
calculating the cost of the project, which includes the costs of equipment, software, the
work of specialists (3D designers, programmers, sound engineers) and testing in real
conditions. An accurate budget estimate allows you to optimize resources and avoid
financial risks. Despite challenges such as high development complexity and the need
for skilled personnel, AR projects open up unique opportunities for creating immersive
content that can be used in education, marketing, or entertainment. The continued success
of such initiatives depends on the integration of innovative approaches, careful quality
control, and adaptation to the needs of the target audience.
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Ynpaeninnsa mynomumeoitinum npoexmom 3yMo6ieHo HU3KOI KII0YO8UX Pakmopis,
wo 8i00Opadicarmy CyuacHi meHOeHYli 8 MeXHONOIAX, eKOHOMIYL ma CYCHiNbHUX NOM-
pebax. Y 2025 poyi mynemumeditini mexnonocii, 30kpema donosnena peanvricmo (AR),
CMpIMKO iHmMezpyromscsi 6 pisHi chepu, exmouarouu noiiepagiuny 2anysv, 0e GOHU
mparcghopmyromes mpaouyitini nioxoou 00 cmeopenHs konmenny. AR 0oszeonse cmeo-
proéamu iHmepaxkmueHi npoOyKmu, Maxi AK JCYPHALU, KAManioeu Yyu YNaKoeKu, wo nio-
BUWYIOMb 3ATYHEHICMb ayOumopii ma IOKpUsaoms HOBL MONCAUBOCHI O/ DI3HeC).
Oonax ynpasuinHs makumu npoeKmamu € CKIaOHUM 3a60anHAM Yepe3 MEeXHIYHY CKAao-
Hicmb, HeoOXiOHicmb inmezpayii pisHomanimuux mexuonozit (nanpuxiao, AR.js, Three.
Jjs, WebGL) ma eucoxi eumozu 0o koopourayii pecypcis. Cmamms nponoHye cucmemHuil
nioxio 00 opeawizayii ma NiaHy8aAHHI MYIbMUMEOIIHUX NPOEKMIG, W0 pooume ii axmy-
anbHO0 071 haxieyis, sKi NpacHyms eqheKmuHoO peanizos8yeamu IHHOBAYIUHI PilUeHHs.

Exonomiunuii acnekm cmammi € He MeHw 8adcausum. Pospaxynox eapmocmi myio-
MUMEIUHUX NPOEKMIE HAOYBAE 0COONUBO20 3HAUEHHS 8 YMOBAX 0OMENCeHUX OHOdiCe-
mig, 0coONUBO OJisL MANO20 MA cepedHboco bisHecy 8 Vipaini. 3pocmanus no2oounHux
CMABoOK po3pOOHUKIE, UMPAMU HA TIYeH3I] ma XOCmuHe, a Makodc nompeda 8 eKoHO-
MIUHO BUCIOHUX DIUEHHAX, MAKUX 5K 8e0-3ACMOCYHKU NOPIGHAHO 3 MOOILIbHUMU 000am-
Kamu, NiOKpecaionms HeoOXionicmy Yyimxux memooux oyinku eumpam. Cmammsi 6i0-
nosioae yiii nompeobi, NPONOHYOYU IHCMPYMeHmMU 071 Or00NHCENYBaAHHS Ma ONMUMI3AYL,
WO Cnpusiioms niOSUUEHHIO KOHKYPEHMOCHPOMONCHOCT KOMNAHII.
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Iumepoucyunninapnuii xapakmep cmammi, Wo NOEOHYE YNPAGIIHHA NPOEKMAMU,
iH(hopmayitini mexHonozii ma eKoOHOMIUHI po3paxyHKu, pooums ii YyinHOW 011 Ni020-
MosKu axieyie, 30amuux npayiosamu Ha cmuxy yux earyzen. ¥ 2025 poyi nonum na
MeHeQHcepis, AKi po3yMitomb K MeXHIuHI, MaK I QiHaHCO8I acnekmu My1bmMUMeOitiHux
NPOEKMIB, 3pOCmMac, wo NiOKPecuoe NPakmuuny 3nHavywicms 0ocniodcenus. Hayxo-
64 HOBU3HA CMammi NONA2AE 8 CUCmeMamu3ayii nioxo0ie 00 YNpaeinHa Myibmume-
OIUHUMU NPOEKMAMU 3 AKYEHMOM HA eKOHOMIYHY epeKmueHicCms, Wo € HedoCmammsbo
Q0CHIOIAHCEHUM HANPAMOM, OCOONUBO 8 VKPAIHCLKOMY KOHmeKcmi, 0e yupposa mpauc-
dopmayis noniepaghii nabupae obepmis.

Taxum yunom, cmammsl € aKmMyaIbHOW 3A80SAKU COEMY (OKYCY HA THHOBAYITIHUX
MexXHONO02IAX, eKOHOMIYHII ONMUMI3aYii ma eKono2iUHUX ACNeKmax, NPONnoHyI4U Npax-
MUYHI pilueHHs O CYYACHO20 DI3Hecy ma HAYKU.

Knrwouogi cnosa: ynpagninus npoekmamu, MynomumeOiuHull KOHMeHm, K0OpOuHa-
yist KoManou, mexnonozii AR, 0onoenena peanvHicms, NpoOSPaAMYBAHHSL.
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