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The article examines current trends in the application of digital technologies to the
design of literary and art publications and discusses their implications for the future
of the field. It explores how augmented reality, OR codes, gamification, and interactive
typography can be integrated into book design and layout. The paper identifies key
challenges faced by the publishing industry in adopting innovations, including limited
technical resources, insufficient digital competence, and resistance to change. Examples
of digital components incorporated into literary and art editions are analyzed, demonst-
rating how content, aesthetics, and interactivity can be effectively combined. The study
highlights the potential of OR and augmented reality technologies as tools for enhancing
engagement with younger audiences. Future research should focus on developing me-
thodological guidelines for integrating innovative design and technological solutions,
taking into account genre-specific features and modern printing capabilities.
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Problem statement. In today’s world, as the way people perceive information
continues to evolve and visual experience gains importance, traditional art book pub-
lishing faces the need to rethink how content is presented to meet the expectations of
younger audiences.

Despite the rapid advancement of digital technologies, the publishing industry still
shows limited integration of innovative solutions into the design and layout of literary
and artistic publications. This results in several challenges. Printed editions often lack
interactive or multimedia elements, reducing their appeal to readers accustomed to
digital platforms. Modern tools such as augmented reality, adaptive typography, and
innovative layout design remain underused, although they could greatly enhance the
aesthetic, communicative, and informational value of books. In addition, there is a shor-
tage of practical methodological frameworks for incorporating digital technologies into
publishing processes while considering genre specifics and the ways contemporary
readers perceive digital content.

Analysis of recent studies and publications. To enhance user experience in mo-
dern media, there is a growing trend toward integrating digital technologies into print
publications. Augmented reality (AR) and cross-media formats, in particular, enable the
creation of interactive content that combines traditional print with video, audio, and
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animation. Studies show that these technologies increase reader engagement, broaden
interpretive possibilities, and foster a deeper understanding of a book’s content [1-2].
In education, AR tools are increasingly used to motivate children to read, creating new
forms of interaction where physical books are complemented by virtual elements, ma-
king the learning process more engaging and accessible [3].

In Ukrainian book publishing, notable progress has been made in implementing
digital innovations. Multimedia projects that merge print with digital components are
forming a new paradigm in which books are perceived as multimedia platforms. These
practices enhance the informational density of publications and help establish a modern
publishing culture aligned with the dynamics of the globalised media space.

Noteworthy examples include Mozart 2.0 by Dorzh Batu (Staryi Lev Publishing
House), which integrates QR codes linking to music and animation that deepen the ar-
tistic context of the text [4]. Valery Markus’s “Traces on the Road” combines prose
with video materials, intensifying emotional engagement and documentary authenticity
[5]. Max Kidruk’s “Until the Light Goes Out Forever” is accompanied by a mobile
app with an interactive map and chatbot, providing a new level of reader immersion.
Mariana Savka’s poetry collection “Optics of God” employs colour filters to reveal
hidden illustration layers, highlighting the author’s distinctive visual concept. Finally,
Aliona Vorobyova’s art book “The Art of Living During Chemotherapy” fuses digital
communication aesthetics with classic typography, creating a multilayered representation
of personal experience [4].

Overall, the analysis of scholarly and literary-art publications demonstrates that di-
gital technologies — especially augmented reality and multimedia formats — are becoming
integral to contemporary Ukrainian book publishing. They are shaping a new concept of
the book as an integrated platform that unites print, visual, audio, and digital elements,
reflecting the evolving ways in which modern readers perceive information.

Purpose of the article. The main objective of the study is to analyse the challenges
of introducing and implementing innovations in publishing and to explore innovative
approaches to book design and layout, taking into account genre specifics and the current
technological capabilities of printing production.

To achieve this objective, the following tasks have been set:

— to identify key challenges in adopting innovations within the publishing industry;

— to explore innovative design and technological approaches to book layout and visual
composition;

— to substantiate the choice of interactive and stylistic techniques for book design
according to literary genre.

Presentation of the main research material. The publishing industry is under-
going a profound transformation driven by digitalization. Artificial intelligence (Al) is
increasingly influencing content creation, raising the need to balance innovation with
ethical and responsible Al development [6, 7]. According to Market.us, resistance to
change within traditional publishing houses remains a major obstacle to adopting Al
technologies. Publishers express growing concerns about plagiarism, copyright viola-
tions, and the protection of intellectual property [8, 9].
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In today’s competitive environment, digital transformation addresses key industry
issues such as transparency, monetization, and audience engagement. However, navi-
gating the digital publishing landscape also presents challenges concentrated in four
main areas: audience growth, engagement, conversion, and customer retention [10].
Rising production, distribution, and marketing costs continue to exert financial pres-
sure on both publishers and authors [11]. Small and medium-sized publishers, in
particular, face a dilemma — how to invest in technology to remain competitive despite
limited resources. Resistance to organizational change, especially among experienced
employees, remains common [8]. At the same time, there is a shortage of professionals
who combine traditional publishing expertise with advanced technological skills [12].

People Finances
Lack of IT specialists High cost of innovation
Resistance to change Limited resources
Lack of effective
» implementation
of innovation
Limited access to equipment Long publication cycles in publishing
Lack of standards Conservatism
Technology Processes

Fig. 1. Key barriers and challenges to innovative transformation in the publishing industry

Expert forecasts suggest that maintaining relevance, openness, and the adoption
of Al will be key challenges for digital publishers in 2024. According to the Reuters
Institute, most surveyed publishers plan to expand video, newsletter, and podcast pro-
duction. Innovative approaches are being implemented to integrate commercial content
into platforms, transforming user interaction from passive consumption to interactive
engagement with purchase opportunities.

The problem of introducing innovations in publishing is complex, encompassing
technological, financial, organizational, and cultural dimensions (Fig. 1). This issue is
also relevant in the Ukrainian market, which faces additional challenges due to the on-
going war [13]. Successful implementation requires a balanced approach considering
technological capacity, human factors, financial constraints, and ethical considerations.
Publishers must develop gradual adaptation strategies, invest in staff training, and
collaborate with technology partners.
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Innovations in book design and layout offer new opportunities for reader interaction
with text and visuals. Current practices include QR codes, augmented reality (AR),
gamification, and stylized layouts that combine traditional formats with digital aesthe-
tics. QR codes, originally developed in Japan to optimize production, now serve as a
digital communication tool, linking text to multimedia content such as audio, video,
and animations [14—17]. AR overlays digital objects onto real-world images, enhancing
reader engagement through 3D visualization and interactive experiences, particularly in
science fiction, fantasy, and children’s literature [15, 18]. Gamification transforms rea-
ding into an interactive game, as demonstrated by Jason Shiga’s “Meanwhile and the
Choose Your Own Adventure” series, which allow readers to influence story outcomes
[19, 20].

Modern layouts often mimic digital interfaces, including chats, news feeds, and mo-
bile applications. This approach creates a familiar environment for young readers and
is particularly suitable for genres such as autofiction, diaries, and psychological drama
[21]. Comparative Table 1 illustrates how innovative technologies can affect the percep-
tion of a literary work, considering theme, genre, target audience, and design.

Table 1
Comparative characteristics of the use of innovative technologies
in literary and artistic publications
Complexity of Interaction
Technology Characteristics Literary genre |. P ¥ with the
implementation
reader

Simple integration of Historical novels,
QR Code P 8 biographies, encyc- |[Low Indirect

multimedia I

lopedic editions
AR Bringing illustrations, Fantasy. sci-fi
(Augmented |objects, and scenes to . y,’ . High High
. . children’s literature

Reality) life
Gamification qcilgslfse of scenarios, Detective, adventure [Medium Very high
Stylised ~ |Adaptation tosocial |y o blications| . .

media and messenger . Medium High
Layout . for older children

aesthetics
Layout Mimicking the visual |Documentary prose,
Moderni- language of web plat- |contemporary dra- |High High
sation forms, apps, CMS ma, meta-narratives

When selecting appropriate technologies, the following factors should be considered:

— Narrative structure: linear or branching;

Theme: science fiction, documentary, psychological work;
Target audience: children, teenagers, adults;

Aesthetics and narrative style: restrained, experimental, visually oriented.
The table shows that using digital technologies in book publishing works best when
authors, designers, and readers are considered together. Simply adding QR codes or AR
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is not enough; these tools must enhance the story and visuals. For example, a QR code
can link to an author’s commentary or an audio excerpt, while AR can bring a character
or scene to life, helping readers visualise the action. Gamification can let readers make
choices in the plot, turning reading into an interactive experience.

By matching technology to the genre and target audience — using AR in science
fiction, gamification in adventure stories, or QR codes in biographies — publishers can
make books more engaging and memorable. This approach shows that printed literature
can coexist with digital interactivity, giving readers richer experiences while keeping the
physical book relevant in the digital age.

Future research should focus on developing comprehensive methodological guide-
lines for integrating innovative design and technological solutions into the creation of
literary and artistic publications, taking into account genre specifics and contemporary
printing capabilities.

Conclusion. The analysis of the modern book publishing process with respect to the
application of innovative technologies indicates that digital transformation goes beyond
the simple shift to electronic formats. It requires a rethinking of the very structure of
printed publications, achieved through the integration of visual, multimedia, and user-
familiar behavioral codes.

Theoretical findings suggest that technologies such as QR codes, augmented rea-
lity (AR), user interface-oriented layout approaches, and the use of visual language
can significantly transform the reading experience, turning it from passive observation
into active, interactive engagement. The selection of specific technological solutions
should be guided by the genre of the work, the characteristics of the target audience, the
objectives of the publication, and its aesthetic parameters. For instance, in psychological
drama and philosophical prose, the inclusion of QR codes and AR elements can provide
access to the author’s comments and audio fragments, enriching the interpretive depth
of the text. In children’s literature for middle and high school readers, interactive games,
AR character animations, and gamified elements can increase engagement and sustain
interest. Science fiction benefits from AR technologies that visualize complex narratives,
technological descriptions, and scientific data, enhancing the reader’s understanding and
immersion. In autofiction, QR codes or AR elements incorporating handwritten notes,
audio memories, or short video clips can intensify the sense of personal presence and
emotional connection with the author.
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Cmammio npuceadeno ananizy 0coonueocmelt 3acmocy8anHs iHHOBAYIIHUX YUPpo-
BUX MEXHON02IU Y OQOPMIEHHT TTMepamypHo-Xy00lCHIX 6udans. 30ilUCHEHO KOMNIEKC-
He Q0CNIONCEHHS CYYACHO20 CMAHY KHUL0GUOAGHUYOT 2any3i 3 aKYeHMOM HA Yugppoesy
mparcghopmayiro, wo 3MIHIOE Mpaouyiini nioxoou 00 OU3AUHY, 6ePCMKU MA 83AEMOOLT
yumava 3 OPyKo8aHum npooykmom. Bemanoeneno, wo 6nposadiceniiss yugposux mex-
HONOZIU Y KHUJICKOGE OGQOPMIEHHS He 00MedNCYEmbCs eNeKmpOHHUMU Gopmamami,
a nepedbauae nepeocMUCIeHHs CmpyKmypu OpyKogaHo2o Mediymy yepes inmezpayiio
MYTbMUMEOTUHUX, THMEPAKMUSHUX ThA NOBEOTHKOGUX KOOI8, 3HALLOMUX CYUACHOMY KOPUC-
myeauesi. Ilpoananizoearno nomenyian mexuonozii QR-kodis, 0onosuenoi peanrbHocmi
(AR), eetimicpivayii ma Ul-opicumosanoi eéepcmxu y ¢hopmyeanti H06oi akocmi duma-
YbK020 00CBI0Y — 8i0 CNO2IAIAILHO2O 00 IHMEPAKMueHo2o0. Busnauero, wo ubip mex-
HOJLOCIYHUX PIUEHb 3a1edCUmsb 8i0 JHCAHpoBoi cneyudhiku meopy, yinboeoi ayoumopii,
ecmemuyHUx napamempie ma GUOAsHUYUX 3a80ams. Hasedeno npuxinadu 0oyinbHo2o
3ACmMOocy8anHs IHHO8ayill 3a scanpamu: AR-enemenmu y nHaykositi hanmacmuyi ma Ki-
bepnanky 0ns izyanizayii mexnonoziunux onucie; QR-koou ma AR-animayii y oumsuiti
aimepamypi 05 3aIyYeHHs Yumada;, mMeOumayitini ayoioppasmenmu y ncuxono2iutiil
npo3si; AR-cnoeaou ma sideoppacmenmu ¢ agmopixuiH.

3pobneno 6uUCHOBOK, WO BNPOBAOICEHHS THHOBAYIUHUX OUSAUHEPCHKUX | MEXHON0-
2IYHUX pileHb 003805€ chopmysamu HOBY (hopMy YuUmaybKoi 83aEmo0ii, y sAKitl OpyKo-
BAHA KHU2A CMAE NPOOOBIHCEHHAM YUPDPOBO20 00CBIY Kopucmysaua, 30epicarouu enuou-
HY, CIMPYKMYpY ma a8mopcvKy YinicHicms OpyKogano2o cnosa. OKpecieno nepcnekmusu
ROOANBULUX OOCTIONCEHD, CAPAMOBAHUX HA POPOOKY MEMOOUUHUX PEKOMEHOAYIl U000
iHme2payii maxKux mexHono2iu y UOaAsHUYy NPaxKmuKy.

Kniouosi cnoea: yugposi mexuonozii; ogopmienHs nimepamypHo-xy00dCHIX Gu-
O0aHb,; 00noeHena peanvricns, QR-k00, ceimigikayis,; iHmepakmurull OU3atiH, 6epCmKa.
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