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I'OMEJIb

The article examines the hackathon as a form of organizing students' project activities.
Using the example of a student team's participation in the open competition of innovative
solutions TheHackathon Gomel.

A hackathon is an intensive for participants aimed at solving practical prob-
lems and developing innovative solutions for business. In modern educational and
corporate practice, this format is characterized by the following features: a limited
time frame (usually from 24 to 72 hours), team work, the presence of a real cus-
tomer or business case, and a public presentation of results to an expert commission.

The contest task is a practical assignment directly related to the main activities of
the company providing the task for development. It is aimed at finding innovative
solutions that can later be integrated into the company's business. An innovative solu-
tion is defined as a project prepared by hackathon participants, representing the ful-
fillment of the proposed task and the optimal solution to the stated problem.

The goal of the hackathon is to find innovative solutions for business and de-
velop the innovative entrepreneurial potential of young people. Accordingly, the
tasks of the hackathon are:

— increasing the innovative activity of young people in various directions us-
ing modern technologies;
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— stimulating young people to develop and nurture project initiatives;

— attracting hackathon participants to collaborate with the partner company.

TheHackathon Gomel was held as part of the implementation of the
Roadmap for Cooperation between the Ministry of Education of the Republic of
Belarus and the High-Tech Park on the basis of Gomel State University named
after Francisk Skorina. The organizers were:

— International Telecommunication Union;

— GSU named after F. Skorina;

— Zborka Labs startup laboratory;

— youth entrepreneurial community StartUp Space GSU.

The general partners of the hackathon were Belorusneft company and Belag-
roprombank. The competition brought together students from 6 universities and 3
colleges from Gomel, Brest, and Minsk. A total of 71 applications were submit-
ted, and 14 teams (62 participants) made it to the final. The program included
mentoring sessions, trainings, and lectures by experts.

Belorusneft company is one of the key players in the fuel retail market with a
developed network of gas stations, electric charging stations, mini-markets, and
cafes. At the time of the hackathon, Belorusneft had several mobile applications
that functioned autonomously [1].

The existing mobile applications at the time the task was set were not con-
nected to each other in any way and operated with separate approaches to client
authorization and independent databases. As a result, users are often unaware that
all the listed services and brands belong to one company.

The participants had to propose a strategy for developing the company's mo-
bile services (applications) as a single ecosystem for clients in such a way that the
maximum number of existing and potential services that could be launched in the
future (including gas stations, electric charging stations, stores, marketplace,
cafes, car washes, service stations, etc.) in both B2C and B2B segments worked
with maximum synergistic effect.

The task execution plan included the following stages:

A. Study the functionality of Belorusneft's existing mobile applications.

B. Analyze the approaches of large diversified companies in various markets
to the functionality and separation of mobile applications and services, including
by customer categories (present the information in a convenient format for per-
ception, use of a template was allowed).

C. Analyze user path scenarios of clients in the mobile application(s): what
need the client enters with, what actions they perform, what functions they ulti-
mately use. Present the most effective client path maps depending on their roles.

D. Develop a strategy for developing the company's mobile applications, in-
dicating the necessary number of applications in terms of their goals and reasoned
justification of the decision.
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E. Design a prototype(s) of the solution interface: schematically present the
main screens of the application(s), primarily the most atypical/non-standard ones
(including the main screen, service object card, user account, object map, etc.).

F. Identify additional revenue points within the proposed solution and justify
them.

G. Prepare a presentation.

The evaluation of the final presentations was carried out by an expert com-
mission according to the following criteria:

— depth of elaboration and innovativeness of the concept;

— quality of user experience (UX/UI) design;

— reasoned justification of the solution;

— presence of synergistic effect;

— quality of presentation and material delivery.

Using the example of the Psyho Al team, let's consider how the hackathon
went and what the participants did.

The team completed Belorusneft's contest task: studied the existing mobile
applications, analyzed the approaches of large companies to building ecosystems,
modeled user scenarios. Based on this, the participants developed a strategy to
unite all services into a single super-app, designed interface prototypes, identified
additional revenue points, and prepared a presentation [2].

During the work process, the team interacted with mentors, whose consulta-
tions concerned the principles of user interface design, functional features that
increase product usability, as well as an in-depth study of the business specifics of
Belorusneft company. As a result of the defense, the Psyho Al team received a
special prize from OJSC Belagroprombank.

Participation in the hackathon allowed the student team to solve several tasks
that go beyond the traditional educational process. First, working with a real
business case: Belorusneft's task was not an abstract educational exercise, but a
practical problem directly related to the company's activities and aimed at finding
innovative solutions that could potentially be integrated into the business. Second,
forming systemic thinking: developing a strategy for the development of a mobile
services ecosystem required analyzing existing applications, studying market ana-
logs, modeling user scenarios, and calculating the synergistic effect. Third, inter-
disciplinary interaction: the team was formed from students who met at prelimi-
nary events, which models the real project logic of searching for partners. Fourth,
communication with industry experts: mentoring sessions provided access to ap-
plied knowledge in UX/UI, marketing, and fuel retail specifics. Fifth, develop-
ment of presentation competencies: defending the project before an expert com-
mission that included top management of the partner company required strict
argumentation and conciseness.

Thus, the hackathon serves as an effective form of stimulating the innovative
activity of young people, developing project initiatives, and attracting students to
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collaboration with real companies. The experience of the Psyho Al team confirms
that the regular inclusion of such formats in the ecosystem of higher education
institutions contributes to the development of the innovative entrepreneurial po-
tential of young people and strengthening ties between universities and the real
economic sector.
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AKYCTHYECKHUE TAPAMETPBI CIEIIMAJIN3UPOBAHHBIX
HOMEIIEHUI B CTPYKTYPE COBPEMEHHOI KOHCEPBATOPUH

Tema akyCTHKH B CIIELMATU3UPOBAHHBIX YUEOHBIX ayAUTOPHSIX CETOIHs KaK HHKOIZA
aKTyaJlbHa. DTO CBA3aHO HE MPOCTO C JKEJIaHUEM IOCTPOUTh KPaCHBOE 3/1aHue, a ¢ GyHna-
MEHTaJIbHBIMH W3MEHEHUSMH B MY3bIKQJIbHOM OOpa30BaHUM, TEXHOJIOTHSAX M MOHUMaHUU
[ICUXOJIOTHH TBOpPYECTBA. AKTYaJbHOCTh IMOATBEP)KAACTCS HENABHUMH MaclITaOHBIMH
MIPOEKTaMHU ¥ TIOSBIEHHEM HOBBIX MEXIyHaponHelx cranmaproB (ISO 3744:2010, ISO
3741:2010) [3].

KitoueBsie (hakTophl, onpeeNsiomue akTyallbHOCTh aKyCTUKHA B HACTOAIIEE
BpeMs:

— CTUpaHHE TPAHUIl MKy yIe00i U CIIEHOH (TeXHOJIOTHH TIepEMEHHON aKy-
ctuku). Camast sipkasi TSHACHIS MOCICTHUX JIET — BHEIPCHUE CUCTEM TIEPEMEH-
HOW aKyCTHKH B PSAIOBBIC YIeOHBIC KIIACCHI;

— MOSIBJIEHUE CIELMATIN3UPOBAHHBIX CTAH/IAPTOB;

— MOKAUCHUILTUHAPHOCTH W HOBBIC TEXHOJIOTHHU (MEIHa-I1ab0paTopun);

— aKyCTHKa Kak ()aKkTop 37A0pOBbs. B KOHCepBaTOpHH COCPEIOTOYCHBI HCTOY-
HUKHM OYEHb IPOMKOrO 3ByKa. [110Xas 3ByKOM3OMISLMA MEXKAY KIacCaMU — 3TO HE
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