BHCHOBKH. AITOPUTMHU € HEB1JI'EMHOIO YaCTUHOIO MPOTpaMyBaHHs 1 0araTb0X MPUKIAAHUX cep
TISTTBHOCTI, 1X eQeKTHBHA peajizallis Bilirpae KJIOYOBY pOJIb Y CTBOPEHHI HAIIHHOTO MPOIYKTY.
[TpakTU4HI TPUKITAIN Ta PE3YIbTATH TECTYBAHHS MOKA3yIOTh, 110 OMH 1 TOW CaMH aJrOPUTM MOXKE
OyTH peaizoBaHHMK PI3HUMHU CIIOCO0aMU 3 Pi3HOIO €(PEKTHUBHICTIO, IO OOYMOBIIFOE HEOOXITHICTh BH-
00py ONTHUMAJIBHOTO DPILICHHA Ui KOHKPETHUX yMOB. [IpaBuiibHE BUKOPUCTAHHS AJITOPUTMI3aLlii €
OCHOBHUM IIIJITXOM IiABUIICHHS €()eKTUBHOCTI MPOTPAMHOI0 KOAY Ta Horo ontumizaiiii. YacoBy edek-
TUBHICTH peaji3allii aropuTMy Ha IPOTPaMHOMY KOJIi MOKHA BU3HAUUTH 32 JOIIOMOTOI0 eMITipUYHO-
r'o TeCTyBaHHs Ta BOyJ0BaHUX 010J110TEK.

Abstract. The article discusses the basics of algorithms and their importance and application in the field of program-
ming. The article describes the key properties of algorithms that make a program code reliable and efficient. Different
methods of describing algorithms and their widespread use in modern technologies are also investigated. Examples of
algorithm implementation in the C# programming language are provided, which demonstrate the practical aspects of the
effectiveness of various algorithmic approaches through empirical testing. The article emphasises the importance of choosing
the right algorithmic structures to optimise software performance and reliability.

Keywords: algorithms, programming, data structures, tasks, resources.
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CTBOPEHHA 2D-T'PHU Y CTHJII IIIKCEJIB-APT

L C. [libposa, O. B. 3enincvka

Anomayis. JlocnimkeHHs GpoKycyeTbcst Ha IPOLECi CTBOPEHHS MIKCEJILHOT apT-TPU 3 BAKOPUCTAHHSM ITPOBOTO PYILis
Unity. ¥ cTarTi npoaHaixi30BaHO OCHOBHI €Tammy Po3pOOKH, BKIIIOUTO 3 MiATOTOBKOIO TpadidHUX pecypcCiB, iHTETpAIli€r0
aHiMallii, HalaTyBaHHAM irpOBOT MEXaHIKH Ta CTBOPEHHSIM KOPHCTYBalbKoro inrepdeiicy. [linkpeciaroeTbes BaxInBicTh
JIETJILHOTO BUBUYEHHS KOXKHOTO 3 IIMX €TalliB 4epe3 1X BIUIMB Ha 3arajbHUM irpoBuil 1ocBia. Takox MpuaiiaseTbes yBara
pi3HUM iHCTpyMeHTaM, nocTynHuM B Unity, Ta iX poii y CIIpOIIeHHi porecy po3poOKH, M0 A€ 3MOTY 30CEPEANTHCS Ha
TBOPYMX aCIHEKTaX.

Kniouosi crosa: Aseprite, Unity, aHiMalis, iHTerpais, mKcenb-apT, CKPUIIT, po3po0dKa irop.

Komm’torepHa rpa — 1ie nporpame 3a0e3nedeHHs, Npu3HadeHe s 3a0e3nedeHHs irpoBoro mnpo-
uecy. Irpu MoXyTh CIIIKyBaTHCS 3 TPaBLSMHU Ta CHIBIIpALlOBaTH 3 HUMU. B irpoBoMy mpoiieci BUKO-
PHUCTOBYIOTHCSL PI3HOMAHITHI IPUCTPOi BBEJICHHS, 30KpeMa KOMIT I0TepHi MUILI, KJIaBiaTypu, KaMepu
Ta JpKOUCTUKH. CTBOPEHHS B1I€OTPU HIYMM HE BIJIPI3HAETHCS Bl CTBOPEHHS OY/b-SIKOTO 1HILIOTO MTPOT-
paMHOTO MPOIYKTY. Jlo KOMaHAM BXOJATH MPOTPAaMIiCTH, MEHEJDKEpPH, TU3aiiHepH, 3BYKOPEKUCEPH,
nu3aiHepu 1HTepQeiciB.

I3 po3BUTKOM irpoBOi iHAYCTpii 3 ABISINCH 1 HOBI )KaHPH: HIYTEPH, MPHUTOJHU, TOJIOBOJIOMKH,
HaBYaJIbHI, cCUMYJIsTOpH, Tu1atdopmepu, RPG, crernc Ta 6arato iHIIHX.

[TikcenbHe MUCTENTBO — 11e (hopMa LU(POBOr0 MUCTELITBA, CTBOPEHA Ha PiBHI MiKcemiB. 31e011b-
II0TO acOIliI0€ThCs 3 Tpadikoro Bigeoirop 1980-x ta 1990-x pokiB. Y Toi yac XyA0KHUKAM JTOBOJIH-
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JIOCsl BpaXOBYBaTH OOMEKEHHS ITaM’SITi Ta HU3bKY PO3/UIbHY 374aTHICTh. ChOTO/IHI MIKCETbHE MUCTEIL-
TBO TIOITYJISIPHE B Irpax 1 K 3arajJbHUIN XyA0XKHIN CTHIIb, HE3BAKAIOUN HA MOKJIMBICTH CTBOPEHHS pea-
mictuunoi 3D-rpadiku [1].

Jlyst cTBOpeHHS aHiMarlii Ta rpadiky y CTHIIl TIKCENIb-apTy 1CHY€E 0€3J114 3aCTOCYHKIB, TPOTE HaM-
nonyJsipHimmii i3 Hux — Aseprite (puc. 1).

et

Puc. 1. Jooamox Aseprite

[lepen cTBOpeHHSIM aHIMOBAHOI PacTPOBOi MOAENi HEOOXiTHO BU3HAUUTH pO3Mip monoTHa. Po3-
Mip MOJIOTHA BU3HAYAE KIJIbKICTh MIKCEB, 110 BUKOPUCTOBYIOTHCS JIJIsl MATFOBAHHS MOJIETI, 1 BIUIUBAE
Ha JIETANII3alli0 Ta SKICTh KiHIIEBOTO pe3yibTaTy. HalimommpeHimnri po3Mips MoioTHA IS MKCETBHOTO
mucrenTBa — 16x16, 32x32, 64%x64 1 128x128 mikceni. MeHIni po3MmipH, Sk-oT 16x16, 3a3Buyaii BU-
KOPHUCTOBYIOTBCS JIJISl CIIPANTIB 3 HEBEIMKOKO JETali3alli€l0, SK-OT MePCOHAX] Ta IKOHKH 31 CTapUX
8-6iTHHX irop. binkIni po3mipu (64x64 1 BUIIE) MAXOAATH IS BiIOOpaKEHHS OIBII JeTaTi30BaHUX
00’€KTIB 1 CKJIaJHUX CIICH Y CYYaCHHX IMIKCEIbHUX irpax 3 BACOKUM piBHEM JeTaiizaii [2].

Aseprite 1ae 3MOTry CTBOPIOBAaTH 200 3aBaHTa)KyBaTH BiacHi HamiTpu. OCKUIbKY MiKCETbHE MUC-
TEUTBO Ma€e OOMEXEHY KIUJIbKICTh KOJbOPIB, BUOIP MaJITPH € BaXKJIUBUM KpoKoM. IlamiTpu MOXyThb
OyTH J1y’ke OOMEKEHUMHU, TUTIOBUMH Il pETpo-irop (Hampukiazi, 1o 16 KonbopiB), abo OUIbII THYY-
KHMH JIJIs1 CY4aCHOTO MKCEIbHOTO MUCTEITBA. Aseprite Mae BOYI0BaHI ATITPH, a TAKOK MOKIIUBICTh
IMIOOPTYBaTH FOTOBI MANITPH, CTBOPEHI CHUIBHOTOIO.

[Mporpama Ha/la€ KOPUCHI IHCTPYMEHTH [Tl MATFOBAaHHS MiKceniB (Tadm. 1).

Tabauys 1
IncTpymenTH B nporpami Aseprite
Ne| IncTrpymeHt Onuc
1 |OniBenb MAJTFOBAHHS OKPEMHX IKCENiB a0o0 JiHIH
2 |[Tensenp MAJTFOBAaHHS TOBCTHX JIiHiH a00 3alIOBHEHHSI BEJHKHX 00JIacTel KOILOPOM
3 |3ammBKa 3aIOBHIOE BUOpaHy 00J1acTh 200 BeCh IIap OJHUM KOJIbOPOM
4 I'ymka BHIAJISIE TIKCeNTi 200 poOUTH iX MPO30pUMHU
5 [YapiBHa nanuyka |aBTOMAaTHYHO BHJJISIE CYMDKHI MIKCEJli OIHOTO KOJIbOPY
6 |lap CTBOPIOE Pi3Hi eJleMeHTH 300paKeHHs Ha OKpEeMHUX Iapax
7 |Kazpu CTBOpIOE OKpeMi Ka/IpH JUIs aHiMallii, 10 1a€ 3MOTy IeperyIsiaTh 1 pelaryBaTH HOCIi0OBHICT
pyxiB
8 |[TimeTka BUOUpaE Koulip 3 Oy/1b-IKOT1 TOYKH MOJOTHA JUISl TI0IAJIBIIOTO BUKOPUCTAHHS
9 [YacoBa mkana pellaryBaHHs Te PEryJIIOBaHHs KOXKHOTO KaJIpy aHiMaril
10|'panient CTBOPIOE IUIABHHUH TIepexiJl MiXk JiBoMa abo Oijiblle KOJIbOpaMu
11|06pi3anns BUIAJISIE 3alBi YaCTHHM 300pakeHHS
12|306inb11eHHs 3MiHIOE MaciTad 300paKeHHs
13|[ToBopor noBepTae 300pakeHHs: a00 BULIEHY 00J1acTh ITiJi IEBHUM KYTOM
14|KnonyBanHs Jy6iroe BUOpaHy 06J1acTh

OxpeMi IHCTPYMEHTH JIal0Th 3MOTY CTBOPIOBATH €JIEMEHTH aHiMallii, HAPHUKIIAJ], OKPEMO MaJIto-
BaTHU TLJIO 1 pyXOMI YaCTUHH (SIK-OT pyKH a00 30pOr0), 1110 3HAYHO TMOJIETIITY€E POOOTY HAJl ACTAISIMH.

Jlo Toro x Aseprite Mae Kajpu, siKi I0IOMaraloTh CTBOPIOBATH MOCIHIJOBHOCTI 300pakeHb s
maBHO1 aHiMarrii. @YHKIlIS 3aIMKICHHS J1a€ 3MOTYy CIIOCTEpIraTH aHIMaIlll0 B peaJbHOMY dYaci, 110
0COOJIMBO KOPUCHO ISl MEPIOJUUHUX aHIMalil, sIK-OT pyXd MEepCOHAXIB IMiJ Yyac Xoas0m abo Oiry.
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[Tporpama moxe excrioptyBatu aniMaiito y ¢popmari GIF, PNG abo okpemumMu kaapamu, 110 J0MO-
Marae JIETKO iHTerpyBaTH aHIMAIiiHy MOJIEIb B ITPH Ta 1HII TPOEKTH.

Unity — 6araToruiatopMoBHi iHCTPYMEHT JUIsl pO3pOO0JICHHSI BiZICOIrop Ta 3aCTOCYHKIB, 1 pyIIIiH,
Ha SIKOMY BOHH IpaIlor0Th. [HTETparis aniMmarii B irpoBuii pymrii Unity — ckiiagauid, 6araroeTanHui
mpoliec, 0 BUMAarae AeTajJbHOr0 HalallTyBaHHS IpadidHUX pecypciB Ta mapamerTpiB aHiMamii Juis
3a0e3neYeHHs] KOPEKTHOI B3aEMO/II 3 irpoBUM cepetoBuiiieM. [Iepmm KpoKoM € IMiIroTOBKa aHiMarlii
y BianoBigHomy ¢opmari: ans 2D-irop Haigacriiie BUKOpUCTOBYIOThCS hopmat PNG mist okpemux
crpaiTiB abo cripaiT-nucTiB, a Takoxk GIF miisa roroBux animarii. Unity miaTpuMye sSIK OKpeMi KaJpu
a”iMalii, Tak 1 CIpalT-IMCTH, TOMY MOXHA CTBOPIOBATH aHIMaIiiiHi mocmigoBHOCTI. [licns iMmopTy
CIpaMTIB X MOXKHa IHTETpyBaTH B aHiMamiiiHy cucremy Unity, sika BUKOPHCTOBYE KOMIIOHCHTH
Animator Ta Animation ist kepyBaHHS IOCIIOBHICTIO KaapiB [3].

Cuctema animartii Unity 6a3yeTbcs Ha KOHTposIepi Animator, SKuii BU3HA4Ya€ CTaHU Ta IEPEXOIN
MK HUMH. {151 KOXKHOT aHIMAaIlil CTBOPIOETHCSI OKPEMUI aHIMAIIHUAN KIII, [0 MICTUTh MOCIIOB-
HicTh KaapiB. KoHTposep aHniMalii kepye ii MOBEIIHKOIO B pealbHOMY Yaci Ta MOYK€ BCTAHOBJIFOBATH
YMOBH TEPEMHUKAHHS MK PI3HUMH CTaHAMH, HAIPUKJIIAJ, Y pa3i 3MiHH IIBUIKOCTI pyXy MepCOHaXa
a00 IHIIKUX TTapaMeTpiB.

BaxxmBuM eramnoM iHTerpamii € HaJllalTyBaHHS IMapaMeTpiB aHiMallii, SK-OT MIBUAKICTh BIATBO-
PEHHSI, TIABHICTh MEPEXO/IiB MIXK CTAHAMH Ta CUHXPOHI3aIlis 3 IHIIUMH iIrpOBUMHU 00’ €KTaMu. 3HAUY-
00 OCOOJIMBICTIO € MOKITUBICTD 3AITMKIIFOBATH aHIMAIIIFO JJIsI TIOBTOPIOBAHUX JIiM, SIK-OT X0Ah0a, Oir,
ataka touio. Unity fae 3MOTry peryJoBaTH TPUBAIICTh KOXKHOTO KaJIpy aHiMalii 1js JOCATHEHHSI He-
00XiHOT TUTABHOCTI PyXY.

BaxxmuBHM KpOKOM € oprasizaiiisi irpoBUX €JIEMEHTIB 3a JOIMOMOTOI0 CUCTEMH TETiB Ta IIapiB.
Teru momomararoTh MBUAKO iIEHTUIKYBAaTH 00’ €KTH Ta B3AEMOMISITHA 3 HUMH 32 JJOTIOMOTOI0 CKPHII-
TiB. HatomicTh mapu nonoMararoTh CTPYKTYypyBaTH 00’€KTH Ha PI3HUX PIBHSX 1 KOHTPOJIOBATH iX
B3aeMoito [4]. Lle BaxIMBO sl HAJIAIITYBAHHS KOJIAHACPHUX CHCTEM 1 (D I3HYHUX B3a€MO/IIH, 8 TAKOXK
ISl 3pY4YHOT poOO0TH 3 aHiMarliero. Hanpukinas, mapu MokKHa BUKOPUCTOBYBATH ISl PO3IICHHS ITep-
COHaXIB, CHapsI/IiB 1 JEKOPATUBHUX €JIEMEHTIB, 1110 TIOJIETIIYE iX HE3aJIeKHE PeIaryBaHHs Ta B3a€MO-
niro (puc. 2).

1 Main Camera
Global Light 2D

A Background_GFX

1) Ground_GFX

Puc. 2. O6’exmu ma enemenmu epu

[[{o6 006’ exTH KOPEKTHO B3aEMOJIISUTH, BAXKIIMBO J10aBaTh Konanaepu. Konalaepu — e criemianbHi
KOMITOHEHTH, SIKi BU3HAYalOTh 30HY 3ITKHEHHS M 00’ektamu. Konaiinepu Marots ¢popMy KOpoOOK,
cdep abo Karcysn 1 BAKOPUCTOBYIOTHCS JIJIsl TOTO, 1100 3a0€3MeYnTH MPaBUIBHY PEAKITiI0 00’ €KTIB i
yac 3iTKHEHHs. Di31YyH1 BIAaCTUBOCTI, AK-OT IpaBiTallis 1 TePTA, TAKOXX MOXKYTh OyTH BUKOPHCTaH1 IS
HaJAIITYBaHHS TPH IS TOCATHEHHS OKaHOTO PIBHS peaiizMy.

HanamryBanss pyxy nepcoHa)xka BUMarae peaiisallii pi3HUX TUIIB pyXiB — X001, Oiry, cTpuo-
KiB 1 T. iH. Unity BUKopucTOBye (hizuuHi KoMmoHeHTH, sk-0T Rigidbody, 1o Biamosinae 3a cumysiiio
(bi3uKy, 1 CKPUNTH, SKi KOHTPOJIIOIOTH BBEJCHHS JaHUX TpaBiieM (puc. 3).

t.GetKey(KeyCode.A))
transform.position += transform.right * -speed * Time.deltaTime;

t.GetKey(KeyCode.D))

transform.position -= transform.right * -speed * Time.deltaTime;

Puc. 3. Ckpunm 0ns pyxy nepconadica 3a HamuCKaHHAM 6i0ON0BIOHUX K1a8iul
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AHaJOTYHO MO’KHA HaJIAIITYBATH 1HIII KHOIKHU JUIA PyXy IEepCOHa)ka, TAaKOX JJIsl PyXy MOXKHA
3aCTOCOBYBATH BiAMOBIIHY aHIMAIliI0, CTPHOOK, PyX, IpUCiAaHHs TOIIO (pHC. 4).

Puc. 4. Pyx nepconasica no x, y

MexaHika pyXy 4acTO BUKOPHCTOBYE aHIMaIlito It 3a0€31eYeHHs IIaBHUX TIEPEX0/IiB MiX Pi3-
HUMHM CTaHaMU pyXy nepcoHaxa. CreniaabHi alropuTMU Ta METOIU MOKYTh BUKOPUCTOBYBATHUCS IS
JOCSATHEHHS IPUPOIHOCTI Ta PEATiICTHYHOCT] Y B3a€EMO/IIT IEPCOHAXa 3 HABKOJIMIITHIM CEpPEOBHIIEM,
BPaxOBYIOYH CKJIaHI (i3U4HI B3aEMOIIT — TePTsl, TPABITALII0 Ta 3ITKHEHH: 3 00’ ekTamu [5].

I'enepyroun nepemkoau Ta 00 €KTH B IrpOBOMY IPOCTOP1, MOKHA CTBOPIOBATH PIi3HI cLEHapii
B3a€MOJIi1 TpaBLsl 3 HABKOJIMIIHIM cepefoBuinieM. Y Unity 1ieif mpoliec mojsrae y CTBOPEHHi crieriaib-
HUX cKpunTiB. L1 ckpunTH BiIMOBIAAIOTH 3a MOSIBY 00’ €KTIB y IEBHUH Yac 1 B IEBHUX MICLAX HA Irpo-
BOMY IOJi.

Banu BUKOPHCTOBYIOTBHCS JUTs BiTOOpasKeHHsI TOCATHEHB Ta Mporpecy rpasis. Lleit koMmoHeHT
Bi3yaJIbHO 1H()OPMYE€ I'paBIliB PO HAKOMHUYEHI Oajlu Ta JoroMarae MOTUBYBATH 1 3aJIydaTH iX /10 TpU.
Peanizartis Score Ul Bximrodae kacToMizarlito eJieMeHTIiB iHTepdelicy, SK-0T TeKCTOBI MOJIS JJIs Bij00-
pakeHHsI OaJliB Ta MEXaH13MH U1l OHOBJIEHHs 1H(opMaIlii B peKuMi peallbHOro Jacy.

Tax MOXHa OTpUMAaTH MOBHICTIO (YHKI[IOHYIOUY TPY 3 PyXOM IEpCOHa)Ka, MpoTe JUIsl OLIBIIOro
(byHKILI0HATy MOKHA JIOJATH CKPHIIT JJISi CHCTEMH JUIs YIIPABIIIHHS 30POB’SIM [IEPCOHAXkA.

AudioManager — ympaBiiHHA 3BYKOBHUMH e(eKkTaMd Ta My3HKOI0. JIy)Ke BaXIUBUM €
GameManager — 3aranbpHe ynpaBIiHHS IFPOBUM MIPOLIecOM (30epeKeHHS MPOrpecy, epe3amycK rpH).
UlManager moxxe cityryBaTH 3a yIpaBiiHHs iHTepdeiicom kopuctyBada. KepyBanHs BciMa aHIMalliiMu
Moxe 30epiratu AnimationController, a nis Guteiioro peanizmy MOKHa CTBOPUTH INTYYHHH 1HTeE-
JIKT JIJ7Isl BOPOTIB Ta MEXaHiKy 30MpaHHs npeamerTis [6].

Tomy cTBOpeHHS MiKceIbHUX irop Ha maTgopmi Unity € 4y10BOIO MOXKIIMBICTIO JUIsl pO3pOOHU-
KiB, Kl XOUyTbh ITO€THATH KJIACUYHY €CTETUKY 3 CYYaCHUMU TeXHOJIOT1sIMU. [likcenbHe MUCTENTBO, SIK
CTHJIb, BUPI3HSAETHCS CBOEIO MMPOCTOTOIO TA €MOIIIMHICTIO, 1110 JIa€ 3MOT'Y CTBOPIOBATH YHIKaJIbHI Bi3y-
aJbHI CBITH, Kl COpUHMalOThCs TpaBLeM 3 HocTanbriero. Unity 3aBASKH CBOI IHYYKOCTI Ta HOTYX-
HOMY 1IHCTPYMEHTapit0 pOOUTH PO3POOKY MIKCEIbHUX IrOp TOCTYITHUM.

Abstract. The research focuses on the process of creating a pixel art game using the Unity game engine. The article
analyzes the main stages of development, including the preparation of graphic resources, animation integration, game me-
chanics configuration, and user interface creation. It emphasizes the importance of thoroughly studying each of these stages
due to their impact on the overall gaming experience. Attention is also given to the various tools available in Unity and
their role in simplifying the development process, allowing for a greater focus on creative aspects.

Keywords: Aseprite, Unity, animation, integration, pixel art, script, game development.
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BUKJIMKHU TA OBMEXEHHS 111 YAC BITPOBA/I’KEHHA AGILE
B IT-ITIPOEKTAX

0. O. Kpyyw, B. FO. Bacunenxko

Anomayia. Y monaHiil CTaTTi pO3TIIIAIOTECS BUKJIMKHA Ta OOMEXCHHS BIPOBAHKEHHS MeTooiorii Agile B ympas-
nigHi [T-poexTamu. BuminseTbes BaXXIUBICTh THYYKHX IMiAXOIB AJS MOKPAIICHHAS aIallTUBHOCTI OpraHi3allii, miaBu-
IICHHS SIKOCTI MIPOAYKTIB Ta €(PEKTUBHOI B3a€MO/II1 3 KIIi€HTaMU. ABTOPH aHAJI3yIOTh OCHOBHI TPYIHOIII, 30KpeMa CyTIpo-
THUB 3MiHAM Ha PIiBHI Oprasi3ailii, HEUIiTKICTh BUMOT, CKJAIHOII 3 MPOTHO3YBaHHIM PECYpCIB Ta BapTOCTi, a TaKOK
pobiieMu y BUMipIOBaHHI nporpecy. Takoxk MPUAIIETHCS yBara METOaM TOOIaHHS [UX MEePEIIKO/, SK-OT HaBYaHHS
NepCcoHay, 3aTy4eHHs] 3aMOBHHKIB Ha PaHHIX eTanax Ta BIPOBaKEHHs IHCTPYMEHTIB Bi3yauizallii nporpecy. 3arajibHuil
BHUCHOBOK TOJISITAE B TOMY, 1110 Agile MOke CyTTEBO MIABUIIMTH ¢PeKTHBHICTh yrpaBiinHs [T -npoekramu, aine motpedye
perenbHOT afanTaiii 10 pealbHUX YMOB Oi3HECY Ta HaJIe)KHOT MiATOTOBKH KOMaH]I.

Kmouosi crosa: Agile, iHpopmaliiiiHi TeXHOJIOTI1, BIPOBAPKECHHS, BUKIHKH, OOMEIKCHHS.

Beryn. YV cydacHOMy CBiTI 3pocTa€ HEOOXIAHICTh y CTaHAApTU3aLii MIIXOAIB O YIpaBIiHHSI
npoekTamMu. YrpasmiHas [T-ipoekTamu 3A1HCHIOETHCS K 32 I0TTOMOTOI0 TPAJAUIIITHUX METO/IB, TaK 1
3a JIONIOMOTOI0 MiJXO0/IB, 1[0 OPIEHTOBaHI HAa poOOTY B yMOBaX BHUCOKOI HeBM3HaueHOCTi. ChOrojHi
JTOCTYITHUH MMHPOKUHA CIIEKTP METOAOJIOTIH THYYKOTO YIIPABIIiHHS MPOEKTAMH, IO BKIIFOYAE pi3HOMA-
HITHI IHCTPYMEHTH JUIs JOCSTHEHHs Lijel npoekTy. OcoOIMBO BapTO BIA3HAYMTH Cy4acHI THYUKI Me-
tonoorii Agile, 1o SKUX HaleXaTh iTEpaTUBHO-IHKPEMEHTAILHI METOIU YIpaBIiHHSI — Scrum, Lean,
Kanban, Crystal, eXtreme Programming (XP) Ta iHmIi, 1o A0NOMararmTh CTaHIApTHU3yBaTH 3HAHHS
I10/10 BUKOPUCTAHHS THYYKHUX MiaxoiB [1].

Agile metonosnoris nependayae iTepaliftHui miaxia 10 po3poOKH, aKIEHTYIOUN Ha MOCTIHHOMY
BJIOCKOHAJICHH1 Ta TICHIH criBmparil 3 kiaieaToM. OHaK, BIPOBAHKYIOYH IF0 METOOJIOTII0, Ha TIPaK-
THUII MOXHA 3ITKHYTHCS 3 IIEBHUMH TPYIHOILIIAMU Ta OOMeKeHHsIMH. barato koMmmnaHiii CTUKalOThCs 3
npoOieMaMy OpraHi3aIliftHol KyJIBTYPH, aamnTallii 10 HOBOro ¢opmaty poOOTH Ta 30BHIIIHIMHU 0OMe-
xeHHsMU [2]. Lg ctaTTss MICTUTh aHaJTi3 BUKJIMKIB Ta OOMEXEHb 1111 yac BrpoBakeHHs Agile B IT-
MPOEKTAX, & TAKOXK MEPCIIEKTUBU Ta MOKIIMBOCTI MOIOJIAHHS [IUX TTPOOIIEM.

Meta nomanoi poOOTH — aHaJIi3 KIOYOBUX BUKJIHMKIB Ta 0OMEXEHb, K MOXKYTh BUHUKATH IIiJ
yac BOpoBakeHHa Metoaoorii Agile B IT-npoekrax, a Tako po3riisg MOXKIMBUX LIUISIXIB 1X MOA0-
JIaHHS.

OcHoBHui po3ain. Agile-miaxin 10 ynpaBiiHHS MPOEKTAMH € OJHIE€I0 3 HAWIOMIMPEHINIUX Ta
HaileeKTUBHILINX METOJI0JIOT1H Y pI3HUX Traly3aX CbOI'OJICHHS, OCKUIBKH BiH Ja€ 3MOT'Y OpraHi3alisiM
OIepaTUBHIIIIE aJJaNTyBaTUCS 10 3MiH, IIABUIIYBATH SKICTh KIHLIEBOTO MMPOIYKTY Ta Kpallle B3aEMOAISATH
3 KJlieHTaMu. BTiM, ONpy 4KCIIeHH] TiepeBaru, npoiec Horo BIPOBaHKEHHS He 030aBIeHUN BUKIIH-
kiB. CaMe TOMy BaXKJIMBO PETEIIBHO MIPOAHAI3yBaTH OCHOBHI MIPYOHOWi ma 00OMmex ceHHA, 3 AKUMU
MOdHCYMb 3IUWMOBXyeamuca KoMnanii nio uac nepexody na Agile.

Hacammiepen BapTo BUIUTATH CYRPOMUG 3MIHAM HA PI6HI opzaHi3zayil, 0 € OJHUM 13 HalO1Ib-
VX BUKJIMKIB TIiJ] 9ac BIpoBaKeHHsT Agile. barato mpaiiBHUKIB 3BUKIU A0 TPAAULIHHUX MOJEIeH
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