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AHOTALIS

@eoopuyk /1. O. «lHyuke ynpaeniHHs CMBOPEHHAM i2p08oi niam@opmu
«GAMEHUB»

B kBanidikauiitaiii po60Ti pO3riasHYTO TEOPETUKO-METOIUYHI OCHOBU THYYKOTO
yIpaBJliHHS Ta 0COOIMBOCTI aganTauii Agile-miaxoais 1o cnenudiku puHKy HUppoBoi
nuctpuoymii. [Ipencrasineno nuzaiin 6i3HeC-MoeNl Ta onuc miaThopMu-arperatopa
«GameHuby, cnpsmoBaHoi Ha BupimIeHHS MOpoOJeMu (QparMeHTalii IrpoBOro
KOHTEHTY Ta ONTUMI3allll CUCTEMHHUX pecypciB. PoO3INIgHYTI NpUKIaAHI acleKTu
NpoeKTy: (popMyBaHHsI OEKJIOryY, MJIAHYBAaHHS CIPHUHTIB Ta OIOJXKETY, 3aCTOCYBaHHS
ribpugHoro migxoxy Scrumban s MTIATPUMKH IHTErpaliii Ta HaJalITyBaHHS
IpOIIECiB y cUCTeMI Jira.

Kuarwuosi cioBa: Agile, Scrumban, irposa mnardopma, Product Backlog, Jira,

g poBa TUCTPUOYIIIS.

ANNOTATION

Fedorchuk D. O. «Flexible management of creating the game platform
«GAMEHUB»

The qualification paper examines the theoretical and methodological
foundations of flexible management and the adaptation of Agile approaches to the
digital distribution market. The business model design and the description of the
aggregator platform "GameHub" are presented to solve the problem of content
fragmentation and PC resource optimization. Applied aspects of the project were
considered: backlog formation, sprint scheduling and budgeting, application of the
hybrid Scrumban approach for integration support, and process configuration in the
Jira system.

Key words: Agile, Scrumban, game platform, Product Backlog, Jira, digital

distribution.



BCTYII

AKTyaJbHicTh TeMH aociaigxenHsi. CyyacHuil cBIT 1UudpoBUX po3Bar
nepexxuBae (pyHaaMeHTanbH1 3MiHU. PUHOK nucTpuOyLii Biieoirop, sSIKUi Iie 1ecaThb
POKIB TOMY 3/1aBaBCsl CTaOUIbHMM 1 MOHOJIITHUM, ChOTOIHI MEPETBOPUBCA Ha IOJIE
3aneKy10i KOHKYpeHIlii, BIIOMOT SIK «BiliHA JIayH4epiB». ['paBlii CTUKAIOTHCA 3 SIBUIIEM
undpoBoi pparMeHTallii: 1100 MorpaTu B yI00JIeH] IrpH, JOBOJUTHCS BCTAHOBIIOBATU
Ta TIOCTITHO OHOBIIIOBATH MIBAIOKUHU PI3HUX KIieHTIB (Steam, Epic Games Store,
Battle.net tomro). Ile He nuime HE3pydyHO, ajie ¥ HEEPEKTHUBHO 3 TOYKU 30Dy
BUKOPUCTaHHS peCypciB KOMIT'IOTEPA Ta COLIAIbHOT B3a€MOIII.

Cnpo6u ctBoputH eaunuil arperarop (Hanpukiaa, GOG Galaxy) noka3zanu, 1o
rOJIOBHOIO TMpoOJeMOI0 € He po3pobka camoi mporpamu, a MiATpUMKaA i
npare3natHocti. CTOpPOHHI CepBICHM TOCTIHHO 3MiHIOWTH cBOi API, 1 Tpamuriiini,
HEMOBOPOTKI MeToaAu ynpamiiHHs npoektamu (Waterfall) mpocto He BcTHramoTh 3a
uMu 3MiHaMu. KomMaHIu BUTpavyaroTh MICsIl Ha MJIaHyBaHHS OHOBJIEHB, SIKI CTAIOTh
3acCTapuUIMMHU III€ JI0 Pei3y.

Came TOMYy KpPUTMYHO BaXKJIIMUBHUM CTa€ MEpeXifi M0 THYYKHX MeTOd0JIoriii
ynpasiainua (Agile). Ilpoextr «GameHuby», mo posrismaerbess B ik poOOTi,
IIPOIIOHYE BUPIMICHHS MPOOIeMHU yepe3 o0y 10BY aIalTUBHOI CUCTEMH, JI€ IBUJIKICTh
peaxiiii Ta 3aJy4eHHs CIUTbHOTH CTal0Th TOJOBHUMHU KOHKYPEHTHUMHM TE€pEeBaramm.
Tema € akTyanbHOIO, OCKUIBKH ITOETHYE BUPIIIICHHS peaIbHOT TPOOIeMU KOPUCTYBaviB
13 3aCTOCYBaHHSM MEPEIOBUX YIPABITIHCHKUX MPAKTHK.

3B’s130k po0oTH 3 HaykoBMMH nporpamamm. Ksamidikamiiina poOoTa
BUKOHAHA B paMKaX HayKOBUX JOCITIIKEeHb Kadeapu iHPopMaIiiiHOTO MEHEKMEHTY,
MareMaTtuku Ta cratucTuku YHiBepcutetry «KPOK» 3a cnemianphicTio 073
«Menemxment (OIT «Agile TexHOMIOTIT PO3pOOKH MPOrpaMHOTo 3a0e3nedcHHs») [9].

Meta i 3aBaaHHsl aocjdil:keHHss. MeToro poOoTH € po3poOka MexaHizMy
THYYKOTO YMpaBIiHHA CTBOpEHHSM matdopmu-arperaropa «GameHuby, 1o
JI03BOJIUTh ONTUMI3yBaTU MPOLEC PO3POOKHU Ta 3a0€3MEUUTH CTIHKICTh MPOAYKTY 10

3MIH 30BHIITHBOT'O CEPEIOBUIIIA.



JI1s1 JOCSITHEHHSI METU HEOOX1THO BUPIIIUTHU TaKl 3aBJAAHHSL:

1. [IpoananizyBaTu €BONIOLIIO MIAXOAIB A0 ynpaBiiHHA IT-npoektamu Ta
JOBECTH nepeBaru Agile B yMoBax HEBU3HAYEHOCT!.

2. JlocnmiaAuTH pPUHOK ITPOBHUX JIayHYEpiB, BHUSBUTU CHaOKI CTOPOHH
KOHKYPEHTIB Ta c(hOpMYITIOBaTH YHIKaJIbHY npomno3uiito GameHub.

3. [loOynyBaTi Oi3HEC-MOMENb MPOEKTY, BUKOPUCTOBYIOUM 1HCTPYMEHTHU
Lean Canvas Ta BizyanizyBaTu cTpaterito po3BuTky (Roadmap).

4, CdopmyBaTu CTPYKTYypy HNPOAYKTY Ta pO3POOUTH MPIOPUTE30BAHUMN
oexior (Product Backlog).

5. OO6rpyntyBatu BHOIp TiOpuaHoro Agile-ppeiiMBopky Ta omnucatu
IPOIIECH KOMaHIHO1 B3a€MOII.

6. Po3paxyBatu HeoOXximHI pecypcH, OIOIKET MPOEKTY Ta BU3HAYUTH
KJIIOYOB1 METPUKHU YCHIXY.

O06’exkToM nocaigxenHsi € mpouecu ynpasiiHHg [T-nmpoexramu B ymoBax
JUHAMIYHOTO PUHKOBOT'O CEPEIOBHIIIA.

IIpeamerom moc/iizkeHHsI € METOAM Ta IHCTPYMEHTU THYYKOTO YMpPaBIiHHS
(Agile) mpu cTBOpeHH1 irpoBoi miargopmu «GameHuby.

MeToau aocaigxeHHs. Y poOOTI BUKOPHCTAHO KOMIUICKC METOMIB: aHali3 ma
cunmes (11 OTPAIIOBAHHS TEOPETUUHOI 0a3n), nopisHAIbHUl ananiz (1151 BABYCHHS
KOHKYPEHTIB), Mmooeniosantns (s TOOymoBH Oi3HEC-TIPOIECIB Ta apXIiTEKTypH),
excnepmui oyinkuy (1715 TUTAaHYBaHHS OIOIDKETY).

HaykoBa HOBHM3HA TOJIATAE Y 3aITPOIIOHOBAHIN aIalITUBHIN MOJIENI yIPaBIiHHS
pO3po0OKOI0 MeTa-TuIaThOopMH, KA MOETHY€E Scrum JAjsi PO3BUTKY SApa MPOAYKTY Ta
Kanban ans miaTpuMku iHTErpairii, mo A03BoJIs€ MIHIMI3yBaTH TEXHIYHUN OOPT.

IpakTuuHe 3HayeHHs1. Po3po0neHull MIaH MPOEKTY, BKIIOYAIOYH JOPOKHIO
KapTy, OIOKET Ta OEKJIor, MOXe OyTH BHMKOPHUCTaHHU SIK OCHOBa JI 3aIyCKy

peasibHOTO cTapTamny.



PO3/ILI 1
TEOPETUKO-METO/IOJIOTTYHI 3ACAJIM THYUYKOT'O YIIPABJITHHS
IT-MPOEKTAMHA

1.1. EBoawouis Ta mNOPiBHAJIBHUI AaHAJI3 MeETOHOJIOrid PO3POOKH

NMPOrpaMHOro 3ade3nevyeHHst

Cyvacuuii napamadT 1HAYCTpli pPO3pOOKKM MPOrpaMHOro 3a0e3MeueHHs
(Software Engineering) xapakTepu3yeTbCs BHCOKHM PIBHEM HEBH3HAYCHOCTI Ta
JTMHAMIKOIO 3MiH BUMOT. [IpO€KT — 11€ AISIBHICTH, 3a K0T MaTepiaibHi, (PIHAHCOBI Ta
JIOACHKI PeCcypcH OpPTaHi30BaHO HOBATOPCHKHUM IUISIXOM JIJISl BAKOHAHHS YHIKAJIBHOT
poboTH Tpu OOMEXKEHH1 y Yaci Ta BUTpaTax, 00 JOCATTH TO3UTUBHUX 3MiH,
BU3HAUCHUX KUIBKICHUMU Ta sIKICHUMH mapamerpamu [14]. Bubip mnpaBuiabHOI
METOJI0JIOT1T YIIPaBIiHHS CTA€E KPUTUYHUM (HaKTOPOM YCHiXY, OCOOJIMBO KOIH WIEThCS
PO CTBOPCHHSI CKJIAJIHUX IHTErpaliiHuX miatdopm, Takux sk «GameHuby [1].

[cTopr4HO NEPIIO0 CUCTEMHOIO CIIPOOOI0 BIOPSAKYBATH Xa0C PO3POOKH cTana
kackagHa mojens (Waterfall model), sixa mominyBana B iHAYCTpii IPOTITOM OCTaHHIX
necatuwiith XX cromiTra. Llg Momens 0asyeThcsi Ha TOCHIOBHOMY, JIHIHHOMY
BUKOHAHHI €TaIliB >KUTTEBOrO IMKIY: B aHami3y BHMOT JI0 IPOEKTYBaHHS,
KOJYBaHHs, TECTYBaHHsI Ta BIpoBakeHHs. KokHa HacTynmHa (a3a po3MOYUHAETHCS
BUKJIFOUHO TIICAS TIOBHOTO 3aBEpIIEHHS Ta JOKYMEHTAJIbHOTO 3aTBEpKCHHS
MONEPEAHBO1.

Y  KOHTEKCTI BENUKUX I1HOPACTPYKTYpHUX TPOEKTIB  (OymiBHHUIITBO,
aBiaOynyBannsa) Waterfall nemoHCTpy€e CBOIO €pEKTUBHICTH 3aBISKH YITKIM CTPYKTYpi
Ta repeadadyBaHocTi OrokeTy. IIpore, mpu nmepeHeceHH1 i€l MoeN Ha PO3poOKy
KopucTyBambkoro I3 BusBwimcs 11 KPUTHYHI HETONIKH, BIIOMI SK «KpH3a
MporpaMHOro 3abe3mnedeHHs». [ 0l0BHA mpolOiieMa MONIATAE Y TaK 3BAHOMY «E(eKTi
TYHEITI0»: 3aMOBHUK 1 pO3pOOHHUKH (PIKCYIOTH BUMOTH Ha CTapTi, 1 KOMaH/1a 3HUKAE B
«TyHEN» po3po0KH Ha KibKa MicsiiB. Ko % mpoayKT BUXOIUTH Ha CBITIO (eTam
penizy), 4acTO BHSBISETHCS, 110 PUHKOBA CHUTyaIlls 3MIHWIAcsA, a00 IMOYaTKOBI

rinoTe3u Oyiau XUOHUMHU.



9
Hns  npoekty «GameHub» BHUKOpuCTaHHS  KackagHOI MOJENl Hece

Henpunyctumi pusuku. Crnenndika arperatopa irop Hojsrae y 3ajeHoCT1 BiJl TPETIX
ctopiH (Steam, Epic Games). ko mix yac ¢a3u npoekTyBanHs, sika y Waterfall moxxe
TPUBATU MiCsllb, KOMIaHisi Valve 3MIHUTh TPOTOKOJ aBTOpHU3allii, BCE HAIKUCAHE
TEXHIYHE 3aBJaHHSI CTaHE HEaKTyaJbHUM 1€ 1O I[I0YaTKy HAMHUCaHHSI KOMY.
BumnpaBneHHss Takoi MOMMJIKM Ha MI3HIX €Tanax Yy KacKaJHli Mojeni KOUTye
€KCTIOHEHI[IaIbHO JOPOTO.

BiamoBigaio Ha 11 BUKIMKH CTajla IMOsBa THYYKUX MeTonosorii (Agile).
OodiuiiiHuM HapoPKEHHSIM 1BOT0 Hampsmy BBaxaeTbcsi 2001 pik, xomu Oyno
chopmynboBaHo «Agile Manifesto» [10]. Lle He mpocto HaOip IHCTPYKIiK, a 3MiHA
CBITOTJISATY, IO 0a3yE€ThCS HA YOTUPHOX IIHHOCTAX:

1. Jlronn Ta B3aeMOAIS Ba)UIMBIIII 3a MPOLIECH Ta IHCTPYMEHTH. YCHiX
GameHub 3anexxuTh He Bl JOPOroro coTy AJA TPEKIHTY 3ajay, a Bil KOMYHIKaIii
MDK po3pOOHHMKAMU Si7[pa Ta CIUILHOTORO, IO MHIIIE MJIaTriHH.

2. [Iparrorouoro MpoOAYKTY BaXIMBIIII 3a BHYEPIIHY JOKYMEHTAITIIO.
KopuctyBauy He 11ikaBa apXiTEKTypHa CXeMa arperatopa, ioMy Ba)JIHBO, 1100 KHOIIKa
«['patu» mpairoBana TyT 1 3apas.

3. CriBrparis 13 3aMOBHHUKOM Ba)KJIMBIIIA 32 Y3rOIKCHHS YMOB KOHTPAKTY.
VY Hamomy BHIAJIKy 3aMOBHMKOM BHCTYIIA€ CITUIBHOTA TeWMepiB, YMi BIATYKHU
(GhOpPMYIOTh BEKTOP PO3BUTKY.

4, ['0TOBHICTH 10 3MiH Ba)kJIMBIIIIa 3a cligyBaHHs mwiany [12]. Lle karodgoBmii
TIPUHITAT 17151 BIPKMBAHHS B YMOBaX «BIHHU JTAyHUYEPiBY.

CyTtHicTs Agile momnsirae B iTepaTUBHO-1HKPEMEHTAIBHOMY T1IXO/I.

. Imepamueénicme 03Ha4ae poO3OUTTA MpoleCcy Ha KOPOTKI IMKIU
(cipuHTH), 10 AO3BOJISE PETYISIPHO 3BIPATH KypC 13 pEaIbHICTIO.

. Inkpemenmanvricms 03Ha4aE, U0 B KiHII KOKHOTO IIUKITY MU OTPUMYEMO
He HamiBabpuKkar, a TOTOBUH O BUKOPUCTAHHS IMMATOK MPoayKTy (Increment).

Takum umHOM, mepexim Bim Waterfall no Agile (puc 1.1) — e mepexin Bifg
CripoOu mepeadauynT ManOyTHE 10 3/IaTHOCTI IIBUKO adanTyBaTHCs 10 Hboro. [
GameHub 1ne o3Hauae MOXIUBICTh BUITYCKAaTH OHOBJICHHS IIOTH)KHSA, pearylody Ha

3MIHU B I'POBIN 1HAYCTPli MUTTEBO.
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WATERFALL AGILE

Feedback
Loop

Linear, Sequential Flow lterative, Cyclical Flow

Pucynox 1.1 — lopisuanvha xapaxmepucmuxa Waterfall ma Agile

icepeno: po3pobneno asmopom.

1.2. Cnemudika npoayKTOBOIr0 MeEHEIKMEHTY B IiHAYCTpii mudpoBoi

AUCTPUOY Il

PunOK Bifeoirop Ta CymyTHBOTO MPOTPAMHOTO 3a0€3MEUYCHHS € YHIKaJbHUM
CEpEIOBHIIEM, SKE JUKTYE CBOI KOPCTKI YMOBH IIJII MEHEKMEHTY mpoekTiB. 11106
3p0o3yMiTH, fAK e(ekTUBHO ympaBisiTH cTBOpeHHsM GameHub, HeoOximHO
MpOaHai3yBaTh KOHTEKCT Tak 3BaHOi «Biitnu Jlaynuepin» (Launcher Wars).

e 10-12 pokiB Tomy punHok IIK-reiiminry OyB (hakTHYHO MOHOIIOTi30BaHHIA
cepBicom Steam. OxHak, Oa’kaHHSA BUJIABIIIB MaKCUMI3yBaTH NMPUOYTKH MPU3BENIO 10
nmosiBu BiacHUX ekocucteM: crodatky Origin (EA) Ta Uplay (Ubisoft), 3romom
Battle.net (Blizzard) Ta arpecuBnuii rpasens Epic Games Store.

Ile crBOpmiio siBumie (parMeHTallii KopucTyBaibkoro mocBiny. CydacHwmii
reiimep 3mymieHui omepyBatu 5-7 pizHuMH KiieHTamu. lle mopomxkye cnerudivni
BUMOTH JI0 TIPOJYKTYy-arperaropa, siki MeHe[)Kep MPOEKTY MOBUHEH BpaxyBaTH:

1. TexHosoriyHa 3ajeXHICTh Ta ympaBiiHHS pusukamu. GameHub — ue
rnapasuTapHa CHUCTeMa B XOPOIIOMY CEHCl 1boro ciioBa. Bona Oyayerbest "moBepx"

iIcHyrouux Iiatrgopm. Ane i miatopMu HE 3aBXKIW 3allIKaBIEHI Yy CIIBIIpalll.
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VYrpaBiiHHS TaKUM MPOEKTOM Harajye rpy B KIIIKM-MUIIKU: K TUlbkU Epic Games

OHOBIIO€ 3axucT API, iHTerpanisa «BiaBaItOETHC.
. Bumoea 0o menedscmenmy. nponecu MaroTh OyTH HalallITOBaH1 HA

Adaptive Maintenance (aganTuBHY MIATPUMKY). Y O€KIJIO31 3aBXKIU Mae OyTH

3ape3epBoBanuii pecypc (buffer) Ha TepmiHOBI XOT(]IKCH, SIKI HEMOKIHBO

3aruIaHyBaTH 3a3/1aJIeTi/lb.

2. BumornusicTs ayautopii go npoxayktuBHOCTI (Performance Anxiety).
[inboBa aynurTopis NpoAYyKTYy — reiimepu. Lle TexHIYHO TpaMOTHI JIOAM, SKi
IHBECTYIOTh KOIIITH B «3aJ1i30» 3apaau Bucokoro FPS (kampiB B cexyHny). byab-sikuii
dboHoBuii mpornec, mo crnoxuBae 3aiiBi 100 Mb oneparuBHoi mam'sti abo 5%
npolecopa, CIpUMAETHCS TK BOPOKU.

. Bumoea 0o menedscmenmy: npiopumem He@yHKYIOHANbHUX 8UMO2

(Non-functional requirements). 3a0aui 3 onmumizayii K00y ma peghaxkmopuney

6 GameHub maromv maxuii camuii npiopumem, sk i Hogi (pynxyii. Lle 6iopizuse

yeu npoeKm 8i0 KIACU4H020 bizHec-copmy, 0e WeUOK0Ois 4acmo € BMOPUHHOIO.

3. Ponp croinbHOTH sK criBpo3poOHuka (Community-Driven Development).
AHaji3 npoBajiB KOHKYpeHTIB (30KpeMa, moBuTbHUN po3BUTOK GOG Galaxy) mokasye,
IO 3aKpHUTa KOPIOpaTHBHA MOJENb PO3pOOKH TYyT He mpaiftoe. JKoHa KOMMaHis He
MOKE€ TPUMAaTH IITAT MPOTPAMICTIB, sIKi O BiJICIIIKOBYBAIM 3MIHH B COTHSX ITPOBHX
CEPBICIB.

. Bumoea 0o mernedscmenmy: menedocep npoekmy GameHub mae
byoyeamu npoyecu He uwie OJisl GHYMPIUWHbOI KOMaHOU, a Ut OJis1 308HIUHIX

Koumpuo6 romopis (6oronmepis). Lle sumazac npo3opoi 0oKymeHmayii, Yimxux

eauonatinie onsa Pull Requests ma Kynemypu 6i0Kpumozo kooy.
1.3. O6rpynryBanns Bubopy Agile-¢ppeiimBopky aist po3pooku GameHub

Cepenl MIMPOKOTO CIEKTPY THYYKHX METOJOJOTIM I peajizamii MpOeEKTY
«GameHub» pomiabHO 00paTH HE OJWH «YHMCTUH» METOJ, a TOPUIHUM MIAXiJ, 110
MOEAHYE CUIIbHI cTopoHH Scrum Ta Kanban. Takuit BuOip 3yMOBI€HUHN PI3HOPIAHICTIO

3a7ad4, SIKi CTOSITh Mepe] KOMaH0k0.
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Scrum (puc 1.2) — ne nerkoBaroBuil (hpedMBOPK ISl CTBOPEHHS MPOAYKTIB Y

Cepe/IOBUINI 3 BUCOKOI HeBU3HadeHicTIO [15]. Bin 0a3yeThcs Ha YITKOMY pHTMI
poboTH.

. s uwoco nioxooums y GameHub: Po3pobka Snapa (Core). ILle
apxXiTeKTypa JO0JaTKy, Au3aiiH 1HTepdeiicy, cucTteMa JOKaJibHOI 0a3u JdaHUuX,
HajamtyBaHHd. L1 3amayi € mporHo30BaHUMU. MU MOKEMO OLIHUTH, CKUIbKH 4acy
3aiiMe MaJlfoBaHHSI HOBOT'O M3aiiHy 010110TeKH, 1 3arianyBatH e B CpuHT.

. Ochosni enemenmu: Poni (Scrum Master, Product Owner, Developers),
[Toxii (Planning, Daily, Review, Retro) Ta Aptedaktu (Backlog, Increment) [8].

00 e
— % H—I Increment

00 e
) Sprint —> Sprint 3 (Potentially

| w e b
eeks Shippable
T I—l l‘| ( ) Review Product)
prin
= St
Planning Sprint
Product Backlog I_m

Backlog

oo

o

Sprint
Retrospective

Pucynok 1.2 — Cxema gpetimeopry Scrum

Iicepeno: po3pobneno asmopom.

Kanban — me merox kepyBaHHs IMOTOKOM poOoTH 3 (POKYCOM Ha Bi3yalizailii,
oOMexeHHI HezaBepiieHoi poootu (WIP) ta onrumizarii yacy nukiy [2].

. s uozo nioxooums y GameHub: Tlintpumka Iarerpamiii (Integrations).
[TomoMK# 30BHINIHIX CEPBICIB CTAIOTHCA XaOTHYHO. MU HE MOXKEMO 3aIrlaHyBaTH Ha
Sprint Planning, mo «B cepemy 31amaeThcs Bxim y Steam». Konm me craerses, 11e
omokyroua mpobnema. Kanban mo3Bosisie B3STH II0 3a7ady B poOOTYy MHUTTEBO, HE
YEKal4u MOYaTKy HOBOTO CHOPUHTY, MponycTuTH ii yepe3 notik (Flow) 1 Bunmycrutu

OHOBIJICHHI.
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Takox Bapto 3ramatu XP (Extreme Programming) — 1e HaOlp iHXEHEpHUX

npaktuk [13]. s GameHub kpuTu4HO BaXKIMBUMU € Taki eaeMeHTH XP, sk:

. Continuous Integration (Cl): ABromaTnuHa 30ipKa Ta TECTyBaHHS KOIY
IpyU KOXHOMY BHeceHH1 3MiH. Lle rapanTye, 1m0 HOBUHM IJIariH He 3JaMa€ BCIO
nporpamy;

. Code Review: IlepexpecHa mepeBipka Koay JJis 3a0€3IMEUCHHS BUCOKOT
MPOJTYKTUBHOCTI Ta O€3MEKH.

OxpiM 0a30BOro omucy I1HCTPYMEHTapilo, BUOIp METOIOJOrii JIOIUIBHO
obrpyntyBatu dyepe3 mnpusMmy ¢peitmBopky KeneBin (Cynefin Framework),
pospobsenoro JleiiBom CHoynenom. Ll Mozpenb kinacugikye cUCTEMH Ha MPOCTi,
cknaani (Complicated), 3amnyrani (Complex) Ta xaotuuni. [IpoekT po3poOku
iatopmu-arperaropa «GameHub» BimHOCHTBCS 10 3amuryTanux cucreM (Complex
context). YV Takiil cucTeMi NIPUYMHHO-HACIIJIKOB1 3B'SI3KM CTAlOTh 3pO3yMUIMMHU JIHIIIE
peTpoCTieKTHBHO. MU HE MOXEMO 3a3Jalierib TOYHO 3HaTH, K moBene cede API
Steam 1iciis 4eproBOro OHOBJIEHHS a00 K KOPUCTYyBayl BiJpearyroTb Ha HOBHM
iHTepdeiic. Y 3on1 Complex equnoro epekTuBHOIO cTpaTerieto € muki «Probe — Sense
— Respond» (CripobyBatu — Bimuytu — BigpearyBaru). CaMe 110 cTpaTerito peatizye
Scrum d4epe3 kopoTki irepamii. Tpamumiiauii Waterfall, sxuii Hamaraerbcs
3actocyBartu miaxia «Sense — Analyze — Respond» (mpoananizyBatu Bce Hamepen), y
301 Complex HeMHHYYe MPU3BOJIUTH JO AHAJITUYHOTO Mapajidy Ta MOMMJIKOBHUX
IIPOTHO31B.

Takox BapTO 3a3HAYMTH MICUXOJIOTTYHUN acTieKT BrpoBakeHHs Agile. [Tepexin
70 THYYKOTO YIpaBJiHHS BUMarae TpaHcdhopmaiii MeHTamiTeTy komauHiau (Agile
Mindset). Lle mepexin Bin kynpTypu «Command and Control» (Haka3yii i KOHTPOIIOH),
MpPUTAMAHHOI 1€papXi9HUM CTPYKTypam, A0 KyiasTypu «Servant Leadership»
(mimepcTBO-ciyKiHHA) [7]. V mii mapagurmi poiib MEHeKepa MpoekTy (abo Scrum-
MaiicTpa) moJisirae HE B Po3jayl 3aBJaHb, a B CTBOPEHHI CEpeJOBHINA, € KOMaH/a
MOX€E MPAIIOBATH MAaKCUMAaIbHO €()eKTUBHO, Ta YCYHEHH1 OpraHi3alliHuX NePEnIKo/I.
s GameHub, ne 3Hauna yacTuHa poOOTH 3aJI€KUTh Bl KPEATUBHOCTI pO3POOHUKIB
Ta 1XHBOI 1HIIIATHBY Yy BUPIIIEHH] HECTAaHIAPTHUX MPoOJieM IHTeTpaIllli, TAKUM T11X1]1

710 JTIepCTBa € KPUTHYHO HEOOXiTHUM (pakTopoM yerixy [17].
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BucHoBok mogo Bubopy Meroxponorii:  Jns  npoekty  «GameHub»

MPOIOHYEThCS MOJeNb "Scrumban':

1. CrpateriuHuid po3BUTOK Ta po3poOka HOBUX (piu (Features) BinOyBaeThCs
3a Scrum (2-THOKHEBI iTeparrii, YiTKUH 11aH, aemMo B Kiuii) [11].

2. OnepariitHa niATpUMKa, OariKCUHr Ta  OHOBJIEHHSA  IUIATIHIB
BiOyBaroThecs 3a Kanban (0e3nepepBHUiA MOTIK, pelli3u 32 BAMOTOI0).

Takuil myanizM J03BOJISIE MOENHATH CTPATETTYHY JUCHUIUIIHY 3 TaKTHYHOIO
THYYKICTIO, 10 € €JIMHMM MUISIXOM JO0 BHXXUBAaHHS MPOJAYKTY B arpecUBHOMY

cepeaoBUIIi ITU(POBOT JUCTPUOYIIIi.
1.4. Cucremu BuMiproBanHs e¢eKTUBHOCTI Ta MeTpuKH Agile-mpouecis

BripoBa/pkeHHS THYYKHUX METOJOJIOTIM BHMAara€ 3MiHH IiJXOJiB HE JIMIIEC 0
IJIaHYyBaHHSA, a W 10 KOHTpOJtO. TpamuiiiifHi METPUKH, TaKi SK «BIAXHJICHHS BiJ
OroKeTy» abo «BIICOTOK BUKOHAHHS IUIaHY», € HEJOCTaTHbO 1H(HOPMATUBHUMHU B
yMOBax iTepaTuBHOi po3poOku. s mnpoexkty «GameHub» mnpononyerbes
BUKOPUCTOBYBATH CHCTEMY METPHK, 110 0a3yeThcs Ha mpuHiunax Evidence-Based
Management (EBM).

Kimro4oBi rpymnii METpUK TS OIIIHKHA €()eKTUBHOCTI:

1. Metpuku nmotoky (Flow Metrics):

o Lead Time (Yac BukoHaHHA). 3aradbHUI Yac BiJI MOMEHTY MOSIBU

i7ei (abo 3amuTy KOpUCTyBaya) 0 MOMEHTY ii peainizallii y npomakmieHi. s

GameHub kpuTHYHO BaKJIMBO MIHIMI3YBaTH 1€ MOKAa3HWUK MPU BHUIPABIICHHI

OMUJIOK 1HTEerparlii;

o Cycle Time (Yac mukiy). Yac, mo BUTpadaeThCcsi OE3MOCepeHbO

Ha po3poOKy 3amadi (Bim crarycy «In Progress» mo «Doney). CTabinbHICTH

IIOT'0 TTOKa3HHUKA CBIIUUTH PO 3pLIICTh KOMaH/IH;

o Work In Progress (WIP). KigbkicTh 3amad, 10 3HAXOIATHCS B
pobori omgHouacHo. OOmexenHs WIP no3Boiisie BUSBHUTH By3bKI MiCIs

(bottlenecks) y mporieci po3poOKHu.

2. Mertpuku inHocTi (Value Metrics):
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o Current Value (CV). LliHHiCTb, Ky IPOIYKT HaJa€ KOPUCTYBAYCBI

npsMO 3apa3 (HanpuKIal, KUIbKICTh MIATPUMYBAaHUX IUIAT(HOPM);

o Time-to-Market (TTM). llIBuakicTe BUXoay HOBUX (pid HA PHUHOK.
3. Mertpuku sikocti (Quality Metrics):

o Change Failure Rate (CFR). BiacoTok peni3iB, 110 MPU3BEIH 10
300iB a00 BUMaranu rapsuux Bunpasiess (hotfixes);

o Defect Density. KiabkicTh Ae(eKTIB Ha THCSIUY PAAKIB KOAY.
BukopuCTaHHS IIMX METPHUK JO3BOJISIE€ MEPEUTH BiA CyO'€KTUBHUX BiTUyTTIB

(«MU TIpaIFOEMO IIBUIKO») 10 O0'€KTUBHUX JAaHUX, IIO € OCHOBOIO IJISI IPHAHATTS

YNPaBIIHCHKUX PILIEHb.
BucnoBku 10 posainy 1

VY nepmomy po3auii pobotu Oys0 MPOBEICHO TIUOOKUNM aHaNI3 TEOPETUKO-
METOJIONIOTIYHMX 3acaj ympabiiHHg IT-mpoektamu. I[lo-mepiie, BCTaHOBIICHO, IO
esomtontist Bim Waterfall no Agile € 3akOHOMIpHOIO peakIli€l0 Ha 3pOCTaHHS
HEBU3HAYEHOCTI B IHAYCTpIi. JIJIst MpOyKTIB, SIKi 3a1€KaTh BiJl 30BHIIIHIX €KOCHUCTEM,
KOPCTKE TUlaHyBaHHS € ¢akropoM pusuky. Ilo-apyre, BusBieHO crenudiky
nmpeaMeTHOT obyacTi (MeTa-JlayHuepH), sika BUMarae BiJ MEHEKMEHTY (DOKycy Ha
IIBUIKO/I1, aJIanTUBHOCTI Ta PoOOTI 31 cmiibHOTO. Ilo-TpeTe, OOrpyHTOBAHO
JOIUTBHICTB 3aCTOCYBaHHS riOpuaHo1 MeTomoorii (Scrum + Kanban + enemenTu XP).
Came Takuii KOMOiHOBaHWW miAXia 103BOJUTH KoMaHiali GameHub edextuBHO
po3po0IIATH HOBHM (DYHKITIOHAJ, OJTHOYACHO IMJATPUMYIOUHM CTAOUIbHICTh ICHYIOUHX

IHTeTpaIliid B yMOBax MOCTIMHUX 3MiH 30BHIITHHOTO CEPEIOBUIIIA.
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PO3JILI 2

JIN3AMH BI3HECY TA AHAJII3 CEPEJJOBUIIA MTPOEKTY «GAMEHUB»
2.1. KoMiuiekcHMH aHAJIi3 PUHKOBOI'O CePeI0BHIIA TA KOHKYPEHTHHUX CHJI

Po3poOka ctparerii BUBEJEHHS Ha PUHOK HOBOro mnpoaykry «GameHub»
BUMarae 0araTOpPIBHEBOI'O aHali3y 30BHIIIHBOTO cepeaoBuia. OKpiM BHUSABICHHS
MakpoekoHoMiuyHUX ¢akTopiB (depe3 PESTEL-ananiz), KpUTUYHO BaXXJIUBHUM €
PO3YMIHHS IHTEHCUBHOCTI KOHKYPEHIIi1 Ta MpUBaOIUBOCTI raity3i. Jjist iboro B po0oTi
3aCTOCOBAHO MOJIENb I’ ATH CHJI KOHKYpeHIlii Maiikia [TopTepa.

1. 3arpo3a nosisu HOBHX rpaBiliB (Cepeaus).

. bap'epu 6x00y. TexHiunuii 6ap'ep € BITHOCHO HU3bKUM — HAIKCATH
NpOCTHIA JlayHYep MOXKE HeBelnka KoMaHma. llpore, Oap'ep yTpuMaHHs
KOPHCTYBauiB € BUCOKHM. [ paBIli HEOX0YE BCTAHOBIIIOIOTH HOBE 13, SIKIII0 BOHO
HE MPOTIOHYE PEBOIIOIIHHOTO TOCBITY.

. Peaxuyis icuyrouux epasyis.: Benuki kopnoparii (Microsoft, Valve)
MOXYTh ITHOPYBAaTH CTapTamu, MOKWA Ti HE HAOEpyTh KPUTHUYHOI MacH, Micis
4Oro MOXYThb clipoOyBaTu mpua0atu ix ado 3a6s10KyBaTu A0CTyH 10 cBOiX APIL.
2. PunkoBa Biaia nocravanbHuKiB (Bucoka).

. Cneyughika: nocradansaukamu st «GameHub» € mmardopmu-
nonopu (Steam, Epic, GOQG), sxi HagatoTh JaHi PO IrpH.

. 3anescnicmo: GameHub KpUTHYHO 3aJICKHUTH BiJl BIIKPUTOCTI IIHX
wiargopm. Skmo Valve BUpIHTH 3aKpUTH MyOTIYHUN JOCTYN 10 MPOQLIIB
KOPHCTYBauiB, OCHOBHA ()YHKIIig arperaiiii mepecrane mpaioBatu. Lle Bumarae
BiT MEHEIDKMEHTy cTpaterii auBepcudikamii mkepen mgaHux (MapCHHT
nokanbHuX (haiiniB 3amicTh API-3amutiB).

3. Punkosa Biaya mokymiliB (Bucoxka).

. Yymausicmo 00  yiHu: OCKUIBKM 0a30BUM  MPOIYKT €
OC3KOITOBHUM, KOPHUCTYyBa4l MAalOTh HYJIbOBY BapTICTh TMEPEMUKAHHS
(Switching cost). fxmo GameHub mnouyne mpamoBatu M0OBUIBHO abo
MMOKa3yBaTHME HAaB'S3JIMBY PEKJIaMy, KOPHUCTyBad MHUTTEBO TIOBEPHETHCS 1O

KOHKYPEHTIB a00 BUJAJIUTh IPOrpamy.
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. Bumoenusicms: refiMepu — 11e TEXHIYHO OCBIYEHA ayJUTOpIsd, sKa

BHMArae iJieajibHOi ONTHUMI3allii Ta BIICYTHOCTI Oaris.
4. 3arpo3za ToBapiB-3aMiHHMKIB (Bucoka).
. Ipsimi 3aminnuxu: GOG Galaxy 2.0, Playnite, LaunchBox.
. Henpsami 3aminnuxu: SpIvku Ha poOOYOMY CTOMI, (QYHKIIIS

«Jlomatu cTopoHHIO Tpy» B Steam.

. Maiioymui saminnuxu: xmapHi ceppicu (GeForce Now), siki B3araini
3HIMAIOTh NOTPEOy B JOKATLHOMY yIpaBiIiHHI 010110TEKOIO.

5. PiBeHb koHKypeHTHOi OopoThOuM (Bucokwuii). Punoxk wnacuuenuii. ['pasiri
3MararoTbcss He 1iHow, a 3pyuHicTio (UX) Ta exocucremHictio. Ilepemora B 11iid
00pOTHO1 MOKJTMBA JIMIIIE 33 PaXYHOK HaJJaHHS YHIKaJIbHOTO JIOCBIY, SKHI HE MOXKYTh
3aIpOTNIOHYBATH KOHKYPEHTH — HAIIPHUKJIa 1, TOBHOI KAaCTOMI3aIlil Yepe3 BiIKPUTHH KOJI.

PESTEL-ananiz makpocepenoBuina. (/{onoeuents 00 nonepeornbo2o 8apianmy)
OxpeMy yBary ciiJi NPUIUTUTH TEXHOJOTIYHOMY (HaKkTopy, a caMe TpPEHIy Ha
Ooeyeumpanizayiro (Web3). Xoua GameHub € Web2-npoaykrom, 3pocTaHHs
MOMYJIIPHOCTI OJIOKYEHH-1rop CTBOPIOE TMOIMUT HA arperaiiio He JUIIe TpagulliiHuX
minensiid, a ¥ NFT-aktuBiB. lle moTeHIiiiHa Toyka poOCTy, SIKYy CIiJl BpaxyBaTH B

Roadmap.
2.2. CtpareriuHe nMo3uLiOHYBAaHHA TA aHAJII3 CTeHKX0J11epiB

JIs yCHIIIHOTO YIPaBJIiHHS MPOEKTOM HEOOXITHO YITKO 1eHTH(IKYBaTH BCl
3aIlikaBlI€HI CTOPOHM Ta IiXHIAW BIUIMB. BuKopucTaHo IHCTpYMEHT Marpuiis
Bnaaun/intepecy (Power/Interest Grid).

1. KirouoBi rpasiii (Bucoka Bnaga / Bucokuii iHTepec):

o core-pospoonuxu (Team). Bin ixapoi moTuBarlii Ta kBamidikarii
3aJIeKUTH SKICTh MMPOAYKTY;
o akmueni kormpub'romopu cninonomu (Plugin Creators). Jonm,

Kl TMHIIYTh 1HTETpaiii. SIKmo BOHM BTpaTATh iHTEpec, Tuiarpopma cTaHe

«MEpTBOIOY;

o cmpameeis. Ticna cnienpays, pecynapHi 036iHKU, cucmema

BUHA2OPOO.
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2. Cy0'exTn, sikux Tpeda 3a10B0obHATH (Bucoka Biaga / Huzpkuii iHTEpEC):

o nriamgopmu-oonopu (Steam, Epic). Bonu modxcyms 3a010Ky8amu

GameHub, xoua 1i He YiKagnAMbCA 1020 PO3BUMKOM,

o peeyismopu  (GDPR).  Bumacaioms — dompumanus — Hopm
npusamuocmi,
o cmpamezis. [lompumanns npasun, YHUKHEHHS a2pecusHux Oiil

(hanpuxaao, ckpaniney cepgepis), IPUOUUHA YUCTNOMA.
3. Cy0'extn, sikux Tpeba iHdpopmyBaT (Husbpka Bnana / Bucokuii inTepec):
o panni kopucmyesaui (Early Adopters). Bonu cmeoprorwomos uiym
HABKOJIO0 NPOEKMY, NUULYMb 8I02YKU, NOBIOOMIAIOMb NPO Oazu;
o mexHo-0102epu. Bnausaromo na epomaocvky 0ymKy;
o cmpamezii. AkmusHe edeHHs coymepedic, nyoaiunui Roadmap,

weuoka peaxyis Ha iooex.

4, Cnocrepiraui (Huzbka Bnana / Huzbkuii iHTEpEC):

o Kkazyanoui  eeumepu. Illomenyitina macosa ayoumopis 8
MAUOYmHboMY,

o cmpameeisi. Monimopune ixnix nompeb, ane 6e3 akmugHux Oil Ha
emani MVP.

Oxkpemoi yBaru B paMKax CTpPaTETiYHOr0 aHAJI3y 3aCIYTOBYE TCHUXOJIOTTYHUN
aCIeKT MOBEIIHKA KOPHCTYBAdiB, SIKHH B MapKETHHIY Ha3HMBA€Thcs «Subscription
Fatigue» (Broma Bix migmucok). CydacHuil rediMep CTUKAEThCA 3 MApaJOKCOM
BUOOpY: Marpuu JOCTYN N0 COTeHb irop depe3 Game Pass, EA Play Ta Bnachi
010710TeKH, BiH BUTpavae OUIbIIE Yacy Ha BUOIp I'pH, HIXK HA caM irpOBU TIpoIIec.

«GameHub» mno3urmionye cebe sk I1HCTpyMEHT HH(PPOBOro JAeTOKCY Ta
BNOPsSiAKYBaHHA. [[iHHICHA TPOMO3UIlIS BUXOAUTH 32 MEXKI MPOCTOT TEXHIYHOI
arperariii; BOHa MPOMOHY€E eMOIIHHY IIHHICTh — BITYYTTS KOHTPOJIO HaJ MUPPOBUM
xaocoM. Ile no3Bomnsie chopMyBaTH TOJATKOBUH BEKTOP KOHKYPEHTHOI OOpOTHOH, JIe
GameHub He HaMaraeTbes mepeBepINTH Steam 3a KUIbKICTIO (QYHKIIIA Mara3suny, a
KOHKYypye 3a "cnokii kopuctyBaua'. Takuil miaxi 103BOJISE 3aly4YUTH CETMEHT

JOPOCIUX IJIATOCIPOMOKHHUX TelMepiB, sIKi LIHYIOTH CBIl Yac BUIE, HLK BapTICTh
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MIANUCKHA Ha CEpBIC, 110 0e3M0CcepeIHhO BIUIMBAE HA po3paxyHOK LTV (moxurreBoi

IIHHOCTI KJI1€HTA) y O13HEeC-MOIei.

Crpareris  «bnakutHoro oxeany» (Blue Ocean Strategy). buibmiicts
koHKypeHTiB (GOG, Steam) rpatoTh y «4€pBOHOMY OKE€aH1», HAMaralouuchb MpoJiaTu
irpu. GameHub cTBOprO€ «OMaKUTHUHN OKEaH» — MPOCTIp, /i€ MPOJAaX Irop HE € METOIO.

. yCcyHymu: HEOOXIJIHICTh KyIyBaTH IrpU BCEPEMHI arperatopa (Marasuf
K OCHOBHA (DyHKIIis);

. 3MeHwumy.: COKUBaHHS CUCTEMHUX PECYPCIB (MOPIBHSIHO 3 «BAKKUMU
KJIiEHTaMH Ha electron);

. niocuaumu. pojb CIUTBHOTH Y pO3po0Ili PyHKIIIOHATY;

. cmeopumu: €IUHUA TPOCTIP JUIsl KepyBaHHS HIONUCKAMU, a HE JUIIE
KYIJIEHUMH irpaMu (aKTyaJIbHO B €IIOXY game pass).

Take mnosumnionyBanHsa no3Boisie GameHub He koHKypyBaTh 3 TiraHTaMu

(Steam) HampsiMy, a TOTIOBHIOBATH iX, CTAIOYM HAI0YOBOIO HAJl ICHYIOUMM PUHKOM.
2.3. IlodynoBa 6izHec-Moaei

B ymoBax BHCOKOi HEBU3HAYEHOCTI, SIKA € XapaKTEPHOIO ISl TEXHOJOTTYHUX
cTapTamiB Ha paHHIX CTaflsfiX, BUKOPHUCTAHHSI KJIACHUYHOTO 00’eMHOro Oi3Hec-
IUIaHYBaHHA € Maloe(peKTHBHUM. PWHKOBa CHTYyalliss 3MIHIOETHCS IIBHJIIE, HIK
peai3yeTbcsl JTOBrOCTPOKOBA CTpaTeris. TomMy IS MOJeNIOBaHHsS Ta Bepudikarlii
6i3nec-noriku npoekty «GameHuby» obpano inctpyment Lean Canvas. Lleit miaxin
J03BOJIIE HA OJHIM CTOPIHIII BiMOOpa3WUTH KIIIOYOBI Timore3w Oi3HeCy Ta
chokycyBaTHUCS Ha MpodIeMax KOpucTyBadiB [4].

Po3pobnena Gi3HEC-MOIETh IPOEKTY 0A3YETHCS HA JEB'SITH KIFOYOBHUX OJIOKAX,
JIeTaJIbHA XapaKTEPUCTHKA KX HABEJICHA HIDKYE:

1. [Tpo6nema (Problem): I'omoBHUM G0jieM HiTLOBOT aymUTOPil € «XaocC y
610mioTeri» — reiiMepu 3a0yBarOTh, Ha SIKiH MIaThopMi TpUI0aIH TPy, IO MPU3BOIUTH
70 BTpaTH 4acy. Jpyrow npo0iaeMoro € pecypcHa HeeeKTUBHICTh: (P)OHOBA poOOTa
NEKUIbKOX JayHuepiB cnoxuBae a0 1.5 I'bB onepatuBHOI mam'aTi, 3HIKYIOUH

MPOAYKTUBHICTb 1TOP.



20
2. Pimenns (Solution): [IpoekT mponoHye CTBOPEHHS €JMHOTO IaIOopay 3

aBTOMAaTUYHHUM IMIIOPTOM YCIX irop, a Takox ¢(yHkuito «Smart Kill Switch» nns
aBTOMAaTHYHOTO 3aBEPIICHHS 3aiBIX MPOIIECIB.

3. VuikaneHa ni"dicHa nponosuiiss (UVP): «GameHub — TBiil enunuit
KOMaHJHUM LeHTp. Bci irpu, Bei apy31, MaKCUMaibHa IIBUAKOAIS B OZHOMY JTOJATKY.

4, Heuecna nepesara (Unfair Advantage): Ha BinMiHy BiJ KOPIIOpaTUBHUX
pimenb, GameHub BukopucroBye apxitekrypy Community-First. Binkputuit API
JI03BOJISIE€ CIIUJIBHOTI CTBOPIOBATH Ta MIATPUMYBATH IUIAT1HU IIBUIIE, HIXK 11€ POOJIATH
MITaTHI KOMaH/IM KOHKYPEHTIB.

5. Cermentu kiieHtiB (Customer Segments): OCHOBHMM CETrMEHTOM €
«Early Adopters» — rexuiuno rpaMoTHi rpasiii 3 6i0aioTekoro monas 100 irop y pisHux
Mara3uHax, siKi KpUTHYHO CTaBIAThCS J10 onrtuMizaitii [TK.

6. IToroku noxoniB (Revenue Streams): O6pano Moaens Freemium.
bazoBuit (QyHkiioHaT € OE3KOIITOBHUM, TOJI AK MOHETH3allisi BiAOYyBaeTbCA 3a
paxyHOK Premium-mignuckyd (XmMapHa CHHXPOHI3aIlis, TEMH) Ta MapTHEPCHKUX
BimpaxyBaHb (CPA) Bix MarasuHiB irop.

1. Crpykrypa Butpat (Cost Structure): OCHOBHI BUTpaTH CIPSIMOBaAHI Ha
R&D (3aprnatu Core-koMaHin) Ta oriaTy xMapHoi iHppactpyktypu 1ist APL.

8. KirouoBi metpuku (Key Metrics): YcHinmHicTh MPOEKTY OLIHIOETHCS 32
KUTBKICTIO akTUBHUX KopucTyBauiB (MAU) Ta cTaGuIbHICTIO pOOOTH IHTETpaIliil.

Q. Kanamu (Channels): IlpocyBanns 3miiicHioeTbes uepe3 SEO-
ONITUMI3AaIlil0, CITIBIPAITIO 3 TeXHO-00repamu Ta ciibHOTH Reddit/Discord.

Bizyamnizartis po3po06sienoi 6i3Hec-Mo/ei mpeacTasieHa Ha puc. 2.1 Hikde.

AHani3 gaHoi Mojeli MiATBEPKYE, 10 oOpaHa CTpaTeris J03BOJISE CTBOPUTH
CTIMKMIA TPOAYKT 3 YITKOIO IIIHHICTIO [IJIi KOPUCTyBada, MIHIMI3YIOUH PHU3ZHKHU

po3po0KH HemoTpiOHOTO (DyHKITIOHATTY.
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« Freemium (6a3a 6€3KOLITOBHA);
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Pucynok 2.1 — Lean Canvas
Iicepeno: po3pobreno asmopom.
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2.4. ®opmyBanns Bi3il npoaykrty (Product Vision) Ta crparerii po3BuTKY

HasgBHicTh 4ITKO

chopMyIIbOBaHOT

BI311

€ KPUTHYHOIO YMOBOIO JJIA

cunxpoHnizamii Agile-komanau. Jlna mpoekty «GameHuby» Bizio copmoBano 3a

ma6sionom Ixeddpi Mypa:

Jduasa axtuBaux IIK-reiimMepiB Ta KOpHCTyBadiB IANMHCHUX CEPBICIB, SIKIi

CTpaXIaroTh Bi (hparMeHTarlii 010;110TeK Ta 3HKeHHS poaykTuBHOCTI 1K, mpoaykT

«GameHub» € yHiBepcanbHOIO OMEpaIiifHOI CHCTEMOIO irpoBoro mpoctopy. Lo

3a0e3nedye MUTTEBUN JIOCTYII 10 BCiX MU(PPOBUX aKTUBIB 3 €IMHOTO iHTepdeiicy. Ha
BIIMIHY Bif 3akpuTHX KopnopatuBHux aHajoriB (GOG Galaxy), Ham mnpomykt

MIPOIIOHYE TOBHICTIO BiAKpHUTY apxiTekTypy (Open Source) Ta MOAYIBHY CHCTEMY

TUIAriHIB, M0 TIATPUMYETHCS CIUTHHOTOIO.

s cTpareris peamizyerbcs depe3 [lopoxuio kapty (Roadmap) (puc 2.2),

po30uTy Ha 4 KBapTAJIU:

. QI (MVP): Peni3 siapa Ha Rust, interpamist Steam/Epic, nokansHa B/I;

. Q2 (Optimization): @ynkuis "Smart Kill Switch",

onTUMI3aIls mam'sTi;

. Q3 (Community): 3anyck MarasuHy ImaridiB, Biakpute SDK s

PO3pOOHUKIB,;

TEMHa TeMma,
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. Q4 (Growth): ComianpHuii Xa0, arperatop 3HUKOK, CUCTEMa JOCSITHEHb.

Penis sgpa Ha

GameHub Product Roadmap: 2025

Q2 (Optimization)

®yHKuia "Smart

O

Q3 (Community) -‘

& 3anyck marasuH
=

Rust (Rust Core Kill Switch" nnaridis (Plugin - (Social Hub)
Release) Store Launch)
TemHa Tema ‘) Arperatop
) (Dark Theme) = BigkpuTe SDK 3HUKOK
InTerpaLis <] : (Discount
Steam/Epic -@@- OnTumisauis ANs po3poBHukiB Aggregator)
(Steam/Epic " nam'aTi (Memory (Open SDK)
Integration) Optimization) GiicTeMa
= [OCArHeHb
— JlokanbHa B[] (Achievements
(Local DB) L System)
\ J \ J

Q4 (Growth)

e®e ColianbHui xab
L\

A\ 4

Vv

Vv

Vv

Pucynox 2.2 — Cmpameziuna dopoocus kapma (Product Roadmap) pozeumxky

GameHub

oicepeno: pospobaeno asmopom.

2.4. MopeaoBanns nisixy kopucrypaua (Customer Journey Map)

B yMoBax KII€EHTOIEHTPUYHOTO MiAXOMy, SKHK € ocHOBOW Agile-dimocodii,

PO3yMiHHS TIOTpeO KOpHUCTyBaua HE OOMEKYETHCS JIUIIE CTATUYHUM IOPTPETOM

(Persona). Kputn4Ho Ba)XXKJIMBUM € aHAI3 AUHAMIKH B3a€EMOJI11 KJIIE€HTA 3 TPOTYKTOM Y

yaci. Jlns uporo B pob6oti pospodneHo Kapry momopoxki kopuctyBaua (Customer

Journey Map — CJM). lleit iHCTpyMEHT [103BOJIsiE€ Bi3yani3yBaTu Oap'epH, 3 SKUMH

CTUKAETHCS Treumep,

Ta imeHtudikyBatu Touku KOHTAakTy (Touchpoints), ne

«GameHub» Moxe cTBOpUTH MaKCHUMAaJIbHY I[IHHICTb.

CIJM g tunoBoro kopuctyBaua (nepcona «Quekcii») CKIAIaeThCa 3 M'SSTH
A PHUCTY P il

eTalliB:

Eram 1: YcBimomiienns motpebu (Awareness)

Cyenapiu: Omnekciii xoue morpatu B «Bigpmaka 3», ame He

nam'siTa€e, 4d KymyBaB BiH Tpy B Steam, uu oTpumaB 0e3komToBHO B GOG.

Jii: TlepeBipsie sipivKu Ha POOOUYOMY CTOJII, 3allyCKa€ MO uep3l

Steam, Epic, GOG.
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. Emoyivunui cman: Po3gpaTyBaHHs, BTpaTa 4yacy.

. bap'epu: HeoOXimHICTH OHOBJIEHHS KOXXHOTO JlayHUYepa Nepen
3aIyCKOM.

. Moocnugicms Onss GameHub: Tlo3uilioHyBaHHS 4epe3 KOHTEHT-

MapKeTUHT (cTaTTi «SIK 3HalWTH BC1 CBOI Irpu») SIK pIlIEHHS OpoOIeMu
«uH(poBOi aMHE311».
Etan 2: ITomyk pimenns ta BcranoBiaeHHs (Consideration & Acquisition)

. Cyenapii: Onekciii mykae B Google «o00'eqnatu 610,110TeKH irop».
3naxoauth GameHub.

. ii: Tlepernsan NeHIIHTY, 3aBaHTAXKEHHS 1HCTAISATOPA.

. Knrouosi ouixysanus: Ilporpama mae OyTu «jierkorwy (He Electron,
10 TJIbMY€E cucTeMy) Ta 6e3neuynoro (Open Source).

. Momenm icmunu (Moment of Truth): llepmmii 3amyck. ko
iMIIopT 616110TeK He crpalftoe 3a 30 CeKyH 1, KOPUCTYBad BUIAUIUTH IPOrpamy.

. Agile-piwennsn: Brxmodenns 3amadi  «OnTuMizarfisi MEpHIIOro
3anycky (Onboarding)» y npiopuTeTHUM OCKJIOT MEPIIOro CIIPUHTY.
Eran 3: AxktuBHe Bukopuctanus (Service / Usage)

. Cyenapiiu: Woaennuii 3amyck irop yepe3 GameHub.

. /lii: Hatuckanus kHomku «I'patu». ABTOMAaTHYHE 3TOpTAHHS
GameHub y tpeit (Ghost Mode).

. Emoyitinuii cman: 3a1oBoaeHHS BiJl KOM(POPTY Ta MIBUIKOTI.

. bap'epu: 306111 inTerpamii (mampukian, Steam 3miauB API i
010;1ioTeKa HE OHOBITIOETHCS).

. Moociusicmo ona GameHub: CucreMa aBTOMaTHYHUX CIIOBIIIEHD
PO CTATYC IJIATriHIB Ta MOXJIMBICTh OHOBUTH X B OJIMH KJIIK CHJIAMH CIUTBHOTH.
Eram 4: JlosneHicTh Ta Posmupenns (Loyalty & Expansion)

. Cyenapii: Onexciii 3BUK 10 MPOTPaMU 1 Xo4e OUTBIIOTO.

. Jlii: HanamtyBaHHS TEMHOi TeMH, JOJABaHHS EMYJISATOPIB
KOHCOJIEH, CIILJIKYBaHHS 3 APY3IMU Yepe3 arperatop 4aris.

. Moowcnusicms ona GameHub: Tlpono3uiiis Premium-mianucku ajis

XMapHOI CUHXPOHI3allil HalamTyBaHb Mi>k HOyTOykoMm Ta [1K.
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Eran 5: Ansokariist (Advocacy)

. Cyenapii: Onexciit pekomenaye GameHub apy3zsim.

. /lii: Hanucanus Biaryky Ha Reddit, nmommupenns pedepaibHOro
MOCHUJIaHHS.

. Agile-piwenns: BripoBaykeHHS MEXaHIK BIpaJbHOCTI (HaIpUKIIA/,

oeitmxki «Early Adopter» y mpodini).

PozpoOka CJM no3Bonmia BHUSIBUTH KPUTHUYHI TOYKH, $KI MOTPEOYIOThH
NEPIIOUEpProBoi yBaru KoMaHAM po3poOku. 3okpema, eran «OHOOpAUHTY»
(aBTOMAaTMYHUN IMOOPT 1Irop) € BUPIIAIBHUM JUIsi YTPUMaHHA KOPHCTyBaua

(Retention), Tomy BianoBigHi User Stories orpuMainu HaBuiui npioputeT y Product

1
Backlog™.
Motpe6a Mowyk BcTaHoBneHHs BukopucTaHHA JosinbHicTb
(Awareness) (Consideration) (Acquisition) (Usage) (Loyalty)
Xouy norpat, C)\ &l ° v
aneaspa: 3 Google: 3aBaHTaXeHHsA 3anyck irop HanawTyBaHHS,
ob'egHaTL irpu GameHub Yyepes GameHub CninbHoTa
=Y 6 D) A - L
e, o0 (] - v\ » o0 | >
EMoLyii: ) — &?/) > J:,/ > ¢ 3 \?.?)
Bap'epu: * 3abys, y sikomy » CymHiBu Wwopno « [loeruit npouec « 360i iHTerpauiit * BigcyTHictb
MarasuHi Kynus rpy 6esneKku Ta BCTaHOBNEHHSA (API 3MmiHK) covujanbHuX GyHKLA
« barato nayHyepie NPOLAYKTUBHOCTI « Mpobnemu 3 nepwum  « He BCi irpn (mokm wo)

GameHub iMnopToMm irop pos3nisHatoTbes

Emotional . ——— —
Curve

Pucynox 2.3 — Customer Journey Map

Iicepeno: po3pobneno asmopom.
2.5. Exonomiune o0rpyntyBanns ta Unit-ekoHoMika npoexkTy

Hagith B ymMoBax Agile-po3po0ku, ne Gokyc 3MIIIeHO Ha IIHHICTh MPOAYKTY,
PO3YMIHHS €KOHOMIYHOI MOJIeIl € HEOOXITHUM IS 3a0e3NeUCHHS JKUTTE3TaTHOCTI
npoekty (Sustainability). Jlns omiaku ¢dinancoBoi edextuBHOCTI «GameHuby
po3paxoBaHo 06a30By Unit-eKOHOMIKY (€KOHOMIKY OJTHOTO IOHITa/KJII€HTA).

Ockinbku GameHub BukopucToBye Mojenb Freemium, po3paxyHok 0a3yeThes

Ha KOHBEPC1i 0€3KOIITOBHUX KOPUCTYBAYIB Yy IJIATHUX MIAMHACHUKIB.



25
OCHOBHI TapaMeTpyu MOAEIII:

1. HOniT (Unit): Ogun aktuBHMi kopuctyBay (MAU).

2. ARPU (Average Revenue Per User): Cepenniii 10xia 3 OJAHOTO

KOpHUCTYyBaya.
3. CAC (Customer Acquisition Cost): BapTicTh 3aiydeHHsS OJHOTO
KJIIEHTA.
4, LTV (Lifetime Value): [loxxutteBa 1IHHICTh KITIEHTA.

Pospaxynox CAC (BapTicTb 3aimyueHHs ):
[TpunycTMO, 110 MAapKETHHTOBUN OIOKET HA TECTOBUU MICSIb CTAHOBHTH
1000 USD.

. Kanamu: TapreroBana pekiama, podota 3 iH(pIOeHCEpaMH.

. Otpumannii Tpadik: 5000 BiABiMYyBadiB CaAUTy.

. Kongepciss B ycranoBky (Install Rate): 20% (1000 wHOBuHX
KOPHUCTYBayiB).

. CAC =1000 USD / 1000 xopuctysauis = 1 USD.

Le € mpuitHATHUM TTOKa3HUKOM i geckronHoro 13 y wvimni Utility.
Pospaxynok LTV (IloxkuTreBa IIHHICTS):
Jloxin popMyeThes 3 TBOX IMOTOKIB:

. Hionucka (Subscription): 3 USD/mic. KonBepcis B miamucky
(Conversion Rate) — 5%.

. Ilapmuepcoki npoepamu (Affiliate): Cepenniii 1oxia 3 KOMicii 3a
KymiBito irop depes arperarop — 0.5 USD/Mic Ha akTUBHOTO KOPUCTyBaya.
CepenHiii 10oxia Ha MicsIb 3 ogHOro KopuctyBada (ARPU):
$SARPU = (Lina\ mianucku \times Kousepcis) + loxia\ Affiliate$$
$$ARPU = (3\$ \times 0.05) + 0.05\$ = 0.15\$ + 0.05\$ = 0.20\$3$
Cepenniii gac xuTTS KoprcTyBaua B cepsici (Lifetime) omiaroeTses y 12 micsiin

(3aBmsiku BUcokoMy Retention Rate, 3a0e3neueHomMy sikicTio Agile-po3po0Oxn).
LTV = ARPU x Lifetime = 0.20$ x 12 = 2.408.
Ominka e(heKTUBHOCTI:

CniBsignomenus LTV/CAC = 2.40$/1.00$ = 2.4.
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3rigHo 3 6eHumapkamu I T-1HayCTpii, yCHINIHOIO BBAXKAETHCS O13HEC-MOJEINb, 1€

LTV/CAC > 3. Orpumanuii pe3ynbtar (2.4) cBiiuuTh Npo Te, o Ha erami MVP
MIPOEKT € TEPCIEKTUBHUM, ajie Mmorpedye poOOTHM Haja MIABUIICHHSM KOHBEpCli B
MIIMUCKY 200 3HUKEHHSAM BapTOCTI 3alTy4CHHSI.

OxpeMuM, HaJ3BUYAHO BaXUIMBUM AaCIIEKTOM YIMPaBIiHHA SKICTIO B
JOBrOCTpOKOBUX Agile-ipoekTax € cTpaTeris YHpaBiIiHHSA TEXHIYHUM OOprom
(Technical Debt Management). ¥ roHuTB1 3a BUAKUM BUyckoM ¢yHkiii (Time-to-
Market) komanau 4acto BIAIOThCS 0 "WBUAKUX Ta OpyaHux" pimeHs y kol Jis
npoekTy «GameHuby, sikuii 6a3yeTbest Ha iHTETpalisax 31 cropoHHiMu API, TexHiuyHUN
OOopr MOXKe HAKOMUYYBATUCS JYXKe IMBUAKO Yy BUTJsAAl "kocTuiiB" (workarounds) miis
00X0/1y 3aXHCTY IIaTPOPM.

Jlsis cucTteMHOro ympasiiHHS UM TiporiecoM y GameHub BIpoBamKyrOThCS
HACTYITHI MPaKTHKU:

1. [TpaBusio 20%: Y koxxnomy crpunTi 20% emHocTi komanau (Capacity)
pPEe3EepPBYETHhCS BHKIIIOYHO Ha 3a/adi 3 pedaKTOPUHTY Ta ONTHUMI3aIli Koay, sSKi He
HECYTh TpPsIMOI HOBO1 (DYHKI[IOHAJIBHOCTI IJIsi KOpUCTyBaya, aje 3a0e3MneuyroTh
CTaOUTbHICTh CUCTEMHU.

2. Tech Debt Backlog: TexHiuHi 3aBIaHHsI HE TyOJATHCS, a 3aHOCATHCS B
okpemuii po3ain 6exiory B Jira 3 mitkoro tech _debt. Bmacauk npoayxkry (PO) criiibHO
3 TEXJI1J0M TPIOPUTE3YIOTh 1X Ha PiBHI 3 Oi3HEeC-(hiuamu.

3. ApxiTekTypHi peB'to: Pa3 Ha KBapTaJl MPOBOIUTHCS CECis TMEPErysiay
apxitektypu (Architecture Review Board), nio0 mepekoHaTucs, mo moTouHi pilieHHs
He OJIOKYIOTh MaiOyTHE MacmTaOyBaHHS TPOAYKTY (HAMpHUKIAA, Tepexina Ha
MIKpPOCEPBICHY apXiTeKTypy IpH 30UIbIICHHI KiIbKocTi KoprucTyBadiB 10 100 000).

Takox ciim aeTamizyBatu polec IpoBeaeHHs peTpocnekTuB. 1100 yHukayTH
dopmanizmy, Scrum Master BUKOpUCTOBY€E pi3HI TexHiku ¢acumiTarii. Hampukian,
meron «Starfish» (Mopceka 3ipka), e KOMaHIa aHaji3ye NpOIecHd 3a M'sThMa
kareropissmu: Keep Doing (mpomoBxyBatu poOutu Te, 1o aoope), Less of (pooutu
mentre), More of (poburtn Oinbie), Stop Doing (mpunuHuTH, 00 1Ie MIKOIUTE), Start

Doing (ctipoO6yBatu HOBe). Lle q03BOJIsIE HE TPOCTO "MOTOBOPUTH PO MpodIeMu”, a
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chopmyBaTi KOHKpeTHUU mmiaH 11 (Action Items) nais mokpamieHHs MPOIECIB Y

HAaCTyHOMY CIPHHTI.

Crpareris NOKpalleHHs1 EKOHOMIKH uepe3 Agile:

['Hyuyke ympaBiiHHS [O3BOJSIE 1TEPATUBHO MOKpPAIYBAaTH II TOKA3HHKHU.
Hanpuknan, BrnpoBamxkennsa ¢iul «llepconanizoBaHi 3HIKKW» (3amaHoBaHo Ha Q3
Roadmap) nigumute Affiliate-noxin, a ontumizaiiss OHOOPAUHTY 3HU3UTH BIATIK

kopuctyBauiB (Churn Rate), 3011pmytoun Lifetime.
2.6. Opramni3auiiiHo-npaBoBe 3a0e3MeYeHHs MPOEKTY

VYcnix IpoeKTy 3alIeKUTh HE JIUIIE BiJ KOAY, a i BiI FOPUIAUYHOT YUCTOTH. s
«GameHub» po3pobieHo cTparerirto 3axucTy IHTENEKTyaJbHOI BJIACHOCTI Ta
JOTPUMAHHS 3aKOHO/IaBCTBA.

1. JlinenzyBanus koay: Ockinbku npoekT € Open Source, 00paHO JIEH310
MIT License. Bona 103BoJsi€ ClIbHOTI BIJILHO BUKOPHUCTOBYBATH Ta MOJU(DIKYyBaTH
KO/, [0 CTUMYJIIOE PO3BUTOK €KOCHUCTEMHU IUIATIHIB, ajié BOJHOYAC 3aXHILA€ aBTOPIB
B1JI BIAIOBITAJILHOCTI.

2. 3axuct panux (Privacy Policy): BpaxoByrounm Bumorn GDPR,
apxitektypa GameHub cnpoekroBana 3a mnpuniunom «Local Firsty. Jlani mpo
010s1i0TeKy 1rop, 4ac rpu Ta Apy3iB 30epiratoThCs BHUKIIOYHO Ha JOKAJIBHOMY JTHUCKY
KopuctyBaua y 3amudpoBaHomy Burisal (SQLite). CunxpoHizamis 3 XMaporio
BiIOYBA€ThCS JIUIIE 32 IBHUM OakaHHsIM KopucTyBauda (Opt-in) Ta 3 BUKOPUCTaAHHSIM
HackpizHoro mudpysanus (End-to-End Encryption).

3. Bzaemonis 3 mnatdopmamu: 1100 yHuKHYTH OM0KyBaHHS 3 00Ky Steam
g Epic Games, GameHub He BukopuctoBye metonu ckpamninry (Web Scraping), siki
HABaHTAXYIOTh cepBepu nmapTHepiB. HaTomicTs BUKOpUCTOBYIOTHCS o(imiitHi API Ta
JIOKaJbHE YATAHHSI MaHI(eCTiB BCTAHOBJICHUX 1rop, o He nmopymye User Agreement

CTOPOHHIX CEPBICIB.
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Q1: MVP (®yHaameHT) Q2: OnTumizauin Q3: CninbHoTa Q4: Couianisauisa

Jan Feb Mar Apr May Jun Jul Aug Sep Oct Nov Dec

Ecosystem Growth Social & Retention

Open API SDK Docs
Plugin Store Launch

Stability

Core Architecture Ghost Mode (Smart Kill
(Rust/Electron) Switch)

Unified Social Hub
(Discord Sync)

Steam & Epic Connectors System Resource Monitor Friends Activity Feed

Community Ratings
System

Game Deals Aggregator

Dark Theme Ul

Local Database

Pucynok 2.4 — Product Road Map

Iicepeno: po3pobreno asmopom.
BucHoBkHM 10 po3ainy 2

Y  nmpyromy po3auri  kBamidikamiitHoi poOOTH 3AIMCHEHO KOMIUICKCHE
MPOEKTYBaHHs O13HeCy Ta cepeaoBuila s miathopmu «GameHuby.

1. Punkosuii ananiz 3a metonukamu PESTEL Ta 5 cun [Toptepa miarBepaius
HAsBHICTh BIJIBHOI HIIll VIS HE3aJIEKHOTO arperaropa irop, 3laTHOTO JI0 IIBHUJKOT
TEXHIYHOI aJarTarii.

2. MopemtoBanHsl 1ocBiny KopuctyBada (CJM) BHSBWIIO, IIO KIIFOUOBUM
(dakTopoM ycmixy € Oe3lIoBHa iHTerpairist 010110TeK Ha eTarli mepuoro 3amycky. Le
CTaJIO OCHOBOIO JIJIs1 IPIOPUTH3ALIIT TEXHIYHUX 3aBaHb.

3. Pozpaxynok Unit-eKOHOMIKH JOBIB MOTEHIIIIHY MPUOYTKOBICTH MTPOEKTY
(LTV/CAC = 2.4) HaBiTh 32 KOHCEPBATUBHOT'O CIICHAPIIO.

4, CdopmoBana Oizaec-monens (Lean Canvas) Ta JOpokHS Kapra
(Roadmap) cTBOprooTh HamiHWN QyHAAMEHT IJIS MEPEXOy A0 €Talmy MPaKTHYHOI
peamizaiii, sAkud Oyme pO3MIAHYTO B HACTYMHOMY pO3AiTi. 3acTOCyBaHHS
IHCTPYMEHTIB CTpaTEeTiuHOTO MEHEHKMEHTY B ToeaHaHHi 3 Agile-dimocodiero
JI03BOJIMIIO MiHIMI3YBaTH PU3HKHU «HEMOTPIOHOTO MPOAYKTY» IIE 10 TOYATKY aKTUBHO1

¢ha3u po3poOKH.
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PO3ILI 3

INPAKTUYHA PEAJIIBALIA TIPOEKTY « GAMEHUB» 3A
METOAOJIOTI'TEIO AGILE

3.1. ®opmyBanns Product Backlog Ta niianyBanHs iTepanin

[IpakTyHa peanizailisi MPOEKTY MOYMHAETHCS 3 TpaHC(opMalii CTpaTeriyHOro
6auenns (Product Vision), po3po0iieHoro y nonepeaHboMy po3iijii, y TAKTUYHUMN IJIaH
nii. 3rigHo 3 00panum Agile-miaxoaom, KIFOU0OBUM apTedakToM, 110 OMUCYE BUMOTH
10 npoxaykty, € Product Backlog (Beknor npoaykry)?_.

[Iporiec HamoBHEHHS OCKIOTY 3IIMCHIOBAaBCS METOJOM  JIEKOMIIO3MIIII.
OdynkuioHanbHicTh «GameHuby Oyna po3niieHa Ha iepapxiyHi piBHi:

1. Features (®iui). Beauki yacTUHU TPOAYKTY, [0 HECYTh 3HAYHY Oi3HEC-
HiHHicTh (Hanpuknan, «[HTerpanis Marasusiy, «laTepdeiic kopucTyBauar)?,

2. Epics (Eniku). Menmni yactunu Features, sxi noTpe0ytoTh OUIbIIIE OJJHOTO
CIIPUHTY 715 peanizalii-.

3. User Stories (Ictopii kopuctyBauiB). Onuc KOHKPETHUX (YHKIIIH 3 TOUKH
30py KiHIIEBOIO KOPUCTYBaua, AKi MOKYTh OYTH peai3oBaHi 3a OJMH CIPUHT?,

Hnst koxkuoi User Story Oyno Bu3HaueHO Kputepli mpuitHITTS (Acceptance
Criteria), mo € HeOOXigHOIO YyMOBOIW g (ikcamii BuMoOr skocti. OliHKa
TpynomictkocTi (Estimation) nmpoBoauiacss KOMaHI0I0 B YMOBHUX OJMHHUIIIX — StOry
Points, 3 BukopucTaHHAM TOCHiTOBHOCTI Di0OHAYYI, IO J03BOJISE BpPaxXyBaTH
HEBU3HAYEHICTH Ta CKJIAIHICTH 3aBJaHb.

Huxue (tabn 3.1) HaBegeHo gparMeHT po3poOICHOro Ta MPIOPUTE30BAHOTO

Product Backlog (puc 3.1) ais eramy MVP (Minimum Viable Product).

Tabauys 3.1 — @paemenm Product Backlog npoekmy « GameHuby

ID Tun Enement Gexaory | Kpurepii IIpiopuTer Ouinka
(User Story) NPUHHATTSA (SP)
(Acceptance
Criteria)
GH-1 | Epic Cucrema High -
aBTopu3auii Ta
npodgiiis




30

GH-1.1 | Story Sk  xopucryBad, s | 1. J[ani mnpocdimo | High
X0qy CTBOpHUTH | 30epiraroTbcs y
JOoKambHUKA Tpodink | daiiii JSON
0e3 BiANpaBKU JAHUX | JTOKAIIBHO.
y  Xmapy, mo6 | 2. Jlogarok mpargioe
30epertu 0e3 IHTEepHET-
KOH(1ICHITIHICTB. 3'€THAHHS.
GH-1.2 | Story Sk reiimep, s xouy | 1.  BinkpuBaerbcs | High
HiIKITIOYATH  aKayHT | odiniliHe BIKHO
Steam uepe3 OAUth, | Bxoay Steam.
mo6 He BBOAUTH | 2. OTpUMAHO TOKEH
mapojb y  caMiidl | JocTymy.
Mporpami. 3. [Mapons  He
30epiraeTbcst B
GameHub.
GH-2 | Epic Arperaiis High
oioaiorex (Core)
GH-2.1 | Story Sx  kopucryBau, s | 1. CkanyBanns | High
xouy, o6 GameHub | crangapTHux
ABTOMAaTUYHO JTUPEKTOPIi
3HAMIIOB 610710TEK.
BCTaHOBJIEHI irpu
Steam ta  Epic
Games. 2. BimoOpaxxenus
3HAWJACHUX Irop y
CITHCKY
«BcTaHoBieH.
GH-2.2 | Story Sk kopucryBau, s | 1. 3amyck | High
X04y 3alyCcKaTH TPy | HATHBHOTO
KITIKOM Ha il | mayHuepa y
OOKJIaIMHKY B | «TUXOMY» PEKUMI.
GameHub. 2. 3amyck
BUKOHYBaHOT'O
daiiny rpu (.exe).
GH-3 | Epic Onrumizamis Medium
(Performance)
GH-3.1 | Story Sk BaacHuk ciaabkoro | 1. Mouiropunr | Medium
IIK, s xouy, w00 | mpouecy rpu.
GameHub 2. Ilpu 3aKkpuTTi rpu
ABTOMAaTHUYHO - IPUMYCOBE
3aKpUBaB  CTOPOHHI | 3aBEpIICHHS
JayHuepu micIst | mpoIiecy JayHuepa.
BUXOJTY 3 TPH.

Ha ocnoBi 3aranprOi orinku Oexnory MVP (cymapro 120 Story Points) Ta

po3paxyHkoBoi mBuakocTi komanau (Velocity) y 20 SP 3a cnpunT, Oyno CkiiageHo

MJ1aH peniziB. Po3poOka BeneThes iTepalisiMu Mo 2 THXKHI.
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Spaces
& GameHub & - < % 7
@ summary B Backlog (D Board [ Calendar 2 Timeline [] Pages = Forms +
‘ Q Search backlog ‘ 2 8 = Filter » %

~ SCRUM Sprint1 (£ Add dates (3 work items) 16 08 o Start sprint

[l GH-6 nokanbHui npodink IDEAv 3 =

[l GH-7 nigkntounTH akayHT Steam IDEAv 5 S

[1 GH-8 GameHub aBTOMaTW4HO 3HANLLIOB BCTAHOBAEHI irpKt IDEAv 8 S

—+ Create
% 3 of 3 work items visible | Estimate: 16 of 16

v Backlog (2 work items) 13 @) o ©X Create sprint

[1 GH-9 3anyckaT rpy Knikom Ha i 06KnaauHKy 8 GameHub. IDEAv 5 S

[l GH-10 GameHub aBTOMaTU4YHO 3aKpUBAB CTOPOHHI NayHYepy NiCis BUXOMy 3 rpu. IDEAv 8 E

+ Create
o
Pucynox 3.1 — Inmepgpeiic cpopmosanozo Product Backlog npoexmy
«GameHuby 6 Jira
Iicepeno: pozpobneno asmopom na b6azi Jira
Spaces
B GameHub & - < 4% 7

@ summary B Backlog @D Board [ Calendar 2 Timeline [ Pages = Forms -+

| Qsearcnboard | &) = Fitter Complete sprint [INCRNINCU-TRVIRNEREE ~SRPP

IDEA ToDO 1 INPROGRESS 1 DONE 1 +
+ Create nigKNouYNTK akayHT Steam GameHub asToMaTUuHO NoKanbHUi Npodins
3HaNLIOB BCTAHOBEHI irpn
[ GH-7 = € [ &H6 v 138

1 GH-8 8 2

Pucynok 3.2 — Bisyanizayis nomoxy eukoHauHs 3a80atsv (Scrum Board) 6
AKMUBHOM) CHPUHMI

IDicepeno: pospobneno asmopom na 6aszi Jira.

Copunt 0  (IligroroBumit): HanamryBanHs cepemoBuiia  po3poOKH,

peno3utopiiB GitLab, CI/CD naiinnaitHiB Ta 6a30B01 apxiTekTypu Ha Rust.
Cnpunr 1 (ABropu3zanis): Peamizamis 3aBgans GH-1.1 Ta GH-1.2.

Crpunr 2 (Imnopt): Peanizanis sigpa arperariii (GH-2.1).
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3.2. OpranizauiiiHa CTPyKTypa KOMaH/AH Ta pecypcHe 3a0e3ne4eHHs

Jlns peanizaiii mpoekTy c(OpMOBaHO KOMAaHAY 3TITHO 3 PEKOMEHIAIISIMU
Scrum Guide Ta METOIUYHUMH BKa3iBKaMH 1010 po3noaury poieii [3,16]. Komannaa €
Kpoc-(YHKI[IOHATBLHOI, TOOTO BOJIOJI€ BCIMAa KOMIIETCHIIISIMU, HEOOXITHUMHM JIJIs
CTBOPEHHS TOTOBOI'O IHKPEMEHTY MPOJYKTY 0€3 3ayyeHHs 30BHIIIHIX PECYPCIB.

Ckual KOMaHId Ta PO3MOJUT BIAMOBIIANBHOCTI:

1. Product Owner (Bnacuuk npoaykty): Binmosinae 3a ¢popmyBaHHS Bi3ii,
ynpasninHsg Product Backlog, mpiopuresanito 3aBaaHb Ta NpUHHATTA poOOTH. Y
koHTekcTi GameHub BiH Takok BUKOHYE POJIb KOMYHIKATOpA 31 CIUILHOTOROS,

2. Scrum Master: 3abesneuye AOTpUMaHHs TpoieciB Scrum, (hacuiiTye
noaii (Aeimi, PEeTPOCIEeKTHBH) Ta YCyBa€ TMEPEIIKOAM, IO 3aBaXalOTh KOMAaH/II
npaioBarty’.

3. Developers (Komanma po3po6kn):

o Senior Backend Engineer: BigmoBimae 3a apxXiTeKTypy sjpa,

Oe3reKy JaHuX Ta poooTy 3 (paiIoOBUMH CHCTEeMaMHK’

o Middle Frontend Engineer: peanidye intepdeiic KopucTyBaua,
a”iMarlii Ta B3aEMOIIIO’
o QA Automation Engineer: 3a0e3meuye SIKICTh 4Yepe3 HaIMCaHHS

ABTOTECTIB JUIA TEPEBIPKU IHTETpallii, 10 € KPUTHYHUM JJIs CTaOlIbHOCTI

arperaTopa’

o UX/UI Designer: mpoekTye 3py4Hi cIeHapii B3aemojii Ta

Bi3yaJbHUN CTHIID’

BpaxoByroun o6pany ctparerito Community-Driven Development (po3po0Oka,
KepoBaHa CIIUILHOTOI0), OpTaHi3alliiHa CTPYKTypa TMPOEKTY Mae crenudivi
0COOJIMBOCTI, SIKi BIAPI3HAIOTH 11 Bi KIIACHYHOT ayTcopcuHr-KoManau. Ponb Product
Owner (PO) y «GameHub» tpancdopmyetncst y posib Technical Evangelist.

Horo 060B'sI3KH PO3IINPIOIOTECS 33 PAXYHOK HACTYITHHUX (DYHKILIL:

1. Developer Relations (DevRel): AktuBHa poboTa 3 aBTOpaMu CTOPOHHIX
marinie Ha GitHub. Ile Bkimoyae peB'to ixuboro koxy (Pull Requests), naganus

TEXHIYHOI MIATPUMKHU Ta MOAEPAI[II0 €eKOCUCTEMH.
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2. Vopasninas "Bounties": Po3noain Mikpo-rpaHTiB a0 OOHYCIB Jist

pO3pOOHUKIB, sIKI HAWMIBUAIIE BHUIPABIATh KPUTHUYHI TNOMWIKH IHTEerpamii
(manpuknan, npu 3miHl API Epic Games).

Ie 3mintoe 1 Bumoru 10 Senior Backend Engineer. Okpim 3HanHs Rust, nei
CHemiajicT TOBUHEH BMITH NHUCaTH SKICHY nyOmiuHy npokymeHtaniro (SDK
Documentation), ockibkr 06€3 3p03yMUIOro Taily s 30BHIIIHIX PO3POOHUKIB 11€5
"BIAKPUTOI apXITEKTypH IUIAriHiB" 3aJIMIIUTHCA HEpEali30BaHOI0. TakUM YHHOM,
yIPaBIiHHS JTIOACBKUMH PECYPCaMH B MPOEKT1 GOKYCY€EThCS HE JUIIE HA HaliM1 11ITaTy,
a i1 Ha BUPOUIYBaHHI JIOSJIBHOT CIIUIBHOTH 30BHIIIHIX KOHTPHO'TOTOPIB.

TexHiuHe Ta mporpaMHe 3a0e3MeyeHHs:

JIist ynipaBiiiHHS IPOEKTOM BUKOPUCTOBYEThCS ekocuctema Atlassian:

. Jira Software. Jlns BeneHHs OCkIIOTy, IUTAHYBaHHS CIPUHTIB Ta

TPEKIHTY 3a/1ay;

. Confluence. [lns BeaeHHs TEXHIYHOT JOKYMEHTAIlli Ta 0a3u 3HAHb
IIPOEKTY;
. GitLab. /{ns koHTpoto Bepciit koay Ta HanamtyBanus CI/CD.

3.3. Po3paxyHok 01oaxetry npoekrty (Komropuc)

diHaHCOBE IUIAHYBAaHHSA TMPOEKTY 3IIACHIOEThCS 3a Monemwno «Time &
Material» 3 ¢ikcoBaHOIO MICSYHOIO BapTICTIO KOMaHIu. Po3paxyHOK BUTpaT Oa3yeThes
Ha PUHKOBHX CTaBKax (haxiBIlIB Ta TPUBAIOCTI eTany po3pooku MVP (3 micsi).

Butpatm Ha omaty mpami  po3paxoBaHO BIAMOBIIHO JI0 METOIWYHUX

pexomenpartii [9].

Tabauys 3.2 — Kowmopuc eumpam na po3pooxy MVP (3 micayi)

Micsiuna Burparu Ha 3araneui

ITocana / Poab craska (USD) KiabkicTs wicsms (USD) f;;lg)ana 3
Senior Backend Engineer 6 000 1 6 000 18 000
Middle Frontend Engineer 3500 1 3500 10 500

QA Automation Engineer 3000 1 3000 9 000
UX/UI Designer (Part-time) 3500 (0.5) 1 1750 5 250
Scrum Master (Part-time) 4 500 (0.5) 1 2 250 6 750
Pazom ®OII 5 16 500 49 500
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Onepauiiini BUTpaTu

Jlinensii I13 ta cepBepu 500 - 500 1500
MapkeTHHT (3a1ycK) 1 000 - 1000 3000
BCbHOI'O 18 000 54 000

3 ypaxyBaHHSAM pe3epBHOro (OHIy Ha HemependadyBaHl BUTPATH Yy PO3MIpi
10% (5 400 USD), 3aranpHuii 6roxeT poekTy ctaHoBUTh 59 400 USD. Takuit o6c¢sr
IHBECTHULINA € OOIPYHTOBAHUM JIJISi CTBOPEHHS TEXHOJIOITYHOIO MPOAYKTY 3 BUCOKUM

MOTEHI[1aJIOM MacIilITa0yBaHHs Ta MOHETH3AIIli.
3.4. AnaJji3 MmeTpuK e()eKTUBHOCTI Ta 3BiTHICTB Yy Jira

BnpoBamxenns Agile-miaxo/1iB BUMarae nepexoy Bijl Cy0'€eKTUBHUX OI[IHOK 10
ynpaBiaiHHA Ha ocHOBI nanuXx (Data-Driven Management). CepenoBuiie Jira Software
aBTOMAaTUYHO TEHEpPYye 3BIiTH, SKI JO3BOJISAIOTH Scrum-MaWcTpy Ta KOMaHII
aHamizyBaTtu "310poB'a" mporecy po3poOku. s mpoekty «GameHuby Bu3zHaueHO
KPUTHUYHI METPUKH, MOHITOPUHT SIKMX 3I1MCHIOETHCSI HAMMPUKIHII KOKHOTO CIIPUHTY.

1. Jeramizamis Bumor (User Stories) OcHOBOw st 300py METPHUK € SIKICHO
opopmiieHa kapTka 3amadi. Koxkna User Story B GameHub mictuth 4itki kputepii
npuitHITTS (Acceptance Criteria) Ta oliHKY ckiaaHocTi B Story Points (puc 3.4).

2. Velocity Chart ([iarpama mBuakocti) Ila wMerpuka BigoOpaxkae
IIPOJIYKTUBHICTh KOMAaH/U BiJl CIIPUHTY J0 CIPUHTY. BOHA MoOKa3ye CIiBBITHOIICHHS
MDK 3ariaHoBaHuM obcsiroM podotu (Commitment — cipuii CTOBITYUK) Ta (DAKTUIHO
BukoHannM (Completed — 3enennii croBmuuk). Anani3 Velocity no3Bomse:

. NporHo3yBaTH AaTy penisy MVP. SIkmio cepenHs MIBUAKICTH
koMauau ckiaamae 20 SP, a Geknor mictute 100 SP, To mis 3aBepuieHHS
3HAJIOOUTHCS 5 CIIPUHTIB;

. BUSBIIATH TipoOsiemu TuiaHyBanHs. ko croBmumk "Completed”
MOCTIHO 3HaYHO HIK4YKH 3a "Commitment", e CBITYUTH PO Te, IO KOMaHIa
Oepe Ha cebe 3abarato 3000B's3aHb (Overcommitment) abo 3agadi OIIHEHI

HCIIPAaBUJIBHO.



Jira work item 4 x

[2 Addepic | [] GH-9 5 <

3anycKaTu rpy Knikom Ha il
o6knaguHky B GameHub.

Ideav 4 3% © -+

Story point
estimate

Description

3anyckatu rpy Knikom Ha 11
o6knapguHky B GameHub

Subtasks

Add subtask

Linked work items

Add linked work item

Pucynok 3.4 — Ilpuxnao ogpopmnenns User Story 6 cucmemi Jira

Jicepeno: pospobaeno asmopom na 6asi Jira.

Spaces [/ GameHub / Reports

VE|OCIty report > How to read this report <8
— Commitment — Completed —— Average
The amount of work in the sprint The amount of work done The amount of work done on average in all
when it began. during the sprint. shown sprints.
30 Average: 29
254
204
=
‘s
Q
2
g 15
7]
104
5.
0
SCRUM Sprint 1
Sprint Commitment Completed
SCRUM Sprint 1 0 29

Pucynox 3.5 — Hiaepama weudxkocmi komanou (Velocity Chart)

IDicepeno: pospobneno asmopom na 6aszi Jira.
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3. Sprint Report (3BiT mno cnpunty) Lleli 3BIT aHami3yerbcs Ha

peTpocnekTuBl. BiH moka3ye CIMCOK 3aBepUICHUX 1 HE3aBEPIICHUX 3a]ay, a TaKOX
"po3ayBaHHs o0csary" (Scope Creep) — 3amadi, siki Oyau 10JaHi B CIIPUHT BXKE MICTs
roro nouatky. st GameHub, ne iHTerpaitii MOXyTh "nmamaTucsa" panToBO, KOHTPOIb

Scope Creep € KpUTUYHUM, 100 HE 3IpBATH OCHOBHY I[LIb CIIPUHTY.

Spaces /| GameHub / Reports

Sprint burndown chart > How to read this report o
Sprint Estimation field
SCRUM Sprint 1 v ‘ ‘ Story points v
Date - December 1st, 2025 - December 15th, 2025
— Remaining work . Guideline
Number of story points left to complete this sprint Ideal burn rate
Today
Q

25

20
2
3
a 15
Py
9 I
&

(e
Dec 3 Dec 5 Dec 7 Dec 9 Dec 11 Dec 13 Dec 15

Date

Pucynox 3.6 — 36im npo pezynomamu cnpunmy (Sprint Report)

IDicepeno: pospobneno asmopom na 6aszi Jira.

4. Cumulative Flow Diagram (CFD - HakonmuyBaibHa miarpama nmotoky) CFD
€ OCHOBHUM IHCTPYMEHTOM JUIsl aHANi3y CTaOUThHOCTI MOTOKYy B Kanban-uactuni
npoekTy (marpuMKa iHTerpaiiit). /liarpama mokasye po3momain 3ajad 3a cTaTycaMu

(To Do, In Progress, Testing, Done) y uaci. Kiitouosi curnanu CFD anst MmeHnekepa:



37
. akmo cmyra "Testing" (TecTyBaHHSI) PI3KO PO3LIMPIOETHCS, LE

cBimunTh mpo "msmkoBe ropiedko’ (bottleneck): QA-imxkeHep HE BCTHTAE
NEepeBipsATH 3aj1adi, SKi MOCTa4aloTh PO3POOHUKH;
. piBHOMIpHE 3pocTaHHsi 30HHM "Done" CBIAYUTH MPO CTAOUTHLHUUN

MPOIIEC TOCTaBKH I[IHHOCTI.

Spaces [/ GameHub / Reports

Cumulative flow diagram > How to read this report =
Date filter From date To date
All Time v ‘ 2/18/1993 ) ‘ 2/18/1993 ()

Idea ToDo In Progress Done

5

Work Item Count

Dec 09 Dec 10 Dec 11 Dec 12 Dec 13 Dec 14 Dec 15 Dec 15
Time
Pucynoxk 3.7 — Haxonuuysanvna diacpama nomoky (CFD)

Iicepeno: pospobaeno asmopom na 6asi Jira.

Takum 9MHOM, KOMIUIEKCHE BUKOPHCTaHHSA OOpPAaHUX IHCTPYMEHTIB 3BITHOCTI B
cepenoBuili Jira 3abe3neuye moBHy mpo3opicth (Transparency) mpoiecy po3poOku
miatrhopmu «GameHuby. [loennanus metpuk mporrosyBanHs (Velocity Chart) 3
iHCTpyMeHTaMu aHanizy noToky (Cumulative Flow Diagram) nosBosnsie peamizyBatu

migxin Data-Driven Management. Lle nae 3Mmory MmeHeKepy MTPOEKTY BIIMOBUTHCS BiJl
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IHTYITUBHOIO IUIAHYBaHHS Ha KOPHUCTb OOIPYHTOBAaHUX MPOTHO3IB, CBOEYACHO

BUSABIIATH «BY3bKI MICIsl» B IIpollecax TECTyBaHHsA Ta IHTerpaili, a TaKoX
apryMEHTOBAHO KOMYHIKYBaTH CTaH IPOEKTY CTEHKXOojepaM, CIUpalvyuch Ha

00'€KTHBHI ICTOPUYHI JaHi, a HE Ha Cy0'€eKTHUBHI OUIKyBaHHS.
3.5. MoHiTOpPUHT e(peKTUBHOCTI, KOHTPO.JIb sAKk0cTi Ta CI/CD npouecu

BripoBa/pkeHHSI THYYKHMX METOJOJIOTI BHMAara€ HalalITyBaHHS TIPO30pOi
CUCTEMHU MOHITOPHHTY mporpecy. Ha BigMiHy Big TpaaMIIIiHOTO MPOEKTHOTO
MEHE/DKMEHTY, JIe KOHTPOJIFOIOTHCS BIIXHJICHHS BiJl KOPCTKOTO TUIaHY, Y MPOEKTI
«GameHub» ¢okyc 3MileHo Ha eMIipUYHI METPUKUA NPOAYKTUBHOCTI KOMaHAM Ta
SIKOCTI1 MPOJTYKTY.

OCHOBHMM CepeIOBUIIEM JJIsl YIIPABITIHHSA 3a7a4amMu 00pano Atlassian Jira, o
BINIOBIAA€ Cy4YacHUM CTaHaaptaM 1HAycTpii. [ns Bizyamizamii mOTOKY poOiIT
HajamToBaHo Scrum Board 3 KosoHKaM#, 1110 BiJMIOBIIAIOTh JKUTTEBOMY ITUKITY 3aj1a4i
(Workflow):

1. To Do (3anaui, BiiOpaHi y CIIpUHT).

2 In Progress (B po6ori).

3 Code Review (ITepeBipka Koay iHIIEM PO3POOHHUKOM).

4, QA / Testing (TectyBanHs).

5 Done (I'otoBo g0 penizy).

Jlns omiHkM €(EeKTUBHOCTI pOOOTH KOMAaHAM BUKOPHUCTOBYIOTHCS KIIIOUOBI
Agile-merpuku, Bizyanizanis skux goctynHa B Jiral:

. Velocity Chart (Jliarpama mBuakocti): J{03BoJIsIE MPOTHO3YBaTH, CKITLKU
Story Points komaHna 37aTHa BUKOHATH B HACTYIMHHUX CIPUHTAX, 0a3yrunch Ha
icropuuHmx ganux?. Ile KpUTHYHO BasKIMBO JUIS [IIAHYBaHHS JaTH penizy MVP;

. Burndown Chart (/liarpama 3ropsians): Il{oaenHaunii rpadik, o mokasye
3aJTUIIIOK POOOTH B MEKaX MOTOYHOTO cripuHTY [6]. Jlo3Bomsie Scrum-maiicTpy B4acHO
BUSIBUTU PU3MK HEBUKOHAHHS LiJi CIIPUHTY,

. Cumulative Flow Diagram: Jlomomarae BUSBUTH «BY3bKI MICIISI»

(bottlenecks), HanpuKIa, AKIIO 3a7a4i HAKOMMYYIOTHCS Ha eTarli TeCTyBaHHs ",
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Sprint Estimation field

SCRUM Sprint 1 v Story points v

Date - December st, 2025 - December 15th, 2025

' Remaining work Guideline
Number of story points left to complete this sprint Ideal burn rate

Story points

0o

Dec 3 Dec 5 Dec7 Dec 9 Dec 11 Dec 13 Dec 15

Pucynox 3.3 — Hiaepama 32opanus pooim (Burndown Chart) ons konmponto
WBUOKOCMT KOMAHOU

Jorcepeno: pospobnerno asmopom na 6aszi Jira.

Cnemudika arperaropa irop BuMarae O0€310TaHHOI CTaOUTBHOCTI, OCKLIBKH
Oynb-aKuii 301 MpW 3amycKy TP BUKIWKAE€ HETAaTHBHY pEaKIlil0 KOPUCTyBaya.
Crparerisa 3a0e3mnedyeHHs] SKOCTI 0a3yeTbcsl Ha JTOTPUMaHHI KPHUTEPiiB TOTOBHOCTI

(Definition of Done - DoD). 3rigHo 3 po3po0jeHUMHU MPAaBUIAMH, 33]a4a HE MOXKE

oTpumatu ctatyc «Doney, sKiio:

. KO/ mpoumioB nepexpecHy nepesipky (Code Review);

. Hanrcani Unit-tectu (mokputts koxy > 80%);

. dbyHKIIOHAN MTepeBipeHo Ha TecToBoMy cTeHal (Windows 10/11);
. BIJICYTHI KPUTHYHI Oaru.

Jlns  mepeBipku iHTerpaimiii 31 CTOpoHHIMH cepBicamu (Steam, Epic)
BIIPOBA/I’)KEHO AaBTOMATHM30BaHE TecTyBaHHs. lle J03Boisie HIBENIOBATH PHUBUKH
perpecii, KoJi HOBE OHOBJICHHS JIaMa€ CTapuil GyHKITIOHAIT.

CI/CD (Continuous Integration / Continuous Delivery).

Jlns 3a0e3medeHHs IIBUAKOI JOCTaBKHM OHOBJICHL HANAIITOBAHO MNaWILIAiiH
CI/CD. e no3Bonsie aTomatuzyBaTu npouecu 30ipku (Build), recryBanns (Test) ta

posroptanns (Deploy). 3aBasku I1bOMy KOMaHJa MOXKE BHUITYCKaTH XOT(IKCH
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(TepMiHOBI1 BUIPABJIECHHS) AJIs IUIAriHiB IHTErpauii 3a J14eH1 TOAUHHU, 110 € KIIF0UYOBOIO

KOHKYPEHTHOIO TIEPEeBaror0 HaJl KOPIIOPATUBHUMH aHAJIOTAMH.

Oco6nuBy yBary B cucTeMi 3a0€3MeUeHHs SKOCT1 CI1J MPUILTATA METOAO0OT 11
"Canary Releases" (KanapkoBi penizu), sika € KpUTHUYHO BaXKJIUBOIO ISl IECKTOITHUX
JOJIaTKIB 3 BENUKOI IHCTalsiiHO0 0a3ot0. Ockuibku GameHub mnpaitoe
Oe3nocepeHbo 3 (HailyIoBOI0 CUCTEMOIO KOpucTyBaua Ta nporecamu OC, moMuika B
OHOBJICHHI MO’K€ TMPHU3BECTU 1O KPUTHYHUX HACHIIKIB (HAIPHUKIIAJ, MOMHUIKOBOTO
BUJAJTICHHS (paliiliB TpH).

[Ipouec penizy B GameHub BinOyBaeThCs MOETANHO:

1. Alpha Ring (BuytpimHe koisio): ABToMaTtu4Ha 30ipKa sl KOMaHIU
po3poOHUKIB Ta QA.
2. Beta Ring (CnoutsHota): Hoctyn nns 5-10% kopuctyBauiB, siki

n00poBUIbHO noroauiKcs TectyBatu HOB1 ¢yHkiii (Early Adopters). Ha npomy ertami
30UpaEThCs TeIeMETPis MPo 3001 Ta MOMUIIKM IHTErpallii Ha peaqbHUX KOHQIrypamisax
"3amiza".

3. Stable Ring (MacoBuii peni3): Skmio npotsarom 48 roaun y Beta-kanani
HE BHUSBJICHO KPUTHYHHUX OJI0KepiB (Showstoppers), OHOBIIEHHS CTa€ JOCTYITHUM JJIs
100% aynuropii.

Taxkuit miaXig TO3BOJIIE MIHIMI3YBaTH peIyTalliifiHi PU3UKA Ta BapTICTh
BUIIPABJICHHS IOMMJIOK, 1110 TIOBHICTIO BiJIMOBiAae mpuHIUIIaM Agile o0 paHHbOTO

BUSIBJIICHHS J1e(DEKTIB.
3.6. YrpaBiliHHS PU3HKAMH NPOEKTY

Po3poOka mporpamMHoro 3a0e3meueHHs, 1m0 3aJIeKUTh BiJl CTOPOHHIX €KOCUCTEM,
MOB'I3aHAa 3 BHUCOKMMH PHU3WKaMHU. YTpaBJIiHHSA pu3nkaMu B TpoekTi «GameHuby
3MIACHIOETHCS ITEPATHBHO: PEECTP PU3UKIB MEPETIATAETHCS HA KOKHOMY TIJIaHyBaHH1

CIIPUHTY.

Tabauys 3.3 — Peecmp pusuxis npoekmy « GameHuby

. WmoBipricts | Brms Crpareris pearyBaHHs
Ne Oruc pusuky (1-5) (1-5) | P | (\Mitigation Strategy)
1 3mina  API CTOPOHHIX 5 5 25 aJanTaris; MOJyJIbHa
wiatpopm. Valve abo Epic (Kput.) | apxitekrypa. InTerparii
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WUmogipricts | Brms Crpareris pearyBaHHs
Ne Ornuc pusuk Panr R
p Y (1-5) (1-5) (Mitigation Strategy)
Games 3MIHIOIOTh BUHECEHI B  OKpemi
MPOTOKOJI aBTOPHU3AIlii, IO TUIariHy, SIKI
O5oKkye (DYHKITiFO IMITOPTY. OHOBITIOIOTHCS
HE3JICXKHO BIJ si/pa.

) HUKH . BI '
brnoxkyBaHHs AKayHTIB }B’T ;::; iml\;oia :clﬁ
(Anti-cheat). AHTHYIT- pyuatit port

. rpu (in'ekuiit). Gamehub
CUCTEMH  ITOp  MOXKYThb 10
2 - 2 5 Mparoe JUIIe K
ITIOMHUJIKOBO CIPHUMHATH (Buc.) Ve OTDHMAHHS
gamehub sk 3abopoHeHe YHHACP. pH
3 udpoBoro MIIINACY
' koay (Code Signing).
MIHIMI3aIis: BHOIp
Husbka  mpoayKTHBHICTB. TEXHOJIOTIYHOTO  CTEKY
3 Honarox CITIO’KMBAE 3 4 12 Rust 3amicTh «BaXKUX»
3abararo RAM, 110 (Buc.) | ¢peiimBopkis. Perynspue
BIJUISIKY€ TefiMepiB. HaBAHTA)XXyBaJIbHE
TECTYBaHHSL.
CTHMYJTIOBAHHSI:
BincytHicth 1HTepecy CTBOPEHHS AKICHOT
4 cnutbHOTH. [licns  penizy 3 4 12 JTIOKyMEHTAITii SDK.
PO3pPOOHUKH HE 3aX04yTh (Buc.) | [IpoBeneHHsi KOHKYpCIB
MHACATH TUIAT1HH. JUTSt PO3pOOHUKIB
TUIariHiB.
KOHTpOJIb: poboTa 3a
Mepepmmenns  Gromier mozemmo Fixed Team.
p JUKETY. 9 | Ipioputmsamis ~ MVP
5 | Po3pobka 3aTSTHETHCS 3 3 . :
_ . (Cep.) | (BimmoOBa BiX
yepe3 TeXHIUH1 CKIaAHOMI. :
apyropsaHux  (pig) s
JOTPUMaHHS TEPMIHIB.

BucnoBku 10 po3ainy 3

Y TpeThoMy pO3ALIi PO3KPUTO TMPAKTUYHI ACTIEKTH peami3aiii TpPOoEKTY.
CdopmoBaHo Ta mpiOpUTE30BAHO OCEKIOr TPOJIYKTY, IO JIO3BOJISIE KOMAaH/II
doxycyBarucs Ha HaBaxIuBimux ¢GyHKIAX. Po3paxoBano Oromxer MVP, saxuit
cranoBuTh 59 400 USD 3a 3 wmicsami po6otn Kpoc-(pyHKITIOHAIBHOI KOMAaHJIH.
BnpoBamkena cucrema MoHiTOpuHTY Ha 0asi Jira Ta mporiecu CI/CD 3a6e3neuyroTh

MPO30PICTh Ta BUCOKY MIBUAKICTH aJanTarii, M0 € KPUTUYHUM JUIsl BIKABAaHHS

MPOIYKTY B YMOBaX «BIWHU JTayHUEPIBY.
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BUCHOBKH

VY kBamigikamiiHii poOOTI HaBEAEHO TEOPETUYHE Y3araJbHEHHS 1 HOBE
BUPIIIICHHS] HAYKOBO-TIPUKJIAJTHOTO 3aBJaHHs, 110 TOJISITAE Yy PO3pOOIl MEXaHI3MY
THYYKOI'O YIPaBIIiHHS CTBOPEHHSIM irpoBoi miardopmu «GameHuby.

1. AHani3 TEOPETUKO-METOJIONOTIYHUX 3acaj] ymnpaBiiHHsS [T-npoexramu
MOKa3aB, 110 IS MPOAYKTIB 3 BUCOKMM PIBHEM HEBU3HAUEHOCTI (SIK arperatopu
KOHTEHTY) TpaAuIliiHl KackajgHi Mojenl € HeepekTuBHUMHU. OOIPYHTOBAHO
JOLIBHICTh 3acToCyBaHHS Agile-minxony, sSIKUi 103BOJISIE MIHIMI3yBaTH PU3HMKHU Ta
3a6€3MeUUTH IBUIKY PEAKII0 HA 3MiHU PUHKY .

2. JlocnimpKeHHs] pUHKOBOT'O CEpeIOBUINA BUSBUIIO MPoOieMy (hparMeHTaIii
upoBoro mpoctopy reriMepiB. Ha OCHOBI 1HCTPYMEHTIB CTpaTETriyHOIO aHajizy
(Lean Canvas, Value Proposition Canvas) po3po0ieHo 6i3nec-moaens «GameHuby,
mo 0a3yeTbcsi HA MOJIYJBHIA apXITEKTypi Ta 3ajJy4y€HHI CHIUIBHOTH [0 TEXHIYHOT
1ATPUMKH.

3. CrpareriyHe TIUIaHYBaHHS peaiizoBaHo yepe3 (GopMyBaHHA Bi3ii
nponykry (Product Vision) Ta nmopoxnpoi kaptu (Roadmap). Lle mo3Bommiio
CTPYKTYpYBaTH pO3BUTOK Iularopmu Ha ertanu: Bix MVP 10 mnoOBHOIIHHOT
€KOCUCTEMH.

4, [IpakTryHa MoAENb YNpaBiIiHHSA 0a3yeTbcs Ha TIOPUIHOMY IO€IHAHHI
¢dpeitmBopkiB: Scrum (ayi1 po3BUTKY sAnpa) Ta Kanban (ns miaATpUMKHU 1HTETpaIii).
CdopmoBano Product Backlog, mpoBeneHo omiHKy 3aBaaHb Ta PO3pOOJICHO TUTaH
CIIPUHTIB.

o. ExoHOMiuHE OOIPYHTYBaHHSA MIATBEPIUIO PEATICTUYHICTH MPOEKTY.
Po3paxyHok Oro/KeTy MOKa3aB JOIUIBHICT 1HBECTHUIlINH y po3mipi 59 400 USD nns
cTtBopeHHsI MVP, 1110 € KOHKYpEHTHUM MOKa3HUKOM JJISI TEXHOJIOT1YHOTO CTapTaIry.

6. Cucrema KOHTPOJTIO SIKOCT1 Ta pU3UKIB TapaHTy€e CTAOUTBHICTD MPOTYKTY.
MiHIMIi3aIii.

Takum 4yrHOM, PO3pOOJEHHUA MPOEKT € TOTOBHM JO BIPOBADKCHHS IUIAHOM

CTBOPEHHSI KOHKYPEHTOCIPOMOKHOT0 MpoAykKTy «GameHuby.
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JIONATOK A

TexHosoriyHui cTek peanizauii NPOEKTY

Tabnuys A.1 — Ilepenix sukopucmanux mexroi02ii ma iHCmpyMeHmie

. Ha3Ba texHouiorii / .
Kareropisn IIpu3HayeHHs1 B MPOEKTI
IncTtpymenTy
. [InanyBaHHS CIPHHTIB, BEACHHS
. Jira Software y p &
Ynpasainas oexiory
NMPOEKTOM : o
P Confluence 30epiraHHs TEXHIYHOT JOKYMEHTAII11
Rust Moga nporpaMmyBaHHS sijIpa
Backend (3a0e3neuye MIBUIKOIIIO)
(CepBepna
. JloxanpHa 0a3za JaHuX JJis 30epiraHHs
YacTHHA) SQLite | IaHUX 1L p
010TioTeKH
Frontend
(Knientcebka React.js CrtBopenHs iHTEpPeiicy KopucTyBaya
YaCTHUHA)




IHopiBHAJIBHMI aHAJI3 KOHKYPEHTHHUX pillicHb
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JIONATOK B

Tabnuys b.1 — lopisuanua GameHub 3 ocnosHumu KonKypenmamu

GameHub

GOG Galaxy

Kpurepiii (Po3pobia) Steam 20 Playnite
Arperarop Marazun  + | Arperatop +

Tun (Meta-naynuep) | Jlaynuep Marasun Arperatop

IMinTpumka Steam, Epic, | . ) ) ) )

miaTdopm GOG, Xbox Tinbku Steam | Bci ocHOBHI Bci ocHOBHI

I?;(;’)ll)c?i];almﬂ Husbke (<100 | Bucoke (>400 | Bucoke (>300 Cepenne

(RAM) MB) MB) MB)

. . Open  Source . : Open
JlineHnsist (Be3KOIITOBHO) [Iponpierapna | [IponpierapHa Source
ABTOMATHYHE
3aKPHTTS Tax Hi Hi Tak (uepes
3aiiBUX CKPUIITH)

nporpam
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