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AKTyaJIbHiCTh T€MH. Y CydacHIH IHAYCTpIi BIZICOITOp pO3poOKa MPOEKTIB JIeaal
qacTillie CYMPOBOKYETHCS TPYAHOIAMH, TOB’SI3aHUMHU 3 KOOPIMHAINIEID POOOTH
OararonpodinbHUX KoMaHa. [IporpamicTu, XyI0KHUKH, CIIEHAPUCTU Ta JU3AMHEPU
IPAIIOOTh Y JUHAMIYHOMY, TBOPYOMY CEPEAOBHIII, JI€ BIICYTHICTh YITKOI CTPYKTYpH
Ta THYYKOTO YTPAaBIiHHSI MOXKE MPU3BOAWTH 10 "KPEaTHBHOTO XaocCy' — 3aTPUMOK,
Herepea0adeHnX 3MiH, BUTOPAHHS MTepCoHaNy. Y 3B’ 3Ky 3 IMM BIPOBADKEHHS Agile
nigxoaiB Ta npakTuk (Scrum, Kanban ta iHm1.) HaOyBae 0CcOOJMUBOI aKTyaJIbHOCTI
K 1HCTPYMEHT €(QEKTUBHOTO YMPaBIiHHI B yMOBaxX BHCOKOI HEBH3HAYCHOCTI.
[Tpuxmanu, onucani Jxeiiconom Illpaepom y kauzi Blood, Sweat, and Pixels (2017),
1TBEP/IKYIOTh, 10 YCHIIIHICTh I'POBOTO IIPOEKTY 3aJICKHUTH HE JIUIIE Bl KPEaTHBY,
a ¥ BiJ opranizamiiiHux nporecis [1].

Mera nociimkenns. [IpoananizyBaru, sIKKM YMHOM THYYKi T AXOIM Ta TPAKTUKH
ynpasiiHHs, 30kpeMa Scrum i Kanban, cripusitoTs momoanHio mpooiieM, moB’ s3aHux
13 KpeaTUBHUM 0€371a]I0M Y KOMaH1aX pO3pOOHUKIB B1COITOp.

O0’ext pocaimxkennsi. [lpornecn opranizaiii KOMaHIHOT poOOTH B IrpoBiit
THIYCTpii.

IIpeamer nocaigxenHsi. 3acrocyBaHHs Agile MIIXOAiB Ta NPaKTUK SK
IHCTPYMEHTIB YIIPaBIIIHHS TBOPUYUMH KOMaHJIaMH y pO3pOOIIi BiJI€OIrop.

Cdepa po3poOku Bijgeoirop 00’ eaHye pi3Hi mpodecii: mporpamicTiB, AU3ANMHEPIB,
XyJIO)KHUKIB, CIICHAPUCTIB, 3BYKOBHUX 1HXeHepiB Ta iHmuX. KokeH 3 nux ¢haxiBIliB
MPAIIOE Y BIIACHOMY TBOPUOMY CEPEIOBHIIT, II[0 9aCTO MPU3BOIUTH 10 HEY3TOPKEHOCTI
T, 3MIIIEHHS TIPIOPUTETIB 1 MepeHaBaHTAXKEHHS KOMaHAu. be3 "iTKkoro ymnpapimiHHS
11€ MOXKE CIIPUYMHUTH 3pUB TEPMiHIB, (PIUEKPIMIHT (MOCTIHHE 10AaBaHHS HOBUX 1JI€H),
3HIDKEHHS SIKOCTI IPOAYKTY Ta HaBiTh BIIMOBY BiJl 3aBEPIICHHS MPOEKTY.

Jlxeiicon lpaep y cBoiii kau3zi «Blood, Sweat, and Pixels» [1] HaBoguTh HU3KY
KEWCiB, KOJIM BEJIMKI Ta MaJIi CTY/AIl CTpa)Kaaau caMe Bij] BIICYTHOCTI OpraHizamiiHo1
muctmruiiny. Hampukian, y nporeci ctBopeHHs rpu Destiny komaHna 3iTKHyJacs 3
MOCTIMHUMU TIepepoOKaMu uepes 3MiHy OaueHHS, TOTaHy KOMYHIKaIlito Ta BIZICYTHICTh
9iTKO1 CTpyKTypH. Lle mpu3BOIMIO 10 XaoCy, SIKUW 3HIKYBaB €(PEKTUBHICTh HABITh
HaWOIBIT TajaHOBUTHX KomaHf. [lomiGHI icTOpii AEMOHCTPYIOTh, IO YCHIX TpHU

3QJICKUTh HE JIMIIE Bij iAei, a ¥ BIJ 37aTHOCTI KOMaHIU 3JIaro/KEHO IMpaIfoBaTh
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IPOTSATOM TPUBAJIOTO Yacy.

Agile migxoau Ta NPaKTUKH - 1€ CIIOCIO CTBOPEHHS MPOIYKTIB, 1110 0a3y€ThCs Ha
THYYKOCTI, MIOCTIHHOMY 3BOPOTHOMY 3B’sI3KY, KOPOTKHX IT€paIlisiX 1 3a1y4eHH] BCI€T
KOMaHJM 10 yXBaJICHHs pieHb. Halmomupenii 3 HUX y TeiMaeBl — 1e Scrum 1
Kanban.

Scrum B irpoiii po3pooui. Scrum € nomynsapHUM (PpeMBOpPKOM B 1rpoBiit
IHIYCTpii 3aBASKH CBOIM 3JaTHOCTI IIBHJAKO aJanTyBaTUCS 10 3MiH 1 CHPHUSATH
YiTKI opraHizamii pobodyux mporeciB. B ocHOBI Scrum JeXuTh 1T€paTUBHO-
IHKpEMEHTAJIbHUI MIAX1J, SKUH peai3yeTbcsl uepe3 KOPOTKi iTepallii - CIPUHTH,
IO JI03BOJISIIOTh KOMAaHJI1 30CEPEUTUCS Ha JTOCATHEHHI KOHKPETHHX MPOAYKTOBUX
mined (Sprint Goals) nmpoTsirom oOMekeHoro yacy (3Bu4aiiHo, Bij 1 10 4 THXHIB).
Binpasy micins 3aBeplieHHs] KOKHOTO CIIPUHTY MPOBOAUTHCA Sprint Review, Ha sikux
OIIHIOETHCSl PE3YJbTAT JOCSATHEHHS Il CIpUHTA (IHKPUMEHT)OIIHKA PE3yJbTaTiB,
OTPUMaHHS 3BOPOTHHOTO 3B’SI3KY BiJl KOPUCTYBA4iB MPOJIYKTY Ta KOPUTYBAHHS
NOJABIINX KPOKIB, 10 T03BOJISIE KOMAH/I1 OTIEPAaTUBHO pearyBaTH Ha 3MiHU [2].

Kpim toro, Scrum Hamae 4iTKy CTPYKTYypy: BH3HadeH1 poii (Scrum-macrtep,
BiacHuk mpoaykTy 1 po3poOHHKHU, MiJ SKUMU PO3YMIIOTh BCIX XTO O€3MOCEPEIHBO
HEOOX1THUM JJII CTBOPEHHS pe3yibTary 1 po3po0iisie TPOAYKT), PETYISIpHI 3yCTpidl
(manpuknan, moaeHHi Daily Scrum) maist yrouHeHHs mporpecy 1Mo JTOCSITHEHHIO 111
crpunTa (Sprint Goal), nmepernjianyBaHHIO IOTOYHUX 3aBJaHb 1 BUPIIICHHS MPOOJIeM,
a TakoX PETPOCHEKTHUBH, /6 KOMaHJa MOXE OLIHUTH €(pEeKTUBHICTh CBOEI poOOTH
Ta BHECTU 3MIHHU y MPOIIEC CTBOPEHHS MpOoayKTy. OpeliMBOPK BU3HA4Ya€ HEOOXITHI
apredakTH Ta MpaBWiIa B3alMOJli CKIIQOBUX eJIeMeHTIB (ppeiitmdopky. Bei ckinamosi
€JIEMEHTH JO0TOoMararTh 30epirati ¢GoKyc 1 MPOAYKTHBHICTh, HaBITh Y CKJIQJIHUX
YMOBaX, KOJIM MPOAYKT 3a3Ha€ 3HAYHUX 3MiH 00 HOBUX BUMOT.

Kanban B irpogiii po3pooui. Kanban € metonom, sikuit 103BojIsIE€ yIIpaBiIsSTH
notokoM (flow) cTBopeHHs IiHHOCTeW. BiH 0a3syeTbcs Ha Bizyasizallli poOoumx
nmporeciB 1 Ha OOMEXKEHH1 KUIBKOCT1 3aBJaHb Ha KOXXKHOMY €Tami po3poOKH, IO
JI0TIOMArae yrpasisiTd MMOTOKOM 3aBJaHHb Ta YHUKHYTH MEPEBAHTAKEHHS KOMaHIU
yepe3 BcTaHoBJIeHH WIP-mimiTiB. BijfcyTHICTh OOOB'S3KOBUX 1TEpalliid JT03BOJISIE
KOMaH/JaM aJlalTyBaTUCs J0 3MiH y peallbHOMY uaci Ta 30epiraTi BUCOKUMN pIBEHBb
IPOAYKTHUBHOCTI.

Oco6nuBicTio Kanban € Te, 110 BiH 103BOJIsI€ KOMaHI MOCTIHHO TpaIoBaTH
HaJ MOTOYHUMU 3aBIAHHSIMH, CTBOpIOBaTH okpeMi flow 1jis pi3HUX TUMIB 3a1a4 Ta
3aJlydaTd BCl HEOOXI1JHI pecypcH JJis MOJ0JaHHs By3bKUX Micilb (bottlenecks) mpu
po3po6ri. Lleit meTosa ineasbHO MIAXOAUTH JJIS 1rop, M0 mepeOyBarOTh Ha eTarli
HiATPUMKH, OHOBJIEHb a00 ISl MajduX KOMaH/, J€ BaXJHMBO HIATPUMYBATH OajaHC
MDK KUTBKICTIO 3aBAaHb 1 HASBHUMH pecypcami [3].

BuchoBku: Agile nigxoau Ta npakTuku, 30kpeMa Scrum i Kanban, noBoasts
CBOIO €(eKTHBHICTh Y 00OpOTHOI 3 "KpeaTMBHHUM XaocoMm', 10 BHHUKAE B IPOIIECI
CTBOPEHHS B1JI€0ITOp. 3aBASKH ITEPAaTUBHOCTI, PO30POCTI Ta 3aJIy4EHOCTI KOMaH/ U,
Il TIAXOAW J03BOJISIIOTh YHUKATH TUIOBUX MOMUJIOK KpPeaTMBHUX KOMaH: BTPaTH
¢doKycCy, 3aTpUMOK, TNEpEeHABaHTAXCHHS W BUTOpaHHS. SIK BUAHO 3 MPAKTHUUHUX
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KeiiciB, omucanux y kHm3i JDkeiicona Illpaepa, HaBiTh TaJTaHOBUTI KOJEKTHUBHU
3a3HAIOTh TPYAHOILIB 0€3 THYUKOi cucTeMU ynpaBmiHHsA. OTxke, BpoBaKeHHs Agile
I1]TXO/T1B Ta MPAKTUK € HE TIPOCTO CyHYaCHOIO TEHACHIIIEI0, 8 HEOOX1THOK YMOBOIO JIJIsI
cTal1IpHOI Ta €PEeKTUBHOT POOOTH B YMOBAX JMHAMIYHOIO IFPOBOTO CEPEIOBHIIIA.

Kuarwuogi caoBa: Agile, Scrum, Kanban, refimaeB, ynpaBiaiHHsS NPOAYKTaMH,
KpeaTUuBHUH XaocC, BIJICOITPH, KOMaHIHa poOoTa.
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