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BCTYII

CyyacHuil eram pPO3BUTKY Oprafizaiiii XapakTepHU3ye€TbCS  BHCOKOIO
JUHAMIKOIO 3MIH, 3pPOCTAaHHSM CKJIQJHOCTI Oi3HEC-CEpPEeNOBHUINA, IMMOCHUICHHSIM
KOHKYPEHIIli Ta HeOOXIIHICTIO IIBUJKOTO pearyBaHHS Ha MOTPEOH CIOKHUBAYiB.
[MudpoBa Tpanchopmaiiis, po3BUTOK IHGOPMAIMHUX TEXHOJOTIN, MOIIUPEHHS
MITYYHOTO 1HTENEKTY Ta rio0aii3aliiiHi Mpouecu CyTTEBO BIUIMBAIOTH HA MiIXOIU
JI0 CTBOPEHHS MPOAYKTIB, YIIPABIIHHS IPOEKTAMHU Ta OpraHizaiii poOOTH KOMaHI.

Y Takux yMmoBax TpaaulliiiHI MIAXOIM A0 IUIaHyBaHHS Ta YIpPaBIIHHA
JUSTBHICTIO OpraHizamiii He 3aBkAu 3a0e3neuyioTb HEOOXIAHWM  piBEHb
aJIaNTUBHOCTI Ta IMIBUAKOCTI MPUUHATTS pimieHb. Lle 00ymMoBitoe 3pocTanHs posi
Agile-miaxo/iB, siKi 103BOJIAIOTH €(EKTUBHO MPAIIOBAaTH B YMOBaX HEBU3HAYEHOCTI,
CKJIQJHOCTI Ta MOCTIMHUX 3MiH.

Agile sBnse co0OK CYKYNHICTh IIHHOCTEW, NPUHIMUMIIB, MPAKTUK 1
(GbpeliMBOpPKIB, CIPSIMOBAaHUX HA CTBOPEHHS I[IHHOCTI Il KOPUCTYBayiB ILIJISXOM
ITepaTUBHOT PO3POOKHU, TMOCTIMHOTO 3BOPOTHOTO 3B SA3KY, CIIBHOpalll MiX
YYaCHHKaMU IIpoLiecy Ta Oe3nepepBHOro BAOCKOHAIEHHS TPOIYKTIB 1 mpoieciB. Ha
chorofHi Agile BUKOPUCTOBY€TbCS He Jnuiie y cdepi po3poOKH MpOrpamMHOro
3a0€e3MeUeHHs], aje ¥ y NPOAYKTOBOMY MEHEIKMEHTI, YIPaBJIiHHI MPOEKTaMHU,
MapKETHUHTY, OCBITI, (JIHAHCOBOMY CEKTOPi, JAEP>KaBHOMY YIPaBIiHHI Ta IHIIUX
raimyssx.

AKTyanbHICTh BHBYEHHS Agile-texHonoriii 3700yBayaMu BHUIIOI OCBITH
3yMOBJIEHA 3POCTAI0YOI0 MOTPEOOI0 CyUaCHUX OpraHi3alliidl y THYYKUX MiIXoaax 110
YOpaBIIHHS TPOEKTaMH, KOMaHAaMu Ta Oi3Hec-mporiecamu. OnaHyBaHHS
NPUHIMIIB, ILiHHOCTEeW 1 mpakTuk Agile copusie dopmyBaHHIO y MalOyTHIX
(daxiBIiB HABHYOK €(DEKTHUBHOT KOMaHIHOT B3a€MO/I11, IIBUAKOI aganTallii 10 3MiH,
OPUIHATTS OOTPYHTOBAHMX YIPABIIHCHKUX PIIIEHb Ta OpIEHTAIlll HA CTBOPEHHS
LIHHOCTI JJIsI CIIO’KMBAYiB. Y Cy4YaCHUX YMOBAaX JUHAMIYHOTO PO3BUTKY LU(PPOBUX

TEXHOJIOT1M Ta BUCOKOT HEBU3HAUEHOCTI Oi13HEC-CEPEIOBHUIIA TaKi KOMIETEHTHOCTI



€ BAXKIMBOIO CKJIAOBOIO MpOo(deciiiHOi MIATOTOBKM KOHKYPEHTOCITPOMOXKHUX
(haxiBIIiB.
VY pe3ynbTari BUBUEHHS HaBUaIbHOI qUCHUIUTIHU « Teopis Ta mpakTtuka Agile»
3100yBay MOBUHEH 3HATH:
- 0coOJIMBOCTI POOOTH B PI3HUX CEPEIOBUINAX;
- 0COOJMBOCTI BHUKOPHUCTAaHHS TMPOEKTHOTO Ta MPOAYKTOBOTO
MAXO/IIB;
- Agile Mindset, miHHOCTI Ta ipakTHKu Agile;
- ocobmuBoCcTi BUKOpuUCTaHHS Agile QpelMBOpKIB, METOAIB Ta
MPaKTUK;
- OCHOBU CTBOPEHHS MPOAYKTY 3 BUKOPUCTAHHIM Cy4aCHUX METO/IIB
(OKR, Impact Mapping, Story Mapping, Design Thinking, etc.);
BMITH:

- BHUKOpHUCTOBYBaTH Agile miaxoau Ta NpakTUKU JJIsl pO3pOOKH;

- obupatu e(eKTUBHI METOAM, METOAoJorii Ta GPEHMBOPKU IS
CTBOPEHHS MPOAYKTIB Ta MOCIYT;

- TMPOBOJUTHU JOCIIPKEHHS Ta aHaI3 CepPEeIOBUINA, CTBOPIOBATH OaueHHs
npoaykty (Product Vision), BHKOPUCTOBYBaTHM Cy4YacHI MPaKTUKH
noOyI0BH PI3HOPIBHEBUX IUJIEH 1Jis cTBOpeHHs mpoaykTiB (Product
Goal) Ta pocsrHenHs Oaxanux pesynbpTaTiB opradizamiii (OKR),
ctBoptoBati Product Roadmap mpoaykrtiB Ta (opmyBaHHS BUMOT 3
BUKOPUCTAHHSAM CYYaCHHUX MPOJTYKTOBUX MPAKTHK;

- TMpaIoBaTH 3 3alliKaBIEHHUMU CTOPOHAMH TMPH CTBOPEHHI MPOJYKTIB,
OyIyBaTH cCTpaTerii CTBOPEHHsI MPOJAYKTIB 3a jgomomororo Agile
GbpeitMBOPKIB Ta MPAKTUK;

- BHUKOpucTOBYBatu Au3aiiH-mucieHHs (Design Thinking) Ta iHmi

npaktuku (Impact Mapping, Story Mapping, etc.).



1 BUMOTHY 1O O®OPMJIEHHS PE3YJIBTATIB BUKOHAHHSI
CAMOCTIMHOTI' O 3ABJIAHHSA

HeoOxiaHO miAroTyBaTH caMOCTIHHE 3aBJaHHS BIAMOBITHO 0 00paHOi TEMHU.
TeMu npornoHy0ThCS 3100yBayeBl B IIUX METOJUYHUX peKoMeHaaiisax. HeooxinHo
HiArOTYBAaTH caMocCTiHe 3aBmaHHs y Bursiai «lIpesenranii  (apredaxry)
BUKOHAHOTO 3aBIAHHS.

VYV HaByalbHIN AiIBHOCTI apTedakT — 1e Oyab-IKUid MaTepiajibHUM a0o
mupoBuil pe3ynbTaT poOOTH 37400yBaua OCBITH, SKHI JEMOHCTPYE MPOIEC
HaBYaHHsA, HAOyTi 3HAHHS, HABUYKM YU KOMIIETEHTHOCTI. Hampukiaa, kaHBac
(Canvas), mpeseHTallis, NPOEKTHUN TUIaH, 3BIT, Kapta emmarii, SWOT-ananis,
IpPOTOTUN 200 MOPT(OII0 MOKYTH PO3IIISIAATUCS SIK HaBYaIbH1 apredaktu [11].

Bumoru 1o «Ilpesenrartii (apredaxTy) BUKOHAHOTO 3aBIaHHS MPEICTABIICHI

HasSIBHOIO CTPYKTYPOIO 00OB’SI3KOBUX €JIEMEHTIB, a CaMe:

TUTYJBHUM apKy1ll (MIPUKJIAJl TUTYJIBLHOTO JUCcTa HaBeaeHo B Jlonatky J1);
- 3anoBHeHUM 1abnoH BiAmoBimHOro apredakry (mpuxiaa Lean Canvas,
Product Vision Board, Persona Canvas ab6o User Stories HaBeAcHO B
Honatkax A, b, B, I);
- KOpOTKI MOSICHEHHS Pe3yJbTaTIB;
- CIHCOK BHMKOPHUCTAaHMX JKepen (JiTepaTypa, BIOKPUTI JKepena B
InTepner), opopmitennii 3riguo 3 Bumoramu JICTY 8302:20151.
[licns BUKOHAHHS  CAMOCTIMHOTO  3aBJaHHsS  3700yBady  3aBaHTAXKYE
«IIpe3enTarito (apTedakT) BUKOHAHOTO 3aBJIaHHS» B CIICKTPOHHOMY BUTJISJI, BiJl
cBoro iMeHi, Ha kKypc B MY/IJL, y BiAnoBiiHY OMIlif0 BUKOHAHUX 3aBJlaHb, Ha

NepeBipKy BUKIIAIauy.

' TIPUKJIAJIA O®OPMJIEHHSI BIBJIIOTPA®IYHOT'O OTTUCY Y CITUCKY BUKOPUCTAHUX JDKEPEJI 3
ypaxyBanusM Hanionansaoro crannapty Ykpainu JCTY 8302:2015 «bi6niorpadiune nocunanss. 3araibHi
TIOJIOXKCHHS Ta IPaBUJyIa CKIaJaHHs» https://msu.edu.ua/library/wp-content/uploads/2019/02/pryklady-oformlennja-
bibliohrafichnoho-opysu-zhidno-dstu-8302.pdf,
https://kubg.edu.ua/images/stories/podii/2017/06_21 posylannia/dstu_8302.pdf
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https://msu.edu.ua/library/wp-content/uploads/2019/02/pryklady-oformlennja-bibliohrafichnoho-opysu-zhidno-dstu-8302.pdf
https://msu.edu.ua/library/wp-content/uploads/2019/02/pryklady-oformlennja-bibliohrafichnoho-opysu-zhidno-dstu-8302.pdf
https://kubg.edu.ua/images/stories/podii/2017/06_21_posylannia/dstu_8302.pdf

2 TEMA CAMOCTIMHHUX 3ABJIAHD
Tema 2.1 CtBopenns Product Management Canvas (Lean Canvas)

Mema po6omu: oTpUMaTH NPAKTHYHI HABUYKMA aHamiizy Oi3Hec-imei Ta
dbopMyBaHHS KOHUEMIII MPOoAyKTy 3a aornomoroio Product Management Canvas
(Lean Canvas).

Teopemuuni éioomocmi: Product Management Canvas (Lean Canvas) € oqHIM
13 HaAWOUIBII TOIMMPEHHX 1HCTPYMEHTIB MPOAYKTOBOIO MEHEIHKMEHTY IS
NEPBUHHOTO aHam3y Oi3Hec-17eil, popMyBaHHS NPOIYKTOBUX TIMOTE3 Ta OLIIHKHU
KUTTE31aTHOCTI MaOYTHBOTO NMPOIYKTY. [HCTpyMeHT OyB 3aliporOHOBaHUN AllleM
Mayp’ero (Ash Maurya) sk agantaiis Business Model Canvas mist ctaprariB Ta
IPOIYKTOBUX KOMaH/, K1 IPALIOIOTh B YMOBaxX BUCOKOT HEBU3HAUYEHOCTI [ 14].

Lean Canvas BUKOPHCTOBY€ETbCS Ha paHHIX €Tamax CTBOPEHHS HMPOAYKTY IS
CTPYKTYpOBAHOTO OIKUCY KJIOUOBHX €JIEMEHTIB OI3HEC-MOJIeNl Ta MepeBIpKU
OCHOBHHMX TMpUIYIIEHb WIOJ0 MaWOyTHhOro mpoAaykTy. Ha BiaMiHy BiA
TpaauiiitHoro Oi3Hec-many, KaHBac m03BoJis€ MIBUJIKO COPMYBATHU IILIICHE
OadeHHs MPOIYKTY Ha OAHIM CTOPIHIII Ta CHPOCTUTH MPOLEC aHATI3Y i KOMYHIKALIii
MIDXK 3aI[lIKaBJIEHUMH CTOPOHAMH.

B ocnoBi Lean Canvas nexuts koHuemiisi Lean Startup, sika mepen0auae
MOCTYTIOBY TMEPEBIPKY MPOAYKTOBUX TIMOTE3 Yepe3 EKCHEPUMEHTH Ta OTPUMAaHHS
3BOPOTHOTO 3B’SI3KY BiJ KOpHCTyBadiB. 3anioBHeHHs KaHBacy nonomarae BUSBUTU
PU3HUKHU MailOyTHBOTO MPOJYKTY, YTOUHUTH MOTPEOU KOPUCTYBaUiB Ta CPOpMyBaTH
movyaTKoBe OaueHHsI IIIHHOCTI MPOIYKTY.

Knacuunuit Lean Canvas ckiiaiaeThCs 3 IeB’ITH B3a€EMOTIOB’ I3aHUX OJIOKIB:

- Problem (IIpo6nema) - kmO4YOBI MpoOJIEeMH KOPHUCTYBayiB, SIKI
HEOOX1THO BUPIIINUTH;

- Customer Segments (CerMeHTH KIIIE€HTIB) - HIJIbOBI IPYIHA KOPUCTYBaYiB
IIPOAYKTY,

- Unique Value Proposition (YVHikanbHa I[IHHICHA TTPOTIO3HUIIis ) - OCHOBHA
[IHHICTb NPOJIYKTY JJIs1 KOPUCTYBAYiB;
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- Solution (PimeHHs1) - 3anpornoHOBaH1 COCOOW BUPIIIIEHHS BU3HAYEHUX
poOJieM;

- Channels (Kanamu) - cmocoOu B3aeMojii 3 KIIIEHTaMU Ta JOCTaBKH
IIHHOCTI;

- Revenue Streams (/[xepena npoxomy) - MexaHI3MH OTPUMAaHHS
npuOyTKY;

- Cost Structure (CtpykTypa BUTpaT) - OCHOBHI BUTPATH Ha CTBOPEHHS Ta
MIATPUMKY TPOAYKTY;

- Key Metrics (KitouoBi MeTpUKH) - MOKA3HUKH OIIHKK YCHIITHOCTI
IIPOAYKTY,

- Unfair Advantage (YuikaibHa nepeBara) - (akTopu, sIKi CKJIaJHO
BIJITBOPUTH KOHKypeHTam [13].

VY cyuacHomy Agile-nigxoai Lean Canvas BUKOPUCTOBYETHCS SIK THCTPYMEHT
Product Discovery ta Product Management 1151 popMyBaHHS CIUJIBHOTO OaueHHS
OPOAYKTY, aHaJi3y MOTped KOPUCTYBauiB, BUSHAYEHHS MPOJYKTOBUX PHU3HUKIB Ta
niarotoBku 10 ctBopeHHs Product Vision, Product Goal 1 Product Backlog.

Buxopucranus Lean Canvas 103BoJisie NMPOJYKTOBUM KOMaHJaM IIBUIKO
OLIIHIOBATH HOBI 1]1€1, MTpUiIMaTH OOIPYHTOBAHI PILIEHHS II0JI0 PO3BUTKY MPOIAYKTY
Ta 3a0e3MeuyBaTi OPIEHTALIII0 HA CTBOPEHHS LIIHHOCTI JJIsl KOPUCTYBayiB 1 O13HECY.

Ilopsook euxonanms:

- o0patu mpoayKT abo cepBic AJisd aHAII3Y;

- BHW3HAYUTH OCHOBHY IPOOJIEMY KOPUCTYBaUiB;
- BU3HAYMUTH IIJILOBY ayaUTOPIIO;

- c(opMyBaTH IIHHICHY MPOMO3HULIIO MPOAYKTY;
- 3anoBHUTH Bcl 010ku Lean Canvas;

HIArOTyBaTH KOPOTKHUI OMKUC OTPUMAHUX PE3YJIbTATIB.

Pesynomam pobomu: 3anoBHenuir Product Management Canvas (Lean
Canvas) Ta MosICHIOBaJIbHA 3aIKcKa 00csAroM 1—2 CTOPIHKH.
Kpumepii oyinrosanns.
- TOBHOTA 3anoBHeHHs KanBacy;
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- JIOT14YHICTH B3a€MO3B’SI3KIB MK OJIOKaMH;
- SIKICTh BU3HAYEHHS MPOOJIEMH Ta I[IHHOCTI;

- 0OTpYHTOBaHICTh BUCHOBKIB.
Tema 2.2 CtBopennsi Product Vision

Mema pobomu.: oTpuMaTH MPaKTUYHI HABUYKUA (POPMYBaAHHS CTPATETIYHOTO
OaueHHA NMPOIYKTY.

Teopemuuni sidomocmi: Product Vision (6aueHHS MPOAYKTY) € OJHHUM 13
KIJIFOUOBUX apTe(akTiB MPOJYKTOBOIO MEHEKMEHTY, SIKM omnucye MaiOyTHIN
Oa)kaHUIl CTaH MPOIYKTY Ta MOSICHIOE, SIKY I[IHHICTh MPOAYKT Ma€ CTBOPIOBATH ISl
KOPHUCTYBauiB, O13HECY Ta IHIIUX 3allikaBieHuX cTopiH. Product Vision Bu3zHauae
JIOBFOCTPOKOBUH HAIpPSAM PO3BUTKY MPOAYKTY Ta 3a0e3leuye CHiIbHE PO3yMIHHS
IJIeH cepell yCiX YYacHHKIB MPOIIECY CTBOPEHHS MPOAYKTY [24].

YV  cywacHux Agile-nmigxogax Product Vision BHKOpPHCTOBYE€ThCA —SIK
CTpATETIYHUI OPIEHTHUP I MPUIUHATTSA NPOAYKTOBHUX pillleHb. HasBHICTH YITKOTO
OadeHHs J03BOJIAE€ KOMaHAaM y3roJKyBaTH LIO/ICHH] PIIIEHHS 13 JOBTOCTPOKOBUMH
O13HEC-LIIIMU Ta 3a0€31edy€ MOCIIOBHICTh PO3BUTKY MPOAYKTY HPOTATOM yChOTO
HOr0 )KUTTEBOTO LIUKITY.

Sxicao cdopmynsoBane Product Vision moOBMHHO BIANOBITATH HAa Taki
KJIFOUOBI MUTAHHSA:

1. JIyis KOro CTBOPIOETHCS MIPOAYKT?

2. Sxi npobyieMu KOPUCTYBaviB BiH BUPILIY€E?

3. SIKy IIHHICTH OTPUMYIOTH KOPUCTYBayi?

4. Sxi 613Hec-pe3yJabTaTH OUIKYIOTHCS BiJl BAKOPUCTAHHS MPOTYKTY?
5. UuMm npoAyKT BIAPI3HAETHCA BiJ aJbTEPHATUBHUX PIIIEHB?

Product Vision € BaxiuBow ckiaaoBoio mporecy Product Discovery Tta

BUCTYIIA€ OCHOBOIO JUIsl (JOPMYBAHHS 1HIIKUX MPOAYKTOBUX apTe(daKTiB, 30KpeMa:
- Product Goal;
- Product Strategy;
- Product Roadmap;



- Product Backlog;
- Release Planning [20].

Y  OpoayKTOBOMY MEHEIXMEHTI i (opMmyBaHHA OadeHHS YacTo
BUKOpHUCTOBY€EThC Product Vision Board, 3ampononoBanuii Pomanom Ilixiepom
(Roman Pichler) [22]. Lleit iHCTpyMEHT 103BOJISIE CTPYKTYPOBAHO OMUCATH KIFOYOBI
€JIEMEHTU TMPOJIYKTYy Ta 3a0e3NMeYuTH CHUIbHE OaueHHS MK KOMAaHJIOIO,
3aMOBHHKaMHU Ta 1HIITUMU 3a11KABIEHUMHU CTOPOHAMHU.

Tunosuit Product Vision Board MicTuTh Taki CKIa/10Bi:

- Target Group (1i;1bOBa ayIUTOPIA);

- Needs (moTpedu KOpUCTYyBayiB);

- Product (onuc mpoaykry);

- Business Goals (6i3Hec-11i11);

- Vision (0aueHHs POAYKTY);

- Benefits (ouikyBaH1 nepeBaru Ta I{iHHICTH);

- Competitors (KOHKYpPEHTHE CEPEIOBHIIIE);

- Goals (uu1l pO3BUTKY IPOIYKTY);

- Roadmap (3aranbHuii HanIpsiM PO3BUTKY MPOIYKTY) [20].

[Tix yac crBopenHs Product Vision ocoOnuBy yBary ciij OpUIUIATH OpleHTALT
Ha KOpUCTyBaya Ta O13HEC-LIHHICTh. baueHHs Mae OyTH AOCTaTHbO aMOITHUM, 11100
HaJMXaTH KOMaHAy, aje BOJHOYAC JOCTaTHhO KOHKPETHMM, 100 CIIyryBaTu
OCHOBOIO JIJIsl IPUHAHATTS MPAKTUYHUX MPOTYKTOBUX PIllICHb.

Bukopucrannas Product Vision mo3Bonsie 3a0€3MEUUTH y3TOKEHICTh MIXK
O13HeC-CTpaTerie€ro opraHizailii, moTpedbaMu KOPUCTYBayiB Ta AiSUTBHICTIO KOMaHIH
PO3pO0KH, 1110 € OJHUM 13 (PyHAAMEHTAIBHUX NMPUHIUIIIB cyyacHoro Agile Product
Management.

Ilopsook euxkonanus:

BUKOPHUCTATH MPOIYKT, BUBHAUYCHUN y TIOTIepeHIN poOOTi;

OIHCATH LUJILOBY ayIUTOPIIO;

BU3HAYMTH KJIFOYOBI MOTPEOU KOPUCTYBAYIB;

copMyItoBaTH Ga4eHHS MPOIYKTY;
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- BU3HAYMUTH OYIKyBaH1 Oi13HEC-pe3yJIbTATH.
Pesynomam pob6omu: 3anoBHenu#t mabmaoH Product Vision Board ta kopoTke
MOSICHEHHS KJIFOUOBUX €JICMEHTIB OaueHHS MPOIYKTY.

Kpumepii oyinrosanns.

YITKICTh (POPMYITIOBaHHS OayeHHS;

Opi€HTAllisl HA KOPUCTYBaya,

BIJIMOBIAHICTH O13HEC-IIIIISIM;

JOT1YHICTh CTPYKTYpPHU JOKYMEHTA.
Tema 2.3 CtBopenns Persona Canvas

Mema pobomu: HaBUNTHCA aHANTI3yBaTH MOTPEOU KOPUCTYBaUiB Ta HOpMyBaTH
npodii HUTLOBOI ayIUTOPil TPOIYKTY.

Teopemuuni idomocmi.: Persona Canvas € oJHUM 13 HaWOLIbII MOMIKUPEHUX
IHCTPYMEHTIB TpoaykToBOro MenemxmeHTy, User Experience (UX) Design Ta
Design Thinking, skuii BUKOPHCTOBYEThCA JUIsl aHaI3y Ta OINMUCY THUIIOBUX
MPEACTaBHUKIB MUIbOBOI ayauTopii mpoxykty [16]. Ilepcona sBnse coOoro
y3arajlbHeHU# mnpodias KOpUCTyBaya, MOOYJOBaHMM Ha OCHOB1 JIOCIIHKEHHS
MOTEHIIMHMX a00 peallbHUX KINEHTIB, IXHIX TMOTpeO, IJICH, IOBEIIHKA Ta
MOTHBAIII].

Y cy4yacHOMy MpOJIYKTOBOMY  MEHEI)KMEHTI CTBOPEHHS MPOAYKTY
MOYUHAETHCS HE 3 PO3POOKU (DYHKITIOHAIBHOCTI, @ 3 PO3YMIHHS KOPUCTYBayiB Ta
npo0em, ki HeoOxiHo BupimuTU. Came ToMy Persona Canvas BUKOPHCTOBY€THCSA
K OAWH 13 KIIOYOBUX IHCTpyMeHTIB etamy Product Discovery, mo mo3Boiisie
MPOIYKTOBUM KOMaHAaM (OpMyBaTH DIIICHHS, OPIEHTOBAHI HA pealibHI MOTPeOH
KOPHUCTYBayiB.

ITepcona qomomarae BiIOBICTH Ha TaKi KIFOYOBI MUTAHHS:

1. XTO € MailOyTHIM KOpUCTYyBaYeM MPOIYKTY?
2. SIxi #ioro uiji Ta O4iKyBaHHS?
3. ki npoOseMu BiH HAMAraeThCs BUPIIIUTHU?
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4. SIxi pakTopu BIUIMBAIOTh HA MOTO MOBEIIHKY Ta MPUUHATTS PillieHb?
5. SIKy HiHHICTh KOPUCTYBAY OUYIKY€E OTPUMATH BiJ MPOIYKTY?
Buxkopucranns Persona Canvas 103BoJIsi€ TepeTy BiJ aOCTPaKTHOTO MOHSTTS
«KOpUCTYBau» JI0 KOHKpPETHOTO o0Opa3y MpeacTaBHHKa LUILOBOI aynurtopii. Lle
COpUs€ KpamioMy pO3yMIHHIO TOTped KITIE€HTIB Ta MNPUHHATTIO OUIBII
OOIPYHTOBAHUX MPOAYKTOBUX PIIICHb.

Tumnoswuit Persona Canvas MiCTHUTbh TaKl €JIEMEHTH:

3aranbHa 1H(OopMallis PO KopucTyBaya (iM’s, BiK, mpodecis, poib);
- IITl Ta OYIKYBaHHS,
- motpebu Ta MOTHUBAIIIS;
- mpobiemu Ta 6ap’epu;
- TIOBEJIHKOBI OCOOJIMBOCTI;
- PpIBEHb 3HaHb Ta JOCBINY;
- KaHaJli B3a€MO/I1i 3 IPOYKTOM;
- KpuTepli ycrixy KOpUCTyBaya.

VY pamkax Agile Product Management pe3ynbTaté aHaiizy KOpPUCTYBayiB
BUKOPUCTOBYIOThCS i1 (hopMyBaHHs TipoaykToBoro OauenHs (Product Vision),
BU3HAYEHHS LIHHOCTI mpoaykTy (Value Proposition), ctBopennst User Stories Ta
nanoBHeHHs Product Backlog. Came Tomy sikicTh moOy10BM IEPCOH O€3MOCEPETHBO
BILJIMBAE HA SIKICTh MallOYTHIX TIPOYKTOBUX pilieHsb [16].

[Tin yac ctBopenHs: Persona Canvas BaxJIMBO YHUKAaTH NPHUIYILIEHb, SIKI HE
MalwTh OOrpyHTyBaHHs. llepcona moBMHHa 0a3yBaTucsi Ha  pealbHUX
CIIOCTEPEKEHHSX, THTEPB 10, MOCHIDKEHHSX PUHKY a00 JIOTIYHO OOIPYHTOBAHUX
rinoTe3ax M1o10 HUIbOBOI ayIUTOPii.

Buxopucranns Persona Canvas 103BOJISI€ MMIIBUIIUTHA OPIEHTAIIIO MPOIYKTY
Ha KOPHCTyBaua, IOKPAIIUTH TIPOIEC MPUUHATTA MPOAYKTOBHUX pIillleHb Ta
3a0€3IMeUnTU CTBOPEHHS (DYHKI[IOHAJIBHOCTI, SIKa JIMCHO CTBOPIOE IIHHICTH ISt
MaiOyTHIX KOPUCTYBAYiB IPOIYKTY.

VY mexax AaHoi poOOTH CTyIeHT NoBUHEH cTBOopuTH Persona Canvas mis

OJTHOTO 13 CETMEHTIB KOPUCTYBauiB IPOAYKTY, BU3HAUEHOTO y TIOTIEPEIHIX POOOTaX,
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Ta IPOJEMOHCTPYBATH B3aEMO3B 30K MK MOTpedaMu KOPUCTyBaya, MPOyKTOBUM
OadyeHHSIM Ta MallOYTHIMH BUMOTaMH J10 TIPOIYKTY.
Ilopsiook suxkonanus:
- o0paTu OJMH 13 CETMEHTIB KOPUCTYBauiB IIPOJIYKTY;
- CTBOpUTH NpOodiiab KOPUCTYBAYA;
- BHW3HAYUTH HOTO ITUTI Ta OYIKyBaHHS;
- OIMKCaTH OCHOBHI MPOOJIEMU Ta OTPeOU;
- 3anoBHUTH Persona Canvas.
Pesynomam po6omu: 3anoBHenuii maodion Persona Canvas.
Kpumepii oyinrosanns.
- PEaNICTUYHICTh OIUCY KOPUCTYBaya,;
- SIKICTb aHaJi3y MoTpeo;
- TIOBHOTA 3alIOBHEHHS MIA0JIOHY;

- BIJMOBIIHICTE OOpaHOMY MIPOIYKTY.
Tema 2.4 CtBopenns User Story

Mema pobomu: OTpUMaTH NPAKTHUYHI HABUYKKM (POPMYBaHHS BHMOT [0
npoAyKTY 3 BUkopuctanHsM User Stories.

Teopemuuni sioomocmi: User Story € OJHUM 13 HaWOUIbII MOIIUPEHUX
1HCTpYMEHTIB Agile-po3p0o0Kku Ta MPOAYKTOBOIO MEHEIKMEHTY JUisl (OpMYBaHHS
BUMOT JI0 TPOAyKTy. Ha BiaMiny Bix Tpaguiiiinux crenudikaiiii Bumor, User Story
onucye (PyHKIIOHAIBHICTh 3 TOUYKH 30py KOPUCTyBaua Ta aKIEHTY€ yBary He Ha
TEeXHIYHIN peami3alilii, a Ha IIHHOCTI, SIKYy OTPUMYE€ KOPHCTYBad B pe3yJbTaTi
BUKOPUCTaHHS MIPOIYKTY.

Konuenuist User Story BuHMKIa B Mekax MetoaoJorii Extreme Programming
(XP) Ta 3rogom ctana ojHI€l0 3 0a30BUX MpakTUK Agile-miaxo/iB, 30KpemMa mpu
BUKOpHUCTaHHI (peiimBopka Scrum. Buxopucranns User Stories [103BoJisi€
3a0€3MeUYnTH CHIJIbHE PO3YMIHHA BHMOI MDK 3aMOBHHMKaMH, KOpPUCTyBayaMw,

MIPOyKTOBUMH MEHEKEPAMH Ta KOMaH 1010 po3poOku [17].
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OcHoBHow MmeToro User Story € dikcariist morped KOpucTyBada y MpoCTiid Ta
3po3yMuTiil hOpMI, sika CTBOPIOE OCHOBY JIJIs TIOIAJIBIIIOT0 OOTOBOPEHHS, YTOUHEHHS
Ta peamizamii ¢yHkmioHaasHOCTI. User Stories BHKOPHUCTOBYIOTHCS IS
dbopmyBanns Product Backlog Ta nmimanyBadHs poOOTH KOMaHAM i 4ac CTBOPECHHS
MPOIYKTY.

Knacnunuit mabnon User Story Mae Takuii BUTIISI:

As a [poib]

I want [motpe0a]

So that [miHHICTB]

JlaHa CTpyKTypa J103BOJIsi€ BUSHAUYUTH:

- XTO € KOPUCTYBa4yeM (PYHKI1OHAIBHOCTI;
- sKy oTpedy HeoOXiaHO 3aJ0BOIBHUTH;
- 4Ky LIHHICTh 200 pe3yJIbTaT O4IKye OTPUMATH KOPUCTYBaY.

Axicao cdopmynboBana User Story mnoBHHHa OyTH OpIEHTOBaHAa Ha
KopucTyBaua (pojb) Ta BigoOpa)kaTd HOTro I1ijIi, BU3HAYEHI I 9ac CTBOPCHHS
Persona Canvas. Takum unHom User Stories € JIOTIYHUM MPOAOBKEHHSIM aHaATI3y
KOPHUCTYBayiB Ta TPAaHCHOPMYIOTH iX MOTPeOU y BUMOTH JI0 POAYKTY.

Jnst getanizaiiii BUMor g0 koxHO1 User Story BUKOPUCTOBYIOThCS Acceptance
Criteria (kputepii npuiiHATTs). Acceptance Criteria BU3HA4alOTh YMOBH, 3a SKUX
User Story Mo)ke BBaXKaTHCs peaii30BaHOIO Ta 3aBEpIIeHO0. BoHu 3a0e3neuytoTh
€IMHE PO3YMIHHS OYIKYBAaHOI'O pe3yJibTaTy MiX 3aMOBHMKOM, Product Owner Ta
KoMaHao0r po3pobku. Ilim uwac crtBopenHs User Stories peKOMEHIYEThCS
BukopuctoByBatu npunimn INVEST, 3anpononoBanmii bimmom Beiikom (Bill
Wake) [30]. Bianosiano 1o 1poro miaxoay User Story moBuHHa Oy TH:

- Independent — He3anexxHOIO Bij IHIIUX ICTOPIN;

- Negotiable — Takoro, 1110 MOK€ YTOYHIOBATHCS Ta OOTOBOPIOBATHCS;
- Valuable — ninHoto0 17151 KOpHcTyBaua abo 6i3HeCY;

- Estimable — mpugaTHOIO 10 OIIHIOBAHHS,

- Small — gocTaTHRO HEBEMMKOIO JUIS peatizallii B MeKax iTeparlii;

- Testable — mpunaTHOIO 10 MEPEBIPKHU Ta TECTYBAHHS.
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Y Scrum User Stories Buctymatorb ocHoBol Product Backlog Ta
BUKOPUCTOBYIOThCS MiJi 4Yac IUJIaHYBaHHS POOOTH KOMaHAW. BOHM 103BOJISAIOTH
3a0€3MEeYUTH TPO30PICTh BUMOT, TMOKPAIIUTH KOMYHIKAIIIO MDK Y4YaCHHKaMHU
MPOIIECY Ta MiATPUMYBATH OPIEHTAIlIIO HA CTBOPEHHS LIHHOCTI /111 KOPUCTYBaYiB.

Y Mexax naHoi poOOTH CTyAEHT MOBHHEH BUKOPHUCTATU pe3yibTatu Persona
Canvas, BU3BHa4YUTH IOTpedU KopucTyBada Ta chopmyBatu komriekT User Stories 3
BianoBigauMu  Acceptance  Criteria. Otpumani User Stories MOBHHHI
JIEMOHCTPYBATHU 3B’ 130K MK POAYKTOBUM Oa4eHHSIM, TOTpeOaMu KOPUCTYBAUiB Ta
MaiOyTHHOIO (PYHKITIOHATBHICTIO TPOYKTY.

Ilopsadox suxkonauHs:

- BUKOpHCTartH pe3yJsibTatu Persona Canvas;

- BU3HA4YUTH QYHKIIOHATBHI TOTPEON KOPUCTYBaYa;

- ctBoputH He meHIue 10 User Stories;

- nna koxHoi User Story chopmyBatu Acceptance Criteria;

- nepesiputu User Stories BianosinHo a0 kputepiiB INVEST.
Pesynomam pobomu: xommekt User Stories 13 Acceptance Criteria.
Kpumepii oyintosanns.:

- mpaBuiibHICTh (popmaty User Story;

- BIJMOBIJIHICTh TOTpeOaM KOPUCTyBayYa,;

- gxictb Acceptance Criteria;

- BignoBiaHicTh puHIUnam INVEST.
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3 ONIHIOBAHHA PE3YJIBTATIB BUKOHAHOI'O 3ABJJAHHSA

lpeszenmayisn (apmeghaxm) eukonanoeo 3a80anHs — €NCKTPOHHUN TOKYMEHT
(3a3Buuait y popmarti .pptx, .pdf), sxuit CTBOPEHO TSI BI3yaabHOTO MIPEICTABICHHS
iH(dopMairii 3 neBHoi Temu. Lle cnaiia-moy abo Habip claiiiB, y IKOMY BUKJIAJIEHO
OCHOBHI 1711, (paKTu 4u pe3yJbTaTh IOCITIHKEHHS 3 KOHKpeTHOT TeMu. CTBOPEHUIA
y mporpami Microsoft PowerPoint, Google Slides, Canva, LibreOffice Impress
tomo. [Ipe3eHTaris 3a3BU4ail Mae 3arajibHy CTPYKTYPY: TUTYJIBHUH Claiif (Tema,
aBTOp, Jara); MeTa ab0 aKTyaJIbHICTh TEMH, OCHOBHA YacTWHA (Te3u, (akTw,
rpadiku, cxeMu, 300pakKeHHs); BUCHOBKM ab0 MIJCYMKH; JKepesa iHdopmarlii;
3aKJTIOYHUH cllaii] (KOHTaKTHa 1H(opMaIrisi, TOIIO).

["onoBH1 BUMOTH J10 npe3eHTalliil (apredakTy) BAKOHAHOTO 3aB/IaHHSA:

YITKICTB 1 JJOTIYHICTH - MaTepial MOJA€THCS MOCIIIIOBHO, 3p03YMIJIO;

- KOpPOTKHUH TEKCT - MIHIMYM CJI1B, MAKCUMYM 3MICTY (110 6—8 psiaKiB Ha
ciammi);

- €IUHUMN CTWIb ODOPMIICHHS - OJTHAKOBI IIPUPTH, KOJILOPH, (HOHU;

- AKICTb 300pa)K€Hb - YiTKI, JOPEUHI, 0€3 MepeBaHTAKEHHS;

- BHJIMMICTh 1 KOHTPACTHICTbH - TEKCT 0OpE YMTAEThCS Ha (POHI;

- BI3yaJIbHUI OaJIaHC - HE HAATO OaraTo ePeKTiB UM aHIMAaIlil;

- CTPYKTypa: THUTYJbHUWA apKyll; 3aloBHEHMH 11a0JOH BIJAMOBIIHOTO

apredaxry (mpukiag Lean Canvas, Product Vision Board, Persona Canvas

a6o User Stories); KOPOTKI MOSICHEHHS pe3yJIbTaTIB; CIUCOK BUKOPUCTAHUX

JoKepen (JiitepaTypa, BIIKpUTI Jpkepena B [HTepHeT).

Tabnuya 3.1 - Oyinoganns npesenmayii (apmeghaxmy) BUKOHAHO2O
3060aHHA
Orrigka 3a
. Bisyannue odhopmiaeHHsS YJOTHPHOX
bamu | XapakTtepuctuka BUKOHaHOI pOOOTH | . YalIpHE (bop : p
BiJITIOBITHICTB CTPYKTYPI 0aIBLHOIO
LIKAJIOK0
9-10 Buxonana po6oTa moBHICTIO Bucoke, nosHa BigminHO

BIJIMTOB1/1a€ 0OpaHiii TeMi Ta BIJIIIOBITHICTH
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3060AHHA

Tabnuys 3.1 - QOyinoeanns npezenmayii (apmeghaxmy) BUKOHAHO20

bamn

XapakTeprucTuka BUKOHAHOT po00TH

BizyansHe oopmiaeHHs,
BiJITIOBITHICTD CTPYKTYPi

OriHka 3a
YOTHPHOX
0aJILHOIO
IIKAJIOI0

TIOCTaBIEHOMY 3aBJAHHIO. [1
CTPYKTYpa MOBHICTIO JOTPUMaHa i
MICTHUTB yCi HEOOXiIHI €JIeMEHTH:
TUTYJIbHUI apKylll, 3alI0BHEHUIA
11a0JIOH BiIMOBIHOTO apTeaKTy,
KOPOTKI IMOSICHEHHSI OTPUMaHUX
PE3YJBTATIB 1 CIUCOK BUKOPUCTAHUX
JoKepelt. Y poOoTi MOBHOO MipOO
BPAaxOBaHO YOTUPHU KPHUTEPii
OLIIHIOBAaHHS, BU3HAYEH] IS
oOpanoi Temu. Matepiain
BHUPI3HAETHCS 3MICTOBHICTIO,
KOHKPETHICTIO Ta JIOTIYHOIO
MOCIIJOBHICTIO BUKJIA/y, MICTUTh
CaMoCTiifHO c(hopMyITbOBaHI
BHUCHOBKH.

7-8

Bukonana po6ota nepeBakHO
BiJIITOB1/1a€ 0OpaHiii TeMi Ta
TI0CTaBJIEHOMY 3aBJAHHIO. [1
CTPYKTYpa 3arajioM J0TpUMaHa i
MICTHTH HEOOX1aHI eJIeMEeHTH. Y
pOoOOTI 37€01TBIIIOT0 BPAXOBAHO
YOTUPH KPUTEPIT OLIIHIOBAHHS,
BU3HAYEH1 JJIs1 OOpaHOi TEMHU.
Marepian € 3MiCTOBHUM,
KOHKPETHHM 1 JIOT1YHO BUKJIaICHUM,
MICTUTh CAMOCTIIHO c(hOpMyJIbOBaH1
BUCHOBKH, OKpEMi aclieKTH
noTpeOyIOTh JEeTATHLHOTO
BUCBITJICHHSI.

JocraTHi, 1ocTaTHs
BIJIIIOBIIHICTE

Hobpe

Buxonana po6ota 3aranom
BI/IMOBiJa€ 00OpaHiil TeMi Ta
OCHOBHHMM BUMOTaM 3aBJIaHHS.
CrpykTypa poOOTH NIepeBakHO
JIOTpUMaHa, poTe OKpeMi ii
€JIEMEHTH MIOJJaHO HETIOBHOIO MipOIO
a00 MoTpeOyIOTh TOOTPAIFOBAHHS.
¥ po6oTi BpaxoBaHO OLTBIIICTb
BHU3HAUEHUX KPUTEPIiB OLIHIOBAaHHS
JI0 TEMH, JIeSIKi 3 HUX PO3KPHUTI
HEIOCTaTHRO. MaTepian BUKIIAJICHO
3pO3yMLiJI0, OJJHAK OKPEMUM
YyacTHHAM OpaKye KOHKPETHOCTI Ta

CepenHsi, 4acTKOBa
BIMOBIAHICTH

3a10B1JIBHO
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Tabnuys 3.1 - QOyinoeanns npezenmayii (apmeghaxmy) BUKOHAHO20

3a60aHHs
OriHka 3a
. BizyansHe odopMIIeHHSA YOTUPHOX
bamn | XapakTepucTika BUKOHAHOT pOOOTH | . yabHe (bop ’ P
BiJITIOBITHICTD CTPYKTYPi 0aJIBHOIO
KO0
nmeramizanii. Pobora MicTUTE
MOSICHEHHS, iX apryMeHTaIlis
oTpedye MOKpAIEHHS.
1-4 Bukonana po6ota He BiAmoBigae Huspka, moBHa He He3anoBuisHO

oOpaHiif TeMi Ta BUMOTram 3aBJaHHSI.
CrpykTypa I0TpMMaHa YaCTKOBO:
OKpeMi 000B’SI3KOBI €JIEMEHTH
BiJICYTHI 200 opopMIIeHI
HEHAJIS)KHUM YUHOM. Y po0oTi
BPaxOBaHO JIMIIIE YACTUHY KPUTEPIiB
OIIHIOBAHHSI, BU3HAYCHUX JIJISI
o0OpaHoi Temu. Matepiasl BUKJIaICHO
HEIOCTAaTHBO JIOTTYHO Ta
0OrpYHTOBAHO, OKPEMI MOJIOKEHHS
noTpeOyIOTh YTOYHEHHS.
[TosicHeHHsI pe3yIbTaTiB €
HEMOBHUMH, a 3MICT poOOTH
norpedye CyTTEBOTO
JIOOTIPAITIOBAHHS.

BIIIOBIAHICTH
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JTOJNATOK A
MPUKJIAJ LEAN CANVAS

L E AN c ANVAS Designed for: Designed by: Date: Version:
1. PROBLEM 0 2. SOLUTION G 3. UNIQUE VALUE =0 4. UNFAIR ADVANTAGE Y 5. CUSTOMER [ 1]
PROPOSITION Ll SEGMENTS a=n

List your top 3 problems.

EXISTING ALTERNATIVES

List how these problems
are solved today.

Qutline a possible solution
for each problem.

L
2

3.

KEY METRICS

List the key numbers that
tell you how your business
is doing.

Single, clear, compelling
message that states why
you are different and worth
buying.

Something that cannot be
easily copied or bought.

List your target customers

and users.
CHANNELS EARLY ADOPTERS
o)
List your path to List the characteristics of
customers. your ideal customers.

7. COST STRUCTURE ‘

List your fixed and variable costs.

L

6. REVENUE STREAMS é

List your sources of revenue.

Lean Canvas is adapted from Running Lean by Ash Maurya

Iicepeno: [14]
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Get more canvas templates at leanstack.com
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IHPUKJIAL PRODUCT VISION BOARD (ROMAN PICHLER)

PRODUCT VISION BOARD (ROMAN PICHLER) Product:

@ 1. TARGET GROUP

Who are the users and customers?
For whom are we solving a problem?
.

.

.

@ 4. BUSINESS GOALS

What business goals
should be reached?

What are the key business
objectives?

.

.

? 6. COMPETITION

Who are the competitors?
What is the alternative today?
What is our advantage?

.

.

GUIDING PRINCIPLES

What are the principles and values that guide our work on this product?

Source: romanpichler.com/tools/product-vision-board

IDicepeno: [24]

o 2. NEEDS

What problem does the product solve?
What are the needs of the target group?
.

.

VISION

O

A short and inspiring description
of the desired future.

7. GOALS

What are the key goals?
What should be achieved
and measured?

.

.

23

Date: Version:

3. PRODUCT

What is the product?
What makes it stand out?
.

.

5. BENEFITS

What benefit does the product
bring to the target group?

What positive change will it create?
.

.

8. ROADMAP

What are the big steps

to achieve the vision?

What is the high-level plan?
.

.

© Roman Pichler
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ITPUKJIALl PERSONA CANVAS

PERSONA CANVAS

1. PERSONA PROFILE

Name:

Age:
Gender:
Location:
Occupation:
Education:
Income:

Status:

66

QUOTE

A typical quote that
captures the persona's
attitude or mindset.

9

2. GOALS (o/,
What are the persona's

goals and aspirations?

.

.

5. NEEDS

What are the persona’s
key needs?

.

.

8. TECHNOLOGY g

What technology and devices
does the persona use?
.

Persona name:

3. FRUSTRATIONS

What are the persona’s
frustrations and pain points?
.

.

6. BEHAVIORS
What are the persona’s
behaviors and habits?
.

.

9. INFLUENCES
What influences the persona’s
decisions?

.
.

&

(L 14
'.‘

Date: Version:

4. MOTIVATIONS

What motivates the persona
to take action?

.

.

7. PREFERENCES

What does the persona prefer?
(brands, channels, features, etc.)
.

.

10. CHANNELS
How does the persona prefer
to communicate and get information?

4

*

¢

11. BIO / BACKSTORY

Provide a short backstory that describes the persona’s life, job, experience,

Iicepeno: [16]
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and background.
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ITPUKJIAL USER STORY + INVEST

USER STORY TEMP INVEST CRITER

USER STORY FORMAT

As a <role>
| want <goal>

So that <benefit>

EXAMPLE
As a registered user
| want to reset my password

So that | can regain access to my account

ACCEPTANCE CRITERIA

Acceptance criteria describe the conditions that must be met for the story
to be considered complete.

@ b

<

STORY DETAILS (Optional)
Story ID: Epic / Feature: _
Story Points: Assignee:

Notes / Comments:

<role>
Who is the user?

<goal>
What does the user
want to do?

<benefit
What value will the
user get?

Good acceptance
criteria are:

' Clear

' Testable
v Measurable
' Relevant

Priority:
Due Date:

Iicepeno:[17]

Use INVEST to check the quality of your User Stories.

Ea8a
0

B 00
[ 1]
@

INDEPENDENT

The story should be independent of
other stories.

NEGOTIABLE

The details can be discussed and
negotiated.

VALUABLE

The story delivers value to the
user and the business.

ESTIMABLE

The story should be estimable
by the team.

SMALL

The story should be small enough
to be completed in a short time.

TESTABLE

The story has clear acceptance
criteria.

TIPS FOR WRITING GOOD USER STORIES

& Focus on the user and their needs.
& Keep the story short and simple.
& Avoid solution details in the story.

25

« Can this story be developed
independently?

+ Does it have external
dependencies?

« Is there room for discussion
about the details?

« Is it clear what problem we
are trying to solve?

* Does this story provide value
to the user?

« Does it support business
goals?

« Can the team estimate the
effort?

* Is the story clear enough?

« Can this story be completed
in one iteration?

« Is it small enough?

« Are the acceptance criteria
clear and testable?

+ Can we verify the story is
done?

) Write clear acceptance criteria.
@ Refine and split large stories.

& Collaborate and discuss with the team.
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MPUKJAJ TUTYJILHOTO APKYIIIA THIMBIIYAJBHOTO
3ABJIAHHSA

YuiBepcurter ekoHoMiku Ta npaBa "KPOK"

\i\i\ YHIBepcmeT

CAMOCTIIHA POBOTA
3a JUCLMILIIHOO
«Teopis Ta npakTuka Agile»
Ha TEMY:
I'ny4ke ynpaBJ/liiHHSI CTBOPEHHAM IJIAT(GOPMHU 11 MOHITOPUHTY
TA PAHHBLOI'0 BUSIBJICHHSI aHOMAUTii 1 [ T-kommnanii

Buxonas:
3n00yBau rpynu MEH/Agile-25m
IBan 3BABEJIEHKO

[epeBipus:
cT. BUKI. Kadenpu KH
Ouner JIVKYTIH
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