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AKTyajibHicTh poGoTH. CydacHa 1HIYCTpIS BIJIEOITOP XapaKTEPHU3YEThCS
BHCOKOIO KOHKYPEHIII€I0, 3pOCTAl0YMMHU BHUMOTaMU ayJAMTOPii, a TaKOXK € MICIEM,
JIe CBOE€YACHHUI BUITYCK MPOAYKTY Ma€ BupiliaibHe 3HaueHHs. Lle cTBoproe Garato
BUKJIMKIB JIJI1 KOMIMAaHI{, sIK1 MparHyTh 3aUIIATHCS Ha MEPEIOBId 1 3aJ0BOJILHATH
noTpeOu IPaBIIiB, 1110 TPU3BOAUTH JI0 3aCTOCYBAHHIO «KPaHUY» ISl BUACHOTO BUITYCKY
BiJIeoirop. AHai3 KpaH4y 3 YIIPaBI1HCHKOI TOUYKH 30PY JI03BOJIUTH 3pO3yMITH MPUYHH,
1110 3yMOBJIIOIOTh HOTO TOSBY, OIIHUTH HOTO BIJIMB Ha ITPOBY 1HAYCTPIiIO, 1 BA3BHAYUTH
YU € KpaHY HEMUHYYHM €TarioM y po3po0iii Bi€0irop.

MeTtoro fgociuifKeHHsl € aHali3 KpaHyy SK HAacHiJKy YNPaBIiHCHKUX,
TEXHOJIOTYHUX Ta OpraHizaliiHuX mTpoOsieM B irpoBiil 1HAYCTPil Ta BUSHAYEHHSI HOTO
poJii y po3po0lii Ta BUITYCKY Bi€0irop.

O0’exTOM J0CJTIKEHHSI € caMe SIBUIE KpaH4Y SK KOMIUICKC MpoOJieM, IIo
BIUTMBAIOTH Ha MPOIIEC PO3POOKH 1rop.

IIpeamer mocJiI:KeHHS: BIUIMB KpaH4Yy HA MPOEKTH 3 PO3POOKH irop, sIKUn
MPOSIBIIETBCS Y 3HUKEHHI SKOCTI (DIHATBLHOTO TMPOAYKTY Ta 30UIbIICHHI PU3UKIB
BUTOPAHHS CITIBPOOITHUKIB.

OCHOBHI pe3yJbTaTH A0CJiIKEHHS.

VY camiii iHycTpii Bifieoirop icHye 6arato mpoOieM TaKuX, SIK: CyBOp1 Ae/IIaliHHU,
CKJIaJIHICTh TEXHIUHOI peaizailii, 3poCTaHHs 00csATy poOiT, BUIIpaBJICHHs OariB Ta
npoOseM 3 MPOIYKTUBHICTIO, KOMYHIKaIlli Ta croiBmpaisi B KoMauai, Tomo [1, 2].
Opnak, cepen ycix nepesiueHux mpooieM BapTo BIIMITUTH OJHY 3 HAUTOCTPIIINX, a
came KpaHd.

TepMiH kpaH4 y cydacH1i npodeciiiHiif JiTepaTypi TPaKTY€EThCs] HEOTHO3HAYHO.
B 3aranpHOMY CEHCi, BIH BHUKOPHUCTOBYETHCS IS OINKCY POOOTH TMpalliBHUKIB
MOHAIHOPMOBO, 100 AOTPUMATHUCH JIe/UTAHY B po3po0IIl MpoekTy [3].

Oco0a1BO TOLIMPEHUM € 3aCTOCYBaHHS IILOTO MOHATTA B 1HIYCTPIi po3poOKu
BIJICOITOp, [I€ KpaH4Y I03HAYa€ IMEepiod EKCTPEMAaJbHOTO TMEePEeBAHTAXKEHHS, IO
3a3BUYAl TPAILIAIOTHCA B OCTaHHI THXKHI Tiepea pa3oro Bamiaarii i, TOJIOBHUM YHHOM,
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B TIKHI, 1[0 TIEPEAYIOTh KIHIIEBOMY TE€pPMIHY 3/1a4i MPOeKTy. Y Il mepioau podoue
HaBaHTAXEHHS CTAHOBUTH MOHA/ 12 rOAMH Ha JIeHb, BiJ 6 10 7 HIB HA TWXKIEHB, 03
nepepB Ha BIAMOYMHOK [4].

Hes3Baxkaroun Ha Te, M0 I IUKIIYHA TpoliemMa MPUCYTHS 1 B TPaaUIlIAHUX
KOMIaHIAX, M0 3alMaroThCsl PO3POOKOI0 MPOTPaMHOro 3a0e3MeUeHHs, 1HIYCTpis
BIJICOITOp 4YacCTIIIe TMEePEeKUBAE KPU30BI Tepioau. Take SBHINE PO3TISIIAETHCS SK
TOKCUYHA IHTyCTpiaJibHa HOpMa Ta CTIELU(P1YHUMN MPOSIB €KCIUTYaTaTOPChbKUX TPYAOBHUX
IPAKTHK.

[IpyuriHM BUHUKHEHHS KpaH4Yy MOB’S3aHI 3 MOTaHUM PO3MOJIJICHHSM 4Yacy,
HEHAJIeKHUM TUIAHYBAaHHSM Ta YNPaBIiHHAM, YACTUMU 3MIHAMHU B JIM3ailHI TpH,
3aBUIICHUMH OOIISTHKAaMHU 1]l 4yac mnpocyBaHHs. HemocrarHe miaHyBaHHS 4acTo
IPU3BOUTH /10 XAaOTUYHOTO MPOILIeCy pO3pOOKH, KOJIU TEPMIHU CTAIOTh HEPEATbHUMMU.
YacTi 3MiHM B qu3aitHl 400 TEXHIYHI 3MIHM MOXKYTh BUMAaratu J0JIaTKOBOTO 4acy Ha
peaizarliito, 1o 3011bI1ye 0ocsar podoru. OOIUSHKY, AaH1 i Yac MPOCYyBaHHS I'PH,
4acToO MEPEBUIIYIOTh pealibHI MOXKIMBOCTI KOMAaH/IU, CTBOPIOIOYH JTOJIATKOBUI THCK
Ha PO3POOHHUKIB.

Jlo HacmiKiB KpaHuy B po3poOili Bicoirop Mo>kHa BIHECTH 3HM)KCHHS SIKOCTI
POYKTY, OCKUIBKM TMOCHIIITHA poOOTa YacTO MPU3BOAUTHL 0 MOMHUJIOK 1 OariB y
KiHIIeBOMY MpoaykTi. KpiM Toro, 1ie HeraTuBHO BIUTMBA€ Ha (pi3MUHE Ta MCUXIYHE
3I0pOB's. MPAIiBHUKIB, 110 MOXE TMPU3BECTU JO BUTOpPaHHS 1 HaBITh /10 IXHBOTO
MOJAJIBIIOT0 3aBEPIICHHS Kap'epy B 1HAYCTpii. BUropanss mpaiiBHUKIB 3HUKYE IXHIO
IPOAYKTUBHICTB 1 MOYKE MTPU3BECTH J0 BTPATH TaJaHOBUTHUX KaapiB. KpiM Toro, kKpanu
HEraTMBHO BIUIMBAE Ha PEMyTallil0 KOMITaHii, OCKIIBKM KOMITaHii, Kl TPaKTUKYIOTh
KpaH4, MOXXYTh BTPaTUTH JOBIPY SIK cepe/l po3poOHUKIB, Tak 1 cepe rpaBiliB. Lle moxke
YCKJIaAHUTH HalMaHHS HOBUX MPAIIBHUKIB. 3arajiom, KpaHd CTBOPIOE IOBFOCTPOKOBI
npoOsieMH Il KOMITaHiH, sIKI MParHyTh 3aJIMIIATUCS KOHKYPEHTOCITPOMOXKHUMH Ha
PUHKY.

Ha namy nymky, BpaxoByrOud yce BHILE 3a3Hay€HEe, TEPMIH KpaH4 BapTo
TPaKTyBaTH HACTYIHHUM YMHOM: 1I€ YIpPaBIIHChKE PIIICHHS, KA HANa€ MPIOPUTET
BUPOOHUIITBY 32 PaxyHOK J00poOyTy CIIBpPOOITHHKIB, IO MPU3BOIUTH A0 BHUCOKOI
IHTEHCUBHOCTI pOOOYMX HABAHTAXKEHb, IIUKIIYHOTO BUTOPAHHS, BUCOKOI IJIMHHOCTI
KaJpiB Ta TMOpyIIeHHs OajaHcy MDK MpodeciiHUM Ta OCOOUCTHM KHUTTSM,
CIPUYMHEHOI KOPCTKUMHU Je/JIalHaMi, €KOHOMIYHUM THCKOM Ta KOPIOPAaTUBHUMU
OY1KYBaHHSIMH.

BucHoBku. KpaHu He € HEOOXIJTHMM €TamoM Yy po3poOIll irop, a € pajiiie
pe3yabTaToM Hee(PEKTUBHOIO MEHEIKMEHTY Ta HEJOCTATHbOTO IlaHyBaHHsA. ToOTo,
KpaHd y po3poOIll BiJIeOirop — 1€ HACTIJOK YIPaBIIHCHKUX, TEXHOJOTTYHUX Ta
opraHizalifHuX mpooyieM. 3aBIsIKd BIPOBAPKCHHIO €(PEKTUBHUX METO/IIB YIIPABITIHHS
IPOEKTAMHU Ta TIITPUMIIL 3J0POBOTO OaTaHCy MK POOOTOIO Ta OCOOMCTUM >KUTTSIM
MOKHa 3HAYHO 3MEHIIUTH MOTPedy y KpaH4yaX Ta MOKPALIUTH SKICTh KIHIIEBOTO

IPOAYKTY.

Kurouogi ciioBa: iHIyCcTpis Biieoirop, KpaH4, BATOpaHHs, IJIAaHYBaHHS.
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