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Poboma npucesiyeHa aHanidy memooorsioeili, Wo 3acmocosyrmbscsi 8
opeaaHizauyii dusalH-npoekmis, 3 o2n50y Ha 3pocmarodul rnonum ma cmpimkull
po3sumok 2any3i. Po3ansHymo, £K pisHoMaHimHi nidxodu 00 ynpaeniHHs
npoekmamu  cripusitoms  onmumizauii  poboqux npouyecie i 3abesnedyyromb
egekmusHicmpb ynpaesiHHSA. AHaniz 6asyembcsi Ha po32risidi mpbOX OCHOBHUX
nidxodie: Waterfall, Agile (Lean UX, Scrum) ma Design Thinking, KOxeH 3 SKUX Ma€
ceoi crnieyucpidHi nepesazu ma obmexeHHsA. [lpedcmaesneHi pe3ynbmamu
cripsiMosaHi Ha opmMmysaHHsI cmpameeail, wo AonoMoxyms adanmysamu
ynpaeniHHs du3alH-npoekmamu 00 CydYacHUX 8UMO2 PUHKY ma MmexXHO02i4HUX
BUKIIUKIB.

Knro4yoei cnoea: memodornioeiss, Ou3alH-npoekm, aHarnia, iHHosauilHi
PilUEHHS.

BCTYN

[n3anH-NpoeKTN KOPUCTYIOTLCS BUCOKUM MOMNUTOM i LUBUAKO PO3BMBAKOTLCH,
TOMY OyXXe BaXnvBO BMBYaTW Pi3Hi MeTogonorii, wob BianoBigaTn UMM BUKINMKaM.
Lle pobute aHania MeTogonorii BaXNMBMM, OCKIfIbKM BOHM JonomMaratTb
onTumidyBaTu pobodi npouecy Ta 3abe3neunTn epekTMBHE YNpaBniHHS NPOEKTaMM.

NMOCTAHOBKA 3ABOAHHA

HocnigxeHHs Mmae Ha MeTi He TiNbKyM onucaTy NonynspHi MeTodonorii, ane n
3anponoHyBaTW IHHOBALVHI piLLeHHS ANA ONTMMI3auii npouecy ynpasniHHA An3anH-
NpoeKTamu.

PE3YNbTATU OOCHIMKEHHS TA iX OGrOBOPEHHSA

MeTtogonoria gusariHy Mae 6araTy Konekuilo pesynbTaTiB AOCNiMKEHb, SKi
BMKIagaloTbCA Yy HaByanbHMX 3aknagax, a TaKoX 3acTOCOBYIOTbCS Y npakTuui
amsanHy. Tomiyama, T., Gu, P., Jin, Y., Lutters, D., Kind, C., Kimura, F. y cBoemy
pocnigkenHi [1] 3asHavaloTb, WO ICHYE pPO3pMB MK MPaKTUYHMM Ta OCBITHIM
BMKOPUCTAHHAM METOAOMNOri AM3alH-NpoekTyBaHHA. [n3anH cborogHi ctae Bce
GinbW couianbHUM MUCTEUTBOM, B SKOMy OepyTb ydacTb Au3aniHepu i 6arato
CTenkxonaepiB, TakMxX SK  KINIEHTU/CNOHCOPW, MOCTayanbHUKK,  BUPOOHUKM,
OnCTpmO’IoTOpK, CNOXMBAYI/KITIEHTU, @ TAKOX rpyny rpomMagsiH Ta ypsigoBi yCTaHOBM,
3auikaBneHi y CTBOpPEHHI cCnifbHOro cepegosuia. Po3BUTOK MOXNMBOCTEN
if>XXeHepiB Ta iHXeHepHUX IHCTPYMEHTIB MOBWHEH BiAgMOBIigaTN Nporpecy B MeTodax
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BMPILLUEHHS LUMPLUIOrO CMEKTPY MWUTaHb i BUMOr, a TakoX Oinbll edekTUBHUMU
MOBWHHI CTaTW KOMYHIKaUiHi HaBUYKM Au3anHepiB Ta TpaHcdopMauis Av3aniHy,
TakoXX KOMM'IOTEpM MiOBMLIYIOTE pPONb JIOOWHW B OM3alHi A0 HOBUX eTarniB

avBepreHuii Ta TpaHcdopmauii  [2-5].

B pobori

PO3rNAHYTO TpW MNONYNSpPHI

MEeTOONOrii, WO 3aCTOCOBYIOTLCA B OpraHisadii gusanH-npoextis: Waterfall, Agile
(Lean UX, Scrum) ta Design Thinking (tabn. 1).

Tabnuusa 1
[MopiBHANBHUI aHani3 METOAOSOrNIN OpraHisaLii An3anH-NPoeEKTIB
Hassa 3aranbHa .
MepeBaru Hepnonikun
METOAONOrii XapakTepucTuka
Waterfall 1. NiHinHa 1. 3posymina 1. BHeCeHHs 3miH
nocnigoBHICTb, Ae CTpyKTypa Ta nicnsa 3aBepLUeHHs
KOXeH eTarn YiTKMIW po3nogin eTanis € cknagHum
3aBepLlyeTbCA nepea BignoBiganbHOCTI i BUTPaATHUM.
nepexonom Ao 2. Monerwye 2. ObmexeHi
HaCTyMHOro ynpaeniHHA MOXTMBOCTI Ans
2. Benvka yBara NPOEKTOM 3aBAsKM | aganTauii y
npuainseTbca petanbHoOMy BMNaAKy 3MiHM
nnaHyBaHHIO Ta nnaHy Ha cTapTi PUHKOBMX YMOB 3.
aetanbHOMY 3. [obpe Pwn3auk Toro, wo
OOKYMEHTYBaHHIO nigxoauTb Ansi KiHLEBUN
KOXHOro etany NPOEKTIB 3 YiTKO pe3ynbTaT MOXe
3. YiTKicTb BU3HAYEHHA | BU3HAYEHUMU He BignosigaTn
TEepMiHiB, 3aBAaHb Ta BMMOramu Ta aKTyanbH1m
pe3ynbTaTiB A03BOMSE | MiHIManbHUMK notpebam
KOHTPONIOBaTH Mpouec | 3aMiHamu y nNpoueci | KopucTyBauis,
SIKLLO OCTaHHi
3MiHMAMCA nicns
eTany nnaHyBaHHsA
Agile (Lean 1. MNpoekT 1. MoxnueicTb 1. BigcyTHicTb
UX, Scrum) po30MBaeTbCs Ha onepaTuUBHO [eTtanbHoro
KOPOTKi CMIPUHTK 3 BHOCWUTMN 3MiHW Y nonepeaHLOro
perynsapHum 36opom BiAMoOBiAb Ha nnaHy CTBOpOE
3BOPOTHOrO 3B’A3KY BiAryku CKnagHoLui B
2. Bucoka B3aemogis KOpucTyBauis ynpaeniHHi
MK KOMaHgamm 2. Npo3sopui BENUKNMM
Oun3anHepis Ta NnpoLec, e KOXEH | NpoekTamu
3auikaBneHnMmun eTan ouiHETbCA 2. YacTi amiHn
CTOpPOHaMM1 NPOTAroM Ta KOpUryetbcs MOXYTb
YCbOro LnKny 3. MigBuwye ycKrnagHoBaTu
po3pobku 3anyyeHicTb [OBroCTpoOKOBe
3. lBnake pearyBaHHA | KNieHTIB Ta cTpareriyHe
Ha HoBI igel 3aBasKK 3aLikaBneHnx nnaHyBaHHSA

KOPOTKMM LMKNamM
nnaHyBaHHA Ta
TeCTyBaHHA

CTOpIH y npovec
po3pobKM
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Design 1. OpieHTauia Ha 1. 3abesneuye 1. MeHw

Thinking KopucTyBada yepes rnnboke CTPYKTypOBaHa
emMnarito Ta PO3YMiHHS AN BEIMKNX
CNOCTEPEXEHHS KopucTyBaya Ta NPOEKTIB 3 YiTKUMM
2. ITepatuBHMA KOHTEKCTY BYMOramm
npouec: emnaris, 2. Cnpusie 2. ItepaTuBHUmn
BM3HaAYEHHS CTBOPEHHIO nigxig notpebye
npobnemu, igeauis, YHiKanbHuX Ta GinbLue Yacy Ha
NpoTOTUMYBaAHHA Ta iHHOBaLiHNX paHHiX cTagisx
TecTyBaHHSA pilleHb [ocnigXeHHst

3. KpeatuBHictb yepes | 3. Jlerko
KONEKTUBHUI MO3KOBWIA | aganTyeTbecsa OO
WITYpM 3MiH Yy BUMOrax
4. THyJKicTb: 3MiHa
HanpsiMKy poboTu nig
Yyac OTPMMaHHS! HOBUX
inen

Waterfall (KackagHa mopgenb) — Ue KrnacuyHa MeTodosoris ynpaBniHHA
npoektTamu, sika gobpe nigxoauTb ANs NPOEKTIB, A€ BMMOrM BigOMi Hanepen i He
nepeabavaloTb 3HA4YHUX 3MiIH NPOTAroM npouecy po3pobku, ogHak Moxe 6yTn
MeHLW edEeKTUBHOK B YMOBaxX BWCOKOI HeBM3HA4YeHOCTi abo AUHaMiYHMX 3MiH
BumMmor. Agile — ue cyyacHa meTOLOnorisl ynpaBniHHA NPOEKTaMM, fKka akUeHTYe
yBary Ha rHyYKOCTi, adanTMBHOCTI Ta LUBWAKOMY pearyBaHHi Ha 3miHW. Pobutb
aKUeHT Ha 3BOPOTHOMY 3B’A3KYy 3 KNIEHTaMM, KOPOTKMUX iTepauisx Ta MOCTiNHOMY
BAockoHaneHHo. Design Thinking — ue iHTerpaTmBHa MeTOAOMOriS BUPILLEHHSA
npobnem, opieHToBaHa Ha rmmnboke po3yMiHHA NOTPED KOPUCTYBaYiB Ta CTBOPEHHS
iHHOBaLMHUX pillleHb Y pi3HMX cdhepax QisnbHOCTI.

Bubip meTogonorii ynpaBniHHS Au3aiH-NpOeEKTamMy 3anexuTb Bi XxapakTtepy
3aBAaHb, CTabiNbHOCTI BMMOr Ta CTyrneHs HeobxiaHOi rHyykocTi. [Ans npoekTiB i3
YiTKO BM3Ha4YeHMMKU Ta He3MiHHUMM BUMoramu Ginbl nigxoantb Waterfall, Toai sk
Agile 3abesnevye edekTBHEe ynpaBmniHHA B yMOBax AMHaMiYHuMX 3MiH. Design
Thinking, y cBolo 4Yepry, BigkpvBae ABepi A0 iHHOBALNHMX pilleHb Yepes rmuboke
pPO3yMiHHS MOTpPe® KOpUCTyBayiB Ta eKkcnepuMMeHTanbHui nigxig. OnTuManbHUM
MoXxe OyTn KOMOIHYBaHHsSI €NEeMEHTIB YCiX TPbOX METOAOMNOriA Ansl AOCATHEHHS
OanaHcy MiX CTPYKTYpOBaHICTIO, afanTMBHICTIO Ta iHHOBAUIMHICTIO KiHLEBOro
npoaykty. [OuHamiyHa npupoda AM3aMH-NPOEKTIB Y MNOEQHAHHI 3  MIHNMBUMMU
BMMOraMmu Ta notpebamu puHKY 3yMOBIHOE MOTPeby B iHHOBALNMHMX PilLIEHHSX.
Xoua Taki meTtogororii, sk Waterfall, Agile (Lean UX, Scrum) Tta Design Thinking €
KOPUCHUMMU, TXHi OOMEXEHHSI B MEBHUX KOHTEKCTaX O3Ha4yaloTb, LWO iHTerpauis
iHHOBaLiiHMX MigX0A4iB MOXe AOMNOMOITM NOAoNAaTK Ui BUKIMKW.

IHHOBAUiMHI pilleHHNA BiAirpalTb KPUTUYHY POfb Y Cyd4acHOMY YnpasniHHi
OM3alfH-NPOEKTaMu, OCKIMbKM [O03BONATb MOJO0NATU OOMEXEHHS TpaguuiiHMX
MEeTOLOMOriN Ta e(pekTUBHO pearyBaTu Ha AUHaMIYHiI 3MiHWM PUHKY Ta TEXHOSOTIN.

Po3rnsaHemMo OCHOBHI NpUYnHK:
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a) aganTMBHICTb A0 3MiH. TpaguuinHi nigxoawn, Taki gk Waterfall, Agile Tta
Design Thinking, MatloTb CBOT CMIbHI CTOPOHU, ane KOXeH i3 HUX MOXe CTUKaTuCS 3
neBHUMN oBMexeHHAMU. |[HHOBaUiVHI pilleHHst 403BONSATL iHTErpyBaTn nepenosi
TEXHOIOrii Ta NPaKTUKKM, 3abe3neyytoun rHy4KiCTb Ta LIBUAKE pearyBaHHSA Ha 3MiHW.

6) onTumisauis npoueciB. 3aBAsKM BNPOBa[KEHHIO iHHOBAUiN (Hanpwvknag,
aBTOMaTu3auil, LWTYYHOro IHTENeKTy, XMapHuX nnaTopM UM iHTEpPaKTUBHOIoO
NPOTOTUMYBaHHA) MOXHa 3HAYHO NIABULLUTI €(PEKTUBHICTb YNpaBmiHHS, 3MEHLUNTH
BMTPAaTU PECYPCIB | CKOPOTUTM Yac PO3pobKu.

B) iHTerpauia kpawmx npaktnk. KomOGiHyBaHHS CUNbHWUX CTOPIH Pi3HMX
MeToOomOorin  A03BONSAE CTBOptoBaTU ribpuaHi Mogeni ynpaseniHHSA, WO Kpaiie
BigNoBigaTb cneundili cyyacHNX an3anH-NPoEKTIB.

r) NiABULLIEHHA SIKOCTI KIHLEBOro NpoAyKTy: iHHOBAUiHI migxogn cCnpusioTb
perynspHoMy TecTyBaHHIO, 300py 3BOPOTHOTO 3B'A3Ky Ta  MOCTIHOMY
BAOCKOHAIEHHIO NPOLIECIB, L0 B CBOO Yepry MOKPaLLye KiHLEBY SKICTb NPOAYKTY.

BUCHOBKU

OTXe, WyKaTV iIHHOBALMHI pILLEHHSI BaXNMMBO Ansi Toro, wob 3abe3neuntu
KOHKYPEHTOCMPOMOXHICTb | e(DEKTUBHICTb YNpaBniHHA An3aiH-NPOEKTamMy B yMOBax
NOCTINHWUX TEXHOMOTYHUX | PUHKOBUX 3MiH, ONTUMI3YHO4M SK BHYTPILLUHI NpoLlecK, Tak
i B3AaEMOZ0 3 KiHLIEBMMUN KOPUCTYBaYamum.
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RIPKA G., FILIPPOVA T., IGNATOV D.

ANALYSIS OF ORGANISATIONAL METHODOLOGIES DESIGN
PROJECTS

The study analyses the methodologies used in the organisation of design
projects, given the growing demand and rapid development of the industry. The
study examines how different approaches to project management help to optimise
workflows and ensure management efficiency. The analysis is based on the
consideration of three main approaches: Waterfall, Agile (Lean UX, Scrum), and
Design Thinking, each of which has its own specific advantages and limitations. The
presented results are aimed at formulating strategies that will help to adapt design
project management to modern market requirements and technological challenges.

Key words: methodology, design project, analysis, innovative solutions.
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