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The work focuses on the development of a desktop application to enhance
self-control and reduce dependence on instant gratification sources, such as
YouTube Shorts and games. Using WPF and C#, the application allows users to
set time limits on unproductive programs, track progress in achieving goals, and
foster habits for independent productivity. Experimental use demonstrates its ef-
fectiveness in minimizing distractions and improving focus.

[IpoGnema 3a1eXXHOCTI BiJl MIBUAKUX JKepes Aodaminy, Takux sk YouTube
Shorts Ta irpu, BIUIMBAaE Ha MPOJYKTUBHICTh 0araTbox JIOJICH, OCOOJIMBO i Yac
po6otu un HaBuanHs Ha [IK. [cHye moTpeba y nporpaMHuX pillleHHSX, SIK1 CTIPHU-
ATUMYTh (POPMYBAHHIO CAMOJUCITUIUTIHYU Ta 3MEHIIIEHHIO BILTUBY B1ABOJIIKAIOYUX
YUHHHUKIB.

Merta: Po3poOka mporpaMHOro 3aCTOCYHKY, IO JOIIOMAarae KOpucTyBayam
1 IBUTITYBaTH MIPOIYKTUBHICTh, 3SMEHIITYIOUH 3aJICKHICTh BiJl pO3BOKAIBHUX MPO-
rpam.

3aBaaHHs: AHali3 NOBEAIHKOBUX MOJIENIEH KOPUCTYBaUiB Ta MIPUHIUIIB (o-
pMyBaHHS 3BUUYOK. Po3po0ka (hyHKIIi1 BCTAHOBIIEHH OOMEKEHb Yacy AJid po3Ba-
XKanbHUX nporpam. Peasizanis MOyJ1iB AJi BIACTEXKEHHS IPOrPECY Y JOCSITHEHHI
MOCTaBJICHUX I1IIeH. 3a0€3MeUeHHs THYYKOTr0 HaJIallITyBaHHS OOMEXKEHb Ta BiJ10-
OpaKeHHST CTATUCTUKH.

JIng  CTBOpEHHA 3aCTOCYHKY BHKOPHUCTOBYEThCS cepenoBuine WPF
(Windows Presentation Foundation) Ha ocHoBi MmoBu C#. [Iporpama modyaoBana
Ha npuHIMnax MiHiMarictuaHoro UX/UI auzaitHy juis 3a0e3nedeHHs 1HTYITHB-
HOT B3a€MO/Ii1 KOPUCTyBaya.

Po3pobnennii 3acTOCYHOK Ha/lae Taki MOKIJIMBOCTI: BcTaHOBNIEHHS TaiiMepiB
Ta OJIOKYBaHb /I PO3BaKaIbHUX Tporpam. dopmyBaHHS 3BITIB MPO BUKOPHC-
tanHs yacy Ha [1K. Bizyamizamis nmporpecy y BUKOHaHHI KOPUCHUX 3aBJaHb.

OxkpiM OCHOBHOTO ()yHKIIIOHATY, 3aCTOCYHOK Ma€ MEXaH13MH1 MOTHUBAIIIi KO-
PHUCTYBaYiB, TaKi sIK HATOPOAM 3a JOTPUMAHHS BCTAHOBJICHUX OOMEXEHb Ta aja-
NTUBHI pEKOMEHJALIi JUIsl ONTUMI3alli po3nopaaky AHs. Lle nonomarae He nuiie
0o0OMeKyBaTH BIUIMB BIJBOJIIKAIOUUX (PaKTOPIB, a i cipuaTu (HOPMYBaHHIO TOBIO-
CTPOKOBHX IMPOJYKTUBHUX 3BUYOK.

OxkpiM TeXHIYHOI peati3allii, BAKJIUBUM aCIEKTOM € JOCII1IKEHHS ITCUXO0JI0-
TYHUX YMHHUKIB, K1 BIUIMBAIOTh HA 3BUKAHHS JI0 MIBUAKUX JKEpea n1odamiHy.
BpaxyBanHus nmpuHIMITB KOTHITUBHOI ToBeaiHKOBO1 Tepanii (CBT) ta metonis
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MOCTYMOBOTO OOMEXEHHSI IIKIJIMBUX 3BUYOK MOXE 3POOMTH 3aCTOCYHOK HE
JIWIIE THCTPYMEHTOM KOHTPOJIIO Yacy, a i 3ac000M Jisi JOBFOCTPOKOBOTO TIOKpa-
IICHHS CaMOJUCIMIUTIHA. Jlo/1aBaHHS aJanTHBHUX HAJIAITYyBaHb Ta iHIWBITya-
JBHUX PEKOMEHJAIN JOMOMOXE KOPUCTyBadaM ILJIAaBHO 3MEHIIYBATH 3aJexk-
HICTh 0€3 HaJMIPHOTO CTpecy, IO MIABUINUTh €(PEKTUBHICTh IIPOrpaMu Ta ii KO-
PHUCTh y pealbHUX YMOBAX.

ExcriepuMeHTanbHl pe3yabTaTH TMOKA3aIH, 110 PEryJisipHE BUKOPUCTAHHS
POrpaMu CIpHSiE€ MOKPAIICHHIO CAMOKOHTPOJII0 KOPUCTYBAdiB Ta 3HUKEHHIO
4acy, BUTPAYCHOTO Ha Hee(PEKTUBHI Jii.

3acTocyHOK opieHTOBaHMM Ha KopucTyBadiB [IK, ski mparHyTh miABUIIUTH
MPOAYKTUBHICTH 1 cC(DOPMYBATH 30POB1 3BUUKU. BiH MiAXOAUTH K ISl IHAUBITY-
aJIbHOTO BUKOPUCTAHHS, TaK 1 JUIsl KOMIIaHiH, K1 XOUyTh MIJBUIIUTH €()EKTUB-
HICTh POOOTH CBOIX CHIBPOOITHHKIB.

Po3pobka mporpaMHOro 3aCTOCYHKY AJI YIPaBIiHHS 4acoM J03BOJISIE ede-
KTUBHO BUPILIYBAaTU MpoOsieMy 3aJIe’KHOCTI Big "nerkoro godaminy". Ilogans-
M pO3BUTOK MOKE BKJIIOYATH 1HTETpaLio 3 IHIIMMU IIaTPOopMaMu Ta PO3IIH-
peHHs QyHKITIOHATY JUIS TIMOIIOTO aHaji3y MOBEIIHKA KOPUCTYBaYiB.
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