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This paper examines existing models and methods of IT project
management in the field of computer game development. Popular methodologies
such as Agile, Scrum and Kanban are analyzed, as well as their application in
the game development industry. The main problems and limitations of these
approaches are identified. Based on the conducted research, an experimental
method of game project management is developed, which takes into account the
features of game development and combines elements of existing
methodologies. The study proposes the partial probabilistic forecasting as the
main method to use.

CyvacHa 1HIyCTpis po3p0OKH KOMITIOTEPHHUX ITOp € OJIHIEI0 3 IMBUIKHUX 1
TEXHOJIOTIYHO cKkiamaux chep iHpopmaniiaux texnosorid (IT). Ocranni
JNECATWIITTS Tally3b PO3POOKH KOMITIOTEPHHUX IrOp TNEpEeKUBaE OypXJIHBE
3pocTaHHs. 3a JaHuMU aHamiTHdHOi kommaHii Newzoo y 2023 pomi cBiToBuit
pPUHOK Bimeoirop mocsar obcsry B 184,4 mupa momapiB, a KUIBKICTh TPaBIIiB
nepeBummiIa 3 MiIpA. Y 3B'SI3Ky 3 IUM 3pOcTae moTpeda B po3poOili eheKTUBHUX
METO/IIB YIIPaBIIIHHS MPOo€KTaMu B il cdepi. OnHak, HE3BaKAlOUM HA aKTUBHE
BUKOPUCTaHHA Pi3HUX MeTojoorii ynpasmiaas [T-npoexkrtamu, po3poOka irop
3QJIMINAETHCSA CKJIAHUM 1 OaraTOrpaHHUM MPOILIECOM, IO BKJIIOYAE HE TUIBKU
nporpaMyBaHHs, aje il poOOTy 3 XyJIOKHIM KOHTEHTOM, 3BYKOBUM JIU3alHOM,
aHIMAaIl€ro 1 MapKeTUHToM [1].

Po3pobka komm'roTepHHX 1rop 3HA4YHO BiApi3HsAETbCA Bif 1HmmMX [T-
IPOEKTIB, TOMY LI mpoliec NoTpedye KOMIUIEKCHOIO MiIXOQYy /10 YHpaBIiHHS
npoekTamu. Ha BigMiHYy BiJ NpOTpaMHUX MPOJYKTIB, IO MpPHU3HAYECHI IS
BUPILIEHHS! KOHKPETHUX 3aBJlaHb, I'PU — LI€ CKJIaJH1 IHTEPAKTUBHI CUCTEMH, 1110
MOETHYIOTh ~ MpOrpaMyBaHHS,  XyJOXXKHE  OQOpMIICHHS,  TedMIu3aiiH,
3BYKOPEXKUCYPY, CIEHAPHY MaMCTEPHICTh Ta MapKETUHT. Take MoegHaHHS
BHUMArae He TUJIbKH TPaMOTHOIO YIPaBIiHHS PO3POOKOIO, & i BUCOKOTO CTYIIEHIO
aJaliTUBHOCTI /10 3MiH, M0 POOUTh BUKOPHUCTAHHS TPATUIIAHUX METO/IB
YOPaBIiHHS MPOEKTAMHU MEHII e(peKTUBHUM [2].

VY po3pobI1i KOMIT'IOTEPHUX 1rOp 3aCTOCOBYIOTH Pi3HI MO YIpaBIiHHS
IpO€EKTaMU. BibIIICTh CTYA1 BUKOPUCTOBYIOTh METOJIOJIOT10, PO3POOIICHY NSt
3aranbHOro IT-cexkropy, anantyroun ix mia crneundivHi 3aBiaHHs reiimaesa. Y
tpanuuiiHii [T-chepl HaMOLIBII MOMYJISPHI THYYKI METOJOJIOTI YIpaBIliHHSA,
taki Scrum, Kanban 1 Waterfall. Bouu 103Bosisi10Th ajanTyBatucs 10 BUMOT, IO
3MIHIOIOTBCS, 1 TOKpallyBaTh KOMYHIKalilo BcepeanHi komanau. IIpore
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crenudika po3poOKH Irop HaKIaJa€ TOAATKOBI OOMEXKEHHS iX 3aCTOCYBaHHSI.
Hampuxnan, wmeromonoris Scrum, Oa3yeTbcsi Ha BHUKOPHUCTaHHI KOPOTKHUX
COPUHTIB Ta PETYJSIPHUX peii3aXx HOBHUX BEpCiii MPOAYKTY, L0 HE 3aBXKIU
H1AXOAUTH SIS TBOPUMX MPOIIECIB, JIe MOTPIOHO O1NIbIIE Yacy Ha FreHepallito i1ei
Ta TECTyBaHHs Timote3. Y TOW ke 4vac, kackagHa moxaenb (Waterfall), ska
paHillle aKTUBHO BHMKOPHCTOBYBajacs B ITPOBIA 1HIYCTpii, TaKOX Ma€ CBOl
HEJIOJIIKU — 11 KOPCTKA IMOCIIIOBHICTh €TaIiB PO3POOKU MOKE MPHU3BECTH [0
3HAQYHMX BUTPAT Yy pa3i NOTpeOu 3MiH Ha Mi3HIX CTaAlsX MpoekTy [3].

He3Bakaroum Ha MIMPOKE 3aCTOCYBaHHS, y TeWMJIEBl 111 METOJIU MarOTh
HU3KY CIUIBHUX MpOOJieM, TaKUX SIK 4acTl 3pUBH TE€PMIHIB, OpaK THYYKOCTI B
MJIaHYyBaHHI, a TAKOX CKJIAJIHICTh Y KOOPAUHALIT MIKIUCIUTUTIHAPHUX KOMaH]I.

Takox cepito3HOI0 IPOOIEMOI0 € TaK 3BaH1 “NepepoOKu’ CIiBPOOITHUKIB —
SBUINE, TMPU SKOMY pPO3POOHUKH 3MYIICHI MpaIfOBaTH IOHAJHOPMOBO Ha
GbiHaTBEHUX CTAAISX MPOEKTY, 0 MPU3BOJAUTH JI0 3HMKEHHS SIKOCTI MPOAYKTY Ta
BUTOPSIHHS  CIIBpOOITHUKIB. lle TOB'I3aHO 3 HENOCTAaTHHOI THYYKICTIO
BUKOPUCTOBYBAaHUX METOJOJIOTIM Ta HecTayero e(EKTUBHUX I1HCTPYMEHTIB
TJIaHYBaHHS.

TakuMm YWMHOM, HE3Ba)KAIOUM HA HASBHICTh YCTAJICHHX METOMOJIOTIH, B
IrpOBIM 1HAYCTPIl 3ATMIIAETHCS HEBUPILIEHUM HHM3Ka MPOOJIeM, 110 BUMArarTh
NOIIYKY HOBUX HIAXOAIB JO YNPaBIiHHA NOpoeKkTamMH. ToX, MOXKHa MiNTH
BHCHOBKY, 110 ICHYIOY1 METOJI0JIOr1i, Takl sik Scrum, Kanban ta Waterfall, siki
IIMPOKO 3aCTOCOBYIOThCS B IrpOBIM 1HAYCTpIi, HE 3aBXAM BPAXOBYIOThH il
YHIKQJIbHI OCOOJMBOCTI. Y 3B'SI3Ky 3 IIUM BHHHUKAa€ HEOOXIJHICTh y PO3pOOIl
HOBOI KOMILIEKCHOI METOJIOJIOTIT yIpaBiiHHS, sfKa O Jana 3Mory o0'eaHaTw
HaWKpalq CTOPOHM ICHYIOUMX IMIJXOMIB Ta 3alpoIrOHYBaTH PIIICHHS IS
cnenuiuHux TpobsieM reliMmiueBa, Ta ska Oyna O 37aTHA BpaxoBYBaTH
0COOJIMBOCTI PO3POOKHU Irop Ta MiABUIIATU €(PEKTUBHICTH IILOTO MPOIIECY.

Ha ocHOBI orisgy ICHyHOUHMX MOJCIEH, METOIIB Ta METOJI0JOTIH
YIIpaBJIIHHS MPOEKTaMH, a TAKOX aHaI3y 1X 3aCTOCYBaHHS B ITPOBIN 1HIYCTPIi,
B pOOOTI 3aMpOIIOHOBAHO OPUTIHAIBHUHN MiaAXia A0 ynpasiinas [T-npoexktamu 3
pPO3pOOKH KOMIT'IOTEPHUX 1rOp, HaBEJEHI OCHOBHI €Tanu TEeCTyBaHHSA Ta
BUCHOBKHM IIIOJI0 JIOIIIBLHOCTI WOTO BUKOpPUCTaHHSA. Po3poOneHmii Meron
BpaxoBy€e 0COOIMBOCTI cepu irpoBoi 1HAYCTpii Ta JACTh 3MOTY MiJABHILUTH
e(pEKTUBHICTh yNPABIIHHS MPOEKTAMH 3 PO3POOKH 1rop.

Croucok BUKOPHUCTAHHUX I[)Kepen:
1. Keith C. Agile game development with Scrum. Upper Saddle River, NJ :
Addison-Wesley, 2010. 340 p.
2. Bethke E. Game development and production. Plano, Tex : Wordware
Pub., 2003. 412 p.
3. Pressman R. S. Software Engineering: A Practitioner's Approach. 7th ed.
McGraw-Hill Companies, 2010. 895 p.

129



