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NIIBUIIIEHHS OBI3HAHOCTI IEPCOHAJTY Y IUTAHHSIX
IHOOPMAIIMAHOI TA KIBEPBE3IEKH 13 3ACTOCYBAHHSIM METO/IIB
TEUMIPIKAILL

OaHUM 13 HaraJabHUX MUTaHb B pOOOTI CyyacHOI KOMIIaHI1 € MiIBUIIICHHS PIBHS
00i3HaHOCTI MepcoHATy Y TUTaHHIX iH(pOopMaIiiiHoOl Ta KibepOe3neKku, ToMy po3podka Ta
BIIPOBAKCHHSI HA MiIPUEMCTBI BiAMOBITHOI MPOTPAMHK JTOTIOMOKE BUPIIMICHHIO i€l
IPIOPUTETHOT 3a/1aui.

3 METOI0 TOCATHEHHS TIOCTABJICHOTO 3aBJaHHS HEOOXITHO BU3HAUUTH MTOTPEOH
MiAMPUEMCTBA B BU3HAUCHH] CKIIQJI0OBUX Ta KOHIEMIII BIPOBAIKEHHS aJeKBATHUX
HaBYaJbHUX MPOLEIYp Ta MEeTOIB. BaxuBo, 11100 nporpama niaTpuMyBaiia 6i3Hec oTpedH
oprasizaiiii, BiamoBinana ii Kynbtypi Ta apxitektypi IT-cepricis. EdextnBHa nmporpama
0013HAHOCTI MOSICHIOE Ta 3a0e3Meuye 3aCBOEHHS KOPEKTHUX MPABUII Ta MPOLEAYD, 110
BITPOBA/KYIOTHCS ITPH BUKOPHUCTaHHI iHOPMAIITHUX aKTHBIB KOMIIaHii, MOBIZOMIISIE TTPO
HOJITHUKH 1 IpoLeaypr Oe3NeKH, IKUX He0OX1JHO JOTPUMYBATHUCS.

HactymauM kpokoM Mae Oyt BUOIp Ta 3aCTOCYBaHHS 13 ICHYIOUMX MOJIEICH HATJIS Iy
3a TiSUTHHICTIO TIPOTPaMHU IMiIBUIIEHHS 00I13HAHOCTI Ta HABYAHHS Ti€l MO, sIKa MiAXOUTh 1
Oy/ie BUKOPUCTOBYBAaTHCh B KOMIIaHii. [CHYIOTh HACTYIHI MOJIENI peai3alii:

- Mozienb 1. IieHTpastizoBaHa MoJIiTHKa, CTpaTeris 1 peaizarlis,
- MOJIeJIb 2: IIEHTPaJIi30BaHa MOJITHKA 1 CTpaATerisl, pO3MOALIeHa peai3alis;
- MO/iesIb 3. LIEHTPaJIi30BaHa MOJITHK, PO3MO/IIEHa CTpaTeris 1 peaizaris.

[Ticnsa Toro, sik MOAEIb, SIKY CJIiJ] BAKOPHCTOBYBATH, BU3HAaUEHA, Tpeba oOpaTH Mmiaxia
JI0 TIPOBEAEHHS OLIHKM moTped BiAmoBigHO A0 oOpaHoi opradizamiiinoi mogmemi. OrtiHka
notped - e mporec, IKUi MOYKHa BUKOPHCTOBYBATH JIJIsl BU3HAUCHHS MMOTpPeO opraHizalii B
00I3HAaHOCTI Ta HaBYaHHI. Pe3ynbTaTH OLIHKM CIyXaTh OOIPYHTYBAaHHSM [UIS BHIUICHHS
pecypciB 3 METOFO 33JI0BOJICHHS BUSIBJICHUX MTOTPEO B HABYAHHI.

3aBepiieHHs] OLIHKKA MOTPed O3BOJSE PO3POOHMTH CTPATETiI0 BIPOBAHKCHHS Ta
HiATPUMKH CBO€T IpOrpaMM HaBUaHHs 1 MiABUILEHHS 00i3HaHOCTI B obnacti IT-6e3meku, a
TaKOX CKJIACTW TUIaH JJIs peanizamii Iii€i ctparerii - poOouYWit JTIOKYMEHT, IO MICTHUTb
CJIEMEHTH, CKJIQJIOBI, CTPATETIFO.

[Ticna peanizamii mporpaMu HEOOXIJHO BBECTH B [0 TPOLECH MOHITOPUHTY
JOoTpuMaHHS Ta e(QeKTHUBHOCTI. ABTOMaTMYHa CHCTEMa BIJICTEXKEHHS IMOBHHHA OyTH
po3poliieHa asist 300py KIF0UOBOI iH(pOpMALii PO MisIBHICT MPorpaMu (HAIIPHUKIIA, KypCH,
JaTH, ayauTopisi, BUTpaTH, Jpkepena). CucreMma BiICTEKEHHS Mae 30MpaTH Il JaHi Ha piBHI
KoMMaHii, mo0 iX MoXkHa OyJ0 BHKOPHCTOBYBATH JJIsi NMPOBEICHHS aHANi3y 1 3BITHOCTI B
MacmTabax BCbOrO MiJIPUEMCTBA OO 1HIIIATUB MO MiABUILEHHIO 0013HAHOCTI 1 HABYAHHS.

Onna 3 edekTHBHHX Ta 3aTpeOyBaHUX CTpATETid s MIABUIICHHS OOI3HAHOCTI -
reiimicikamis. ['efimidikariist - e BUKOPUCTAHHS IrpOBOi MEXaHIKM Ta irpOBOTO MHUCIICHHS,
mo0 3alyyduTH KOPHUCTYBadiB JO BHpIMIEHHS MpoOseM Ta MOTHUBYBATH iX MLUIIXOM
3alpOBA/KCHHS €JIEMEHTIB 3MaraHHs Ta BUHATOPOTH.

Y nocmimkxenni Growth Engineering[1] 3asnaueno, mo 85% cmiBpoOITHHUKIB
BUSBJIAIOTH OLIBIIY 3alllKaBJICHICTh, KOJIM B POOOYHUIl MpOIeC 3ampOBaKYIOTHCSA METOAH
reimidikamii. Takok MoOkazHUN MPOTHO3 POCTY ITPOBOI CUCTEMHU HABUaHHS Ha HACTYIHI 5
POKiB 1o perioHax(puc. 1).
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Pucynox 1 - [IporHo3oBaHi 5-piuHi TeMIH 3pOCTaHHS IFPOBUX CUCTEM HABYAHHS

Excrniepru Gartner[2] ctBep Ky 0Th, 1110 reiimidikaliisi BOpoBaKeHa BxKe B OLTBII HIXK
70% xomraHiit siki BxosTh 10 criucky Global 2000. TTpukiiagom Takux CBITOBUX KOMIIAHIH €:
Nike, Amazon, Microsoft, Samsung i us TeHaeHIst Oy ie JIUIIe 3pOCTaTH.

B kum3i "For The Win: How Game Thinking Can Revolutionize Your Business"
Kesun Bep6ax[3] moainse reiimidikaiiirto Ha 3 BHIM : BHYTPIIIHIO, 30BHIIIHIO 1 Ty, sKa
3MIHIOE€ TIOBEIIHKY. BHyTpimmHs reiimidikaiiisi opieHTOBaHa Ha CHIBpPOOITHHKIB KOMIIaHii.
30BHIIIHSA reiiMidikalis - B3aeMoJi€ 3 MOTEHIIMHUME KilieHTaMu. [ elimigikaris, ska 3MiHIO€
NOBEIHKY, CIpsSMOBaHa Ha (POpMyBaHHS HOBUX 3BUYOK.

[efimi¢pikamiss Mae HACTyNHI KaTeropii: TWHaMiKa - BHUKOPUCTAHHS CIEHApiiB, IO
BUMAaraloTh yBaru KOpHCTyBaua 1 Horo Jiii B peaJbHOMY 4aci; MeXaHiKa - BUKOPHCTaHHS
€JIEMEHTIB CIICHApiI0, SKI XapaKTepHI IJIs IrPOBOTO MPOIECY; KOMIIOHEHTH - KOHKpPETHa
peatizailisi MEeXaHIKH Ta JHHAMIKU CHCTEMHU.

HeoOximHicTh 3ampoBa/DKEHHS caMe€ METOIIB Teimidikailli y cy4acHOMY CBITi
BUHHUKJIA Yy 3B'Y3Ky 31 3MIHOIO TOKOJIHb CIIBPOOITHUKIB Ta KYyJBTYPH CIIOKHUBaHHS
iHpopmarii. CydyacHe NOKOJIIHHA MUCIUTH IO 1HIIOMY, JUIl HUX B)XK€ HE aKTyasbHI KJIACHUHI
PYTHHHI METOAM 3a0X04YeHHS. [|JIs1 HUX BUSBHIUCH OUTBII IIIKABUMH HOB1 CTIOCOOM 3aTyUeHHS
B poOouunii mporec. I[lo0 BUSBUTH HACKUIBKH YCIIIIHO BAAJOCS BBECTH EJICMEHTH
reiimidikaiii B poOOTy KoMMaHii HEOOXITHO OI[IHUTHU PEaKIlil0 CHIBPOOITHUKIB 1 3araibHi
MMOKA3HUKH MISUTBHOCTI OpraHizariii.

OTxe MO)XHA CKazaTH, II0 3 3alpOBA/KEHHSIM TehMigikaiii BUPINIYIOTbCS JBa
BOXIMBUX 3aBJaHHS: Ha PiBHI KOJIEKTUBY IIATPUMYETHCS IHTEpEC OO 3aCBOEHHS HOBHX
HAaBUYOK, 3HaHb Ta KOMIICTEHINH, a Ha PiBHI BCi€l KOMMaHii - MPUIIBUIIIYIOTHCS TEMITH
JOCATHEHHS 1[I BCTAHOBJIEHMX KOPIOPATHBHOIO TMOJIITUKOIO Oe3meku iHdopmarii. Sk
pe3yJbTar, 3anpoBa/PKEHHS O3HAYCHUX METOMIB JIO3BOJIUTH CYTTE€BO MIHIMI3yBaTH PU3HKH
iHpopManiiHOi Ta KibepOe3neKkH MoB’a3aHi 3 MEPCOHATIOM.
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