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Cmamms micmums pe3yibmamu 00CNi0NCeHb QOPMYBAHH OLN08UX i20p O
HABYAHHS NEPCOHANY 3 Memolo onmumizayii npoyecie ynpaeninua dacom. Pozpoodxa
CYeHapiis mauMmeHeOHCMeHmy ma MemoOuKa HAGYAHHS NEPCOHANY € aKMYalbHOIO
o0l 6azamvox O0p2aHizayitl, OKpemMux MeHeoNcepis, COYIANIbHUX NPAYIBHUKIE mda
cmyoeHmis. AxkmyanvHolo € onmumizayisi Oi3Hec-npoyecié AK Yy  8UPOOHUUIU
OislbHOCMI, MAK i 8 oKkpemux npoeckmax. Memoou onmumizayii, AKi BUKOPUCTNOBYIONb
8UeHi 1 NpPaKmuKu 6KIUaAoms 68 cebe MOHIMmOpuHe, MOOEN6AHH CUumyayii,
gizyanizayiro 3a O0onomoeoio Oiacpam i epagixie. Ilpoyecu  eevimighixayii
nepedbauaoms GUKOPUCAHHS DISHOMAHIMHUX MoOeel, AKi 003801amb NOKPAWUmMu
ynpaeninua uacom. ILle gioHocumwvcs sk 011 gonosoi moodeni PBL, mak i 0o
PO3PAxXyHKY 4acy GUPOOHUYUX 3a60AHb, A MAKON’C BUKOPUCMAHHS DIZHOMAHIMHUX
mexHoo2il eHyuko2o ynpaeéninusa. Mooenv PBL 0oszsonsie akyenmysamu ysazy Ha
MOHIMOPUH2Y YACY HA 6UKOHAHHA, GUKOPUCIAMU PISHOMAHIMHL  GUMIDIOGAHHS
OislibHOCMI Kopucmysauié 6 inghopmayiuniu cucmemi ma ix oyinoeauHs. Mooeni
cumyayiiHux 3a80anb ma imMimayii 6UKOHAHHA (34 NPUKIAOOM MeampanlbHUX CYeHOK
KOHMPOIO ~ BUKOHAHHS ~ mMAd  KOMYHIKAyitl — MeHeodcep-8UKOHABeYyb);,  MOOeli
BUKOPUCMAHHA ~ CYYACHUX — MEXHONO02I  YNPABNiHHA — NPOEKMAMU  00360JI5I0Mb
cpopmysamu mpackmopii 6UKOHAHHA PISHOMAHIMHUX Npoyecie ma npoyeoyp y
BUPOOHUUIL JislIbHOCMI AO0/I 8 NPOEKMI, OYIHUMU IX O0BICUHY 8 UACI MA MONCIUBOCT
onmumizayii. Baxciueum acnekmom € SUKOPUCMAHHA PIZHOMAHIMHUX NIOX00i8 00
VIPABIIHHS NPOEKMAMU, 30KPeMA peanizayilo eHy4Koi mMemooono2ii YNpaeniHHs 3a
maHigpecmom Agile na npuxnadi mexwuiku Scrum. AHx gonosi mexuiku Habymms
HABUYOK epekmuerHo2o  MauMMeHONCMeHmy 8  KOPNOPAMUBHOMY  ma
3A2ANbHOOCEIMHLOMY — HABYAHHI  OOYIILHO — BUKOPUCTOBYBAMU IHCmMpYyMeHmu
eelmighixayii, oomediceHHs: mepMiHie 00CmYny 00 eleKMPOHHUX PecypcCis, mecmis,
BUKOPUCTMOBYB8AMU CNEYIANbHI ITHCMPYMEHMU HA2A0Y8aAHHA ma MOMUBAYIi 6UKOHAHHS
3a80aub y suznadenutl mepmin. Mooeno PBL 0036015€ cmyoenmy ¢hopmysamu 61acHy
ocgimtio mpaeckmopito. Cmyoenm ompumye 6aacHe cepeoosuwye OJisi HAGUAHMS, SKe
8KIIOYAE 8 cebe — docmyn 00 HABUANLHUX Mamepianie, MoOYai 051 KOMYHIKayill,

OUHAMIYHI eleMeHmuU 0N YNPAGNIHHA YACOM mMa piHeM HABYAHHA, (DOHOBI



OYIHIOBAHHA 3A BGUKOHAHI Oii ma 3A80AHHS, NO3UYIOHYBAHHS CMYOEHMA BIOHOCHO
PpI3HOMauimHux cmamycieé ( Hanpukiao, HO8AYOK ab0 00cC8i0YeHuUll, aKMueHui abo
nacugHuii). Memoou npoekmHo20 HABYAHHA 003601AI0OMb KOHKPEMU3)Y8AMU NPUKIAOU
VIPABNIHHA YACOM Ol  COYIANbHUX NPOEKMIB. Aémopu po3ensaHyau NpoeKmu
CMeopeHHs IHGopmayiinoi cucmemu ynpaeninHa Hasuauusam JetlQ  ma acenyii
NPOEKMYBAHHA Ma HAOaHHs OydieenvHux nocnye. Lli npoexmu € ocHosow cyenapiia
o5 0inosux ieop. Komanona poboma nepedbauae nooin cmyoenmis Ha MiKpocpynu, a
MaKox;C BU3HAYEHHS Ji0epis, 8UKOHABYIB, THWMUX pofiell 8 KOMAaHOI. Buxopucmarhs
enpasu  Scrum  0ns  cmyoeHmis  cneyianvHocmi — «lHoceHepis  NpocpamMHO20
3abe3neuenusny Binnuyvkoeo nayionanbHo2o mexHiuHo20 YHigepcumemy ma Oil0GOI
epu MOHIMOPUHY Yacy OJis1 CMYOeHmi8 eKOHOMIuH020 (axyibmemy JloHeybkoco
HayionanbHo2o yHigepcumemy imeni Bacuna Cmyca Ooyn1o nobyoosano Ha
3aNPONOHOBAHUX NPOEKMAX mMa HOBUX Npoekmax cmyoeumis. Koowcna kKomanoa
OYIHUNA MOJCTUBOCMI BUKOPUCMAHHA Yacy ma Uo2o onmumizayii 0 1to2o

onmumizayil.

The article contains the results of research on the formation of business games
for personnel training in order to optimize time management processes. The
development of time management scenarios and personnel training methods are
relevant for many organizations, individual managers, social workers and students.
The optimization of business processes is relevant both in production activities and in
individual projects. Optimization methods used by scientists and practitioners include
monitoring, modelling situations, and visualization using diagrams and graphs.
Gamification processes involve the use of various models that will improve time
management. This applies both to the background model of PBL and to the calculation
of the time of production tasks, as well as the use of various technologies of flexible
management. The PBL model allows you to focus on monitoring the execution time,
and use various measurements of user activity in the information system and their
evaluation. Models of situational tasks and performance simulations (based on the

example of theatrical scenes of performance control and manager-executive



communications); models of using modern project management technologies allow to
form trajectories of execution of various processes and procedures in production
activity and/or in the project, to estimate their length in time and optimization
possibilities. An important aspect is the use of various approaches to project
management, in particular, the implementation of flexible management methodology
according to the Agile manifesto using the Scrum technique as an example. As
background techniques for acquiring effective time management skills in corporate
and general education, it is advisable to use gamification tools, limit the terms of
access to electronic resources, tests, use special tools for reminders and motivation to
complete tasks within a specified time. The PBL model allows the student to shape his
own educational trajectory. The student gets his own learning environment, which
includes access to learning materials, communication modules, dynamic elements for
managing time and level of learning, background evaluations for completed actions
and tasks, and positioning of the student in relation to various statuses (for example,
novice or experienced, active or passive). Project learning methods allow specifying
examples of time management for social projects. The authors considered the projects
of the creation of the JetlQ learning management information system and the design
and construction services agency. These projects are the basis of scenarios for
business games. Teamwork involves the division of students into micro-groups, as well
as the determination of leaders, executors, and other roles in the team. The use of the
Scrum exercise for students of the "Software Engineering” (Vinnytsia National
Technical University) and the time monitoring business game for students (Vasyl' Stus
Donetsk National University) was built on the proposed projects and new projects of

students. Each team evaluated opportunities to use time and optimize it to optimize it.

Knwuosi cnosa: matimmenooxcmenm, eetimihixayis, modenv PBL, mooenw
cumyayitiHux 3a80amsb, coyianvHull npoekm, IT-npoexm.
Keywords: time management, gamification, PBL model, situational task model,

social project, IT project.



JIUIOB1 irpu  BXKE€ JABHO BHKOPHUCTOBYIOTHCS SIK B 3arajJlbHOMy OCBITHBOMY
IpoIieci, Tak 1 HaBYAHHS NEPCOHATY pI3HUX Kopropariii. B enoxy nudposizaiii Taki
JIJIOB1 IFPU MOKYTh BUKOPHUCTOBYBATH IHCTPYMEHTH OHJIalH, (JOHOB1 €JIEMEHTH TOLIO.
3anpoBa/KEHHSI ~ €JIEMEHTIB  MPOEKTHOIO  HAaBYAaHHSA  JO3BOJIAE  CTYyJEHTaM
MO3UIIIOHYBATH cebe B KOMaHl, BUSBUTH PI3HOMAHITHI OCOOHMCTI PHUCH XapakTepy,
3aCTOCYBaTH 3HAHHA 3 MEHEIKMEHTY, 30KpeMa TalMMeHeKMeHTy. lIpounecu
reiiMidikaiii B MEHEIKMEHTI € aKTyaJbHUMH JIJI1 HABUAHHS MEPCOHAITY, ONTUMI3amii
PI3HOMAHITHUX YIPaBIIHCBKUX Ta BUPOOHUYMX MPOLECIB, BUSABICHHS PECYpPCIB IS
OuTpII e(peKTUBHOT TiSITBHOCTI.

MeTta aocaigkeHb — po3poOuTH crieHapii rerimidikaiiii TaiiM MEHEKMEHTY Ta
METOJUKY 3alpOBaDKEHHS iX /Ui HaBUaHHS TME€PCOHANTy Ta BHKOPUCTAHHS B
OCBITHBOMY TPOIIEC] I MaiiOyTHIX MEHEPKEPIiB Ta COIIAIbHUX MPAIliBHUKIB.

AHaJi3 HAyKOBHX Mpalb Ta Kpamux NPAaKTHK reimidikaiii yrnpaBiiHHSI
IPOEKTAMU U TallM MEHEIKMEHTY CBIAYaTh IPO TE, IO HASBHICTh PI3HOMAHITHHX
KeiiciB, 1H(MOpPMAIIHHUX CUCTEM Ta MPOrPaMHUX MPOAYKTIB YIPABIIHHS YacoOM Ta
IIPOEKTAMH, IUTAHHS 3AIMIIAETHCS AKTYaJIbHUM 33 TAKUMHU NpUYrHaMH [ 1-4]:

1. CknamHicTh BU3HAUYCHHS TEPMiHIB BUKOHAHHS 3aBJIaHb IMPOEKTY.

2. PI3HOMaHITHICTh MPOTPAMHUX 3aCTOCYHKIB MpPH BHKOHAHHI a0o0 JUJIOBIi

irpoikanii MpoeKTy.

3. Komizii y BiIHOCMHAX yYaCHUKIB KOMaHAM Ta HEBEJIMKHUI JOCBIJ yIpaBIiHHS

MEHEKepa MPOEKTY (CKpaM-MauncTpa).

VYnpaBiiHHA 9acOM B MPOEKTI MOTpeOye aKTUBHOI Bi3yasi3allii Ta HaraJyBaHHS
1010 TEPMiHIB BUKOHAHHS, THYYKHX KOPEryBaHb 332 PaXyHOK BUKOPUCTAHHS Cy4acHHUX
THYYKHX METOAOJIOTIH.

Pe3yabTaTtu aociaimkennb. JIis reiimidikarmii BUBYEHHS TalkM MEHEHKMEHTY 3
NOJANBIINM  3alPOBA/DKEHHSM MPAKTUK HOro BUKOPUCTAHHS MPOMOHYETHCA
BUKOPUCTaHHS TaKMX MOJEJIel reimipikarii:

1. Mogens PBL — 3 ¢doxycom BUKOHAHHS TEPMiHIB HaBYAHHS Ta BH3HAYCHUX

3aBJaHb Ta JOHOM MOHITOPUHTY Yacy Ha BUKOHAHHS.



2. Mopenb cuTyaliiHMX 3aBllaHb Ta IMiTallli BUKOHAaHHS (32 MPUKIAIOM
TeaTpaJIbHUX CHEHOK KOHTPOJIO BUKOHAHHS Ta KOMYHIKallli MEHEeIKep-
BHKOHABEIIb).

3. Mopenb BHKOPHUCTAHHS Cy4YaCHUX TEXHOJIOTIM YIpaBIiHHSA MPOEKTaMH 1,
30KpeMa, YIPABIIHHSI 4aCOM B ITPOEKTI.

3.1.  VYnpamiHHS OpoekToM B cepenoBuill Microsoft Project.
3.2. Bmpasa Scrum.

[IpoexTHe HaBuaHHS TepeAdadyae BUKOPUCTAHHS KEICIB, CTapTariB, JOCBIIY
peaIbHUX TPOEKTIB a00/i po3poOKy MPOEKTY IIiJl YaC HABUYAHHS 3 TOJAIBIIAM HOTO
BIPOBAKEHHSM [5;6].

Pi3HOMaHITHI coLiajibHI MPOEKTH MOXYTh OyTH CHOpPMOBaHI JJIsl PO3BUTKY
rpomMaay, MiANpueMHUNTBA (CiMeWHUN Oi3HEC, MIATPUMKA CTYACHTIB, BETEpaHIB),
coIliajbHI HAYKOBO-TIPAKTUYHI MMPOEKTH JIJIs1 YHIBEPCUTETY, MicTa [6].

3anpoBaKeH1 AUIOBI TPy Ha MPHUKJIAAl COIIATIbHUX MPOEKTIB CPOPMOBaHI s
JIBOX TIPOEKTIB:

CTBOpeHHS Ta BIPOBAKEHHS CHCTEMHU YIpaBliHHA HaB4YaHHsM JetlQ vy
BinaumekoMy HalioHAIbHOMY TEXHIYHOMY YHIBEPCHUTETI.

[IpoexT cTBOpeHHS CIMEMHOro Oi3Hecy — ATEHIlll MPOEKTYBaHHS Ta HaJaHHS
oyniBenbHux nociayr Jomaon 1 Ko.

3anponoHOBaHI MPOEKTH TMOBHICTIO 200 YaCTKOBO 3alpOBaKEHI, YYaCHUKAMHU
IPOEKTY € aBTOPH CTATTI Ta AUTOBUX irop. Came ToMy clieHapii irop OyJsin nmo0y10BaH1
Ha pealbHUX IMPUKIIAIax.

CyyacHi nporpaMHi 3aCTOCYHKH YMPaBIIIHHS 4acoM, CEpe/lOBHUIIA YNPABIIHHS
IPOEKTAMH MOXYTh OYyTH €(pEKTMBHO BUKOPUCTAHI TUIBKH MPU YMOBI JOCIIJIKEHHS
MOBEJIIHKM KOPHUCTYBAdiB Ta BIAMOBITHOCTI HEOOXigHUX GYHKIH, JIPYKHBOTO
iHTepdeiicy, 3pydyHOCTI Ta JIETKOCTI POOOTH 3 I1HCTPYMEHTAaMM YIPaBJIIHHS Ta
Bi3yamzamii. Tak, Hanpukman, aiarpamMmma ['aHTa BHUKOPHCTOBYETBHCS Mailke Yy BCIX
CEepeloBUINAX  YyMPAaBIIHHSI  MPOEKTaMH 1  0a3yeTbcss HAa  PI3HOMAaHITHHX

XapaKTEepUCTHUKAX, cepell KX € yac. BukoHaHa Bi3yanizailis 1 NpoBeJeHa A1IoBa Ipa



aHaJi3y 3aIUIAaHOBAHOTO Yacy Ta CUTyalill BUKOHAHHSI/HEBUKOHAHHS 3aBAAaHb MPOEKTY
KOMaH/I010.

PosrnssHeMo OoCHOBHI clieHapii reimidikalii 1y 3MIIIAHOTO Ta AUCTAHIIMHOTO
HABYaHHS.

Haiibinpmr epeKTUBHUMHU € TPEeHIHTOBl O(MIAWHTEXHOJOT1, SKi JO3BOJISIOTH
3IACHIOBAaTH KOMYHIKalli BUKJIaJad (TpeHEp) — KOMaHAa, YYACHUKH KOMaHIU MIX
co00I0 HaXXWBO 1 JAIOTh JINCHO Bpakawoui pe3yibTaTH. AJlle B yMOBaxX MaHJeMii Ta
BIMIHM 3alIPOIIOHOBAH1 AUIOBI Irpy OyJM BUKOHAHI B CHHXPOHHOMY Ta aCUHXPOHHOMY
pPEXHUMI1 AUCTAHIIHO 32 JOMOMOI'OK0 CEPBICIB BlACOKOH(epeHLiil. OcoOIMBO 3pyYHUM
€ (opmyBaHHS KOMaHJ Ta poOOTa 3 KOMaHAaMH B OKpPEMHX KIMHATax, IO MOKHA
opraHizyBatu B cepenoBuinax Zoom, Meet, Teams (ayse aeski QyHKIII € TIIbKH y
IUTATHUX BEPCIsX).

1. Cuenapiit peanizanii moaesni PBL B cepenoBuiii yrpaBiiiHHS HaBUaHHSIM.

1.1. ®opmyBaHHsS BHMOI Ta BHU3HA4YeHHs OalB 3a CBOE€YacCHE 1 TOBHE
BUKOHAHHS 3aBAaHb Kypcy. BmusnadeHHs mTpadiB m0pu yMOBI
3aMmi3HEHHS.

1.2. CrBOpeHHs cHeIiaJbHUX IMOBIIOMJICHh Ha ¢GOpyMi, OOrOBOpPEHHS
BUKOHAHMX 3aB/IaHb Y BU3HAUYECHI TEPMIHH.

1.3.  OOmexeHHS IOCTYIly 10 €JIEKTPOHHUX PECYpPCIB, TECTIB Y BHU3HAYEHI
TEPMIHHU.

2. CueHapiii MOHITOPUHTY BUKOPHUCTAHHS Yacy (aCHHXPOHHE 3aBJaHH).

2.1. TloBHHMI1 MOHITOPHHT Yacy.

2.2. TlopiBHSIHHSA 3 KpaIllUMHU [IPAKTUKaAMHU.

2.3. BusiBJIEHHS «IOXUpaviB» 4acy.

3. Cuenapiii 1iJ1I0BOT 'pu ONTUMI3AIT Yac AISUTBHOCTI YYACHHUKIB MPOEKTY

3.1. BusnaueHHs QyHKI[IOHATLHUX 00OB’S3KIB YYACHUKIB KOMaH/IH.

3.2. Bu3HaueHHS 3aBIaHb

3.3. MopuentoBaHHs UIaHy (Jiarpam) peanizailii 3aB/iaHb

3.4. OOroBopeHHss Ta OOrpyHTYBaHHsS BUOOpPY TepMIHIB (cUeHapii

KOMYHIKallii, TeaTpajibHa CIIeHKa — MEHEKep-KOMaHJa-BUKOHABEIIb)



3.5. Bu3HaueHHsS OCTaTOYHHMX TEPMIHIB.

4.Cuenapiit BripaBu Ckpam.

4.1. OCHOBHI TOHSATTS, NPAKTHUKKA BUKOPUCTAHHS TEXHOJOrii Scrum Ta

meTrozoJorii Agile.

4.2. ®opMyBaHHS KOMaH]I.

4.3. OOroBopeHHs MNPUKIAAIB BUKOPUCTaHHSA TEXHOJOrli Scrum Ta

metonosnorii Agile B IT-mpoekrax.

4.4. ITinroroBKa OEKIIOTY MPOEKTY.

4.5. ITigroroBKa HyJIbOBOT'O Ta MEPIIOTO CIPIHTA.

4.6. BuKOHaHHS [IJIOBOTO CLIEHapil0 MPOBEACHHS Hapaaud 3a CIPIHTOM

BUKOHAHHSI aHaJII3y CTaHy MPOEKTY IMPHU MEPEXO0/l Bij peasizaiii HyJbOBOTO

JI0 TIEPIIOTO CTPIHTA.

5. Cuenapiifi aiI0BOi TIpU  YHpaBIiHHA HPOEKTOM  IMPOEKTYBaHHS

Oy11BEILHOTO 00’ €KTY:

5.1. 3aranpHa XapakTepUCTUKA MPOEKTY.

5.2. ®opMyBaHHS KOMaH/IH.

5.3. OOGroBopeHHS MPHUKIALTY.

5.5. IInanyBaHHS MPOEKTY.

5.6. BuzHaueHHs pU3HKIB.

5.7. Bubip erariB NpoeEKTY AJIs aHATI3Y.

5.8. Imitamis a110BOi I'pU — CUTyalli HEBUKOHAHHS TEPMIHIB IMPOEKTY Ta

NEepPEroBOPiB 1010 BHECEHHS 3MiH.

3anporoHoBaHi clieHapii IrpOBUX CHUTyallid OyJu BUKOPHUCTAaHI B OCBITHBOMY
npoueci. Haiibunpmr  epexTMBHMMHM 1 [IKaBUMH OyJM KOMAHAM CTYJEHTIB
crieriaabHOCTI «IHXKEHepis MporpaMHOro 3a0e3leyeHHs», SKI Majid JOCBiJ ydacTi
poOOTH B MPOEKTAX 32 TEXHIKOIO Scrum Ta BUKOPUCTAIM 1HCTPYMEHTH T'OJIOCYBAHHS
JUIsl BA3HAYEHHS 3M1H B TEpMiHaX Ta IUIaHyBaHHS M0JaJIbII01 poOOTH.
BucHoBku. /[ln1 oTpuMaHHsS 3HAaHb Ta HABUYOK TallM MEHEIKMEHTY B

KOPIOpPAaTUBHOMY Ta 3arajlbHOOCBITHbOMY HABUYaHHI JOLULJIBHO BHKOPUCTOBYBATU

iHCcTpyMeHTH TrenMigikamii. Jns ¢opmyBaHHS HaBHMYOK BHUKOHAHHS HAaBYAIbHHUX



3aBJaHb B CEPEJOBUIIl HABYAHHS JOIIJILHO BCTAHOBUTH TEPMIHM JOCTYIy J0
CJICKTPOHHUX  PEeCcypcCiB, TECTIB, BHUKOPHUCTOBYBATH CIHEIliajJbHI IHCTPYMEHTH
HaraayBaHHs Ta MOTHBallll BUKOHAHHS 3aBJaHb y BU3HAYCHHUH TepMiH. Taka MoAenb
PBL — ¢onoBe HapaxyBanHs OaliB 3a BYaCHO BHKOHaHI 3aBAaHHS Ta (Qopymu 3
00roBOpEHHSM BHUKOHAHUX 3aBJaHb YYACHUKAMH I'PYIl € OCHOBOIO JIsi MOTHUBALIIMHUX
IHCTPYMEHTIB TailM MEHEP)KMEHTY B HABYAHHI.

3anponoHOBaHI MPUKIAIU TUIAHYBAHHSA Ta peaiizailii CoIllaJbHUX MPOEKTIB Ha
OpUKJIaAl  CTBOPEHHs 1H(POPMALIMHOI cHUCTeMM YIpaBiiHHA HaBuyaHHsIM JetlQ Ta
areHIli NPOEKTYBAaHHS Ta HaJaHHS OYJIBEJIBHUX IOCIYT JO3BOJISIIOTH peaii3yBaTu
KOMaH/IH1 AUTOBI1 irpH, NPUOIUKEH] 10 peIbHUX MPOLIECIB YIPABIIHHS MPOEKTOM.

JlocBi BUKOPUCTAHHS BOPAaBU Scrum JJis CTYJEHTIB crelianbHOCTI «[HxKeHepis
nmporpamMHoro 3abe3nedyeHHs» BIHHUIIBKOTO HAI[IOHAIBHOTO TEXHIYHOTO YHIBEPCUTETY
Ta JIJ0BOT TPU MOHITOPUHTY 4Yacy IS CTYIEHTIB EKOHOMIYHOTO (aKyabTeTy
JIOHEebKOTO Hal[lOHAJIIBHOTO yHIBepcuTeTy IMeH1 Bacwig Ctyca cBIIUUTH OO TeE, L0
pe3yibTaTH redmMidikaiii B OCBITHROMY MPOIIEC] JTO3BOJISIOTH OUIBII JIETKO OTPUMATH
HAaBUYKHM YIPaBIIHHS 4YacoM, BIAYYTTA 4acy Ta KOPUT'YBAaHHS TE€PMIHIB BUKOHAHHS

3aBJaHb 3 BpaxyBaHHSIM PU3HUKIB Ta MPU3HAUYCHHS PE3EPBHOIO YacCy.
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