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METPUKA CKJAJHOCTI PIBHIB AHJAPOI/J-TPH
Kozina O.A., 3ejenenn O.A.
Hauionanvnuii mexuiunuil ynieepcumem
«XapkiecvKuil nonimexHiuHuil incmumymy, M. XapKie

OO0csru 3aBaHTa)XKEHb MOOUTHHUX 1ITOP Ta JOXOH B1JI HUX BIIEBHEHO 3POCTAIOThH
y BchoMy CBITI. Lle Bumarae Bij po3poOHUKIB MPUALIATA OUIbIIE yBaru CTBOPEHHIO
I[IKaBOTO TEUMIUICIO, KUK OyJe 3aTAryBaTH Ta YTPUMYBATH TPABINB SIKHAWIOBIIIE.
[Tpu 1bOMy HasBHICTH aHAIITUYHOI METPHUKHU TPHU JO3BOJIAE HE TIMBKUA (HOPMAIBHO
MOPIBHIOBAaTH 3MIHM MDK pIBHAMHU 4YH JIOKalliiIMA, a i TMPOBOJUTH TEPBUHHE
OaylaHCyBaHHS relMIICIO.

Po3rnsiHyTO 0COOIMBOCTI 3aCTOCYBaHHS BIJOMHUX aHATITUHYHUX METPUK: PIBEHb
mporpecy y Tpi, Mozeni OoiHoBoro OanaHCy, OallaHC TIPOCTOpPY, BIJHOCHA
e(EeKTUBHICTh, BHYTPIIIHbOITPOBUI €KOHOMIYHUHN OajlaHC, TAaMIHTH Ta CKJIAHICTb
[1, 2]. TlopiBHAJIbHUI aHai3 aHATITUYHUX METPUK I[IOKa3aB, IO I TpH, sKa
po3po0sieThes, a came i MOOUTbHOI Tpu «Spice Repairsy sxanpy Action y
KOCMIYHOMY CETTIHTY, HAOUIbIIl KOPUCHOIO € METPUKA CKIIAHOCT1, OCKIJIbKU TPABEIIb
Ma€ Tak KepyBaTH KOCMIYHUM arapaTom, o0 310paTu MakCUMyM JAPIOHUX JTITA0UUX
00’€KTIB Ta OTPUMATH BHHAropoay. Y rpi mependadeHa OaratopiBHEBa cHCTEMa 3
HETPUBAJIUMU ITPOBUMU CECISIMH.

Po3pobiiena mMetpuka ckimagaocti H(i) uist KOKHOTO piBHS i € KOMOIHAII€0

HACTYIHUX MapaMeTpiB:

H() ={Di(ry), Vi(r;), Pi(rj), PLi(r;)},
ne Di(r;) — BiporimHicTh 3MiHU HANPSIMY PyXY U TUHAMIYHAX 00’ €KTiB KOYKHOTO THITY
rj, Pli(r;) — BiporimnicTs 300py rpaBLIeM TUHAMIYHUX OO’€KTIB 3 TependadyBaHOIO
TPaEKTOpi€l0 pyxy. Taka MeTpHKa BpaxOBY€ B3a€MOBIJIHOCMHU MDK JMHAMIYHUMH
00’€exTaMu, 110 00€PTaIOTHCSI HABKOJIO LIEHTPY IJIAHETH Ta IMiJ1 Yac 31ITKHEHHS MOXYTh
3MIHIOBATH TPAEKTOPIIO PYXY Y BUTIISAII 3aJI€KHOCTI:

Di(r, ):(1‘::;;‘(/?} R(r,),

ne max Vi(rj) — MakcumanpHa MBUAKICTH IPiOHUX YACTUH THITY Ij HA TOTOYHOMY piBHI
i, P{rj) — WmiIBHICTh TOSBM YacTUH TUMY [} Ha TOTOYHOMY piBHI i. Takox s
MIATPUMKA BIMUYTTS HEOE3MEKH Ta MOXKIMBOCTI BHUHHUKHEHHS Je(IIUTYy pPECypciB
3arpOIIOHOBaHA HOpMa 30MpaHHs JUHAMIYHUX 00’ €KTIB, IO 3MIHIOETHCS Bijl pIBHS 110
PiBHS, BIUTUBAIOYH 1 HA CKJIAJIHICTh.

[Tokazano, mo aHami3 (GopMyBaHHS ITPOBOTO MPOTPECY, SIK CIIBBITHOIICHHS
KUTBKOCTI HAKOIMYEHUX PECypCiB OJHOIO TUITYy Ta MOTped y pecypcax APyroro THUIY,
€ 3alOpyKOI CTBOPEHHS AaHAMITUYHOI METPUKU CKIAJHOCTI, a TMepeBIpKa Ta
KOPEKTYBaHHS 3alpONOHOBAHOI METPUKH NMOTPeOy€e 000B’A3KOBUX MIICH-TECTIB.
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