OOKTOPCKA NMPOrPAMA ,,MUHPOPMALIMOHHN TEXHOJNIO'NN”

npocecmoHanHo HanpasneHue 4.6 UHdopmaTUKa U KOMANOTHPHU HAYKU

KOHCIMEKT
3a KaHAMAOATAOKTOPAHTCKU U3NUT

TMosicHeHue: KoHKypcHUsmM u3num e rnucmMeH u ycmeH. KoHcriekKmbm 3a MUCMeHUs Uu3num eKro4ea obuwu
gbrpocu om obnacmma Ha UHOpMamuKkama U 6bIPocU Om meMamukama Ha KOHKpemHama
dokmopaHmcKka rnpoepama. 3a 8CeKu 8bIPOC OmM KOHCriekma cred ¢popmynupoekama My e 3adadeHa
numepamypa, Kossmo cbdbpxa OCHO8Hama uHghopmauyusi no memama. Ha nucmeHus usnum ce dasam dsa
ebrnpoca — eduH om obwama u eOuH om creyuanu3lupaHama Yacm Ha KOHCrekma. YcmHusm usnum e
cbbecedsgaHe Mo 8bIPOCUME OM KOHCNeKkma, kamo moxe 0a 6b0e dadeHa u 3adayva.

O6wu BbNnpocu ot obnacrtra Ha MHdopmaTukaTa

1.

10.

KomntoTbpHn apxutekTypu. OCHOBHU NpuHumny. OpraHusaumsi Ha LeHTpasneH npouecop. OnepaTusHa
n guckoBa nameTt. Nepapxus. OpraHmsauus. [A8, A9]

OnepaumnoHHn cuctemu. YnpaeneHwe Ha pecypcute. [lpouecn. OCHOBHWM TUMOBE OMNepauMoHHU
cuctemun. ®annoBm CMCTEMU N TAXHATa NOrMyecka opraHnsauus n gusudecko npegcrassaHe. UNIX, MS
Windows, MS DOS, Linux — 0630p u cpaBHuTenHa xapakrtepuctuka. [A10,A26]

E3vum 3a nporpamupane (EM). Knacndpukaumsa Ha ElM. CuHTakcuc n cemaHtuka Ha El. TpaHcnatopw,
KoMmnunatopu u wuHTepnpetatopu. OOwa u cpaBHWUTENHa xapakrepuctuka. CTPYKTYpHM, (PyHKUMO-
HanHu, nornyeckn, obekTHo opueHTnpanu ENM. [A12, A14, A17]

O6eKTHO-OpVeHTMpPaH noaxoad 3a paspaboTka Ha codTyep — CbLHOCT M npeaumcTBa. OCHOBHU
MOHATUS — OBEKTU, KNacoBe, BPpb3kK, epapxun. XapakTepuUCcTMKM Ha 0GEKTHO-OPUEHTUPAHUS aHanu3 1
npoekTupaHe (abcTpakums, kancynauusl, HacneasisaHe, NONMMOPMU3IbM, KOHKYPEHTHOCT, TUMU3aums).
[AS]

CTpykTypy OT gaHHM (CTeK, onaluka, CnuChbK, AbpPBO, ABOMYHO AbpBO). Peanusaums. OcCHOBHU
onepauun. ATpubytn Ha gaHHu. TPUMUTUBHM N HENPUMUTUBHW AaHHW. ABCTPakTHW CTPYKTypu OT
AaHHn. [A7, A12, A13]

Anroputmu. ®opmanHo n HecpopmanHo onpedeneHune. CBovcTBa Ha anroputMnTte. JleTepMuHnpaHun un
HegeTepMUHUpaHM anroputMu. CnoxHOCT 1 onTuManHocT Ha anroputmute. Nsumcnmmoct, P u NP
Knacose oT 3agayun. [A15]

O6nayvHun nsuncnenus (cloud computing) — xapakTepucTuku, Mmogenu, ycnyru. Bpb3ka n cpaBHeHue ¢
nogobHN mModenu u TexHonoruu (rpud, CynepkoOMMITpMW, pasnpedeneHn M napanenHn U3dncrneHus,
BMPTYyanu3aumsl, MpexoBW CUCTEMWU 3a CbXpaHsiBaHe Ha AaHHW). WHCTpymMeHTM M TexHonoruu 3a
peanu3auus. [A1, A16, A18, A19, A21]

Basu ot gaHHu (BA). Cuctemu 3a ynpaBneHue Ha 6a3u oT gaHum (CYB[M). OnucaHue u cpaBHUTENHA
XapakTepucTrka Ha MpPEXoBUs, NepapxniHmsa n penaumoHHna mogenu Ha CYB/L. [A6,A27]

WHTepHeT Ha HewaTa (Internet of Things). OcHoBHM TexHonornn n ctaHgapTn. OCHOBHU NPUNOXEHNS.
HayyHn nscnegsaHusa n nonutukm B EBponeinckns colos. [A20, A22, A23, A24, A25]

MN3kyctBeH mHTenekt (UMW) — uenu, nogobnact n CbBpeEMEHHO cbCTosiHME. lMoaxoabT Ha WHTENU-
reHTHUTe areHTn. [A2, A3, A4, A11]
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11.

12.

13.

14.

15.

16.

17.

18.

19.

20.

(STEM uzpoesu3sayus)

CblWHOCT Ha enekTpoHHOTO obydyeHune. CpeactBa 3a KoMmyHukauus. Cuctemy 3a ynpasreHue wu
noanomaraHe Ha eneKkTPoOHHOTO obOydeHme. [unctaHumoHHa dopma Ha obyyeHne — 3aKOHOBO
perynupaHe, akpegutaums u peanunsauud. [B1, B2, B3]

Lndbpoen OGubnuotekn. CrtanHgap™m u MeTagaHHW. OCHOBHM ycnyrn. M3anonssaHe Ha LMdpOBU
onbnunotekn B obyveHueto. [B1, B4, B5, B6]

CraHgaptu SCORM 3a cnogeneHn obpasoBatenHu pecypcu. Cb3gaBaHe Ha SCORM mogynm wm
cBbp3BaHeTo um ¢ LMS (Learning Management Systems). NpepasaHe Ha gaHHn kbm SCORM mogynu
W BpblLaHe Ha pe3ynTart oT oueHsiBaHe. [B7, B8, B9]

STEM oby4yeHne — nctopusi, CbLLHOCT, OCHOBHU XapakTEPUCTUKKN, HAYMH Ha npunoxenue. [B10, B11]

Meparornyeckn acnektn Ha STEM ob6ydeHune. NHTerpupaHe Ha STEM Temu B HadanHoOTO OOyYeHue.
[B12, B13]

Cw3pgaBaHe Ha crneunanuanpaH codtyep B nomoly Ha STEM obyyeHue. NHTerpupaHe Ha KOMMOTBPHU
HayKun, Matemartuka, uamnka, Xummna 4ypes coptyep 3a cumynauun. [B14, B15, B16]

MpuvnoxHn KOMMIOTBLPHN Urpu. OCHOBHM MOAENW U TaKCOHOMMU 3a OMUCaHWE Ha KOMMIOTbPHU UIPU.
OCHOBHU TexHOMornyHu nnatdopmu. HaydHum nscneasaHvs M NPoOeKkTM B oBracTTa Ha MPUNoXHUTE
urpun. [B17, B18, B19]

M3nona3eaHe Ha KOMMIOTbPHUTE Urpmn B 00y4eHneTo. PaspaboTeaHe Ha urpu ¢ BupTyanHa n gobaseHa
peanHocT. Urposusauus. [B20, B21]

MobunHa rpadmka. OCHOBHWM NpUHUMMKM, AeNCTBME, CbBMECTUMOCT U NPOoM3BOAUTENHOCT. [padnyHn
OMbnNMoTeKM Ha BWUCOKO HUBO 3a MoOOWMMHA M WHTepakTMBHa rpadwuka. bubnuoteka Three.js u
M3Mos3BaHeTO M 3a Cb3daBaHe Ha MobunHa rpadumka. [B22, B23]

BupTtyanHa, pobaBeHa, cmMeceHa W paswwmpeHa peanHocT. OCHOBHM MPUHLUUMM U BB3MOXHOCTW.
MpunoxeHue B 06pa3oBaHNETO 1 B pa3nnyHnTe nHayctpun. [B24, B25]
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