OOKTOPCKA NMPOIrPAMA ,,MUHPOPMALIMOHHN TEXHOJNIO'NN”

npocecmnoHanHo HanpasneHue 4.6 UHchopmaTrKa M KOMNIOTbLPHU HaYKN

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 rpoepama. 3a 8CeKu 8bIPOC OmM KOHcriekma cred ¢popmynuposkama My e 3adadeHa
numepamypa, Kossimo cbObp)xa OCHO8Hama uHgopmayusi no memama. Ha nucmeHus usnum ce 0asam dea
gbrnpoca — eduH om obwama u e0uH om creyuanu3upaHama Yacm Ha KOHCrekma. YcmHusm usnum e
cbbecedsgaHe Mo 8bAPOCUME OmM KOHCrekma, kamo moxe 0a 6v0e dadeHa u 3adayva.

O6wu BbNnpocu ot obnacrtra Ha MHdopmaTukaTa

1.

10.

KomntoTbpHu apxutektypu. OcHoBHM NpuHLMNU. OpraHusaums Ha LeHTpaneH npouecop. OnepaTtneHa u
anckosa nameTt. Nepapxus. OpraHusauus. [A8, A9]

. Oﬂean,I/IOHHI/I CUCTEMMU. YHpaBneHme Ha pecypcuTte. I'Ipou,ecm. OcCHoOBHU TUMNOBE onepaunoHHN CucTemn.

dannoBn cuctemMun 1 TaxHaTa normyecka opraHm3aums un gpusnyecko npegcrtassaHe. UNIX, MS Windows,
MS DOS, Linux - 0630p 1 cpaBHuTenHa xapakrepucTuka. [A10,A26]

. E3uum 3a nporpamupane (EIl). Knacudwmkauma Ha ElN. CuHTakcnc u cemaHtmka Ha El. TpaHcnatopw,

koMnunartopu u uHtepnpetatopy. O6La 1 cpaBHUTENHa xapaktepuctmka. CTPyKTYpHU, PyHKLMOHAmHM,
nornyeckn, 06ekTHo opueHTupanu ENM. [Al12, Al4, Al7]

. OGekTHO-OpMeHTUpaH noaxod 3a paspaboTka Ha codTyep — CblUHOCT U npeaumctBa. OCHOBHM

NOHATUS— 0BEKTK, KnacoBe, BPb3kW, Mepapxun. XapaKTePUCTUKM Ha OBEKTHO-OPUEHTUPAHUS aHanu3 u
npoekTupaHe (abcTpakuws, kancynauusl, HacnegsiBaHe, NOMMMOPMU3BM, KOHKYPEHTHOCT, TUMU3aums).
[A5]

. CTpyKTypu OT AaHHU (CTek, onallka, CrMCbK, AbpBO, ABOUYHO AbpBO). Peanusauns. OCHOBHU onepaumn.

ATpubyTM Ha gaHHW. MPUMUTMBHM U HENPUMUTUBHW AAHHWU. ABCTPaKTHU CTPYKTYypu OT AaHHu. [A7, A12,
A13]

. Anroputmun. ®opmanHo u HedopmanHo onpegeneHne. CBoncTBa Ha anroputmute. [leTepmuHmpaHu u

HegeTepMuHMpaHu anropuTmu. CroXHOCT M onTMManHocT Ha anroputmute. WN3umcnmmoct, P n NP
Knacose OT 3agauu. [A15]

. ObnayHm usuncnexus (cloud computing) - xapakTepucTuku, mogenu, ycnyrin. Bpb3ka n cpaBHeHue C

nogobHn mopenu m TexHomnorun (rpug, CyrnepkoMMioTpW, pasnpeneneHn u napanenHu U34ncneHus,
BMpPTyanu3aunsi, MpPeXOBM CUCTEMU 3a CbXpaHsiBaHe Ha [JaHHW). VIHCTpPYMEHTM M TexHonorun 3a
peanu3auus. [A1, A16, A18, A19, A21]

. Baan ot paHHu (BA). Cuctemn 3a ynpaBneHue Ha 6a3u oT gaHHu (CYB[M). OnucaHune n cpaBHUTENHA

XapakTepUCTUKa Ha MPEXOBUS, NepapXmnyHns U penaunoHHmus mogenu Ha CYB[. [A6,A27]

. MHTepHeT Ha HewaTta (Internet of Things). OcHoBHU TexHonorn u ctaHgapT. OCHOBHWU NPUMNOXEHWUS.

HayyHn nscnegsaHusa n nonutukm B EBponeinckns colos. [A20, A22, A23, A24, A25]

UakyctBeH wuHTenekt (M) — uenn, nopobnactm n CbBPEMEHHO CbCTOsiHME. [logxoabT Ha
WHTenureHTHUTE areHTu. [A2, A3, A4, A11]

[okTtopcka nporpama: MHghopmauyuoHHU mexHosio2uu (F'onemu o6emu om GaHHU)

11.

UHdpopmaumoHHu cuctemn (UC). MpeamnmcTea npu nsnonssaHeto Ha VC B 6usHeca. TpaHsakuun.
Cuctemun 3a 00paboTka Ha TpaH3aKuun. YnpaBrneHCckn MHpopMaLmoHHKN cuctemu. Enterprise Resource
Planning (ERP) cuctemu. [B1,B2]



12.

13.

14.

15.

16.

17.

18.

19.

20.

Cunctemu 3a nognomaraHe B3emMaHeTo Ha pelleHus. Cnuctemum nognomarally rpynosara paborta u
rpynoBOTO B3eMaHe Ha pelueHus. OnncaHune. Xapakrepuctuku. MNpunoxeHne. OcobeHocTu npu
npoekTupaHeto. [B2,B3]

CodtyepeH uHxeHepuHr. CbLUHOCT, NPUHLMIK, METOAOMOMMS, pasBuTne U nepcnektven. Metoam 3a
paspaboTka Ha copTyepHuTe cuctemun. CpaBHUTENHA XapakTepUCTKa Ha CTPYKTypHaTa n 0b6ekTHO-
OpPVIEHTUPaAHA METOAMKN B COPTYEPHOTO NPOMU3BOACTBO. ABTOMAaTU3MpPaHn cMcTeMm 3a codpTyepeH
MHXXeHepuHr - CASE cuctemu. [B4]

KomnoTbpHM Mpexu — knacnudukauus, Mogenu, NpoToKonm 3a obmMeH Ha nHdopMaLus, cTaHgapTu.
ApXUTEKTYpY Ha KomnoTbpHU Mpexin. GRID u peer-to-peer komyHukauus. [B5]

MapanenHu n pasnpegeneHn cuctemun — knacndukaums, Mogenu, NPoLEeCoOpHU apxmuTekTypu. AnapaTtHo
1 NporpamMHo ocurypsisaHe 3a pasnpegeneHu cuctemn. Mogen knueHT-cbpeep. [B14, B15]

MoOWnHM KOMYHUKaLMK: NOKONEHUS 1 cTtaHaapTu. MNMpoTokonu 3a MobunHa komyHukauusa, WAP n WML,
Wireless middleware. Mo6unHu ycnyrm - SMS, MMS. [B12,B13]

KomnioTbpHa rpaduka: BekTopHo 1 pacTepHa rpadumka. IMCKpeTHO NOCTposiBaHe Ha rpacpunyHm
npuMmnTBU. MeToam 3a KOHCTpyupaHe Ha rpadnyHn 06ekTn. CbBPEMEHHU TEXHOMNOMMKN 3a TPUMEpHa
rpadmka n aHnmaums - OpenGL, WebGL mnu Direct3D - Ha4nH Ha U3non3BaHe 1 NPUNOXKeHUS.
[B6,B7,B23,B24,B25,B26,B27]

CbLUHOCT Ha eneKkTpoHHOTO 06y4eHne. CpeacTtea 3a komyHuKaums. Cuctemm 3a ynpasneHue u
nogrnomaraHe Ha enekTPoHHOTO obyveHune. [iuctaHumoHHa chopma Ha 0byyeHne — 3aKOHOBO
perynupaxe, akpeavTtaumsa n peanusauus. [B11,B21]

MpnnoXxHM KOMMOTBLPHU Urpu. OCHOBHM MOAENN N TAKCOHOMUK 3@ ONMUCAHUE Ha KOMMIOTBPHU UMPU.
OCHOBHU TeXHOMNorM4YHM NnatdopmMu. ManonssaHe Ha KOMMIOTbPHUTE UrpU B 0Oy4eHneTo. Hay4Hn
n3crnefBaHnsi U NPOeKTU B o6nacTTa Ha nNpunoxHuTe urpn. [B8,89,810,816,B17,B818]

Lindbposn 6mbnuotekn. Ctangapti n metagaHHu. OcHoBHM ycnyru. 3nona3saHe Ha undposm
bumbnuoTtekn B obydeHneTo. ManonssaHe Ha LmdpoBm GUbNMOTEKM 3a npeacTaBsHe Ha MHopmaums B
KynTYpPHO-MCTOpPUYECKOTO HacneacTeo. [B19,B20,B21,B22]
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