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Crtynucka nporpama CodTBepcKo HHKEHEPCTBO
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[IpenycnoBu 3a 3alnMIlyBamke Ha
pEeIMETOT

10.

[{enu Ha npeaMeTHaTa porpaMa (KOMIETEHIIUHN):

Llesnta Ha KypcoT € CTYJAeHTUTE Aa 10o0ujaT Mo3HaBama 3a 1a0JIOHUTE 32 pa3Boj Ha copTBep,
CTaHJApJHHUTE PEUICHHja HA CTaHIAPAHU MPOOJIEMH NPH AWU33ajHUPAKETO Ha copTBEp, Aa ce
3all03HaaT CO MEXAaHW3MUTE Ha €BoJIyllMja Ha co(TBep, pedakTopu3alnujata Kako H CO
MMIUIEMEHTAIIUCKN 1a0ioHu. [lo 3aBprryBameTo Ha KypcoT KaHAMJATUTE K€ MOXKAaT: J1a ja
pas3bepart, corienaar norpedara U ja ru NpUMEHAT TEXHUKUTE 3a MOBP3yBamke U KOXe3Hja Ha
KOMITOHEHTUTE BO OO0jeKTHO-OPHEHTHUPAHUOT JW33jH, Ja TH ONHUIIAT W YCHEIIHO Ja TH
NpUMEHYBaaT HAJIPUMEHYBAHUTE TMPOTPaMCKM  IIA0JIOHM, Ja TH  KaTeropusupaar
MporpaMckuTe IIabJOHM Ha OCHOBA Ha JIM3aJHEPCKUOT TMIOBOJ] Kako UHTEep(dejcoT,
0JITOBOPHOCTAa, KOHCTPYHMPameTO, IMpHUMEHaTa M MPOLIMPYBAHETO Ha MAOJIOHUTE, 14|
M3ajHApAaT U KOHCTPYHpAaT TOJEMH PAMKOBHO OPHEHTHPAHH KOMITjYTEPCKH CHCTEMH CO
NprMeHa Ha METa-CUCTEMCKHM IpHCTal Ha O00jeKTHO-OPUEHTUPAHOTO IpOrpaMHUpame, 14|
MU3ajHAIpaaT W MMIUIEMEHTHpaaT I[mabJoHCKa aruiMKamdja co n300p W TNpUMeHa Ha)
BUCTHMHCKHUTE MPOTrPAMCKH I1a0JIOHH.

11.

CO,[[p)KI/IHa Ha NpeaMETHATAa nporpaMa:

Huzaju Ha codTBep, madmoHu 3a nu3ajH - neduHuimja, ucropuja, Observer Pattern,
Template Method Pattern, Factory Patterns: Factory Method and Abstract Factory, Singleton
Pattern, Facade Pattern, Visitor Pattern, Functors and the Command Pattern, Iterator Pattern,
Composite Pattern, State and Strategy Patterns, Adapter Pattern, Proxy Pattern, Decorator
Pattern, Chain of Responsibility Pattern, Concurrency Patterns, AntiPatterns, ma6ionu 3a
MMIUIEMEHTAIja, MOJEIUpPAakbe Ha YJIOTHW, KOMIIO3UTHU IIAOJOHU 3a Au3ajH, (OopMalHH
METO/IM ¥ IIa0JIOHU 32 TU3ajH.

12.

MeTtou Ha yYeme:

[IpenaBama moaapKaHU CO MPE3EHTALMH MIPEKY CJ1ajJOBU, HUHTEPAKTUBHHU MpeaBama, BEXOHU
(kopucTeme Ha onpemMa U CO(PTBEpCKH MaKeTH), TUMCKa paboTa, IpUMep CiIydau, MOKaHETH
FOCTH TpelaBay, caMOCTOjHa M3pa0oTKa M oJ0paHa Ha MPOEKTHA 3a/aya M CEeMMHApCKa|

ab0Ta, YUeH€ BO eJIEKTPOHCKO ONKPYXKYBamke (HOpyMH, KOHCYITAIIH).




BxyreH pacrosioxuB GOHI Ha BpeMe 6 ECTS x 30 yaca = 180 yvaca

Pacripenenba Ha pacmooXHUBOTO BpeMe 60+ +45+45+30= 180 vaca
dopmu Ha HacTaBHUTE akTuBHOCTH  (15.1. [[IpenaBama- Teopercka 60 yacoBu
HacTaBa

15.2. BexoOwu (;1abopaTopucKu, 9aCOBU
AyJUTOPUCKH), CEMHUHAPH,
TUMCKa paboTa

pyru ¢hopmMu Ha aKTUBHOCTH 16.1. [IpoexTHH 3a1aun 45 yacoBu
16.2. (CamocTOjHM 331241 45 gacoBu
16.3. |/lomaniHo y4eme 30 gacoBu

Hauun Ha OIICHYBAIHLC

17.1. TecroBu 40 6om0BHU

17.2. Cemunapcka pabota/ mpoekt ( mpeseHTanuja: nmucMena u 60 6010BH

yCHa)

17.3. ]AKTUBHOCTH U Y4€HE 0010BU

17.4. 3aBpIiiieH UCIIUT 0010BU

Kputepuymu 3a oreHyBambe (O6omoBu/[mo 50 6o1a 5 (mer) (F)

OIICHKA) o 51 no 60 6ona 6 (1rect) (E)
o 61 no 70 6oxa 7 (cexym) (D)
o 71 no 80 6ona 8 (ocym) (C)
on 81 no 90 bona 9 (meer) (B)
on 91 mo 100 6012 10 (mecer) (A)

'Y CI10B 3a IOTNHC U 0Jarambe Ha 3aBPIICH| pealu3upaHl aKTUBHOCTH
MCTIUT

Ja3uk Ha KOj ce U3BeyBa HacTaBaTa MaKeJIOHCKH M aHTIUCKH

MeTol Ha cienewme Ha KBAJIWTETOT Hal MEXaHW3aM Ha MHTEpHA eBallyalllja U aHKEeTH
HacTaBaTa
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22.2.

JlononHuTeNHa IuTEepaTypa
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