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1. IJIAH MIPAKTUYECKHUX 3AHATHI

Tema NMPAKTUHYECCKOI'0 3aHATHUSA

Kous-Bo
9acoB

W3yueHne WHCTPYMEHTOB NPOCKTHPOBAHUS HWH(GOPMAIMOHHBIX
CUCTEM.

Pa3paboTka onucanus 00JIaCTH aBTOMATH3AIINH.

AHanu3 onmcaHus 00JIacTH aBTOMaTU3aluu.

Br160p MOIeNI 1 METOI0JIOTHH Pa3padOTKH MPOTrPaAMMHOMN CHCTEMEI.

Pa3paboTka mporeccHo# Moenu aesitenbHOCTH B HoTanuu BPMN.,

Pa3paboTka KOHIIENTyaaIbHON MOAEIN CUCTEMBI.

Pa3zpaboTka GyHKITMOHATHHONW MOJICIIH CUCTEMBI.

PazpaboTka mornueckoil MOJIeNIi CUCTEMBI.
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Crenudukanus TpebOBaHUM K CHCTEME.
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o

[IpoexTrpoBaHuE apXUTEKTYPhI CHCTEMBI.

=
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Pa3paboTka nporoTHna noib30BaTeIbLCKOT0 HHTEpQEiica.
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2. BOITPOCHI JIA HOAT'OTOBKHA K DK3AMEHY

1. OcHoBHbIe noHsATHS NpoekTupoBanus UC.

2. Kimaccuduxanus mporpaMMHBIX CHCTEM.

3. OxpykeHHe MPOTrPaMMHBIX CHCTEM.

4. KopriopaTuBHbIe HHGOPMAITHOHHBIE CUCTEMBI.

5. Konnenmuu npoekTupoBaHus MPOTrpaMMHBIX CUCTEM.

6. DTamnbl 1 ypOBHU MPOEKTUPOBAHUSI.

7. CTpyKTypbl HH()OPMAITMOHHBIX CHCTEM.

8. Oco0eHHOCTH MPOEKTUPOBAHUSI CIIOKHBIX MPOTPAMMHBIX CHCTEM.
9. KopobouHoe 1 3aKa3HO€ MporpaMMHOE 0OecriedeHHeE.

10.
11.
12.
13.
14.
15.
16.

17.
18.
19.
20.
21.
22.
23.
24,
25.
26.
217.
28.
29.

JKu3HEHHBII UK TPOrPaMMHOTO 00ECTICUECHHS.

CrangapThl IPOEKTUPOBAHUS POTPAMMHBIX CUCTEM.

Mopaenu 1 METo10JI0TUH Pa3zpabOTKH MPOTrpaMMHOT0 00eCIeUeHusI.
TunoBoe npoexkTUpoBaHUE.

Metononorusa RUP.

I'uOkue MeTomonoruu pazpaboOTKU MPOTPAMMHOIO 00eCIIeUeHHUS.

Coop u aHanmu3 wHpOpMANHMK HEOOXOAMMOW s (opMUpOBaHUS TpeOOBaHUHA K

IPOrPaMMHOMY O0ECTICYEHHIO.

KonuentyanbHOe MOJIETHPOBAHHE.

@OyHKINOHATBHOE MOACITHPOBAHHUE.

Pa3zpaboTka TpeboBaHUi.

Tunst u atpubyTs TpeOOBAHUIA.

Pa3paboTka nornyeckoit MoJeaH MpOrpaMMHOM CHCTEMBI.
JIoKyMeHTUpOBaHUE TpeOOBAHUI.

PazpaboTka MozenM peanu3anuy IporpaMMHOTO 00eCTIeYeHN .
[IpoexTupoBaHue apXUTEKTYpbl IPOTPAMMHOM CUCTEMBI.
TexHonoruueckas MOA€Ib CUCTEMBI.

[I1a010HBI ¥ TPAKTUKU APXUTEKTYPHBIX PELICHUH.
[IpoexTupoBaHUe MOJENH MOJIb30BATENILCKOTO HHTEpdeiica.
[TpuHIMTBI ¥ TpaBHJIa TOCTPOEHUS MOJIB30BATENILCKOTO HHTep(eiica.
PazpaboTka npoToTunos rpapudeckoro uatepgeiica.
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