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C++ CTAXAHTCKA MNMPOIrPAMA

N3ncKBaHMS KbM CTaXXaHTUTE:

o [MpepBapuTenHo 6a30B0O No3HaBaHe Ha e3nka C++;

o [Mon3BaHe Ha cOb6CTBEH nanTon.
KbM HSIKOM OT TEMUTE Ca NOCOYEHM JIMHKOBE 3@ CaMOMNOAroTOBKa, KaTo TOBa He M3KJ10YBa
M JOMbJIHUTENTHU MaTepuanu Non3BaHW OT CTaXKaHTUTe Mo TemaTa.
MporpamaTa e pa3yeTeHa B paMkuTe Ha 11 yaca, KOUTO BK/IHOYBAT €AHOYACOBM NeKUNM,
MpaKTUYECKU YMpaXHeHUss W petpocrekumst. CTaxaHTUTe MoraT Ja M3non3sar
AOMbJIHUTENTHO BPEME 32 CaMOCTOSATE/IHA NMOArOTOBKA MO TAXHA NMpeLEeHKa.

Mpeaun BCekn NEKTOPCKM Yac ce npeaswvkaaTt 15 MUMHYTK BbNpOoCK/0TroBopu Nno TemMa oT
npeauvwiHaTa nekuus.

Temu:

1. Cpeau u cpeacrBa 3a pa3paboTka v nucaHe Ha kog Ha C++ (1u.)

OcHoBHO 3ano3HaBaHe ¢ Visual Studio 2022. OnumoHanHo Visual Studio Code.
OCHOBHM NpMHUMNKN Ha paboTa CbC cpeaa 3a pa3paboTka.

Cb3gaBaHe Ha NPOeKT.

Build, run, debug.

2. Pa6bota c koa u cnogensiHe (1u.).

3ano3HaBaHe CbC CpeAcTBa 3a crnogensiHe Ha koa: Git
Cb3gaBaHe Ha peno3nTopum

KnoHupaHe Ha peno3ntopu

OcHoBHu onepaunn: Commit, fetch, push, pull
Branching and merge

https://www.atlassian.com/qit/tutorials/learn-git-with-bitbucket-cloud

https://docs.gitlab.com/ee/topics/qit/

3. MeTtoauka 3a cbBMecTHa pa3paboTka Ha kopga: GitFlow (14.)

Cb3pgaBaHe Ha bpaH4yoBe, CTpaTernn 3a UMeHyBaHe, BUAOBE U NpeAHa3HavyeHue
CrpaTerus 3a MbpaxBaHe Ha bpaH4yoBe

Merge request

https://www.atlassian.com/qit/tutorials/comparing-workflows/qgitflow-workflow

https://nvie.com/posts/a-successful-git-branching-model/



https://www.atlassian.com/git/tutorials/learn-git-with-bitbucket-cloud
https://docs.gitlab.com/ee/topics/git/
https://www.atlassian.com/git/tutorials/comparing-workflows/gitflow-workflow
https://www.atlassian.com/git/tutorials/comparing-workflows/gitflow-workflow
https://nvie.com/posts/a-successful-git-branching-model/

4. OcHoBM Ha O6exkTHO OpueHTUpaHoTo MporpamupadHe (OO0M) (1u.).

e KakBo e OO, knac n obekT.
e OcHOBHM npuHUMnu Ha OOIT:
1. EHkancynauus

2. HacnepsasaHe
3. TMonumopdunsbm

5. SOLID npuHuunu (1u4.).

e Single Responsibility Principle

e Open Closed Principle

e Liskov Substitution Principle

e Interface Segregation Principle
e Dependency Inversion Principle

6. NpakTuyecka 3apava.

KOH30/1HO MPUMIOXEHNE 33 CUCTEMA 3a ClleAieHe Ha BXOA M M3X0A OT rapaXk 3a NapkupaHe Ha
ABa TUNa KJIMEHTU N U3UUCNISIBAHE HA CyMa 3a npecToid. (54.)

e Pa3paboTka Ha noTpebutenckn nHtepdenc (MeHro) 3a pabota
Pa3paboTka Ha BxoaHaTa PYHKLUMOHANHOCT Ha noTpebutenure:
o BX0A Ha notpebutenute c bunet
o BXO0A Ha noTpebuTtenu c kapTa
Pa3paboTka Ha u3xoaHaTa PyHKUMOHANHOCT Ha noTpebutenure:
o Wu3xopg Ha notpebuten c bunet
o WM3XoA Ha noTpebuten c KapTa
Pa3paboTka Ha mn3uncnmTenHaTa QyHKLMOHANHOCT:
o W34YMCNsiBaHe Ha NPecTon Ha noTpeduten ¢ 6unet, 6a3npaHo Ha BXOAHO U
N3X04HO BpeMe un Tapuda ot 10 cT./MuH.
o [loTpebuTen c kapTa 3annalwla Haka3aTesniHa cyMa oT 10 NnB. ako KapTaTta e
n3non3sBaHa n3BbH MHTepBanbT 9:00 — 18:00
MNoka3BaHe Ha CcyMaTa 3a 3anjallaHe Ha notpebutens.

7. PeTpocnekuusa (1u.).

Cra)kaHTcKa nporpama , TechFAACtor“



