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OCHOBHbIe 3a0a4M:

* O3HAKOMJIIEHME C NMPeaMETHON 00MacTbio;
* aHANN3 U CpaBHEHME NPOrPaMMHbIX CPEACTB;
* pa3paboTka NPUNOXeHUs.
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OCHOBHbIe pe3ynbTaTbl PaboThbl:

* ICCrieJoBaHa npegmeTHas obnacTb;

* pOrpaMmMHbIe CpeacTBa NpoaHanmM3npoBaHbl U
CpaBHEHbI;

* pa3paboTaHO NMPUNOXKEHUE.
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