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Ha 1-p Jecucnasa JlakoBa Bacunesa
npeocmaseH 3a yiacmue 8 KOHKYpC 3a 3aeMane Ha aKkademMuiHa ONb*CHOCH OOYeHM 8
obnacm Ha sucue oopaszosanue 4. Ilpupoonu nayku, mamemamuxa u uHGopmamuxa,
npoghecuonanno Hanpasienue 4.6. Unghopmamuxa u KoOMniomvpHu HayKu, Hay4yHa

cneyuannocm ,, Mngpopmamuxa * (Aoanmusnu obpazoeamennu copmyepHu cucmemis),
obseen 6 /[B, op. 63 om 10.07.2026 e.

CnuchKbT BKItOUBA 73 muTHpanus (0e3 apTouuTaTt) Ha 24 nmybnvkanuu Ha a-p JlecucnaBa
HaxoBa BacuiieBa. [lutupanusra ca rpynupanu 1o roJnHaTa Ha myOJuKyBaHe Ha
nuTHpaHara cratis. Homepanusra Ha myOJIMKaluuTe ChOTBETCTBA HA Ta3W B ITBJIHHS
CIUCHK Ha HAYYHUTE TPYIOBE 3a ydacTHe B KOHKypca. Cliel] BCSIKO [UTUPAIIIO U3aHKE €
MocoueHa MHJCKcHpaiaTa 6a3a TaHHH.
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