
 

Современные информационные технологии  

Системное и программное обеспечение информационных технологий  

143 

JMS also defines APIs that different vendors implement in their products, 

which allows you to switch to other solutions with minimal cost. 

Metadata is imported in RDF format. RDF allows data to be stored in 

a subject-predicate-object format, which takes precedence over more com-

plex models that require typing. Also RDF has a query language SPARQL 

allowing to retrieve and manipulate data.  

Allegrograph was chosen as the metadata storage. It can store data and 

metadata as triples and quads, query them through various query APIs like 

SPARQL. Details of the metadata synchronization scheme are considered 

in the presentation.  
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DESIGNING OF A MOBILE CLIENT  

FOR A DISTRIBUTED NETWORK 
 

В работе рассмотрены вопросы проектирования мобильного клиента для рас-

пределенной сети.  
 

Nowadays, the way of gaining access to a certain product or service 

has changed a lot, even over several years. Today it is impossible to con-

duct a business focused on the distribution of goods or the provision of 

services without using modern approaches to sales and consumption. Cur-

rently, retail stores, manufacturers of goods and services are experiencing 

serious problems with the expansion of their sales network and consumers 

inflow. This happens due to several factors. The most significant is the 

transition from consumption directly when the consumer physically ap-

pears in the store to consumption when a product or service is purchased 

remotely, with the opportunity to get acquainted with the assortment with-

out looking up from the handy gadget and without leaving home. This pat-

tern of consumption has gained particular relevance due to recent re-

strictions on movement due to the epidemiological situation. In addition to 

this, people gained an understanding of the convenience of remote shop-

ping and delivery at the time and place they need without having to move 

around the city on their own in search of the necessary product or service. 

In this regard, the business is forced to rebuild to the modern realities of 

the market and develop its own distribution network of goods or acquire 

such an opportunity on existing platforms. РЕПОЗИТОРИЙ ГГ
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There is a sufficient number of software products that give the oppor-

tunity of orders processing, product distribution and consumer notification 

in the process of some goods delivery. Some of them are very overloaded 

and cannot be clear for an end consumer for each type of product. The 

main goal of this project was to create a better application, excluding an 

extra functionality overload. 

This application is easy-to-use and provides a wide functional range. 

It does not require the installation of additional catalogues or market apps. 

Interfaces are created to give the end user a better perception and interac-

tion. All this provides a good impression after interacting with the applica-

tion and speeds up operations processing. It also gives a better chance that 

the consumer will come back to make purchases again. 

In accordance with the functionality of our application, there are two types 

of scenarios for its use. These scenarios differ in the type of end-user. In 

the first case, the user is a consumer who can order some product. In the 

second case, the user is an administrator, who can operate with products, as 

well as regulate the users workflow. 

The basic workflow can be divided into several parts. First a con-

sumer can login or register in the system. After that, a consumer has the 

ability to check some available products. If a customer will find any need-

ed product then the order can be created.  
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DEVELOPMENT OF THE GRAPHIC DESIGN  

OF THE ESSENCES OF THE GAME «SAVE» 
 

Рассмотрены вопросы разработки графического оформления сущностей игры 

«Save».  
 

The in-game interface and game objects are one of the most im-

portant parts of the game, as they accompany the user throughout the entire 

gameplay. Through the interface, the player receives the necessary infor-

mation and the better its elements are made, the faster the information will 

reach the user. Game objects are constantly interacting, so they should be 

visually pleasing. 

To create high-quality interface and game objects, gently follow 

simple steps in their design: 
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