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ADNOTARE

Ma numesc Adrian Zghibarta si sunt pasionat de tehnologiile mobile, carora le-am dedicat intreaga
mea carierd profesionala de 4 ani. Lucrarea curenta pe tema ”Solutii mobile cross-platform pentru
managementul procesului de livrare in compania FoodHouse” are cateva scopuri esentiale. Unul dintre
ele este analiza situatiilor moderne in domeniul software al aplicatiilor mobile si scoaterea in evidenta a
tehnologiilor celor mai promitatoare din domeniul vizat, dupa care vor fi comparate pentru a crea o
matrice de notare In dependenta de unele criterii ca performanta, timp, fiabilitate etc.

Matricea se va utiliza pentru a alege tehnologia ce se potriveste cel mai bine pentru aplicatia de
management al livrdrii in cadrul companiei FoodHouse destinatd curierilor. Cerintele exacte si
documentate pentru aplicatia finald nu vor fi prezentate in cadrul lucrarii date, nici aplicatia finald din
cauza constrangerilor legate de proprietatea intelectuald a companiei sus numite. In schimb va fi
prezentata aplicatia de demonstrare conceptuala (POC, din engleza — Proof of concept) care a fost deja
acceptata si utilizata ca punct de start pentru aplicatia finala.

Primul capitol, "Mobile World” este destinat prezentarii evolutiei dispozitivelor mobile atat din
punct de vedere hardware cat si software, punerea in evidenta a problemei de diversitate si adaptabilitate
la nivel de sisteme de operare sau mai bine spus, compatibilitatea unui produs software cu diferite
platforme.

Capitolul doi intitulat "Mobile technologies in a nutshell” este dedicat identificarii si analizei
tehnologiilor de top care ar putea rezolva problema mentionata in paragraful anterior. Anume n capitolul
acesta rezultatul final va fi matricea comparativa intre tehnologii.

In ultimul capitol se va alege tehnologia cea mai potrivitd pentru necesititile impuse si va fi testata

prin crearea unei aplicatii de test. Rezultate vor fi reflectate in concluzie.



ADNOTATION

My name is Adrian Zghibarta and mobile technologies is my passion, to whom | dedicated my
entire 4-year professional career. The current work on "Mobile cross-platform solutions for the
management of delivery process in FoodHouse company"” has several key goals. One of these is to
analyze the state of the art in mobile applications software and to highlight the most promising
technologies in the field, and then compare them to create a scoring matrix depending on performance,
time, reliability, etc.

The matrix will be used to choose the technology that fits best for the delivery management
application at the FoodHouse courier company. The exact and documented requirements for the final
application will not be presented in the given paper, same goes for the final application because of the
constraints related to the intellectual property of the above-mentioned company. Instead, the conceptual
demonstration application (POC, Proof of concept) will be presented. The POC that has already been
accepted and used as a starting point for the final application.

The first chapter, "Mobile World", is intended to present the evolution of mobile devices, both
hardware and software, highlighting the issue of diversity and adaptability at the operating system level,
or better being said - the compatibility of a software product with different platforms.

The second chapter titled "Mobile technologies in a nutshell” is dedicated to identifying and
analyzing top technologies that could address the issue mentioned in the previous paragraph. In this
chapter, the final result will be the comparative matrix of technologies.

The last chapter will choose the most suitable technology for the required needs and will be tested

by creating a POC application. The results will be reflected in the conclusion.
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