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(A program is a set of step-by-step instructions that directs the computer to do the tasks you

want it to do and produce the results you want.)

- 6c1191uosng~l~q~~o'nn,3i;nro"no~w~6~Q~~~nl~~~n,*o~l~~o~"~~~,  63JfYh fllP)l

&lusllrransPJ

(A set of rules that provides a way of telling a computer what operations to perform is called

a programming language.)

(In general, the programmer’s job is to convert user problem solutions into instructions for

the computer.)

* %nlsrlns~JspJDiI~~UOJ~7~~~,97  9109  %nlslsnsoJno~w"aa~,a;laa-,%9 WFI)~Q¶J  66tX66n"bJ

%¶k66fE¶J%M"Qfl~0~  pdDfIO,"i66i%  ‘t¶h66fIXJ6oJ0s"~096fUI.l  ~lU~l~b¶h6f7%J b+Xl6'i~f%4

(The programmer prepares the instructions of a computer program and runs, tests, and

(Programmers help the user develop new programs to solve problems, weed out errors in

existing programs, or perform changes on programs as a result of new requirements.)

* bnlslln3olbuo;F~UPlfln"T~~0~n"PI  ~flRadl97 MalfIYT~lUb%iasfi  ~d566flXJ6oJ0&%Y7  66R':

u"00l%'M0IJw"J6~0;  fbih6a$$lfIl3

(A programmer typically interacts with a variety of people : other programmers and

computer professionals, users, and managers.)
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ns=Yaodms63~PaFalsaanspl  (The Programming Process)

* flls~wwlld566nsu~  xl~u~ow;~~

1. ~Uld~Ml  (define the problem)

2. 31~66N.666n'~QjMl  (plan the solution)

3. ~~SI~Z7~~76tflSU  (code the program)

4. M’+l~~Il%~Sbtfl90J  (test the program)

5. ~168fJtllf~d~66f1~U (document the program)

I, fbl3%JlU&!p41  (Defining the Problem)

* -hJsaa"*~6mi(&Juwt!  sau~~w"n36aJl-ds~Eler)WU~~~%~Olfi  asGfl3~fl~l  6&i

%fls1t&kgn

(The programmer (often through the systems analyst), meets with users from the client

organization to analyze the problem.)
I I

(Eventually they come to an agreement which, among other things, specifies the kind of

input, processing, and output required.)

2. fm’al4~~Wod~~fi~~~l  (Planning the Solution)

. i%m?i &%&~l~66wuaan"~qn1~o  aiwknu  aaat&b6tuun%6Gu~

(Two common ways of planning to a problem are to draw a flowchart and/or write

pseudocode.)

(pseudocode is an English-like language that you can use to state your solution with more

precision than you can in plain English but with less precision than is required when using a

formal programming language.)

IT 105 (H) 105





4oihwainainer~~"oJw"ods" (syntax errors.)

- mdhae%  66dalels66nsu~~w~l1w  h-kf~~~ua

(A compiler translates the entire program at one time.)

* fll~66dCi~lWl  &l’2~0%kl  ~¶klWWL%J&4  d?Jil'h  %JFlL$kdQ%J  (source module) &O:gfl

lldtl  ~FIU ?l0IJ~IWI0$~“dXL&  WI6$Cl~FlWMl  (object module)

- FP1566"s%l~sg"64u~~l66~a  olflna'93~u~  018 %daw"mwh -lLrlu 6~0)fl/¶q  39

waslId iE6%4 aRq3m'sp

(Prewritten programs from a system library may be added during the link / load phase

which results in a load module.)

- ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

(The load module can then be executed by the comphter.)

fWd+l¶l~W~0~  (Debugging)

* ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~

HlFh66Wk3 66a~66fnJ40%lwalw F~ufll339Fds66flTu

(A term used extensively in programming, debugging is detecting, locating, and correcting

“bugs” (mistakes) by running the program.)

* G0~~w~lw6na'~~~iY%ra~~~66"~~dunil~0~nwalc;lm~an~

(These program mistakes are called logic errors.)

5. nla~lLBnnauesFnl~aln~ol  (Documentingthe Program)

* ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~  66RZ

nl~od~~06~aQ~sliiUan'PlbPls66"sP1~6~~"~~~a~"~~~~~6~~~0~"~~~~0~1~~06~0~

.(Documentation,  a written detailed description of the programming cycle and specific facts

about this program, is an ongoing, necessary process.)

. ~~~~~~~~~~~~~~~~~~~~~~~~~~~~~~  %66fi ~~66d"lJ6~~~~66aemllolrl~u0~~fiuwl

JlUa=6~U~sl04%fl~6ansolw"sslw66Rrs~~6~Uru  slUa=l~U~slas~=a~UodG8o?R  J-Ml199109

hhllf13oJ abarwaa'w64uosfllTwn~0~~~~66~~~

(Typical program documentation materials include the origin and nature of the problem, a

description of the program, flowcharts and pseudocode, data record descriptions, program
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4. sJ”0%1;0  decision block

5. ti0l&i0  connector

6. ?JOaW??0  processing block

7. 40%&i0 start/stop

8. C0%0:0  input/output

1. defining the problem, planning, testing, documenting, coding

2. planning, coding, defining the problem, documenting, testing

3. coding, testing, planning, documenting, defining the problem

4. defining the problem, planning, coding, testing, documenting
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1,  selection structure

3. repetition objects
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2. object selection

4. QfyfAi”
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1. structured 2. object-oriented
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1.  assembler 2. interpreter 3. translator 4. implementer .

37. F1Is66nn~ ~saaPlasw'Pds~uno~Swanos"~ernii  aaa~:FPI~aan~un,P,~~~~~~~~~~~

&l~~h.........

1. object, source 2. data, information 3. object 4. information, datasource,

38. i70140  GdaFhansu  (translator)

1. compiler 2. assembler 3. interpreter 4. yyf&"s

39. 40bliTo  m'aa6LlaM~aaflsaJ

1.  compiler 2. assembler 3. interpreter 4. translator

40. “Spaghetti code” NUT&S
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