b 3 =4
Jaglscasnueanisiion

- hasndnlad sunsumed vherluazhidesiesls

P=1 [V ] d A i/ s o
- aoudn Isunsuwes Henudam Nausnudtym asva naaey uaziuenas

Tlsunsuetnals
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Weuldsunsniilu? (Why Programming?)

« Tasunsy winuds sreves mdaifinsfunoudsnonfumed ey Fusidoams
Wi ez I Hadwisenun
(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.)

. aveangA1e Jadaniifuenneufamesh UiiRmsny lsfeznssih Beath amn
wouTsunsu
(A set of rules that provides a way of telling a computer what operations to perform is caled

a programming language.)

Tilsunsaesiies'ls (What Programmers Do)

‘
& o

- Taovia ) sweaTalsunssmed fo whasiunsudilymwesdld Wiumdedmiy
foNAARDT
(In generd, the programmer's job is to convert user problem solutions into instructions for
the  computer.)

» Tasunsuned w3uufdene vee Tusunsursuiumes tag 3¢ naaoy wazudly
Tusunsuldgndes wonsniiuds Tufsunsumed doafion swruTusunsy Sresuiy
(The programmer prepares the instructions of a computer program and runs, tests, and
corrects the program. The programmer also writes a report on the program.)

- Tilsunsanwes $romiedld TavsiannTusunsuiv woudlvilym uondoianarn
oonuinTusunsy wishnsivumlacluTisunsy Idumadnsvosamudonismi
(Progranmers help the user develop new programs to solve problems, weed out errors in
existing programs, or peform changes on prograns as a result of new requirements)

+ Tlsunsunsed TanlndTAmoudy yanadeg varnman 1dun Tsunsumsoidun uag
floovinnoufiames 414 uazdSanis
(A programmer typicaly interacts with a variety of people : other programmers and

computer  professionals, users, and  managers)
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AIZUIUMSVUILSUNTN (The Programming Process)
- s Tsunsy 3 $duney gai

1. wenuilyyn (define the problem)

2. Musuunilym (plan the solution)

3. assva ldsunsy (code the program)

4. waeou 1150un53 (test the program)

5. inena$ 11sunsu (document the program)

I, matienutleym (Defining the Problem)
¢ & S o= ¢ o Yy ¢ y o4
+ Tsunswes (Uooase 3uve dnamsiedssuy) wudy 419 910 odansgnat e
= Fd
PIGERETRIGNTR
(The programmer (often through the systems analyst), meets with users from the client
organization to analyze the problem.)
n:' l yq al I:I. o m' A!l -] = =
. 1“%@@ mmm“ﬁ nmmzﬁumaﬂu INYINVTIOUT NUHUATUAYDIDUNA MsUszuIaNg
LAzl HANADINTI
(Eventudly they come to an agreement which, among other things, specifies the kind of
input, processing, and output required.)
2. manawuuiilari (Planning the Solution)
=Y P q/ Y]
- Tiaeedt Fldnauenuden fis nedinu wazmie dousiadoy
(Two common ways of planning to a problen are to draw a flowchat and/or write
pseudocode.)
o = o a o Y o A H
© HIU U0 miLmu‘nmmwmmmﬂumsuﬂ"lﬂlﬂﬂm'm'mazwmu
(A flowchart is a pictorial representation of an ordered, step-by-step solution to a problem.)
o et ] Y W & - Y ¥
* O SRANSU YUYHI NMEINYUNUNATHIDINGE Lﬂﬂnlﬁﬂﬁl‘liﬂm’md ﬂﬁlm"ﬂiyﬁ'lﬂ’w
anugndeunnniimslFnmsangusisuat ud innugndenissni Woheuiuns
¥ niiouTdsunsuunumams
(pseudocode is an English-like language that you can use to state your solution with more

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

formal programming language.)
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3, mIassraldsunsy (Coding the Program)
- Tilsunsuwos uia (ranslates) #3302 IPAIIU 150 ey vie nSesiiodn 1¥iTy
My ldsunsy
a oy = Lo o [ i 1 = 3
- Tdsunsw U§iamsda hensaindwiunwdingy udnuTdsunsuilinnugndes
WINATI
o ° 1 ] ] 7] v @ d. a
+ Tsunsinesaoahinung a1 ot 1unTInse Ao NINBFUNUS (text syntax) VOIN N
3/
1%
& o ¥ Y ad 3 da . & a ¢ 1
- Tilsunsudaesvauds Aod Ad Tagldmeosiuen (terminal) N30 AOUNUABST dIuYyAAE
4 -
Tuzthiwvai seuiunesamsadnle1d
o s = d . A
- Tdsunsuwes Undld ussanBassitionu (text editor) Fatiulusunsy adraTusunsy
. 4 .
Uszuranad eadieWa delszaoudieTdsunsy sdralsfay dlouTusunsuile

Tyl Undduiudeafouswalusunsuasuunsyasioudiudusn

4. mInagevlusunsy (Testing the Program)

- ey Tisunay Aedostusuasuse i

MINTIARUA L (Desk-checking)

+ 134 desk-checking, Ttlsunsuwasmusanlule nie asvasuasinzveslalsunsu i
Tdesiud liildefanainluTilsunsuuazshaon 14
(In desk-checking, a programmer mentally traces, or checks, the logic of the program to
ensure that it is error-free and workable.)

. padnss g dunsuiitude msasaenaon weds nITLMMIFINGUVELR
FaudeuTdsunsy asren Tsunsy uazldfumsi lutveuious e
(Many organizations take this phase a step further with a walkthrough, a process in which
a group of programming peers review the program and offer sﬁggestions in a collegial way.)

m3udanu (Translating)

+ Fulan 1y (translator) waneda Tusunsud
(1) asrvaounnoduius voe Tdsunsuveast e liuileh mnlusunsulfets

o o

= a/ A& L) v
gndes TidenanuRan1anuduR LSRN (all the syntax-error messages) Fa50n 7

diagnostics (e

@) vmiu wla Tsunsuveast Widugdupninesfiuaefausoidrleld
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o 9/ 9 e ] 9 9 = =Y t:yd T
: muﬂamm W UONI mlﬁﬂ"’lﬁﬂﬁlﬂﬂiuﬂi‘uiu’J‘H”ﬂl'lugﬂﬂﬂﬂ VYDHRANAABUAL LTUNI
VORANMANNETUNUE  (syntax errors)
¥ ¥
+ ponlwiaes wlalusunsuvianun luasuden
(A compiler trandates the entire program a one time)
= ¥ ow A Y ' Y s 4
» asudaniyt Headesdy TusunsuEudu Suni Haganual (source module) K33z gnN
o' .
wila Taw non Tmaes 1dly vegagaming (object module)
P a w | e ' i 4 4
» Tilsunsudsgnidiounudy minadsssun os Tamnsening dusey you/ uisy 9
o o
wadwt sziilu wegaussq
(Prewritten programs from a system libray may be added during the link / load phase
which results in a load module.)
¥
[ Y o - <
© HAINTIY NBYAYTIY 93QNNIEIINT lavaouiines
(The load module can then be executed by the compister.)
MInNgAUNWIB:  (Debugging)
o <& 3 1 4 =4 3/ v & = a
- faalgduesandeurnalumsesu Tdsunsw MIUNYPAVNWIDI FIHUIWOI NITATIVIY
[ " /1 Y a =
WA MU gazud luderanma Taen1sellsunsy
(A term used extensvely in programming, debugging is detecting, locaing, and correcting
“bugs’ (mistakes) by running the program.)
yY a T dy A Y
+ YeRawaramat 11 Tusunsy Fun Yeranaanssny
(These progran mistakes are caled logic errors.)
5. maniuenmsvesldsunsa  (Documentingthe Program)
9 = = =t v o d =
¢ mynuenans nuwds msdousTieluseazidvavasiginimaeulisunsy uae
° Y 4 o oo o 2 o ¥ ° ) oA
Swuadoirtenss AeaduTlsunsuil wunszuaumshsuiudesnsziesisreiios
.{(Documentation, a written detailled description of the programming cycle and specific facts
about this program, is an ongoing, necessary process.)
o o =Y o 1 u’a’ 4 ta' 3 =Y
. dnd Tagavvesmituenas Tsunsy 1dun daudnsisudu uagsssumdveailym
swazdeavealilsunsu Mnuuasiaiion swazdeavesszidoudoyn swmsves
w
Tsunsu uazrnaawivosnmsnaaeuTalsunsy
(Typica program documentation materials include the origin and nature of the problem, a

description of the program, flowcharts and pseudocode, data record descriptions, program
IT 105 (H)
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listings, and testing results.)

o o ar 3 [ o as ' =] °
- pouwus TuTilsunsudniuedonidludddyonimils vesmshuenas

{Comments in the program itself are also considered an important part of documentation.)

a’ -4 d' al =1 J ar -
suritlndia 7.1 sudendimoufigndesiigaiesniiadudon

1. ¥olafo Srdudunoursimavou Tlsunsy

= v e oa
1. Nauwudilynt oAl asnnaen awsha Sanuwionms

o v a a
2. NawunAtlan assia aseaoy Saiiienms afdsie

v a I'd o o
3. IAWUNWLONTIT ATIVTDU DITUT ITHY @ﬂﬂi'}ﬂ

4. ontneilamr N assia aseaoy Sanuitendis

2. dala il manauwundilym

<4 Qs = o a./ ot i
1. Woudaa 2. Wousmdadion 3. @euldsunsy
¥
3. Msiivadwuaioam dydnvn lususouvesmsud lvilgm Senn

1. Talsunsu 2. H4ITY 3. $¥eniey

4. hididelagn

4. gANndo

Vv
3o 4 -8 I lddudendhaareil Wudmou

] O [T

(1) @ (3)

(4)

4. 4plafin decision block
v A

5. 4D1AAD connector

6. volafie processing block

7. 9olafio start/stop

8. valafie input/output

v 9
9. YuMBUVBINITUIUNMIRAU TN TY Foamduadl

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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10. Yolafio Tussuusnlunisiannlysunswy

1. planning a solution 2. documenting the program:
3. defining the program 4. testing the program
11. naannudilymdesimitounds Funoudelvesnszuaunis@enTusunsu fe
1. neaeulilsunsy 2. asvaldsunsy
3. M ldsunsuldifanalumalgia 4. wilaTdsunsu

12. lumsiwsonTsunsu, desk-checking 19 translating iiuAIDE19v09
1. coding 2. planning 3. testing 4. documenting
13, msnadeudvusidsvesTsunsuieiiuleiez Idnadnigndes Sonh
1. syntax testing 2. documentation 3. logic testing 4. diagnostic testing
= A ﬁl ol ) -1 1
14. Yonanaialu Tuaunsy Gudsadums e Tdsunsy ligndes Sund
1. diagnostics 2. attributes 3. logic error 4. syntax error
=Y o & w '
15. Yoranaraviiale Fidwilaldsunsuliawnsoasimuld
1. logic error 2. syntax error 3. message error 4. diagnostic error
o W @& o Y a a = & A & = 1
16. MFINU Fan THRanuuALYBIRBNNIABTIATBINUY 130AN
1. compiler 2. assembler 3. instruction set 4. editor
d v
17. Yolalily vdonvessalsunsy
1. procedure 2. subroutine 3, function 4. link
Y = =
18. sAaoy naedy
' n
1. Yennudunioumuisinguesuoiuaeumsudiym
A & dq ¥
2. 5ol lawmuinssnzveelusunsy

r- [ - R
3. MYILUDANDINY

4. gaynde
19. dola lilyf aaauiAvessiainon
1. adefudennudisssumna 2. adefusdaveslilsunsy
3. idesratieuniinipt lusunsy a. aifing lwnsallag

&
20. Yoladolnssadumungu S lFlumsdonTlsunsuuuylnssada
1. selection structure 2. object selection
3. repetition objects 4, Qﬂ‘aﬂ‘i’l’ﬂ
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=) é o Y 4 o . 1
21. Taserfamuquadale Fuiunldidenaaeutouludniligmaioninnnt
AoImadion
1. iteration 2. do-while 3. do-until 4. case
22. dola laily Taseadenrunuinldluns deudaneTiy
1. selection 2. sequence 3. condition 4. repetition
3 g A ¥ 4 o s & & \ - SRV v A
23. Y9lane Inssarinmuguiensgiimmdmanualudiuiuan vitaninew uding
&
asndoutouly
1. DOWHILE 2. DOUNTIL 3. SELECTION 4. SEQUENCE
3 et dll ] n:; @ o o :’ () t g : A t
24. Tnssardremrvquitimsasnaeuiou luneu Razdadulaing wie i Sonh
1. DOUNTIL 2. DOWHILE 3. SELECTION 4. gnvndo

=,

4 = A = 1 £ o 3 ar = as = 1 P
25. Tnsaadaiale 49 n5UIBDE NN HUNAVURUNNAINNTTVITONDE1IN TS
1. sequence 2. selection 3. if-then-else 4. looping

26. 90la Ty anaudAvesmsdonlusunsunuy s sads

fand
e

ee

e}

1. @oude 2. 9140 3. ud lvifade 4.

nyazitluaing
) v 3 o &
27. WUIAAVDANAY 1ATIAT 19 B NBINS
1. entry point 2. exit point 3, loop 4. 99 1 uazde 2

ar .é [ =Y d = r
28. Asnudauananis na (flow) vosdoyaruszuuneuiumes Sond

1. logic flowchart 2. system flowchart 3. syntax diagram 4. structure chart
29. Talsunsuuladide ldun
1. assembler 2. interpreter 3. translator 4. compiler
4 A by @ ) t
30, T‘]JﬁklﬂimﬁﬁﬂkﬂlﬂﬂﬂjﬂﬂTﬁ'ﬁ‘éﬁﬂUQQ NN
1. source program 2. object program
3. compiled program 4, application program
4 A a o] y et
31, Tilsunsudsdisudsnmszduguazgrudaldidulilsunsunminiosiifinnumine
] o o dy =4 |
mifouiu Tilsunsuyendall Seamn
1. source program 2. translator program
3. object program 4. interpreter program
a ' P oo~ &
32. wuaAnvowAaz Inseai e szliieanily
1. structured 2. object-oriented

3. low-level 4. portable
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33.

34.

35.

36.

37.

38.

39.

40.

IT 105 (H)

o o <& g s = '
gavosfideds Tsunsuwes Aud Tl luneufunes Gond ... Tsuns
1. object code 2. source code 3. link code 4. definition

YUABUIFINTI N2V Ti)sunsy Bagnunuidismssiuvesdudnvaliazdonny

SenN
1. pseudocode 2. program flowchart
3. desk checking 4. structured walkthrough

yavoafdads Tsunsamosauid W luneufinney Sent

1. object code 2. source code 3. link code 4. definition

folado Tulsunsuy Faufasiiu converts) Foanudanilsmdaveanmssanga Wiy
myuaTesmznsziimihfasiid

1. assembler 2.  interpreter trandator 4. implementer

3.

4 o o 4 4
T Fufasiulavnoulwaed Sonh  uazTdsunsuniwuniodrs1dun
=) 1

3NN

1. object, source 2. data, information Surahject 4. information, data
dolade dalalisunsy (randator)

1 compiler 2. assembler 3. interpreter 4. Qﬂnﬂﬁ’fﬂ

dolafe daudalisunsy

L. compiler 2. assembler 3. interpreter 4, translator
“Spaghetti code” ‘Hlﬂﬂﬁq

1. Tsunsun@ousn 2. Tsunsuiiidonnuds GOTO $ruaumn
3. Tsunsuiudlviinna14 4. gANNYo
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