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INTRODUCTION TO COMPUTATIONAL THINKING

s Computational Thinking (CT) Is about how to get a computer to do the
job for us — how can we control a complex electronic device to do a job
reliably without causing damage or harm.

¢ Algorithms usually specify how a computer should do the given job.

* Humans can carry out algorithms, but they can’t do it as fast as machine.

¢ Modern computers can do trillion steps in time a human can do one step.

+ The magic Is nothing more than a machine executing large numbers of

very simple computations very fast.

*» Programs are the bridge: algorithms encoded in special languages that

translate to machine instructions controlling a computer. ri"rl ‘ '1



INTRODUCTION TO COMPUTATIONAL THINKING

s But CT reaches further than the computer automation.

*» Information & computational processes provide a way of understanding
natural and social phenomena.

¢ Much of CT today is oriented toward learning how the world works.

*+ A no. of biologists, physicists, chemists, artists & other scientists are
looking at their subject matter through a computational lens.

s Computer simulation enables previously impossible virtual experiments.

¢ CT also advises us about jobs that computers cannot do in reasonable
amount of time or they are impossible for computers.

“ E.g. Many social, political, and economic problems. ri‘, l ' '



INTRODUCTION TO COMPUTATIONAL THINKING

s Computational thinking Is nothing but the mental skills and practices for
» Designing computations that get computers to do jobs for us and

« Explaining & interpreting world as a complex of information
processes.

s Computers are agents that carry out the operations of a computation.

s The computers follow programs for doing arithmetic & logic operations.

s Computers can be humans or machines.

¢ Humans can follow programs, but are nowhere near as fast or as error-
free as machines.

s+ Machines can perform computational feats beyond human car{aqﬁﬂé! ' I



INTRODUCTION TO COMPUTATIONAL THINKING

s Computational thinking Is a problem-solving approach that draws upon
principles and technigues used in computer science to tackle complex
problems in various fields.

» It 1S not just about programming; rather, it encompasses a set of mental
skills and strategies that can be applied to a wide range of challenges.

*» Computational thinking is an interrelated set of skills and practices for
solving complex problems, a way to learn topics in many disciplines &
a necessity for fully participating in a computational world.

*»» Computational thinking Is a problem-solving approach that integrates

across the activities. riﬂ ‘ﬂ



INTRODUCTION TO COMPUTATIONAL THINKING

*» Key aspects of computational thinking include:

d Decomposition:

»» Breaking down a complex problem into smaller, more manageable parts
or subproblems.

¢ This helps In understanding the problem better and allows you to focus
on solving each part separately.

 Pattern Recognition:

» ldentifying similarities, patterns, or trends within data or a problem to
gain insights and make connections.

¢ Recognizing recurring structures or behaviors that can lead to m ' ﬂ



INTRODUCTION TO COMPUTATIONAL THINKING

d Abstraction:

¢ Creating simplified models or representations of a problem, removing
unnecessary details while preserving the essential aspects.

¢ This allows for more focused & high-level understanding of the problem.

 Algorithm Design:

¢ Developing a step-by-step plan or set of instructions to solve a problem.

»» Algorithms are like recipes that guide a computer or a human through a
series of well-defined steps to reach a solution.

1 Automation:

s Automating repetitive tasks, reducing human effort and pOte”tP?’“Wl ' '



INTRODUCTION TO COMPUTATIONAL THINKING

d Data Analysis:
¢ Utilizing data and extracting meaningful information from it to inform
decisions and drive Insights.

d Debugging and Troubleshooting:

¢ ldentifying and fixing errors or Issues in a program or system.

» CT is not limited to computer scientists or programmers but applicable to
education, business, science, healthcare and everyday problem-solving.

¢ It encourages a systematic & logical approach to address challenges,

making it an essential skill in the 21st century as technology becames '
Increasingly pervasive in our lives. r*j i l ﬂ



DATA LOGIC

¢ Data logic in CT refers to the logical reasoning and manipulation of data
to derive insights, make decisions and solve problems.

» It Involves understanding relationships between different data elements
and applying logical operations to process and analyze data effectively.

¢ Data logic Is an integral part of computational thinking, as it enables
Individuals to work with the data effectively and draw variety of
meaningful insights from it.

“»* Whether in programming, data science, or any field that involves data
analysis, understanding data logic is essential for making informed

decisions and solving complex problems. fT , l ﬂ



DATA LOGIC

*» Key aspects of data logic in computational thinking include:

d Data Representation:

» Decide how to represent data in a way suitable for analysis & processing.

¢ This may involve choosing appropriate data structures like lists, arrays,
tables, graphs, or databases to organize and store data efficiently.

d Data Transformation:

“» Applying various operations or transformations to data to convert it into
a more usable form.

*» For example, converting raw data into a structured format, normalizing

data, or aggregating data to extract relevant information. rT’M . '1



DATA LOGIC

 Data Filtering:
*» Applying logical conditions to filter out irrelevant or unwanted data.

¢ This step is crucial in focusing on the relevant aspects of the problem and
reducing the data set to the necessary components.

d Data Sorting:

¢ Arranging data in a specific order based on certain criteria.

¢ Sorting Is often done to facilitate efficient searching and to gain insights
from patterns within the data.

+» Both data filtering and data sorting makes the job of data searching much

more easier which is needed to be done in the next step. rTﬂ ‘ﬂ



DATA LOGIC

 Data Searching:

¢ Looking for specific data elements within a dataset based on certain
criteria or conditions.

» Efficient searching algorithms can speed up the process of finding
relevant information.

d Data Analysis:

s Employing statistical, mathematical, or computational technigues to
derive meaningful information and patterns from data.

¢ This may involve using tools like regression, clustering, or machine

learning algorithms. rT” ﬂ



DATA LOGIC

d Data Validation:

¢ Ensuring the correctness and integrity of data by checking for errors,
Inconsistencies, or missing values.

¢ Validating data ensures accuracy of results & conclusions from analysis.

d Data Visualization:

*»» Representing data graphically through charts, graphs, or other visual
elements to facilitate understanding and communication of insights.

d Data Interpretation

s Making sense of the data analysis results and drawing conclusions or .
making informed decisions based on the findings. r%ﬂ ﬂ



HISTORY OF COMPUTATIONAL THINKING

¢ The concept of CT can be traced back to the mid-20th century, although
the term itself was not widely used until later.
*»» Here are some key milestones in the history of computational thinking:

1. Early Computers and Algorithms:

»» The development of early computers during the mid-20th century
played a significant role in shaping computational thinking.

»» Pioneers like Alan Turing, Konrad Zuse, and John von Neumann laid

the foundation for computer science and introduced the notion of

algorithms as a series of steps to solve problems. [T .,, ! "1



HISTORY OF COMPUTATIONAL THINKING

Information Theory:

In late 1940s, Claude Shannon's work on information theory provided
Insights into how information can be represented and processed.

His work influenced the understanding of data and its manipulation,
which iIs a fundamental aspect of computational thinking.

Artificial Intelligence and Problem Solving:

In the 1950s and 1960s, the field of artificial intelligence (Al) emerged,
focusing on creating intelligent machines that could simulate human

problem-solving. rTﬂ ﬂ




HISTORY OF COMPUTATIONAL THINKING

*» Researchers like Allen Newell and Herbert A. Simon developed the
Logic Theorist, the first Al program.

¢ The program, however, demonstrated the power of computational
methods for solving complex problems.

4, Structured Programming:

*» In the 1960s, the structured programming paradigm was introduced,
emphasizing the use of modular and well-organized code.
¢ It encouraged thinking in terms of decomposition and step-by-step

solutions to problems, a key aspect of computational thinking.rTﬂ ﬂ



HISTORY OF COMPUTATIONAL THINKING

5. Logo and Turtle Graphics:

¢ 1n 1960s and 1970s, Seymour Papert developed Logo, a programming
language that promotes learning through exploration & problem-solving.

¢ The turtle graphics in Logo introduced students to a number of CT
concepts like sequencing, loops & conditionals in playful manner.

6. Problem Solving Methodologies:

\/

*» Inthe 1970s and 1980s, researchers like Allen Newell and Herbert A.
» Simon developed problem-solving methodologies that incorporated

computational thinking techniques. rT, l ﬂ




HISTORY OF COMPUTATIONAL THINKING

*» Newell and Simon's General Problem Solver (GPS) demonstrated how
computers could use heuristics and algorithms to solve problems.

7. Rise of Computational Thinking as a term:

*» In early 2000s, Jeannette Wing, a computer scientist, published a
seminal article titled "Computational Thinking" in which she
popularized the term.

*» Wing argued that computational thinking should be considered a
fundamental skill, akin to reading, writing, and arithmetic, which

enables individuals to solve problems systematically and effeftlTe“ ﬂ



HISTORY OF COMPUTATIONAL THINKING

8. Integration into Education:

» In recent years, we can observe that the computational thinking has
gained momentum in educational settings.

¢ Schools and institutions have started integrating CT concepts into their
curricula to prepare students for the challenges of the digital age.

*» Today, CT continues to evolve as a crucial approach for problem-solving
In various fields, not just limited to computer science.

» It has become an essential skill for individuals to analyze data, make
Informed decisions, and solve complex problems in an increasin

technology-driven world. %, l ﬂ




APPLICATIONS OF COMPUTATIONAL THINKING

s Computational thinking has a wide range of applications across various
disciplines and industries.

It provides a structured and systematic approach to problem-solving,
making it useful in diverse contexts.

»» Here are some applications of computational thinking:
d Computer Programming:

*» Computational thinking Is fundamental to computer programming.
*» Helps programmers break down complex tasks into smaller, manageable

steps & design algorithms to solve problems efficiently and Iogi?l‘. ﬂ



APPLICATIONS OF COMPUTATIONAL THINKING

d Data Science and Analytics:

»» Data scientists and analysts use computational thinking to preprocess,
analyze, and interpret large datasets.

It Involves techniques like data cleaning, data transformation, and
statistical analysis.

d Artificial Intelligence and Machine Learning:

s Computational thinking underpins the development of Al algorithms and
machine learning models.

» It involves designing algorithms that can learn from data and make

predictions or decisions based on patterns and Insights. rT , l ﬂ



APPLICATIONS OF COMPUTATIONAL THINKING

dProblem-Solving in Science and Engineering:

¢ Scientists and engineers apply computational thinking to model and
simulate complex systems, conduct experiments, and analyze results.

L Business and Finance:

s Computational thinking Is used in financial modeling, risk assessment,
supply chain optimization, and business process automation.

d Healthcare:

*» In healthcare, computational thinking is employed in medical imaging
analysis, drug discovery, patient data analysis & personalized medicine.

R N



PROBLEM SOLVING
CONCEPTS
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FORMAL PROBLEM DEFINITION

“+ Problem-solving is a cognitive process used by individuals to find
solutions to various challenges or issues they encounter.

» It involves 1dentifying, analyzing, and implementing solutions to
overcome obstacles or achieve desired goals.

¢ Effective problem-solving requires critical thinking, creativity, and a
systematic approach.

»» A formal problem definition is a precise & unambiguous description of a
problem outlining characteristics, objectives, constraints & requirements.

» It serves as a foundation for the problem-solving process and is essential

for finding an appropriate solution. rT ' l ﬂ



FORMAL PROBLEM DEFINITION

»» A well-defined problem helps to focus efforts and resources on
addressing the core issue effectively.

» A formal problem definition typically includes the following elements:

1. Problem Statement:

¢ A clear and concise statement that describes the problem and what needs
to be resolved.

¢ It should be specific and avoid ambiguity.

2. Objectives:

¢ Desired outcomes/goals that need to be achieved by solving the problem.

¢ ODbjectives should be measurable and realistic. rT, ‘l ﬂ



FORMAL PROBLEM DEFINITION

3. Constraints:

> Limitations/restrictions that must be considered when seeking a solution.

¢ Constraints may include budget limitations, time constraints, available
resources, or technical limitations.

4. Assumptions:

*»» Key assumptions made about a problem or the context in which it exists.

¢ They provide a basis for problem-solving but should be explicitly stated.

5. Scope:

¢ The scope of a problem involves the boundaries of a problem and what is

Included or excluded from consideration. rT, l ﬂ



FORMAL PROBLEM DEFINITION

»» A well-defined scope helps to avoid addressing unrelated issues.

6. Relevant Information:

¢ Essential data, facts, or background information related to the problem
that can aid in understanding Its context and causes.

7. Criteria for Success:

¢ The criteria that will be used to evaluate potential solutions and
determine their effectiveness.

8. Stakeholders:
» Identification of the individuals or groups affected by the problem and

who have a vested interest in i1ts resolution. rT‘,\I\ ‘ﬂ



FORMAL PROBLEM DEFINITION

9. Context:

¢ The broader context in which the problem occurs, including any external
factors that may influence the problem or its solution.

10. Existing Solutions:

*» An overview of any existing attempts to solve the problem and their
shortcomings, If applicable.

s Formal problem definitions are commonly used in various fields,
Including engineering, business, research, and policy-making.

‘*They serve as a roadmap for problem-solving efforts, guiding the

selection of appropriate methodologies, data collection, and arrl.f“ ﬂ



FORMAL PROBLEM DEFINITION

¢ A clearcut problem definition helps in effective communication among
team members, stakeholders and those involved in finding a solution.

¢ Throughout problem-solving process, formal problem definition evolves
as new Insights are gained or additional information becomes available.

*» However, It Is crucial to maintain clarity and precision in the problem
statement to ensure a focused and efficient problem-solving approach.

R N



CHALLENGES IN PROBLEM SOLVING

**Problem-solving can be a complex and challenging process, and
Individuals may encounter various obstacles along the way. Some
common challenges in problem-solving include:

1. Ambiguous Problem Statements:

s Unclear or poorly defined problem statements can make it difficult to
understand the true nature of the problem and its underlying causes.

2. Complexity and Interconnectedness:

“*Many real-world problems are intricate, with multiple factors and
variables interlinked, making it challenging to isolate the root cause or

Identify the most effective solution. T ‘ﬂ



CHALLENGES IN PROBLEM SOLVING

3. Limited Information or Data:

¢ Inadequate or inaccurate information can hinder the problemsolving
process, as It may lead to incorrect assumptions or incomplete analysis.

4. Cognitive Biases:

¢ Preconceived notions, cognitive biases & personal beliefs can influence

how individuals perceive and approach a problem, potentially leading to
suboptimal solutions.
5. Emotional Barriers:

¢ Strong emotions such as fear, frustration, or impatience can cloud

judgment and hinder rational decision-making during pr0b|emf51 , dl ﬂ



CHALLENGES IN PROBLEM SOLVING

6. Resistance to Change:

“+ Implementing a solution often involves change, and some individuals or
stakeholders may resist or be hesitant to adopt new approaches.

7. Resource Constraints:

s Limited time, budget, or access to necessary resources can restrict the
avalilable options for solving a problem.

8. Group Dynamics and Communication Issues:

» In collaborative problem-solving settings, conflicts, communicatj )
breakdowns, and lack of teamwork can impede progress. r* , l ﬂ



CHALLENGES IN PROBLEM SOLVING

9. Overlooking Alternative Solutions:

¢ Fixating on a single approach or solution may cause individuals to
overlook other viable alternatives.

10. Fear of Failure:

¢ The fear of making mistakes or failure can discourage individuals from
taking risks and exploring innovative solutions.

11. Lack of Creativity:

s Sometimes, problem-solving requires thinking outside the box,
lack of creative thinking can limit the range of possible soluti a% i l ﬂ



CHALLENGES IN PROBLEM SOLVING

12. Confirmation Bias:

¢ Individuals may seek or favor information that confirms their earlier
beliefs or assumptions, neglecting contradictory evidence.

13. Analysis Paralysis:

¢ Overanalyzing a problem without taking action can lead to a delay In
finding and implementing a solution.

14. Inadequate Planning:

¢ Rushing into iImplementing a solution without thorough planninggand )
evaluation can lead to unforeseen i1Ssues. r% b l ﬂ



CHALLENGES IN PROBLEM SOLVING

15. Solving Symptoms, Not Root Causes:

»» Addressing visible symptoms of a problem without identifying/tackling
the underlying root causes results in temporary or ineffective solutions.

s Overcoming these challenges requires a systematic and disciplined
approach to problem-solving.

¢ Practicing critical thinking, seeking diverse perspectives, gathering
relevant data & maintaining open-mindedness are some effective ways
to navigate through the obstacles and arrive at wellconsidered solutions.

¢ Learning from past experiences and continuous improvement can help

Individuals & teams to be more adept at addressing challenges’im ‘ﬂ



PROBLEM SOLVING WITH COMPUTERS

*» Problem-solving with computers involves using computational tools,
algorithms, and programming languages to analyze, model, and find
solutions to various challenges and tasks.

s Computers excel in performing repetitive and complex calculations
quickly, efficiently and accurately, which makes them powerful

problem-solving tools.

¢ Here are some ways in which computers aid in problem-solving:

1. Data Analysis and Processing:

s Computers can handle vast amounts of data and perform complex data

analysis, enabling users to extract valuable insights & patterns’fm. ﬂ




PROBLEM SOLVING WITH COMPUTERS

¢ This is particularly useful in fields like finance, scientific research,
marketing, and social sciences.

2. Simulation and Modeling:

s Computer simulations allow researchers and engineers to create virtual
models of complex systems and processes.

¢ By altering variables & running simulations, they can study the behavior
of these systems and gain a deeper understanding of their functioning.

3. Optimization Problems:

s Computers can solve optimization problems with a goal Is to find the

best solution from a large set of possible solutions. rT’,“l | "‘



PROBLEM SOLVING WITH COMPUTERS

*» E.g. Optimization algorithms are used in supply chain management,
logistics, and scheduling.
4. Machine Learning and Al:

s Computers can learn from data and make predictions or decisions based
on patterns and statistical analysis.

** Machine learning and artificial intelligence (Al) algorithms are widely
used In iImage recognition, natural language processing, recommendation
systems, and autonomous vehicles, among other applications.

5. Numerical Analysis:

“»» Computers excel at solving mathematical equations and performing |,
numerical computations. riﬂ ﬂ



PROBLEM SOLVING WITH COMPUTERS

s This Is vital in engineering, physics, economics, and many other fields
where complex mathematical models are involved.

6. Pattern Recognition:

s Computer vision and pattern recognition technigues enable computers to
Identify patterns and objects in images and videos.

»» Applications - medical imaging, security surveillance, facial recognition.

/. Big Data Processing:

» With the advent of big data, computers have become indispensable In
handling, processing, and analyzing vast volumes of data that are.beyond

human capabilities. rT, l ﬂ



PROBLEM SOLVING WITH COMPUTERS

8. Automating Repetitive Tasks:

s Computers are ideal for automating repetitive tasks, saving time and
reducing the likelihood of human errors.

¢ This i1s commonly used in various industries, including manufacturing,
finance, and data entry.

9. Problem-Solving Games and Puzzles:

s Computers are used to create and solve puzzles and games, stimulating
human problem-solving abilities and providing entertainment and

educational value. rT , l 'I



PROBLEM SOLVING WITH COMPUTERS

8. Automating Repetitive Tasks:

s Computers are ideal for automating repetitive tasks, saving time and
reducing the likelihood of human errors.

¢ This Is commonly used in various industries, including manufacturing,
finance, and data entry.

9. Problem-Solving Games and Puzzles:

s Computers are used to create and solve puzzles and games, stimulating
human problem-solving abilities and providing entertainment and

educational value. rT , l 'I



PROBLEM SOLVING WITH COMPUTERS

10. Genetic Algorithms:

** Inspired by the process of natural selection, genetic algorithms use the
computer-based evolution to optimize solutions in various applications,
such as engineering design, scheduling, and finance.

» Computers have a wide range of problem-solving capabilities offering
speed, accuracy, scalability & the ability to handle vast amounts of data.

» Combining human creativity, critical thinking, and domain knowledge
with the computational power of computers can lead to innovative and

effective problem-solving approaches in numerous fields. T ‘ ﬂ



FRAMEWORK FOR PROBLEM SOLVING

¢ A problem-solving framework is a structured approach or methodology
used to tackle challenges, analyze issues, and arrive at effective solutions.

s Various problem-solving frameworks exist & choice of a specific one
depends on the nature of the problem and the context in which It occurs.

¢ A general problem-solving framework that can be adapted to :

1. Identify the Problem:

» Clearly define and understand the problem or challenge at hand.

» Gather all relevant information, data and context related to the problem.

* Try to identify the type of the problem.

 Try to know about the scope of the problem. fT , l ﬂ



FRAMEWORK FOR PROBLEM SOLVING

2. Analyze the Problem:

 Break down a problem into small components to understand its structure.
« Identify patterns, trends, or underlying causes contributing to a problem.
3. Generate Possible Solutions:

 Brainstorm a no. of potential solutions without judgment or evaluation.

» Encourage creativity/diverse perspective to explore different approaches.
4. Evaluate and Select a Solution:

 Analyze each potential solution's pros, cons, and feasibility.

 Consider the impact of each solution on stakeholders and resources.

» Select the most appropriate solution based on the evaluation. ri‘/ﬁ '1



FRAMEWORK FOR PROBLEM SOLVING

5. Plan the Implementation:

 Develop a plan outlining the steps required to implement chosen solution.
» Allocate necessary resources, assign responsibilities and set timelines.

6. Implement the Solution:

» Put the chosen solution into action as per the planned implementation.

» Monitor progress and make adjustments as needed.

/. Evaluate the Outcome:

» Assess the results of the implemented solution against the predefined
criteria for success.

» Analyze any unexpected outcomes or lessons learned during thT[T)ﬂ ﬂ



FRAMEWORK FOR PROBLEM SOLVING

8. Iterate and Improve:

« |f the solution falls short, revisit the problem-solving process to identify
areas for improvement.
* Iteratively refine the approach based on feedback and new insights.

9. Document the Process:

 Record the entire problem-solving process, including steps taken, data
used, and decisions made.
» Documenting the process helps with future reference and learning from

past experiences. rT' ! ﬂ



FRAMEWORK FOR PROBLEM SOLVING

10. Reflect and Learn:

« Reflect on the problem-solving experience and identify strengths and
areas for growth.

 Use learnings from this problem to improve all the future endeavors.

¢ It's Important to note that problem-solving is not always linear, and some
steps might be revisited or adapted as new information emerges.

» An effective problem-solving often involves collaboration, open
communication and a willingness to explore unconventional solutions.

¢ A structured framework, critical thinking, creativity & adaptability at the

Individuals & team levels can help arrive at robust solutions. r’«ﬂ ‘ﬂ
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FLOWCHART

*» Flowcharts are graphical representations used to visually depict the flow
of a process, system, or algorithm.

¢ They provide a clear and easy-to-understand visualization of the
sequence of steps, decisions, and actions involved in a particular process.

*» Flowcharts are widely used in various fields, including computer

programming, engineering, business, and problem-solving.

*»» Here are some key elements and symbols commonly used in flowcharts:

1. Start and End Symbol:

¢ This symbol represents the beginning and end points of the flowchart.

» It 1s usually represented as an oval shape. rT , l ' l




FLOWCHART

2. Process Symbol:

» It represents a specific action or process performed within the flowchart.

“» It is typically represented as a rectangle with rounded corners.

3. Decision Symbol:

¢ This symbol iIs used to depict a decision point where a yesor-no question
or condition is evaluated.

*» It Is represented as a diamond shape.

4. Connector/Flowline:

¢ These are arrows or lines connecting different symbols, showing the

flow or sequence of actions within the flowchart. rT, ‘l ﬂ



FLOWCHART

5. Input/Output Symbol:

¢ It represents the input or output of data or information in the process.

¢ It Is represented as a parallelogram shape.

6. Predefined Process:

¢ This symbol represents a sub-process that Is defined elsewhere in the
flowchart or another part of the system.

*» It Is represented as a rectangle with double vertical lines on each side.

/. On-Page Connector:
¢ It 1s used to connect different parts of a flowchart located on same page.

“* It Is represented as a small circle with a letter or number insidef'f’,“! ‘ ﬂ



FLOWCHART

8. Off-Page Connector:

¢ This symbol is used to connect different parts of a flowchart located on
different pages.

It Is represented as a small circle with a letter or number inside, followed
by a line extending to the connecting page's symbol.

» Flowcharts are created by arranging these symbols in a logical sequence,
following the flow of the process or algorithm.

» Each symbol is connected to the next using flowlines, which indicate the
order of execution.

» Arrows on the flowlines show the direction of the flow. rT’,‘l ﬂ



FLOWCHART

» Flowcharts are an excellent tool for understanding complex processes,
Identifying bottlenecks, and finding opportunities for improvement.

» They are also valuable for documenting and communicating procedures,
algorithms, and decision-making processes.

» Additionally, flowcharts are widely used in computer programming to
design, analyze, and debug algorithms and programs.

» Overall, flowcharts serve as a powerful visual aid in problem-solving

and process management.



ALGORITHM

¢ Algorithms are step-by-step procedures or sets of rules designed to solve
specific problems, perform calculations, or accomplish tasks.

¢ They are fundamental to computer science and are used in various fields,
Including mathematics, engineering, data analysis and Al.

» Algorithms provide a precise and systematic way of solving problems
and are crucial in programming, where they are implemented as code to
Instruct computers on how to carry out specific tasks.

“+ Key Characteristics of Algorithms:

1. Input: An algorithm takes one or more inputs, which are the data.or

Information required to perform the task. fT , l ﬂ




ALGORITHM

2. Output: It produces an output, which is the result or solution generated
by the algorithm based on the given inputs.

3. Definiteness: Algorithms have clear and unambiguous instructions for
each step, leaving no room for ambiguity or interpretation.

4. Finiteness: Algorithms must have a finite number of steps, meaning they
eventually reach a conclusion within a limited amount of time.

5. Feasibility: Each step in the algorithm must be feasible and achievable
using the resources available.

6. Independence: The steps in an algorithm should be independent of each

other, meaning the order of execution does not affect the final reﬁqu’,di ‘ '1



ALGORITHM

» Examples of Algorithms:

1. Sorting Algorithms:

¢ Sorting algorithms, such as Bubble Sort, Insertion Sort, and Quick Sort,
arrange elements in a specific order (e.g., ascending or descending).

2. Searching Algorithms:

¢ Searching algorithms, like Linear Search and Binary Search, find the
presence or location of a specific element within a collection of data.

3. Factorial Calculation:

*+ An algorithm to calculate the factorial of a given number, such as 5!

(5factorial), which equals5 x4 x3x 2 x 1 =120. rT,‘l ﬂ



ALGORITHM

4. Euclidean Algorithm:
¢ Used to find the greatest common divisor (GCD) of two numbers.
5. Dijkstra's Algorithm:

¢ Finds the shortest path between two nodes In a graph, often used In
navigation systems.

6. Machine Learning Algorithms:

¢ Various algorithms are used in machine learning, such as Decision Trees,
Support Vector Machines, and Neural Networks, to learn patterns from

data and make predictions or decisions. rTﬂ ﬂ



ALGORITHM

»» Algorithms play a crucial role in developing the software applications,
databases, optimization problems & problem-solving in general.

» Analyzing and designing efficient algorithms is an essential aspect of
computer science and can significantly impact the performance and
scalability of applications and systems.

» With the advancement of technology, the development & optimization of
algorithms continue to be an active and evolving field of study.

R N



PSEUDO CODE

¢ The pseudocode is a high-level, informal description of a computer
program or algorithm.

¢ It uses a mixture of natural language and programming language-like
constructs to outline the steps and logic of the solution without adhering
to the specific syntax of any programming language.

»» Pseudocode serves as an intermediate step between the initial algorithm
design and the actual implementation in a programming language.

¢ The main purpose of pseudocode is to help developers and programmers
understand and communicate the logic of an algorithm or program

before translating it into a specific programming language. ri",‘l ﬂ



PSEUDO CODE

» It allows for easy revision, readability, and comprehension, making it an

effective tool for discussing and refining solutions with team members.
s Example of pseudocode to calculate the sum of the first N natural

numbers can be given as follows:

1. Initialize Sum to 0.

2. Initialize a variable 1 to 1.

3. Repeat the following steps until 1 is greater than N.

4. Add the value of 1 to the Sum.

5. Increment 1 by 1.

6. Output the value of Sum. rT , l ﬂ



PSEUDO CODE

*» In this example, the pseudocode uses common programming concepts
like variables, loops, etc. without adhering to any specific syntax rules.

» Easy to understand and translate into various programming languages
based on the specific requirements and language syntax.

*» Pseudocode is more helpful when dealing with complex algorithms or
logic, as it allows programmers to focus on the high-level design without
getting bogged down In language-specific details.

It i1s widely used in the early stages of software development, helping
developers plan and structure their code before diving into actual coding.

R A N



DATASTRUCTURES

+»» Data structures are fundamental constructs in computer science used to
organize, store, and manipulate data efficiently.

s They provide a way to represent and manage data in a structured and
organized manner, enabling various operations and algorithms to be
performed on the data effectively.

¢ Different data structures have different strengths and are suitable for
specific types of problems or tasks.

s Some common data structures include Arrays, Linked Lists, Stacks,

Queues, Trees, Graphs, Hash Tables, Heaps, Trie, etc. |



DATASTRUCTURES

1. Arrays:

> Arrays are a collection of elements of the same data type, each identified
by an index or a key.

¢ They provide fast access to elements based on their index but may have
fixed sizes, making dynamic resizing challenging.

2. Linked L.ists:

¢ Linked lists are sequences of nodes, where each node contains data and a
reference to the next node in the list.

¢ They allow for dynamic sizing and efficient insertion and deletion but

have slower random access compared to arrays. rT‘,\I\ ‘ﬂ



DATASTRUCTURES

3. Stacks:

+»» Stacks follow the Last In, First Out (LIFO) principle.

*» Elements are added and removed from the same end (top), making it
useful for implementing undo operations and recursive algorithms.

4. Queues:

¢ Queues follow the First In, First Out (FIFO) principle.

*» Elements are added at the rear (enqueue) and removed from the front

(dequeue), making it suitable for tasks requiring ordered processing.
5. Trees:

s Hierarchical data structures with single root node & various cTITnﬁ ﬂ
**E.qg. Binary Trees, Binary Search Trees, AVL Trees. { L]



DATASTRUCTURES

6. Graphs:
¢ Graphs consist of nodes (vertices) connected by edges.

\/

¢ They are useful for modeling complex relationships and networks.
7. Hash Tables:

¢ They use a hashing function to map keys to specific locations in an array.
¢ They provide fast data retrieval based on keys.

8. Heaps:

*»» Heaps are binary trees with specific ordering properties.

»» Binary Heaps, such as Min Heap and Max Heap, are often used in

priority queues and sorting algorithms. rT, l ﬂ




DATASTRUCTURES

9. Trie:

“» Atrie is a tree-like data structure used for efficient retrieval of strings
and searching for words or prefixes.

» Data structures play a crucial role in various computer algorithms and
operations, affecting the efficiency & performance of s/w applications.

» Selecting the appropriate data structure for a specific problem is a critical
aspect of algorithm design and optimization.

» By understanding and utilizing data structures effectively, programmers
can improve the speed, memory usage & overall performance of s/w.

R EE)
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Chapter No-2
Logical and Algorithmic Thinking



Inductive Vs Deductive arguments

* Inductive and deductive arguments are two fundamental types of
reasoning used to draw conclusions from premises or evidence. They
differ in their approaches and the degree of certainty in their
conclusions:



Inductive Arguments:

* Inductive reasoning involves drawing general conclusions from
specific observations or evidence.

* In an inductive argument, the premises provide evidence or instances,
and the conclusion extends beyond the given information.

* Inductive reasoning does not guarantee the truth of the conclusion
but rather establishes its likelihood.

* The strength of an inductive argument depends on the quantity and
qguality of the evidence provided.



Example of an inductive argument:

* Premise 1: Every day for the past week, the sun has risen in the east.
Premise 2: Every day for the past week, the tides have followed a

predictable pattern.

* Conclusion: Therefore, the sun will likely rise in the east tomorrow,
and the tides will likely follow the same pattern.

* In this example, the conclusion is based on observations from the
past week. While it is likely to be true, there is still a possibility that an
unforeseen event might cause a different outcome.



2.Deductive Arguments:

* Deductive reasoning involves drawing specific conclusions from
general principles or premises.

* In a deductive argument, if the premises are true, the conclusion
must also be true.

* It provides absolute certainty, assuming the premises are accurate
and the logical structure is valid.



Example of a deductive argument:

* Premise 1: All humans are mortal. Premise 2: John is a human.
Conclusion: Therefore, John is mortal.

* In this example, the conclusion is a logical necessity based on the
general principle that all humans are mortal. As long as the premises
are true, the conclusion cannot be false.



Deductive Reasoning Inductive Reasoning
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Conclusion : . . S o
reached directly by applying logical rules  reached by _generalizing the premises
to the premises, information.
e If the premises are true, the conclusion  if the premises are true, the conclusion
Validity ,
must be true. IS probably true.
More difficult to use {mainly in logical Used often in everyday life (fast and
Usage problems). One needs facts which are easy). Evidence is used instead of

definitely true. proved facts.



INDUCTIVE REASONING

DEDUCTIVE REASONING
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ogic, Boolean Logic, Symbolic Logic

* logic, Boolean logic, and symbolic logic are powerful tools that enable
clear and systematic reasoning, making them essential components of
various intellectual disciplines and practical applications.



1. Logic:

* Logic is the study of reasoning, arguments, and the principles of valid
inference.

* It aims to distinguish between valid and invalid reasoning by analyzing
the structure of arguments rather than the content of the statements

involved.

* Logic provides a framework for critical thinking, problem-solving, and
decision-making. It is used in various fields, including mathematics,
philosophy, computer science, and linguistics.

* Logic is typically divided into two main branches:



1.Formal Logic:

* Formal Logic: Focuses on the formal representation of statements
and the structure of arguments.

* It uses symbols and rules to analyze the validity of logical statements
and inferences.

* Formal logic is further divided into propositional logic and predicate
logic.

* Deals with everyday reasoning and arguments found in natural
language.

* It is concerned with the content of statements and the use of
evidence and reasoning to support or refute claims.



2. Informal Logic:

* |t Deals with everyday reasoning and arguments found in natural
language.

* |t is concerned with the content of statements and the use of
evidence and reasoning to support or refute claims.



2.Boolean Logic:

* It is also known as Boolean algebra, is a specific form of symbolic logic
developed by George Boole in the mid-19th century.

* It deals with binary variables that can take only two values: true
(represented by 1) and false (represented by 0).

* In Boolean logic, logical operations are performed using three
fundamental operators: AND, OR, and NOT.

* AND (conjunction): Represents the logical product. It evaluates to
true only when both operands are true.

* OR (disjunction): Represents the logical sum. It evaluates to true
when at least one of the operands is true.



Boolean Logic:Continue

* NOT (negation): Represents the logical complement. It reverses the
truth value of the operand.

* Boolean logic is widely used in digital electronics, computer
programming, and circuit design.

* |t forms the basis of binary arithmetic and is fundamental to
computer hardware and software.



3.Symbolic Logic:

* Symbolic logic is a formalized system of representing logical statements and
arguments using symbols rather than natural language.

* It allows complex reasoning to be expressed in a precise and unambiguous
manner.

e Symbolic logic is commonly used in mathematics, philosophy, and computer
science for advanced reasoning and formal proofs.

* In symbolic logic, variables, constants, and logical operators are represented
by specific symbols.

* For example, propositions (statements) can be represented using letters like p,
g, I, etc.

* Logical operators, such as AND (A), OR (V), and NOT (=), are used to combine
and manipulate these propositions.



L_ogical operators and their symbols:

* Logical operators are used in logic and computer programming to
manipulate truth values (true or false) of propositions or statements.

* These operators allow us to combine, negate, or modify propositions
to create more complex logical expressions.

* Here are the most common logical operators and their symbols:



1.NOT (Negation): Symbol: -

* NOT (Negation): Symbol: - (also ~ is sometimes used in programming
languages)

* The NOT operator takes a single proposition and reverses its truth
value. For example:

 RIf p is true, then —p is false.
* RIf p is false, then —-p is true.



2.AND (Conjunction): Symbol: A

* The AND operator takes two propositions and returns true if both
propositions are true; otherwise, it returns false. For example:

* RlIf p is true and q is true, then p A q is true.
* RIf p is true and q is false, then p A g is false.
 QBlIf p is false and q is true, then p A g is false.

 RIf p is false and q is false, then p A g is false.
* 3.0R (Disjunction): Symbol: V



3.0OR operator

* The OR operator takes two propositions and returns true if at least
one of the propositions is true; otherwise, it returns false. For
example:

 PlIf p is true and q is true, then p V g is true.
* RlIf pis true and q is false, then p V g is true.
* RIf p is false and q is true, then p V q is true.

* RlIf p is false and q is false, then p V q is false.



4. XOR (Exclusive OR): Symbol: &

* The XOR operator takes two propositions and returns true if exactly one of the
propositions is true; otherwise, it returns false. For example:

 Blif pis true and g is true, then p @ q is false.
 Plif pis true and q is false, then p @ qis true.
* RlIf pis false and g is true, then p @ q is true.
* Blif p is false and q is false, then p @ q is false.

* These logical operators serve as building blocks for constructing more complex
logical expressions and are widely used in various fields, such as mathematics,
computer science, and philosophy.

* They are particularly essential in Boolean algebra and Erogrammin% where
they are used to control the flow of algorithms and make decisions based on
specific conditions.



Propositional Logic:

* Propositional logic, also known as sentential logic or propositional calculus, is a branch of formal
logic that deals with the study of propositions, logical operators, and the relationships between

them.

* In propositional logic, propositions are statements that can either be true or false but not both.

* It focuses on the logical structure of statements rather than the meaning or content of the
statements themselves.

* In propositional logic, we use symbols to represent propositions and logical operators to combine
or modify them to form more complex logical expressions.

* These symbols are often chosen from the uppercase letters of the alphabet, such as p, g, r, etc.

* Each proposition can be assigned a truth value: true (represented by 1) or false (represented by
0).



The main logical operators used in propositional logic
are:

* 1.NOT (Negation): Symbol: = (also ™~ is sometimes used)

* The negation operator - takes a proposition and reverses its truth
value. If p is a proposition, then —p is the negation of p. For example:

* RIf p is true, then —p is false.
* PlIf p is false, then —p is true.



2.AND (Conjunction): Symbol: A

* The conjunction operator A takes two propositions and returns true if
both propositions are true; otherwise, it returns false. If p and g are
propositions, then p A g represents the logical AND of p and g. For
example:

* RlIf p is true and q is true, then p A q is true.
 PlIf p is true and q is false, then p A g is false.
* Plif pis false and q is true, then p A g is false.

 RIf p is false and q is false, then p A g is false.



3.0R (Disjunction): Symbol: v

* The disjunction operator V takes two propositions and returns true if
at least one of the propositions is true; otherwise, it returns false. If p

and g are propositions, then p V q represents the logical OR of p and
g. For example:

* RlIf pis true and q is true, then p V q is true.
 PlIf pis true and q is false, then p V q is true.
* Plif pis false and q is true, then p V g is true.

 RIf p is false and q is false, then p V g is false.



4. IMPLICATION (Conditional):

* IMPLICATION (Conditional): Symbol: - (also = or D is sometimes
used)

* The implication operator - takes two propositions (p and q) and
returns false only if the antecedent (p) is true and the consequent (q)
is false; otherwise, it returns true. For example:

* RlIf pis true and q is true, then p = q is true.

* RlIf p is true and q is false, then p - q is false.
 RIf p is false and q is true, then p - q is true.
 RIf p is false and q is false, then p - q is true.




Propositional logic

* Propositional logic is a fundamental part of formal reasoning, used in
fields like mathematics, computer science, philosophy, and linguistics.

* It serves as the basis for constructing logical proofs, analyzing the
validity of arguments, and solving various logical puzzles.



Algorithmic Thinking: Algorithms, Intuition vs
precision:

* Algorithmic thinking involves the ability to approach problem-solving
and decision-making in a step-by-step, systematic manner using
algorithmes.

* Algorithms are well-defined sets of instructions or procedures that
describe how to perform a specific task or solve a particular problem.

 Algorithmic thinking is a key skill in computer science, programming,
mathematics, and other fields where complex problems need to be
broken down into manageable steps.



ALGORITHM

* Algorithms are fundamental to computer programming, where they
are implemented using programming languages to automate tasks
and solve problems efficiently.

* They play a crucial role in modern technology, enabling the
development of complex software, data processing systems, artificial
intelligence, and more.



Characteristics of Algorithms:

* 1.Precise and Unambiguous: Algorithms must be precisely defined
with unambiguous instructions, leaving no room for ambiguity or
interpretation. Each step should be well-understood and explicitly
stated.

 2.Input and Output: An algorithm takes some input(s), processes
them through the defined steps, and produces an output. It should
specify what information is required to start the algorithm and what
result is expected at the end.

* 3.Finiteness: Algorithms must be finite, meaning they should have a
well-defined stopping point after a finite number of steps. They
cannot go on indefinitely.



Characteristics of Algorithms:

* 4.Determinism: An algorithm should be deterministic, meaning that
given the same input, it should always produce the same output, and
the steps should be executed in a well-defined order.

 5.Effectiveness: Algorithms should be effective, meaning they must
be feasible to execute and must not rely on unachievable or
impractical steps.



Examples of Algorithms:

* 1.Arecipe for baking a cake, with precise instructions on the
ingredients, measurements, and baking times.

e 2.A sorting algorithmée.g., Bubble Sort, Merge Sort) that arranges a
list of items in a specific order.

* 3.An algorithm for calculating the factorial of a number, which
involves a series of multiplications.

* 4 A navigation algorithm used by GPS devices to find the shortest
route between two locations.

* 5.An encryption algorithm used to secure communication and data
transmission.



Intuition In Algorithmic Thinking:

* Intuition refers to the ability to make decisions or solve problems
based on instinct, gut feeling, or prior experiences without explicitly
following a structured, step-by-step approach.

* It is a form of subconscious processing that draws upon patterns, past
knowledge, and understanding to arrive at a solution quickly.

* Intuition often works well when dealing with familiar or well-
practiced situations, allowing individuals to make rapid decisions
without a detailed analysis.



Intuition

* In algorithmic thinking, intuition can be useful at the initial stages of
problem-solving, as it helps identify potential approaches or insights.

* It may also play a role in optimizing algorithms or making quick
judgments.

* However, relying solely on intuition in complex problem-solving can
lead to errors or missed opportunities for more efficient solutions.



Precision Algorithmic Thinking:

 2.Precision in algorithmic thinking involves a structured, methodical
approach to problem-solving, emphasizing clear and unambiguous
instructions.

* It requires careful analysis of the problem, identification of key
variables, and systematic construction of algorithms to achieve the

desired outcome.

* Precision ensures that each step in the algorithm is well-defined, and
the solution is correct, reproducible, and efficient.



Precision

* In algorithm design and implementation, precision is crucial to avoid
errors, ensure the correctness of the algorithm, and achieve optimal
performance.

* Precise algorithms are easier to debug, modify, and maintain, making
them more reliable and scalable in various contexts.



Balancing Intuition and Precision In
Algorithmic Thinking:

* The most effective algorithmic thinking often involves a balance between
intuition and precision.

* Here's how the two aspects can work together:

* 1.Exploration and Insight: Intuition can guide initial explorations and inspire
creative solutions. By tapping into past experiences and patterns, intuition can
help identify potential algorithms or approaches.

e 2.Validation and Refinement: Once an intuitive approach is identified,
precision comes into play to rigorously analyze the algorithm, validate its
correctness, and refine its steps. This involves careful testing, debugging, and
optimization.



Balancing Intuition and Precision In
Algorithmic Thinking:

e 3.Iteration and Improvement: Algorithmic thinking often involves an
iterative process of refining and improving the algorithm based on
feedback and new insights. Intuition can guide this iterative process,
leading to more efficient and effective solutions.

4 Verification: Precise reasoning and formal analysis are used to verify
the correctness and efficiency of the final algorithm, ensuring that it
works as intended and meets the desired requirements.



Logical and algorithmic thinking:

 Logical and algorithmic thinking are essential skills used in various
fields, including computer science, mathematics, problem-solving,
and decision-making.

* They involve breaking down complex problems into smaller,
manageable components and developing step-by-step processes to
arrive at a solution.



Logical thinking

* Logical thinking is the process of reasoning using a systematic approach to reach valid conclusions
based on given information or premises. It involves analyzing information, identifying patterns,
and making deductions.

* Some key aspects of logical thinking include:

* Deductive Reasoning: Drawing specific conclusions from general principles or premises. For
example, if all humans are mortal (premise) and John is a human (information), then you can
logically deduce that John is mortal.

* Inductive Reasoning: Drawing general conclusions based on specific observations or evidence.
For example, if you observe that every cat you've seen has fur, you might induce that all cats have
fur.

* Abstraction: Ignoring irrelevant details and focusing on essential characteristics of a problem or
situation to understand its core structure.

* Pattern Recognition: Identifying recurring structures or relationships within a given set of data or
information.



Algorithmic Thinking:

* Algorithmic thinking involves formulating a precise sequence of steps or instructions to solve a
particular problem. It is the foundation of programming and problem-solving in computer
science. Key elements of algorithmic thinking include:

* Decomposition: Breaking down a complex problem into smaller, more manageable subproblems.
Each subproblem can be tackled separately, making the overall task easier to handle.

e Pattern Generalization: Identifying patterns or commonalities in various problems and
developing general approaches to solve them.

* Iteration and Recursion: Using repetition or self-referencing to solve problems more efficiently.

* Efficiency and Optimization: Striving to find the most efficient solution in terms of time and
resources.

e Correctness and Precision: Ensuring that the algorithm is well-defined, and each step is
unambiguous and leads to the correct result.



Algorithmic thinking

e Algorithmic thinking combines intuition and precision to tackle
complex problems efficiently.

* While intuition provides initial insights and creative approaches,
precision ensures that the resulting algorithms are well-defined,
correct, and optimized for practical use.

e Striking the right balance between these two aspects is essential for
successful algorithmic thinking and problem-solving.



Comparision between Logical thinking Algorithmic
Thinking:

* Both logical and algorithmic thinking are closely related, and they
often complement each other.

* Logical thinking helps in understanding the problem and reasoning
about potential solutions, while algorithmic thinking focuses on
constructing a clear and structured solution.

* Developing these skills can improve problem-solving abilities,
enhance critical thinking, and lead to more effective decision-making
in various domains.

* Practicing logic puzzles, coding exercises, and real-world problem-
solving will help strengthen these cognitive abilities over time.



Defining algorithms:

* An algorithm is a precise and well-defined set of step-by-step_
instructions or procedures that describe how to solve a specific
problem or perform a particular task.

* It is a formalized method for solving problems that can be executed
by a computer, a human, or any other entity capable of following
instructions.

* In essence, an algorithm is a recipe or a blueprint that guides the
Brocess of problem-solving, providing a clear sequence of actions to
e taken to achieve the desired outcome.

* It is essential in computer science, mathematics, engineering, and
many other fields where tasks need to be automated or
systematically solved.



Algorithm constructs:

« Algorithm constructs are fundamental building blocks used to design
and represent algorithms.

 These constructs provide the necessary control flow and data
manipulation mechanisms to solve problems effectively.

* Here are some common algorithm constructs:



1.Sequence:

 The sequence Is the simplest algorithm construct and represents a
linear sequence of steps to be executed one after another, in order.
Each step performs a specific operation or task, and the next step
proceeds after the completion of the previous one.

« Example:

 1.Read input from the user.
« 2.Perform calculations.

« 3.Display the result.




2.Selection (Conditional):

« Selection is an algorithm construct that introduces decision-making
based on conditions. It involves using IF-THEN-ELSE or switch-case
statements to choose between different courses of action based on the
truth value of certain conditions.

« Example (IF-THEN-ELSE): IF condition THEN Perform action A
ELSE Perform action B



3.1teration (Looping):

* Iteration is an algorithm construct that allows a set of instructions to
be repeated multiple times until a specific condition is met. This Is
achieved through loops, such as FOR, WHILE, and DO-WHILE
loops.

« Example (FOR loop): FOR 1 =1 to 10 Perform action I



4.Recursion:

 Recursion Is a technique in which a function or algorithm calls itself to
solve a problem. It involves breaking a complex problem into smaller,
more manageable subproblems and solving each subproblem
recursively until the base case is reached.

« Example: Factorial(n): IFn =0 THEN RETURN 1 ELSE RETURN n
* Factorial(n-1)



5.Data Structures:

* Data structures are used to organize and store data efficiently.
Common data structures like arrays, linked lists, stacks, queues, and
trees are essential in algorithms for managing and accessing data.

* Example (Array):

e 1.Create an array of size n.

e 2.Insert elements into the array.

e 3.Access elements in the array using their indices.



6.Modularization:

Modularization involves dividing an algorithm into smaller, self-contained
modules or functions. This makes the algorithm more organized, readable,
and maintainable.

Example: Function A: Perform action 1 Perform action 2
Function B: Perform action 3 Perform action 4
Main algorithm: Call Function A Call Function B

These algorithm constructs can be combined and nested to desiﬁn algorithms
that efficiently solve complex problems and perform specific tasks. The choice
of constructs depends on the nature of the problem and the desired
outcomes. Well-structured algorithms help improve code readability,
maintainability, and performance.



Controlling algorithm execution:

* Controlling algorithm execution refers to the mechanisms used to
manage the flow of operations within an algorithm, determining
which steps are executed and in what order.

* This control flow is essential for ensuring that the algorithm behaves
correctly and produces the desired results.

e Several constructs are commonly used to control the execution of
algorithmes:



1.Conditional Statements:

* Conditional statements, such as IF-THEN-ELSE or switch-case, allow
algorithms to make decisions based on certain conditions.

* These conditions are evaluated, and the algorithm takes different
actions based on whether the conditions are true or false.

* Example (IF-THEN-ELSE): IF x > O THEN Perform action A ELSE Perform
action B



2.L.ooping (lteration):

* Loops enable repetitive execution of a set of instructions until a
specified condition is met. This is particularly useful when performing
operations on a collection of data or when performing tasks multiple
times.

 Example (WHILE loop): WHILE x < 10 DO Perform action A Increment
X by 1



3.Recursion:

* Recursion allows an algorithm or function to call itself, effectively
solving a problem by breaking it down into smaller subproblems.

* The algorithm continues to call itself until a base case is reached, at
which point it returns results to the previous levels of the recursion.

* Example (Factorial using recursion): Factorial(n): IF n =0 THEN
RETURN 1 ELSE RETURN n * Factorial(n-1)



4.Branching and Jumping:

* Branching and jumping statements are used to transfer control flow
to specific points in an algorithm. They are commonly used in
structured programming to alter the natural flow of execution based
on certain conditions or events.

e Example (Jumping): IF condition THEN GOTO label



5.Error Handling:

* Error handling mechanisms are used to manage exceptional
situations or errors that may occur during algorithm execution. They
ensure that the algorithm can gracefully handle unexpected events
and recover or terminate appropriately.

* Example (Error Handling): TRY Perform actions CATCH exception
Handle the exception



6.Modularity:

* Modularity involves breaking an algorithm into smaller, manageable
modules or functions. Each module can perform a specific task, and
the main algorithm calls these modules as needed. Modularity
enhances readability and facilitates code reuse.

* Example (Modularity): Function A: Perform action 1 Perform action 2
* Function B: Perform action 3 Perform action 4
* Main algorithm: Call Function A Call Function B

* By using these control flow constructs effectiveI?/, algorithm designers
can create efficient, structured, and organized algorithms that achieve
their intended goals and handle various situations gracefully. Proper
control over algorithm execution is crucial for accurate and reliable
problem-solving in computer science and other domains.



Complex conditionals:

 Complex conditionals refer to situations where conditional
statements in algorithms involve multiple conditions and
combinations of logical operators. These conditionals are used to
make decisions based on a variety of possible scenarios, requiring
more sophisticated logic to control the flow of execution.

* Complex conditionals often involve the use of logical operators, such
as AND (conjunction), OR (disjunction), and NOT (negation), to
combine multiple conditions. They can include nested conditional
statements, where one condition depends on the outcome of another
condition, or multiple conditions evaluated in sequence.



Complex conditionals:

* In this example, there are four possible combinations of x and y
values, and the nested IF-THEN-ELSE conditions handle each case

accordingly.

 Complex conditionals are prevalent in real-world algorithms where
decisions depend on a variety of factors. Properly designing and
testing these conditionals is crucial to ensure the algorithm behaves
correctly in all scenarios and produces accurate results. It is essential
to maintain clarity and readability in complex conditionals to avoid
errors and improve the algorithm's maintainability.



Examples of complex conditionals:

1.Nested IF-THEN-ELSE:

2.IF temperature > 30 THEN

3. IF humidity > 60 THEN

4, PRINT "It's hot and humid."

5. ELSE
6. PRINT "It's hot, but not very humid."
7.ELSE

8. PRINT "It's not very hot today."

In this example, the outer IF-THEN-ELSE checks the temperature, and based on that, it goes into a
nested IF-THEN-ELSE to check the humidity level and print different messages accordingly.



Complex Logical Conditions:

* [F (temperature > 25 AND (humidity < 40 OR (windSpeed > 20 AND
isSunny = true))) THEN

e WEATHER _CONDITION = "Warm and dry."
* ELSE
* WEATHER _CONDITION = "Mixed conditions."

* Here, the complex conditional considers multiple weather factors,
such as temperature, humidity, wind speed, and whether it's sunny,
to determine the overall weather condition.



Combining Logical Operators:

* [F (age >= 18 AND age <= 60) OR (isStudent = true AND age < 25)
THEN

«  ALLOW ACCESS
« ELSE
DENY_ACCESS

* In this example, the conditional checks if the person is between 18
and 60 years old or is a student below the age of 25. If either of these
conditions is true, access is allowed; otherwise, access is denied.



Multiple Nested Conditions:

IF x >0 THEN
IFy>0THEN
PRINT "Both x and y are positive."
ELSE
PRINT "x is positive, but y is not."
ELSE
IFy>0THEN
PRINT "y is positive, but x is not."
ELSE
PRINT "Both x and y are non-positive."



Thank You



unit I11

Phases of Computational
Thinking



What is Computational Thinking?

* Computational thinking is a problem-solving approach that leverages
concepts from computer science.

* It involves breaking down complex problems into smaller, manageable
steps.

* It emphasizes the importance of abstraction, focusing on the essential
details while ignoring irrelevant ones.

* It encourages the development of algorithms, which are step-by-step
instructions for solving a problem.



Computational Thinking

* Computational thinking is not just about coding.

* It's a way of thinking that can be applied to various aspects of our
lives.

 Computational thinking is a problem-solving approach that leverages
concepts from computer science.

* It equips us to break down complex problems into smaller,
manageable steps and develop solutions using algorithms and data
structures.

* Here's a breakdown of the key phases involved in computational
thinking:



Real-World Applications of Computational
Thinking

* Briefly showcase examples of how computational thinking is used in
various fields like:

 Science: Data analysis and modeling in research

* Engineering: Desighing complex systems and algorithms
* Business: Decision-making and optimization processes

* Healthcare: Medical diagnosis and treatment planning



Data Representation

e Data representation deals with how information is stored and manipulated in
a computer system.

* It's the foundation for how computers store, process, and transmit data.

e Data representation refers to the methods used to encode information into a
format that can be processed by a computer system.

* This includes numbers, text, images, audio, and any other type of information
that can be digitized.

* Different data types require different representation schemes.



1. The Binary Backbone:

* The Binary Backbone: At the heart of it all lies the binary system.
Computers use this system of zeros (0) and ones (1) to represent

everything.
 Each O or 1 is called a bit, and groups of 8 bits form a byte.

* By cleverly combining these bits, computers can represent different
types of data.



2.Numbers In Disguise:

 Numbers we use (decimal system) are converted to binary for
storage.

* There are different ways to represent numbers within the binary
system, depending on factors like range and precision.



3. Text as Code:

e Text characters like letters, numbers, and symbols are assigned
unigue codes using character encoding schemes like ASCII or Unicode.

* This allows the computer to understand individual characters and
display them correctly.



Images In Pixels:

* An image is essentially a grid of tiny squares called pixels.

* Each pixel has a color value, which is again represented in binary
depending on the color depth (number of bits used per pixel).



Abstraction

* Abstraction is the process of focusing on the essential details of
something while ignoring irrelevant ones.

* It allows us to create a simplified model or representation of a
complex object, system, or idea.

* This simplified model captures the key features that are important for
a specific purpose.

* Abstraction allows us to focus on the essential features of data
without getting bogged down in the details.

* For example, we can represent a student's grade as an A, B, or C
without needing to know the specific numerical score.



Benefits of Abstraction

* Improves understanding: By focusing on the essential details, abstraction
makes complex concepts easier to grasp.

* Enhances code reusability: In programming, abstract classes and functions
can be reused in different contexts, promoting modularity and code
maintainability.

* Simplifies problem-solving: By abstracting away unnecessary details, we can
focus on the core problem and develop more efficient solutions.

e Promotes better communication: Abstraction allows us to communicate
complex ideas effectively by focusing on the key points.



Examples of Abstraction in Everyday Life

* Maps provide an abstract representation of a geographical area,
focusing on essential landmarks and routes.

* A clock represents an abstraction of time, focusing on hours, minutes,
and seconds.

* A car speedometer abstracts away the complex mechanics of the
engine, displaying only the speed relevant to driving.



Phases of Computational Thinking

1. Problem Formulation

2. Decomposing the Problem(Decomposition)
3. Pattern Recognition

4. Developing a Solution (Algorithm Design)
5

6

. Generalization
. Evaluation

* By understanding these phases, we can approach challenges with a
more analytical and creative mindset.



1. Problem Formulation

* Problem formulation is the first step in the computational thinking
process.

e problem formulation is absolutely critical.

* It's the foundation for devising effective solutions and ensuring your
data is stored, processed, and used efficiently.

* It involves clearly defining the problem we are trying to solve.
* What are the inputs?

* What are the desired outputs?

* What are the constraints?




Here's how problem formulation plays a key
role:

* ldentifying the Need: The first step is understanding why you need a
specific data representation. Are you dealing with limitations of
current methods? Is there a need for improved storage efficiency,
faster retrieval, or higher precision? Clearly define the objective
you're trying to achieve.

* Characterizing the Data: Understanding the data itself is crucial.
What type of data are you working with (numbers, text, images, etc.)?
What are its characteristics (size, range, precision, complexity)?
Analyzing the data's properties helps determine the most suitable
representation.



Here's how problem formulation plays a key
role:

* Considering Constraints: There might be limitations on processing
power, storage space, or compatibility with existing systems. For
instance, a space-efficient representation might not be ideal if it
requires complex computations for retrieval on resource-constrained

devices.

* Trade-Off Analysis: Different data representations offer various
advantages and disadvantages. Some might be space-efficient but
slow to access, while others might offer faster processing but
consume more storage. Problem formulation involves analyzing these
trade-offs to find the best balance for your specific needs.



Here are some examples of problem
formulation in data representation:

* Example 1: Image Compression: You need to store a large collection
of images on a device with limited storage. The problem formulation
would involve finding a balance between image quality (minimizing
data loss) and compression ratio (reducing storage size).

 Example 2: Financial Transactions: You're designing a system to
handle financial transactions that require high precision and fast
processing. The problem formulation would involve finding a data

representation for monetary values that offers both high precision for
C



2.Decomposion

* Once the problem is well-defined, we break it down into smaller,
more manageable subproblems.

 Decomposition is the process of breaking down a complex problem
into smaller, more manageable subproblems.

* By decomposing the problem, we can make it easier to understand,
analyze, and solve.

* This is similar to how we solve a complex jigsaw puzzle by focusing on
individual pieces and gradually putting them together.



Benefits of Decomposition:

 Decomposition provides several advantages:

1. Clarity: It helps break down a complex problem into smaller, more
understandable components.

2. Focus: It allows you to focus on specific aspects of the data
representation for each sub-problem.

3. Efficiency: It can lead to more efficient solutions by identifying
potential bottlenecks or areas for optimization.

4. Reusability: Solutions developed for sub-problems might be
reusable in other contexts.



|_et's look at an example of Decomposision:

* Problem: You need to store a large collection of weather data (temperatures, humidity, wind
speed) for historical analysis.

 Decomposition Steps:

e Sub-problem 1: Analyze data characteristics. We're dealing with numerical data (temperatures,
etc.) with varying ranges and potentially requiring high precision for scientific calculations.

e Sub-problem 2: Define the goal. We need a representation that balances storage efficiency with
the ability to perform precise calculations.

* Sub-problem 3: Identify constraints. Storage space might be limited, but processing power for
calculations is readily available.

By decomposing the problem, we can now explore different data structures like fixed-point numbers
or specific numeric libraries that offer a good balance between storage efficiency and precision for
calculations, considering the available processing power.



3. Pattern Recognition

* This phase involves identifying recurring patterns or trends within the
problem or the data associated with it.

* By recognizing patterns, we can identify similarities in different
subproblems and leverage existing solutions or approaches to solve
them efficiently.

* Pattern recognition allows us to generalize solutions and make them
more applicable to broader scenarios.

* It involves identifying recurring themes or characteristics within the
data and the desired outcome. Here's how it plays a crucial role:



Benefits of Pattern Recognition:

Pattern recognition offers several advantages

* Efficiency: It helps identify ways to represent data in a more compact
or efficient way by exploiting recurring patterns.

* Accuracy: Recognizing patterns in the data's usage can guide the
selection of a representation that preserves the necessary level of
detail for accurate calculations or analysis.

* Innovation: It can lead to the discovery of new or improved data
representation techniques by identifying patterns not previously
considered.



Pattern Recognition Example:

* Let's revisit our weather data example:
* Problem: Store weather data (temperatures, humidity, wind speed) for historical analysis.
e Pattern Recognition:

* Data Pattern: The data consists of numerical values within specific ranges (e.g.,
temperature range).

* Goal Pattern: We need high precision for calculations (e.g., calculating average
temperature).

* By recognizing these patterns, we can explore data structures like fixed-point numbers or
libraries designed for scientific calculations. These solutions often leverage patterns in
numerical data and calculation requirements to achieve efficient representation.



4.Developing a Solution (Algorithm Design)

» After decomposing the problem and recognizing patterns, we can
start crafting a solution.

* This might involve:
* Brainstorming different approaches.
* Considering existing algorithms or solutions that might be adaptable.

* Devising a step-by-step set of instructions (algorithm) to solve the
problem.

* The goal is to find a solution that is efficient, accurate, and scalable.



5. Generalization

* Generalization involves taking the solution developed for a specific
problem and making it applicable to a broader range of similar
problems.

* We focus on the core principles underlying the solution and adapt it
to different scenarios.

* This allows us to create reusable algorithms and avoid reinventing the
wheel for every new problem.

* [t involves identifying commonalities between different data types or
problems and applying solutions from one context to another.

* Generalization allows you to leverage existing solutions and concepts
from similar data representation problems.



Benefits of Generalization:

Generalization offers several benefits

e Efficiency: It leverages existing knowledge to formulate solutions
faster and with less effort.

* Innovation: It can lead to new applications of existing data structures
or techniques, fostering creative problem-solving.

* Maintainability: By creating reusable solutions, you can simplify
future maintenance and adaptation for similar data representation
problems.



Here's how Generalization works:

Identifying Commonalities: Look for similarities between your current
problem and problems that have already been solved in data representation.
This could involve similar data types (e.g., numerical data), desired outcomes
(e.g., efficient storage), or even underlying patterns in the data.

* Adapting Existing Solutions: Once you've identified commonalities, explore

how existing data structures or encoding schemes can be adapted to your
specific problem. For instance, if you're dealing with sensor data with a
limited range (similar to temperature data), existing solutions for fixed-point
numbers might be a good starting point, even though they were originally
designed for a different application.

Creating Reusable Solutions: As you formulate your solution, consider how it
can be generalized for future use. By identifying the core principles behind
your approach, you might create a reusable solution applicable to a broader
class of data representation problems.



6. Evaluation

* This is a crucial step where we assess the effectiveness, efficiency, and
accuracy of the developed solution.

* Did the solution achieve the desired outcome?
* Are there any errors or unexpected results?

* Can the solution be further optimized for better performance or
reduced resource usage?

* Evaluation involves critically examining your chosen data
representation and ensuring it aligns with the problem you're trying
to solve. Here's how it's applied in problem formulation:



Here's how evaluation applied in problem
formulation:

* Defining Evaluation Criteria: Start by establishing clear criteria for evaluating your data
representation. These criteria should be based on the goals you defined earlier in the
problem formulation process. For instance, is efficiency your primary concern (storage
space, retrieval speed) or is it precision for calculations?

* Testing and Analysis: Once you have a potential representation in mind, test it
thoroughly with various data sets and scenarios. Analyze how well it meets your
evaluation criteria. Does it achieve the desired balance between storage efficiency and
precision? Are there any unforeseen limitations or bottlenecks?

* Iterative Improvement: Based on your evaluation, you might need to refine your chosen
representation or even explore alternative approaches. Evaluation is an iterative process
that helps you continuously improve your solution until it effectively meets all the
defined criteria.



Evaluation in Action:

* Problem: Represent audio data for efficient storage and retrieval while preserving sound quality.
* Evaluation Criteria:

1. Storage Efficiency: How much storage space is required per unit of audio data?

2. Retrieval Speed: How quickly can the audio data be retrieved from storage?

3. Sound Quality: Does the representation introduce any noticeable distortion or loss of fidelity?
* Evaluation Process:

* We might test different audio compression techniques and evaluate their impact on storage
efficiency, retrieval speed, and sound quality.

* Based on the results, we might refine the compression settings or explore alternative techniques
like lossless compression if sound quality is paramount.



Devising a Solution

» After formulating the problem, we need to devise a plan to solve it.

* This might involve brainstorming different approaches, considering
existing solutions, or exploring new algorithms.

* The goal is to find a solution that is efficient, accurate, and scalable.

* Devising a solution is a crucial skill in many aspects of computer
science, including data representation.

* Here are some steps you can take to approach problem-solving in this
domain:



Devising a Solution

* Define the Problem Clearly: The first step is to understand the exact issue
you're facing with data representation. Is there a problem with data storage
efficiency? Are there limitations in representing a specific data type (e.g.,
high-precision numbers)? Clearly define the goal of your solution.\

* Research Existing Solutions: Chances are, someone else might have
encountered a similar challenge. Look for existing data structures or encoding
schemes that could address your problem. Researching academic papers,
industry standards, and libraries can be helpful.

* Consider Constraints: There might be limitations on processing power,
storage space, or compatibility with existing systems. Be mindful of these
constraints when devising your solution.



Devising a Solution

* Brainstorm and Analyze: Get creative! Sketch out different
approaches, considering trade-offs between efficiency, accuracy, and
complexity. Analyze each approach based on the defined problem

and constraints.

* Prototype and Test: Once you have a promising solution, build a
prototype or implement it on a small scale. Test it thoroughly with
different data sets and scenarios to identify any limitations or bugs.

* Refine and Iterate: Based on your testing, refine your solution.
Problem-solving is often an iterative process, so be prepared to go
back and forth between brainstorming and testing phases.



Conclusion: Bringing it All Together

 Computational thinking is a powerful problem-solving approach that
can be applied to various aspects of life.

* By understanding and utilizing the phases like data representation,
problem formulation, decomposition, pattern recognition,
generalization, and evaluation, we can develop effective and efficient
solutions to complex problems.



Thank You
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SCRATCH PROGRAMMING

*¢ Scratch 1s a programming language.

s+ Programming language Is meant that a means of communicating with the
computer, so as to give some instructions for it to perform.

s Programming in Scratch Is very easy, including animation and games.

»» Useful tool for young kids/creators to learn and implement coding logic.

» It was developed by MIT’s Media Lab and it is free and can be used
online on Its, website, or it can be downloaded to use offline.

» It 1s available for operating systems like Windows, 10S, ChromeQOS,
Android 6.0+, etc.

% It has two main components: Script and Sprite. rT , l ﬂ



SCRATCH PROGRAMMING

dScript

¢ In Scratch, a script is a set of instructions that are used to create a
Scratch program.

“+We can say that it is a stack of blocks that are connected with each
other and perform the specified tasks.

¢ Scripts are used to interact with sprites and tell them what to do or say.

**\We have a special area where we can create a script.

¢ This special area is called as the script area.

*»» Here, we drag the blocks from the block palette and assemble them to

create scripts. rT’ l ﬂ




SCRATCH PROGRAMMING

dSprite
**There are certain objects and characters that could be added to a
program.

“+ They generally use blocks to perform actions based on the code written
In scripts inside a project.

¢ These objects and characters are known as Sprite.

¢ You can add a prebuilt sprite/create a new sprite as per your requirement.

*» You can find the option to add the sprite in the right bottom corner,
second menu from the right corner.

*» There are many free sprites already available in the store r T 1 ‘l . ‘

S Vi1l can chnoce anvy af them ar can naint a new cenrite



SCRATCH PROGRAMMING

*»» Below are some of the preloaded sprites from the scratch,

1. Tempo

¢ If you want to attach any instrumental blocks or beats to your scratch
project then you need to determine how fast your note has to play.

** Whether you want to play the same beat for 60 seconds you want to play
3-4 beats for some time period.

*» This control of speed of Instrumental beats In Scratch is known as
Tempo.

2. Events

*» Events in Computer Science refer to the trigger, which makes M ‘ﬂ
hannen when anvy hiitton 1< clicked ar anvy actionon hae hannened L .



SCRATCH PROGRAMMING

*» In Scratch, events are represented by Yellow color blocks, which include
when the flag i1s clicked, when the sprite is clicked, when the key is
pressed, etc.

3. Backdrops

“*When you program something in Scratch, you have full freedom to use
and change the background, before or during the program.

*» These background effects are known as Backdrops.

dCoding Blocks

¢ Coding blocks are some pre-defined or pre-written blocks of code that

make writing statements of code very simple in Scratch. rT ﬂ ﬂ



SCRATCH PROGRAMMING

¢ You can use any coding blocks by simply dragging and dropping as per
your requirements.

¢ You may also create your custom block if you want.

*»» Below are a few of the coding blocks explained in brief.

»» Besides, there are various other coding blocks available, and also you
and create your blocks too.

» Motion: These are used to move a sprite back and forth or in any
direction or rotate them.

» Looks: These are used to change the look of the sprite or replace them

with some other sprite of the same category. rT , l ﬂ




SCRATCH PROGRAMMING

» Sounds: Tempo/Sounds are used to control a sound flow in the program.

» Events: Events handle trigger calls.

» Controls: Conditional operators and loops are all in this category.

» Sensing: Sensing controls how to react whenever the mouse pointer hits
the playground and/or touches the sprite or by the motion of the mouse.

» Operators: These are for the control and flow of arithmetic operations
In the program.

» Variables: You can declare variables in your program using these blocks.
A variable is something whose value changes every now and then.

» My Blocks: You can create your custom blocks from here. ri‘ﬂ ﬂ



SCRATCH PROGRAMMING

dLoops

*» Loops In Scratch or any programming language help you execute same
line of code with or without different values for ‘n’ a number of times.

¢ You can either set the number of times or set a condition to end the loop.

¢ Scratch supports the following loops:

v Repeat:

» This block Is used to iterate the given set of instructions ‘n’ a number of
times. Here, the value of n Is a positive number.

v’ Forever:

» This block Is used to execute the given set of instructions infir‘ftqyﬂ ‘ﬂ



SCRATCH PROGRAMMING

v Repeat until:

» This block is used to iterate the given set of instructions until the given
condition is not satisfied.

d Conditions

¢ Conditions In Scratch are implemented using Control blocks.

¢ You can use control blocks to check for a condition and based on if the
condition Is true or false, the required code/script can be executed.

¢ Two of the most popular control blocks are:

= |f-Then

= [f-Then-Else fTﬁ ﬂ



SCRATCH PROGRAMMING

= |f-then:

¢ In this block, if the given condition Is true the code/script present inside
this block will execute.

» Otherwise, the code/script present inside this block will be ignored.

¢ This 1s the most primitive kind of loop in any programming language.

» |[f-then-else:

» In this block, If the given condition is true the code/script present inside
this block will execute.

»» Otherwise, the code/script present inside the else block will execute.

«* One can say, this loop Is an extension of if-then loop. rT, ‘l ﬂ



WORKING OF SCRATCH

¢ The Scratch user dashboard is the region of the screen where the Scratch
application is shown.

¢ The screen is split Into many portions or panes.

»» Each pane serves a distinct purpose, such as choosing blocks to write
with, writing code, and seeing the results of your work.

¢ A Scratch User Interface Is separated into three primary areas: a staging
ground, block palettes, and a coding area.

> Additionally, users may generate their custom code blocks, which will

display in “My Blocks.” ‘ﬂ



WORKING OF SCRATCH

+¢ Scratch 3.0 consists of three elements:

1 Stage area:

¢ The stage area displays the outcomes In either a tiny or regular scale with
a full-screen option while the bottom section lists all sprite thumbnails.

It employs y & x coordinates, with (0,0) being the center of the stage.

dBlock palettes:

*»» The block palette contains all the instructions that may be dragged and
dropped into the project’s code area.

¢ One can drag blocks of instructions via the block palettes into the.coding

area when a sprite Is chosen at the lower half of the staging are{affﬂ ﬂ




WORKING OF SCRATCH

1 Code area:

“+Code area Is area on left side of project editor where codes are
assembled.

» It I1Is meant for placing and arranging blocks as scripts which may be
executed by clicking the green signal or tapping on the code itself.

¢+ A user can choose sprite character or move instructions from the palette
Into the coding area, allowing the sprite to perform the desired actions.

*» E.g. A cat cartoon/animation may be aimed to take ten steps forward.

d Costumes tab:

¢ It enables users to alter the appearance of a sprite using a vectyfﬂ ﬂ
hitman editor to aenerate niimerotic effecte inchiidina animation ®  ~ ad



WORKING OF SCRATCH

dSounds tab:

» It enables music and sound effects to be attached to a sprite.

**When designing sprites and backgrounds, users can manually draw their
own sprite, select one from the collection, or upload an image.

d Paintbrush:

*» It I1s employed to draw freehand shapes by dragging and dropping.
**When using the paintbrush tool, a user has to click on a paintbrush icon
on the left-hand side of the drawing space in the center of the toolbar.
¢ Scratch coding Is a very simple form of coding that focuses on teaching

event-based coding processes rather than the language directler’ H ﬂ



SCRATCH TOOL

¢ Scratch Is a visual programming language and online community
developed by MIT Media Lab.

*» It's designed to teach coding concepts to beginners, especially children,
through a user-friendly interface.

*»» Here are some key points about Scratch:

dVisual Programming:

¢ Scratch uses a block-based interface where users drag and snap together
code blocks to create scripts.

¢ This approach eliminates syntax errors and makes programming

concepts more accessible. rTﬂ ﬂ



SCRATCH TOOL

dOnline Community:

¢ Scratch has a large online community where users can share their
projects, remix others' projects, and collaborate.

¢ This community aspect encourages learning through sharing and peer
Interaction.

d Educational Purpose:

» It was specifically created for educational purposes to introduce
programming concepts and computational thinking to young learners.

¢ It's widely used in schools and coding clubs around the world.

R N



SCRATCH TOOL

J Features:

¢ Scratch allows users to combine various blocks that control characters
and backgrounds.

*» With scratch, one can create animations, stories, games as well as any
kind of Interactive art

¢ It supports multimedia elements like sound and images.

d Cross-platform:

¢ Scratch Is web-based, meaning it runs in a web browser and Is
compatible with various operating systems.

«* There's also an offline editor available for download. rT, l ﬂ



SCRATCH TOOL

 Learning Progression:

¢ Scratch provides a learning curve from basic concepts like sequencing &
loops to advanced concepts like variables, conditions, event handling.

 Scratch 3.0:

» The latest version as of my last update is Scratch 3.0, which introduced
new features and improvements over previous versions, including better
performance and new coding capabilities.

» Overall, Scratch is a powerful tool for beginners to learn programming in
a fun and engaging way, fostering creativity and problem-solving,skills

through interactive projects. rT, l ﬂ




MOTIONS AND DRAWING

» In Scratch, you can create motions as well as drawings using sprites &
scripts.

¢ Sprites are characters/objects & sequences of blocks to control behavior

s Here's how you can work with motions and drawings in Scratch:

d Motions:

» Moving Sprites:

¢ You can move sprites around the stage by using motion blocks.

¢ These blocks include commands like "move 10 steps,"” "turn 15 degrees,"
and"gotox: y:  "which allow you to control the position.and

orientation of sprites. rT ' l ' I



MOTIONS AND DRAWING

» Changing Directions:

¢ To change the direction a sprite faces, you can use blocks like "point in
direction __ "or"turn __ degrees."

¢ This Is useful for making sprites face different directions as they move.
» Controlling Speed:

“*You can control the speed at which a sprite moves by adjusting the
number of steps It takes per move or by setting a constant speed with

"glide  secstox: y: "
» Bouncing and Edge Detection:

¢ Scratch provides blocks to detect when a sprite touches the edge f ghe .
stage (“'edge" block) and to make it bounce off walls or boundiri. ! ﬂ



MOTIONS AND DRAWING

d Drawings:

» Pen Extension:

¢ Scratch includes a Pen extension that allows sprites to draw on the stage.

¢ You can control the pen using blocks such as "pen down," "pen up,"
"clear," "set pen color," and "change pen size."

» Drawing Paths:

» By combining motion and pen blocks, you can make sprites draw shapes,
lines, and patterns as they move around the stage.

» Creating Animations:

«<* One can create frame-by-frame animations whenever the need'am ‘ﬂ



MOTIONS AND DRAWING

*» It I1s done by changing the costume (appearance) of a sprite over time.

¢ This can be done manually using the "switch costumeto " block or
programmatically using scripts.

» A simple example of how you might program a sprite to draw a square:

«» Start with a "when green flag clicked" block to initialize the script.

*»» Use a "pen down" block to start drawing.

*» Move the sprite forward by a certain number of steps.

¢ Turn the sprite 90 degrees to make a corner of the square.

*» Repeat steps 3 and 4 three more times to complete the square.

“* Use a "pen up" block to stop drawing. rT , l ﬂ



LOOKS AND SOUND

¢ In Scratch, you can enhance your projects by adjusting the looks and
adding sounds to your sprites.

*» Here’s how you can work with looks and sound in Scratch:

J Looks:

» Costumes:

*¢ Sprites In Scratch can have multiple costumes, which are different

appearances that you can switch between during animation or
Interaction.

‘*You can upload images or use built-in editor to draw & modify

costumes. TT ﬂ ﬂ
> Switching Costumes: [ \



LOOKS AND SOUND

¢ To change a sprite's costume programmatically, use blocks like "switch
costumeto " or "next costume" to create animations or change
appearances based on events or user interactions.

» Size and Rotation:

+ You can modify the size and rotation of sprites using blocks like "set size
to  %"and"turn ___ degrees."

¢ This allows you to animate sprites growing, shrinking, or spinning.

» Effects:

¢ Scratch offers visual effects that can be applied to sprites, such as.color,

brightness, and ghost (transparency). rT' l ﬂ



LOOKS AND SOUND

*» You can adjust these effects dynamically using blocks like "set color
effectto " or"change ghost effectby  ."

» Backdrop:

¢ The backdrop is the background of the stage.

¢ You can change backdrops manually or programmatically using blocks,
allowing you to create different scenes or environments for your sprites.

dSounds:

» Adding Sounds:

s Scratch allows to upload sound files/record sounds directly, in the

project. rlm ﬂ
2 Cnirinde can nrovide feedhack create atmocenhere £ enhance intemefvMy -



LOOKS AND SOUND

» Sound Blocks:

¢ To play sounds In your project, use blocks like "play sound " or "play
sound _ until done."

¢ You can control volume, tempo and the other parameters of a sound
playback as well.

» Triggering Sounds:

¢ Sounds can be triggered by events such as clicking on a sprite, pressing a
key, or reaching a certain point in a script.

¢ This adds a layer of interactivity to your projects.

¢ Interactivity makes your project more easier for the user to ac*#ﬂ ﬂ



LOOKS AND SOUND

» Example:

» A simple example of how you might use looks and sounds In Scratch:

» |Look: Start with a sprite and upload multiple costumes to create a
walking animation.

¢ Use "switch costumeto " and "wait __ seconds" blocks to cycle
through costumes and create the animation loop.

= Sound: Add a sound effect when the sprite reaches a certain point.

*»Use "play sound " block when a condition is met, such as when the

sprite touches another sprite or moves to a specific location. |



PROCEDURES

*» In Scratch, procedures are blocks of code that allow defining custom
actions/behaviors that can be reused multiple times within your project.

» Similar to functions or methods in traditional programming languages.

¢ Let us try to understand how procedures work in Scratch and how you
can effectively use them:

d Creating Procedures:

» Define a Procedure:

¢ To create a procedure, go to "My Blocks" category in the block palette.

¢ Click on "Make a Block" to open the procedure block editor.

¢ Glve your procedure a valid name and specify any input p aTWtﬂ
might need. af { L]



PROCEDURES

» Adding Blocks to the Procedure:

» Inside the procedure block editor, drag and drop blocks from the main
block palette to define what the procedure should do.

¢ Use control blocks like loops and conditionals, motion blocks, looks
blocks, sound blocks, and more to create the desired behavior.

» Input Parameters:

¢ If your procedure requires input values (arguments), you can add input
slots In the procedure block editor.

¢ These Inputs can be used as variables within the procedure to customize

Its behavior each time 1t iIs called. rT , l ﬂ




PROCEDURES

d Using Procedures:

» Calling a Procedure:

» Once you have defined a procedure, you can call it from other parts of
your program using the procedure block with its name.

“*You can pass arguments In a procedure block If It needs Input
parameters.

» Reuse and Modularity:
¢ Procedures allow dividing complex tasks into smaller, manageable parts.
¢ By creating procedures for commonly used actions or behaviors, you can

reuse them across different sprites or scripts in your project, plvem ‘ﬂ

maodiilarityy and efficiencyv




PROCEDURES

> Example:

¢ Let's say you want to create a procedure in Scratch that makes a sprite
move In a square pattern.

*» Here’s how you might set it up:

1. Define the Procedure:

+»» Create a procedure named "Move In Square" with no inputs.

¢ In procedure block editor, use motion blocks to move sprite as follows:
* Move 100 steps
* Turn 90 degrees

* Repeat 4 times rT” ﬂ



PROCEDURES

2. Call the Procedure:

» In your main script (e.g., when the green flag is clicked), call the "Move
In Square" procedure block.

¢ The sprite will execute a sequence of movements defined in a procedure.

R E&NLY



VARIABLES

*» In Scratch, variables are essential for storing & manipulating data within
your projects.

*+»They allow you to keep track of information such as scores, health
points,

positions, and more.

¢ Here’s how you can work with variables in Scratch:

 Creating and Using Variables:

» Creating Variables:

¢ To create a variable, go to the "Variables" category in the block palette.

¢ Click on "Make a Variable" and give your variable a name. [Iﬂ ﬂ
< Thi< creates a3 new variahle that can bhe ticed throtiahott vouiir ororect .




VARIABLES

» Setting and Changing Variables:

*»Use blocks like "set ~ to " toassign a value to a variable.

¢ You can set variables to specific values or update them based on
calculations or user interactions.

» Displaying Variables:

s Show variables on the stage by using the "show variable " block.

¢ You can display variables like scores/timers to provide feedback to users.

» Using Variables in Scripts:

¢ Variables can be used in conjunction with other Scratch blocks to_control

sprite movement, change appearance, trigger events, and morer'T/H : '1



VARIABLES

d Types of Variables:

*» A variable iIs an integral part of any programming language.

*»» A variable is one whose value gets changed every now and then.

» There are three different types of variables namely global variables,
sprite variables and temporary variables.

» Global Variables: These variables are accessible from any sprite or
script within your project.

» Sprite Variables: Each sprite can have its own set of variables that are
specific to that sprite.

» Temporary Variables: Scratch also supports temporary variabiesy(bke
local variables) that exist only within specific blocks or scriptst [ 2



VARIABLES

d Example:

s Let’s say you want to create a simple game where a sprite collects coins
and keeps track of the score using variables:

» Create a Variable:

+»» Create a variable named "Score" to keep track of the player's score.

» Increment Score:

***When the player collects a coin (e.g., by touching it), use a "change
Score by " block to increase the score.

» Display Score:

“* Use a "show variable score" block to display current score on P* ! ! I



MAKING DECISIONS

» In Scratch, making decisions allows your sprites to respond dynamically
to different situations based on conditions you specify.

¢ Technically, this capability Is also known as conditional statements.

¢ 1t’s crucial for creating interactive behaviors, games and simulations.

s Here’s how you can implement decision-making in Scratch:

 Conditional Statements:

> If-Else Blocks:

*»» Use the "if" block to check if a certain condition is true.

¢ If the condition Is true, the blocks inside the "if" block will execute.

% Use "else" block to specify what should happen if the conditiopil Iasl ﬂ



MAKING DECISIONS

» Comparison Operators:

¢ Scratch provides comparison blocks to compare variables, values, or
sensor Inputs.

“» Some of the comparison operators are =, <, > and so on.

¢ These operators allow you to create conditions such as checking if a

variable 1s equal to a specific value or If one value Is greater than
another.

» Logical Operators:
¢ One can use the logical operators to combine multiple conditions or

invert a condition to fit your logic. rT‘,\I\ ‘ﬂ
[ ] ] |lnn.|.|| A A s
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MAKING DECISIONS

d Example:

¢ Let’s create a simple example where a sprite changes its costume based
on the value of a variable:

» Setup:

¢ Create a sprite and upload multiple costumes.

¢ These multiple costumes are used for the different appearances.

» Create a Variable:

¢ One can make a variable named "Mood" to represent the sprite’s current
mood or state.

¢ This variable plays a crtical role throughout the program. rT , l ﬂ



MAKING DECISIONS

» Coding:
*»Use an "If" block to check the value of the "Mood" variable.
¢ Use "set costume to " block to vary costume w.r.t. different "Moods".

when green flag clicked
set Mood to 1
If Mood =1 then
switch costume to happy
else If Mood = 2 then
switch costume to sad

else ﬂ
switch costume to default TT ! l |




MAKING DECISIONS

» Testing:

*»» Coding is all about writing a software program in order to solve a
particular problem.

¢ Testing Is carried out after the completion of coding.

¢ Coding is usually followed by testing in many cases.

¢ Testing, however, can be the last process in a software development.

¢ Test your script by changing the value of the "Mood" variable and
observe how the sprite’s costume changes accordingly.

+» Test cases are written to carry out the process of testing which are useful

In finding difference between the expected output and actual OP@fH y ﬂ



LOOPS

*» Loops are one of the most significant constituents of programming.

** In programming, loops are used to repeat a set of blocks multiple times.

*» Loops make It easier to create repetitive actions/behaviors in a project.

s Here’s how loops work in Scratch:

d Types of Loops in Scratch

1. Repeat Loop:

¢ The simplest loop in Scratch Is the Repeat block. It repeats a sequence of
blocks a specified number of times.

*» Example: If you place a Repeat 5 block around a sequence of actions,

those actions will repeat 5 times. TT , ! ' I




LOOPS

2. Forever Loop:

¢ This loop is tallor-made for languages like Scratch programming.

*» As the name suggests, the forever block can repeat a sequence of blocks
Indefinitely until a project stops or loop Is interrupted by another event.

*» Example: Useful for continuous actions like moving a sprite or checking
certain conditions.

3. Repeat Until Loop:

¢ The Repeat Until block repeats a sequence of blocks until a condition
becomes true.

*» Example: Repeat Until <condition> will repeat until the an'ifMiS '1
met . “



LOOPS

4. For Loop:

»» For loop Is the most widely used loop In any programming language.

+»» Scratch also supports For loops, which are more advanced and allow you
to iterate through a range of numbers.

*» Example: For <variable> from <start> to <end> can be used to perform
actions a specified number of times.

dUsing Loops in Scratch

» Drag and Drop:

¢ To use a loop, simply drag the loop block (Repeat, Forever, etc.) from

the control blocks section In Scratch’s block palette Into yPuTW

araan




LOOPS

» Nesting:

“+You can nest loops inside each other to create more complex behaviors.

¢ This means placing one loop block inside another.

» Conditionals:

*» Loops often work well with conditional statements (If, If Else) to control
when they should stop or continue based on certain conditions.

d Example Scenario: Move sprite across a screen & change color 5 times.

*»Drag a Repeat 5 block around the sequence of blocks that move the
sprite and change its color.

«*Inside the Repeat 5 loop, place blocks that move the sprite 1N
distance and change its color. fT [ 2



STRING PROCESSING

¢ String processing In Scratch can be a bit limited compared to text
manipulation in traditional programming languages

s However, Scratch offers some basic capabilities for working with text.

*»» Here’s how you can handle string processing in Scratch:

d Basic String Operations in Scratch

» Joining Strings:

¢ Use the join block to concatenate (join together) two or more strings into
a single string.

s Example: Joining of two different strings like "Hello" and "world"" will

result in the string "Hello world". rT , l ﬂ



STRING PROCESSING

» Length of a String:

*»» Use the length of block to find out the number of characters in a string.

s Example: length of "Scratch" will give you 7.

» Extracting Substrings:

¢ You can use the letter block to get a specific character from a string at a
given position.

*» Example: Letter 3 of "Scratch" will give you "a" (indexing starts at 0).

» Finding a Substring:

¢ There's no direct block for finding substrings in Scratch, but you can use

loops and conditionals to search through strings manually. rT’,“l ‘ ﬂ



STRING PROCESSING

» Splitting Strings:

¢ Scratch doesn’t have a built-in block to split strings into an array directly,
but you can achieve similar functionality by using lists (arrays).

L Example Usage:

» Let’s say you want to capitalize the first letter of a string:

» Get the First Letter:

*» Use the letter block to get the first letter of the string.

» Convert to Upper Case:

¢ Use the join block to concatenate an upper case version of the first letter

with the rest of the string. rT, l ﬂ



STRING PROCESSING

s Here’s how you could implement it:

1. Define capitalizeFirstLetter(input)

2. Set firstLetter to letter 1 of input

3. Set restOfWord to join "" and letter (2) to (length of input) of input
4. Join (join firstLetter (uppercase (firstLetter))) and restOfWord

REANY



LISTS

¢ In Scratch programming, lists are a fundamental data structure that
allows you to store and manipulate collections of items.

*» They are analogous to arrays in traditional programming languages and
are useful for managing groups of related data.

s Here’s how you can work with lists in Scratch:

 Creating and Managing L.ists

» Creating a LIst:

¢ Go to the Data category in the block palette & click on Make a List.

¢ Give your list a name and specify its size (how many items it can,hold).

“» Example: Create a list named MyL.ist with a size of 5. rTﬁ ﬂ




LISTS

» Adding Items to a List:

¢ Use the add <thing> to <list> block to add items to a list.

> Example: add "apple" to MyL.ist will add "apple" to the list MyL.st.

» Accessing List Items:

¢ Use the 1item <index> of <list> block to retrieve an item from a specific
position (index) in the list.

“» Example: Item 3 of MyL.ist will give item at index 3 (count from 1).

» Changing List Items:

» Use the replace item block to change the value of an item in the list.

s Example: Replace item 2 of MyL.ist with "banana” to replace JnTYM ! ﬂ



LISTS

» Deleting List Items:

¢ Use the delete <index> of <list> block to remove an item from the list at
a specific index.

s Example: By performing “Delete 1 of MyList will remove the item at
Index 1 from MyL.ist.

» Length of a List:

¢ Use the length of <list> block to find out how many items are currently
In the list.

s Example: The command “length” of MyL.ist will give you the number of

items in MyList. rT' l ﬂ




LISTS

d Example Usage:

¢ Let's create a simple example where we use a list to store and manipulate
a collection of numbers:

» Create a List:

+» Start the process by creating a list to work upon.

*»» Make a list named NumberList with a size of 5.

* Add Items to the List:

*»» Use a loop to add numbers from 1 to 5 to NumberL.ist.

« Access and Display List Items:

¢ Use another loop to display each item in NumberL.ist. rT, l ﬂ



LISTS

*» Here Is how you can implement it:
when green flag clicked
make a list named NumberList with 5 rows
set counterto 1
repeat (5) times
add (counter) to NumberL.ist
change counter by 1
repeat (length of NumberL.ist) times

say (item (counter) of NumberL.ist)
change counter by 1

end



GETTING STARTED WITH SCRATCH TOOL

¢ To begin coding with Scratch, follow the steps below:
1. Click the “create” button to begin a new project.

5 -
3 -
4 -
or remove an unlimited number of sprites.

Tap on a sprite to generate code for that sprite.

There are several entertaining sprites to choose from.

To do coding, join chunks of a code by dragging them from left to right.

D.
0.
7.

"he coding units are located on the left side of the display.
0 start coding, tap and drag the pieces to the huge area in the middle.

"he letters and objects on scratch are known as ““sprites.” You may add

8. In addition to the backdrop, each sprite will be given its own Cf(i\ , l ﬂ



GETTING STARTED WITH SCRATCH TOOL

9. These blocks can move, generate noises, and alter the color of sprites.
And when combined, they produce a sequence of events that you can use
to create a game, cartoons, and other projects.

10. After coding an application, select a Green Flag to run it on the Stage.

11. Ensure that your project is stored under your account if you wish to

save or share It.

12. Scratch allows you to upload Scratch-created projects on its virtual live

studio, CODE. You can also see projects posted by other programmers

here and leave your comments. |



INTRODUCTION TO HIGH LEVEL PROGRAMMING
LANGUAGE LIKE C

¢ C Is a powerful and widely used programming language that forms the
basis for many other popular languages like C++, Java, and Python.

» It's known for its efficiency, flexibility, and low-level capabilities,
making it ideal for system programming (like OS & embedded systems)
and application development.

¢ C Is one of the most primitive procedural language.

¢ Here's an introduction to some key concepts in C:

dBasic Structure of a C Program

¢ C program consists of functions which contain executable statements.

+*Here's a basic structure: fT , l ' I



INTRODUCTION TO HIGH LEVEL PROGRAMMING
LANGUAGE LIKE C

» Example

#include <stdio.h> /l Include Header File
Int main() // Main Program Starts
{

printf("Hello, World'\n"); // Print "Hello, World!" to the console
return O: // Return 0 to indicate successful execution

} // Main Program Ends
» Key Concepts

*»» One can observe that there are a number of key concetps in the program

written above. Let us explain each one of them one-by-one. rT’H '1



INTRODUCTION TO HIGH LEVEL PROGRAMMING
LANGUAGE LIKE C
» Comments:

s Comments in C start with // for single-line comments or /* */ for multi-
line comments. They are ignored by the compiler and are used to make
code more readable.

» Variables and Data Types:

*»Variables are containers for storing data. C supports several basic data
types like int, float, char, and more.

“» Example:
Int age = 25;
float price = 10.5;

char grade ="'A’; rTﬁ ﬂ



INTRODUCTION TO HIGH LEVEL PROGRAMMING
LANGUAGE LIKE C
» Functions:
» Functions are blocks of code that perform a specific task.
s Every C program must have at least one function which is a main()
function that Is where the execution starts.
s Example:
Int add(int a, int b)
{

return a + b;

}

float salary; -
) REANY




INTRODUCTION TO HIGH LEVEL PROGRAMMING
LANGUAGE LIKE C

» Control Structures:
¢ C supports various control structures like if-else, for, while, and switch
statements to control the flow of execution based on conditions.

“* Example: If (age >=18)
!
printf("You are an adult.\n");
}
else
1

printf(*“You are a minor.\n"); '
} R N



INTRODUCTION TO HIGH LEVEL PROGRAMMING
LANGUAGE LIKE C

» Arrays:

*» Arrays are used to store multiple values of the same type under one
name.

¢ They are accessed using index numbers.

» Example: int numbers[5] = {1, 2, 3, 4, 5},

» Pointers:

¢ Pointers are variables that store memory addresses.

“* Widely used for dynamic memory allocation & accessing h/w addresses.
s Example: int *ptr;

int num = 10; rT” ﬂ
Ntr = &ntim: // otr now holds the addre<s of niim L ‘i



INTRODUCTION TO HIGH LEVEL PROGRAMMING
LANGUAGE LIKE C

» Structures:
¢ Structures allow you to group variables of different types together under
a single name.
*» They are useful for creating complex data structures.
s Example:
struct Person {
char name[50];
Int age;
float salary;

};double payment; ‘”T” ﬂ




INTRODUCTION TO HIGH LEVEL PROGRAMMING
LANGUAGE LIKE C

» Input and Output:
¢ A software program takes input, processes it and generates output.
¢ Thus, one can say that, a computer program cannot work properly if a
valid input and a valid output Is not provided.
¢ C uses printf() for output and scanf() for input.
» These functions are part of the standard input/output library (stdio.h).
s Example:
Int num;
printf("Enter a number: ");

scanf("%d", &num); rTﬂ ﬂ



INTRODUCTION TO HIGH LEVEL PROGRAMMING
LANGUAGE LIKE C
» Compiling and Running a C Program

¢ To compile a C program (hello.c), use a C compiler like gcc:
gcc hello.c -o hello

¢ This command generates an executable file named hello.

s However, to run the program, use the command:
/hello

REANY



PYTHON

“» Python is a high-level, versatile programming language known for its
simplicity and readability.

¢ It's widely used in various domains including web development,
scientific computing, data analysis, artificial intelligence, and more.

*» With the recent advancements in the field of Machine Learning and
Deep Learning, Python has got immense significance.

*» Here’s an introduction to Python covering its key features and concepts:

d Key Features of Python

» Simple and Easy to Learn: .
¢ Python has a straightforward syntax and readability thus easielr t@e@r’a\ ﬂ



PYTHON

> Interpreted:

*» Python Is an interpreted language, meaning code iIs executed line by line.

¢ This makes development and debugging faster.

» High-level:

¢ Python abstracts away many low-level details like memory management,
making it more developer-friendly.

» Dynamic Typing:

¢ Python uses the concept of dynamic typing which allows variables to
change their types as needed.

¢ You don't need to declare the type of variables explicitly. rT , l ﬂ



PYTHON

» Extensive Standard Library:

» Python comes with a large standard library.

¢ This library provides modules and packages for many common tasks like
file 1/0, networking and more.

» Cross-platform:

¢ Python runs on different platforms (Windows, macOS, Linux, etc.) with
minimal changes to the code.

» Strong Community Support:

¢ Python has a vibrant community with active contributors, providing

libraries, frameworks, and resources for various applications. rTﬂ ﬂ



PYTHON

L Basic Syntax and Concepts

» Variables and Data Types:
*» A variable i1s something that keeps on changing every now and then.
s Variables here are dynamically typed and don't need explicit declaration.
> Variables are generally used with the different data types.
“» Example:
name = "Alice"
age = 30
price = 10.5

alphabet = "a" rT” ﬂ



PYTHON

» Control Flow:

¢ It can be achieved through the loops and conditional statements.

v Conditional Statements:

s For example, If, elif, else for decision-making based on conditions.

v Loops:

*» The “for” loop can be used for iterating over sequences and a “while”
loop for executing a block of code repeatedly as long as condition is true.

» Functions:

¢ Functions in Python are defined using the def keyword.

¢ They allow you to encapsulate reusable pieces of code. rT ’,‘l 'll



PYTHON

» Object-Oriented Programming (OOP):

»» Python supports OOP concepts like classes, objects, inheritance,
polymorphism and encapsulation.

¢ Classes are the combinations of data members and member functions.

¢ ODbjects are the instances of classes which inhibit its properties.

¢ Constructors are created for initialising the variables declared In the
class.

» Modules and Packages:
v Modules: Python files with functions, classes, and variables.

v’ Packages: Collection of modules organized in directories. rT’H '1
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PYTHON

» Exception Handling:

»» Exceptions are a fundamental part of handling the errors and unexpected
events that may occur during the execution of a program

*» Handling and responding of runtime errors/exceptions can be carried out
using try, except, else, and finally blocks.

» File Handling:

*» Reading from and writing to files using file objects and methods like
open(), read(), write(), close().

» List Comprehensions:

¢ Concise way to create list based on existing lists or other iteralf]éf%. ﬂ



PYTHON

» Generators and lterators:

*»» Generators are functions that return an iterable set of items, one at a time,
In a special way.

+» Iterators are objects that can be iterated upon (e.g., in a loop) and
produce the next value.

» Lambda Functions:

s Anonymous functions defined using the lambda keyword.

s Useful for writing small, throwaway functions.

» Decorators:

¢ Functions that modify the functionality of another function or “nm ﬂ



PYTHON

» Concurrency and Multithreading:

*»Python supports threads for concurrent programming (threading
module).

» Virtual Environments:

*» Used to manage dependencies and isolate project environments using
tools like virtualenv or venv.

» Type Annotations (Python 3.5+):

»» Allows specifying types for variables, function parameters, and return
values using hints without affecting runtime behavior.

» Functional Programming Tools: riﬂ ‘ﬂ
neina  manf) “filerf) % -
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C++ AND ITS CONSTRUCTS

» C++ Is a powerful and widely used programming language known for
Its efficiency, flexibility, and performance.

*» It 1s an extension of the C programming language with added features
like object-oriented programming (OOP) capabilities.

s Here’s an introduction to C++ and its key constructs:

d Key Features of C++

» Object-Oriented Programming (OOP):
¢ C++ supports OOP principles such as classes, objects, inheritance,

polymorphism, and encapsulation. '
¢ This allows for better structuring, reusability, and maintenancer d.’cm ﬂ



C++ AND ITS CONSTRUCTS

» Strongly Typed:

s Like C, C++ Is a statically typed language, meaning variables must be
declared with their types before they can be used.

» Compiled Language:

»» C++ code Is compiled into machine code before execution, making it
faster than interpreted languages like Python.

» Standard Template Library (STL):

»» C++ provides a rich set of libraries known as the Standard Template
Library (STL) that has containers (like vectors and lists), algorithms

(sorting, searching) & iterators, enhancing productivity and ef‘iefrrf’y!\ ‘ﬂ




C++ AND ITS CONSTRUCTS

» Low-level Manipulation:

> C++ allows direct memory manipulation through pointers and provides
facilities for low-level programming

*» These facilities make it suitable for the system-level programming and
performance-critical applications.

» Cross-platform:

s C++ code can be compiled and executed on different platforms with
minimal changes which makes it a popular language.

¢ This capability makes it suitable for developing applications that

need to run on various operating systems. rT‘,\I\ ‘ﬂ



C++ AND ITS CONSTRUCTS

1 Basic Constructs in C++
» Syntax and Structure:

*» Like C, a basic C++ program consists of functions that contain

executable statements.

¢ The main() function is where execution starts.

#include <iostream>

Int main()

{

std::cout << "Hello, World!"' << std::endl;
return O;

¥

// Include stream library

// Main function begins

/[ Execution starts from here
// Print to the console

/] Indicate successful executi@n .:
/I Main function end ef . i ﬂ



C++ AND ITS CONSTRUCTS

» Variables and Data Types:
» Variables are changing their values throughout the program.
¢ C++ supports basic data types and user-defined data types.
» C++ basic data types mainly invloves int, float, double, char whereas
the user-defined types includes classes.
“» Example:
Int age = 30;
float price = 10.5;
char grade ="'A’;

char name[] = “Deepak”; -
R ML
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Limits of computation

* The limits of computation define the boundaries of what's currently
achievable, but they also inspire innovation and fuel the search for
new ways to process information.

* The quest to push the boundaries of computation is constant, but
there are indeed limits to what computers can achieve.

* As we explore new technologies and paradigms, the landscape of
computation will undoubtedly continue to evolve.

* These limits can be broadly categorized into two areas:
1. Physical and
2. Theoretical.



Capacity Measurement in Computers:
(Understanding Performance and Limitations)

* To ensure optimal performance for our needs, we need to understand
how to measure a computer's capacity.

* This presentation will explore various aspects of capacity
measurement, including storage, processing power, memory, and
network bandwidth.

* We'll also delve into physical limitations, benchmarks for comparison,
and the concepts of algorithm complexity and metaphysical
limitations.

* By the end of this presentation, you'll gain a comprehensive
understanding of the factors that influence computer performance
and its boundaries.
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Capacity Measurement

 Storage Capacity: Measured in gigabytes (GB), terabytes (TB),
petabytes (PB), etc. Represents the amount of data a computer can
store.

* Processing Power: Measured in gigahertz (GHz) or terahertz (THz).
Represents the speed at which a computer can perform calculations.

* Memory Capacity: Measured in megabytes (MB) or gigabytes (GB).
Represents the amount of data a computer can access readily for
processing.

* Network Bandwidth: Measured in megabits per second (Mbps) or
gigabits per second (Gbps). Represents the amount of data that can
be transferred over a network in a given time.



Physical Limitations

1. Size and Density: As we miniaturize components like transistors on
microchips, we reach a point where the laws of physics come into play.
There's a limit to how small these components can be due to the physical
properties of the materials used.

2. Heat Generation: Increased processing power leads to more heat _
generation. Efficient cooling solutions are essential to prevent overheating
and maintain optimal performance.

3. Energy Consumption: Computing power demands energy, and there's a
fundamental limit based on physics. As computers become more powerful,
the energy required to operate them also increases.

4. Speed of Light: Information can't travel faster than light, setting a bar for
data processing and transfer speeds. This fundamental limitation imposes a
gonstraint on how quickly computers can process information and transfer

ata.



Estimate of Physical limitations
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Estimate of Physical Limitations

1.

Moore's Law (Moore's Law is an observation, not a law): This observation, formulated by Gordon Moore, co-
founder of Intel, predicted that the number of transistors on a microchip would double roughly every two years,
leading to exponential growth in processing power.

Slowdown of Moore's Law: In recent years, the pace of miniaturization has slowed down significantly. The
physical limitations mentioned in the previous slide are becoming increasingly apparent.

Alternative Approaches: As Moore's Law approaches its limits, researchers are exploring alternative approaches
to improve computer performance. These include:

New materials: Developing new materials with superior properties for transistors and other components.

New architectures: Exploring new computer architectures like parallel computing and neuromorphic computing
that can utilize processing power more efficiently.

Quantum Computing: A completely new paradigm based on the principles of qguantum mechanics, holding
immense potential for solving specific problems much faster than classical computers.

By exploring these alternative approaches, we can continue to push the boundaries of computer capacity even as we
approach the physical limitations of traditional miniaturization.



Benchmark

 Benchmarks are a valuable tool or Standardized tests designed for evaluating and
comparing the performance of different computer systems.

* These standardized tests provide a way to measure a computer's capabilities in various
areas.

* Benchmarks provide a relative measure of performance, and real-world usage may vary
depending on specific tasks and applications.

* Help assess a computer's capabilities in various areas.

* Popular benchmarks include:

1. CPU benchmarks (e.g., Cinebench R23)

2. GPU benchmarks (e.g., 3DMark)

3. Storage benchmarks (e.g., CrystalDiskMark)




Benchmark

* It's important to remember that benchmarks provide a relative
measure of performance.

* A computer with a high benchmark score in a specific area might not
necessarily outperform another computer in all real-world scenarios.

* The choice of benchmark should be tailored to your specific needs
and usage patterns.

* For instance, a gamer might prioritize high GPU benchmark scores,
while a video editor might be more concerned with both CPU and

storage performance.



Types of Benchmark

1. CPU Benchmarks: These tests focus on the Central Processing Unit, the brain of the
computer, and assess its speed and efficiency in handling various computational tasks.
A popular example is Cinebench R23.

2. GPU Benchmarks: The Graphics Processing Unit is responsible for graphics processing
and visual output. GPU benchmarks like 3DMark evaluate the GPU's ability to handle
demanding graphics workloads, particularly relevant for gamers and video editors.

3. Storage Benchmarks: These benchmarks assess the speed and performance of a
computer's storage device, such as a hard disk drive (HDD) or solid-state drive (SSD).
CrystalDiskMark is a popular benchmark for measuring read and write speeds, which
impact how quickly data can be accessed and transferred.



Counting the Performance

1. Algorithm Complexity: Big O Notation: A mathematical notation

used to express the upper bound of an algorithm's time or space
complexity in terms of its input size.

Big O Notation

Little o notation (less than o notation)
4. Theta Notation (Theta)




1. Algorithm Complexity:

* Algorithm Complexity: The study of how the execution time or
memory usage of an algorithm grows as the size of the input data

Increases.

* Understanding algorithm complexity helps us choose efficient
algorithms for specific tasks and predict how a computer program's
performance will scale with increasing data size.

* This knowledge is crucial for optimizing software and maximizing
computer performance.



2.Big O Notation:

* This mathematical notation provides a way to express the upper bound of an algorithm's time or space complexity
in terms of its input size (typically denoted by n). Common Big O complexities include:

* 0O(1) (constant time): The execution time remains constant regardless of the input size, ideal for simple operations.

* O(log n) (logarithmic time): The execution time grows logarithmically with the input size, efficient for searching
sorted data.

* O(n) (linear time): The execution time grows linearly with the input size, common for iterating through a list.
* O(nlogn) (log-linear time): A combination of logarithmic and linear growth, often seen in sorting algorithms.

* 0O(n”2) (quadratic time): The execution time grows quadratically with the input size, can become slow for large
datasets.



3.Little o notation (less than o notation)

* This notation represents algorithms that are asymptotically faster
than a specific Big O complexity but not necessarily constant time.

* For instance, an algorithm with O(n”(1.5)) complexity falls under little
o of O(n”2).



4. Theta Notation (Theta)

* Theta Notation (Theta): This notation signifies algorithms whose time
or space complexity grows exactly proportionally to the input size in
the worst case.

* These algorithms are considered optimal for the given problem.



Impractical algorithms

* Algorithms with high time or space complexity that become
impractical for real-world use with large datasets.

* Impractical algorithms typically have High Complexity.

* This means the execution time or memory usage grows significantly
as the input size increases.

* The key takeaway is to choose algorithms that are not only
functionally correct but also efficient in terms of time and space
complexity.

* As data sizes continue to grow, using practical algorithms becomes
increasingly important for ensuring optimal computer performance.




Examplesof Impractical Algorithm:

1. Brute-force search: This approach involves trying every single
Fossibility to find a solution. While it's guaranteed to find an answer
or small datasets, it becomes computationall?/ infeasible for larger
ones. Imagine trying every combination to unlock a combination
lock with millions of possible combinations!

2. Recursive algorithms with excessive depth: Recursion is a
powerful technique, but algorithms with excessive recursion depth
can lead to an exponential number of function calls, quickly
consuming system resources and becoming impractical for large
problems.



Metaphysical limitations

* Beyond practical limitations, there are deeper philosophical questions
about the nature of computation and information processing.

* These are known as metaphysical limitations.
1. The Halting Problem

2. Godel's Incompleteness Theorems

3. The Limits of Physics




Metaphysical limitations

1. The Halting Problem: This problem, posed by Alan Turing, asks if there's a universal program
that can definitively determine whether any other program will halt (finish execution) or run
forever. Turing proved that such a program doesn't exist. This highlights a fundamental
limitation: computers cannot solve all problems about other programs.

2. Godel's Incompleteness Theorems: These theorems, formulated by Kurt Godel, state that any
sufficiently powerful axiomatic system (a set of self-evident truths used to build a logical system)
will always contain true statements that cannot be proven within that system. This implies there
will always be mathematical truths that computers, even with unlimited resources, cannot
definitively prove within a specific system.

3. The Limits of Physics: The fundamental laws of physics might impose limitations on what can be
computed or simulated. For example, the uncertainty principle in guantum mechanics states
that it's impossible to know both the position and momentum of a particle with perfect
precision. This suggests there might be inherent limitations to how precisely information can be
known and manipulated, even with advancements in computing power.



Impossible Algorithms

* Algorithms that are demonstrably impossible to create, regardless of
computational power or resources.

* These algorithms violate fundamental mathematical principles or the
laws of physics.

* These are algorithms that can be definitively proven to be
uncreatable, no matter how powerful our computers become or how
much time and resources we devote.



Impossible Algorithms

* Understanding the existence of impossible algorithms helps us focus
our efforts on developing practical and efficient solutions for solvable
problems.

* It also highlights the importance of a clear problem definition.

* If a problem inherently requires true randomness or perfect
knowledge that violates physical limitations, we might need to
approach it from a different angle or accept inherent limitations in
the solution.



Impossible Algorithms Examples:

1. Solving the Halting Problem: As discussed earlier, Alan Turin
proved that there can't be a universal program to determine if any
other program will halt or run forever. This is a fundamental
limitation of computation.

2. Deciding Problems Requiring True Randomness: Certain problems
inherently require true randomness, which is not deterministic or
predictable. For instance, perfectly simulating real-world
phenomena like weather patterns might be impossible because
true randomness plays a role in these systems. Even with immense
computing power, we might not be able to capture the exact
element of chance that governs these events.



Thank You
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BASIC ALGORITHM CONSTRUCTS

¢ Basic algorithmic constructs are fundamental building blocks used in
programming to solve problems and perform tasks efficiently.

¢ The constructs provide the essential tools for designing & implementing
algorithms In a proper manner.

*»» Some of these algorithmic constructs can be Sequential Execution,
Conditional Statements,Loops, Arrays and Lists, Recursion, Functions
and Procedures, Sorting Algorithms, Data Structures, Object Oriented
Programming Concepts, Dynamic Programming, Hashing, Graph
Algorithms, etc.

¢ Let's delve deeper into each construct: fT , l ' I



BASIC ALGORITHM CONSTRUCTS

1. Sequential Execution:

¢ Description: In this construct, instructions are executed one after the
other, in the order they appear.

¢ Use Case: Basic linear programs that perform a series of steps.

¢ Textual Representation
Step 1
Step 2
Step 3

2. Conditional Statements:

*» Description: They allow a program to make decisions bds n
condition, executing different code blocks depending on if cﬁri‘l IS

+IFI ' o o ;ﬂlﬂf\

"



BASIC ALGORITHM CONSTRUCTS

“» Use Case: Implementing choices, such as making decisions based on
user input.
¢ Textual Representation:
If (condition) {
// Code block executed If condition Is true

else

{

/I Code block executed If condition is false

} R K& NLY



BASIC ALGORITHM CONSTRUCTS

3. Loops:
(A) For Loop:
¢ Description: Repeats a code block a specific number of times.

*» Use Case: Iterating over elements in an array or performing a task a
fixed number of times.

¢ Syntax:
for (initialization; condition; increment/decrement)

{

/l Code block executed while condition Is true

} REANY



BASIC ALGORITHM CONSTRUCTS

(B) While Loop:
¢ Description: While loop repeats a code block as long as the certain
condition remains true.
¢ Use Case: Continuous execution until a specific condition is met but
stops immeditely when the condition becomes false.
¢ Syntax:
while (condition)

{

/| Code block executed while condition iIs true

) R N



BASIC ALGORITHM CONSTRUCTS

(C) Do-While Loop:
¢ Description: Similar to a while loop, but the code block is executed at
least once before checking the condition.

¢ Use Case: Ensuring a block of code executes at least once even if the
condition may not be true or false.
¢ Syntax:
do {
// Code block executed at least once, then while condition is true

}

while (condition); rT” ﬂ



BASIC ALGORITHM CONSTRUCTS

4. Arrays and Lists:

¢ Description: Arrays and lists store collections of data elements of the
same type.

¢ Use Case: Mainly used for storing and manipulating sets of values, such
as scores in a game.

“ Syntax

* The syntax of an array varies considerably as compared to the list as
shown below:

* Array: [elementl, element2, element3, ...]

» List: (elementl) -> (element2) -> (element3) -> ... fT” ﬂ



BASIC ALGORITHM CONSTRUCTS

5. Functions and Procedures:

¢ Description: Functions encapsulate a sequence of instructions and can
take parameters and return values.

*»Use Case: Both functions and procedures are used for modularizing
code,

promoting reusability, and organizing tasks.
¢ Syntax:
function functionName(parameters)

{

/] Code block rT” ﬂ
1 L L



BASIC ALGORITHM CONSTRUCTS

6. Recursion:
¢ Description: A function calls itself to solve smaller instances of problem
until a base case Is reached.

*»» Use Case: Problems that can be broken down into simpler subproblems,
like factorial calculation.

*» Syntax: function recursiveFunction(parameter) {
If (base case) {
// Return a value

}else{

/I Call function with a smaller instance VITW Aﬂ
1 1 [ \



BASIC ALGORITHM CONSTRUCTS

7. Sorting Algorithms:

¢ Description: These algorithms rearrange elements in a specific order say
for example ascending or descending.
*» Use Case: Organizing data for efficient retrieval or presentation.
“* Input:
7,1,9,4, 17,13, 10, 24,19, 21
s Algorithm:
Quick Sort, Merge Sort, Insertion Sort, Bubble Sort, etc.

1.4.7.9. 10 13, 17. 19, 21 24 rT” ﬂ

+»» Output:



BASIC ALGORITHM CONSTRUCTS

8. Searching Algorithms:

¢ Description: The searching algorithms locate the position of a specific
element within a collection.

¢ Use Case: Finding a particular item in a list or array.

9. Data Structures:

¢ Description: Complex ways to organize and store data, such as stacks,
queues, linked lists, trees, and graphs.
*» Use Case: Efficiently managing and accessing data with the specific

requirements. rT” ﬂ



BASIC ALGORITHM CONSTRUCTS

10. Object-Oriented Programming (OOP) Concepts:

» Description: Organizing code around objects that encapsulate data and
behavior, and classes that define object blueprints.

*»» Use Case: Creating reusable, organized, and modular code structures.

11. Dynamic Programming:

¢ Description: Solving complex problems by breaking them down into
smaller subproblems & storing solutions to avoid redundant calculations.
*» Use Case: Mostly used for optimizing the solutions for given problems

with overlapping subproblems. rT ' l ﬂ



BASIC ALGORITHM CONSTRUCTS

12. Hashing:

¢ Description: Using hash functions to map data to fixed-size values for
efficient storage and retrieval.

*» Use Case: Implementing dictionaries, symbol tables, and data caches.

13. Graph Algorithms:

¢ Description: Algorithms for navigating & manipulating graphs having a
number of nodes and edges.

“» Use Case: Solving problems involving networks, routes, or relationships.

» These basic constructs are the tools used by the programmers to design

algorithms, solve problems & create efficient and effective s/wrsfw. ﬂ



PROGRAM STATE

s "Program state" refers to the current condition or configuration of a
computer program at any given moment during Its execution.
¢ Includes all the data values stored in the variables, state of various data

structures & Instruction pointer Indicating next iInstruction to be
executed.

*» Understanding and managing program state is crucial for writing reliable
and efficient software.

*» Involves Data & Variable Storage, Memory Mgmt, Scope & Lifetime,
Data Structures, Object Oriented Programming Concepts, State

Transitions, Error Handling & Exception Handling, Concurrer’sm ﬂ
Miiltithreadina S<erialization & Decarialization Per<ictence L&°<tBraaet a



PROGRAM STATE

1. Variables and Data Storage:

¢ Description:

* Avariable is something that changes every now and then.

 Variables hold data values that can change as the program executes.

* They are used to store and manipulate information.

 Variable and data are integral parts of any programming language.
 Storage of variables and data needs computer memory space.

» Importance:

* Variables allow the program to maintain and modify data as it

progresses, T ﬂ ﬂ
contributing to the dynamic nature of the program. f ( L]



PROGRAM STATE

2. Memory Management:

¢ Description:

« Programs allocate and manage memory for variables and data structures.

 This involves memory allocation, deallocation, and efficient utilization.

« Memory gets allocated whenever a new varible or data Is created in a
computer program and deallocated whenever an existing varible or data
IS no longer required.

» Importance:

* Proper memory management prevents memory leaks and optimizes the

resource usage, ensuring the program’s stability and performar'C_T , l ﬂ



PROGRAM STATE

3. Scope and Lifetime:

¢ Description: Variables have scopes (regions where they are accessible)
and lifetimes (duration for which they exist in memory).

*» Importance: Understanding scope and lifetime prevents variable name
conflicts and helps manage resources efficiently.

4. Data Structures:

¢ Description: Data structures organize and store data elements. Examples
Include arrays, lists, stacks, queues, trees, and graphs.

*» Importance: Using appropriate data structures optimizes data access and
manipulation, leading to efficient and organized code. rTﬂ ﬂ




PROGRAM STATE

5. Object-Oriented Programming (OOP) Concepts:

»» Description: OOP promotes organizing data and behavior into objects
and classes, encapsulating state and methods that operate on it.

*» Importance: OOP enhances modularity, reusability, and maintainability
of code, facilitating effective management of program state.

6. State Transitions:

¢ Description: Programs change state as per the events or user interactions.
State transitions involve modifying variables or data structures.

*» Importance: Handling state transitions accurately ensures that a program

behaves as intended and maintains internal consistency. riﬂ ﬂ



PROGRAM STATE

/. Error Handling and Exception Handling:

¢ Description: Dealing with unexpected situations disrupting a program's
flow & state. Exception handling gives structured way to manage errors.

“» Importance: Proper error and exception handling maintain the program's
stability and prevent unexpected crashes or incorrect results.

8. Concurrency and Multithreading:

¢ Description: Programs usually run multiple threads or processes
concurrently, each with its own state. Managing synchronization and
communication between threads is crucial.

“» Importance: Concurrency management prevents data races an(t_e’sﬁ ﬂ
consistent program state in multi-threaded environments. [ L]



PROGRAM STATE

9. Serialization and Deserialization:

¢ Description: Converting complex data structures or objects into a format
that can be easily stored or transmitted, and restoring them back.

*» Importance: Serialization is essential for saving and restoring program
state, such as in file storage or network communication.

10. Persistence and Storage:

s Description: Storing program state between different runs of the
program,

often using databases, files, or cloud services.

*» Importance: Persistence allows data to be retained & reloaded,’eTM ‘ﬂ
tha nroaram tno reciime from whare it loaft nff L ad



CODE ORGANIZATION

+» Effective code organization is crucial for writing maintainable, readable,
and efficient software.

s Properly structured code Is easier to understand, modify & collaborate
on.

*»» Here are some essential building blocks for effective code organization:
1. Modularization:

¢ Description: Breaking down a code into smaller, self-contained modules
or functions that perform specific tasks.

*» Importance: Modular code is easier to understand, test and reure_fb"c‘ ﬂ
also nromotes a more oraanized and maintainable codebase L ¥



CODE ORGANIZATION

2. Functions and Methods:

¢ Description: Grouping related code into functions or methods that
encapsulate specific functionality.

*» Importance: Functions enhance code readability, reduce duplication, and
enable code reuse, making the program logic more understandable.

3. Classes and Objects (Object-Oriented Programming):

¢ Description: Organizing related data and behavior into classes and
creating instances (objects) from those classes.

“» Importance: OOP promotes a structured way to represent real-world

entities, enhances code reusability, and supports code maintenﬁ.ﬂ ‘ﬂ



CODE ORGANIZATION

4. Namespaces and Packages:

¢ Description: Organizing code into namespaces or packages to prevent
naming conflicts and logically group related code.

*» Importance: Namespaces and packages help manage complexity and
enable better organization of code modules.

5. File and Directory Structure:

¢ Description: Arranging files and directories in a logical manner to group
related code and resources.

*» Importance: A well-structured directory layout improves code

discoverability and makes it easier to navigate through the pro{éqﬂ ﬂ



CODE ORGANIZATION

6. Comments and Documentation:

¢ Description: Adding comments within the code and providing external
documentation to explain the purpose and usage of code.

“» Importance: Clear comments and documentation aid in understanding
code, especially for other developers or future maintenance.

/. Code Reusability:

¢ Description: Identifying common functionalities and creating reusable
libraries, modules, or utility functions.

*» Importance: Programmers don’t have to write the same piece of code

again and again. rTﬂ ﬂ




USING ABSTRACTIONS AND PATTERNS

¢ Abstractions & design patterns are basic building blocks in developing
softwares that promote code reusability, maintainability and scalability.

*» Let’s explore how abstractions and design patterns contribute to effective
software design:

1. Abstraction:

¢ Description: Abstraction involves simplifying complex systems by
Identifying and focusing on essential characteristics while ignoring
unnecessary details.

*» Importance: Abstraction reduces complexity, enhances code readability,

and allows developers to work at a higher level of understandirg'ﬂ ﬂ



USING ABSTRACTIONS AND PATTERNS

2. Encapsulation:

¢ Description: Encapsulation involve bundling data & method that operate
on that data into a single unit, hiding the internal implementation details.

» Importance: Encapsulation promotes data integrity, limits access to
Internal components, and improves code maintainability.

3. Design Patterns:

» Description: Design patterns can solve recurring design problems. They

provide templates for solving common challenges in software design.

» Importance: Design patterns improve code organization, enhance the

maintainability & foster best practices in software developmer,t..'«ﬂ ﬂ




USING ABSTRACTIONS AND PATTERNS

» Here are a few commonly used design patterns and their significance:
1. Singleton Pattern:

¢ Ensures a class has only one instance and provides a global point of
access to that instance.
» Useful for managing shared resources or configurations.

2. Factory Pattern:

*» Provides an interface for creating objects without specifying their
concrete classes.

s Enhances flexibility in object creation & promotes loose coupMﬂ ﬂ



USING ABSTRACTIONS AND PATTERNS

3. Observer

Pattern:

*» Defines a dependency between objects, allowing one object (subject) to

notify its o
«» Useful for

nservers (listeners) of changes in state.
event handling and notification systems.

4. Strategy Pattern:

» Defines a family of algorithms, encapsulates each algorithm, and makes
them interchangeable.

*» Promotes modularity and enables dynamic algorithm selection.

R N



USING ABSTRACTIONS AND PATTERNS

5. Decorator Pattern:

»» Allows behavior to be added to an object statically or dynamically,
without affecting the behavior of other objects from the same class.

6. Template Method Pattern:

¢ Defines the structure of an algorithm in a base class while allowing
subclasses to override specific steps.

¢ Encourages code reuse and enforces a consistent algorithm structure.
7. Adapter Pattern:

¢ Converts the interface of a class into another interface clients expect.

»» Useful for making incompatible classes work together. rT , l ﬂ



USING ABSTRACTIONS AND PATTERNS

8. Composite Pattern:

¢ Treats individual objects and compositions of objects uniformly.
s Supports tree-like structures and simplifies handling complex

9.

\/
0‘0

—acag

Provio

nierarchies.

e Pattern:

es a unified interface to a set of interfaces in a subsystem.

»» Simplifies complex systems & shields clients from system complexities.

R N



EFFECTIVE MODELING
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OBJECTIVES

+» Effective modeling is a crucial aspect of s/w development that involves
creating accurate and useful representations of real-world systems or
concepts within the digital realm.

¢ The primary objectives of effective modeling are to ensure a clear
communication, facilitate understanding and support the design,
Implementation & maintenance of software systems.

*»» Here are the key objectives of effective modeling:

1. Clarity and Communication:

»» ODbjective: To represent complex concepts and systems in a clear and

understandable manner. rT, l ﬂ



OBJECTIVES

“» Importance: Clear models enable effective communication among
stakeholders, including developers, designers, clients, and users. Models
serve as a common language to discuss and refine ideas.

2. Requirements Elicitation and Validation:

*»Objective: To capture & validate requirements of a s/w system
accurately.

“» Importance: Models help stakeholders visualize and refine their
requirements, reducing ambiguity & ensuring s/w meets users' needs.

3. System Understanding and Analysis:

<+ Objective: To gain a deep understanding of the system'srirw,‘ﬂ
behavior, and interactions. [ L



OBJECTIVES

» Importance: Models provide a holistic view of the system, enabling
analysis of its components, relationships, and potential bottlenecks.

4. Design and Architecture:

»» Objective: To plan and design the software architecture and structure
based on the system's requirements.

*» Importance: Models guide the design process, helping developers create
a well-organized, scalable, and maintainable software architecture.

5. Risk Management:

*» Objective: To identify potential risks and challenges early in the

development process. rT, l ﬂ



OBJECTIVES

*» Importance: Models allow stakeholders to visualize potential problems,
explore alternatives, and make informed decisions to mitigate risks.

6. Documentation:

¢ Objective: To provide comprehensive documentation for the s/w system.
*» Importance: Models serve as living documentation helping developers,
maintainers & team members understand system structure and behavior.

7. Efficient Development:

*» Objective: To guide the implementation process and facilitate cro$ni. . 1



OBJECTIVES

*» Importance: Models serve as a blueprint for the developers, ensuring the
consistent Implementation and reducing the likelihood of errors.

8. Testing and Validation:

*»» ODbjective: To define test scenarios & validate s/w against specifications.

*» Importance: Models guide the creation of test cases, ensuring that the
software functions as intended and identifying discrepancies.

9. Collaboration and Teamwork:

¢ ODbjective: To foster collaboration among multidisciplinary teams.

*» Importance: Models provide a shared visual representation that helps
team members from different backgrounds work together effe({[ *M




OBJECTIVES

10. Change Management and Maintenance:

¢+ Objective: To support ongoing software maintenance and updates.

“» Importance: Models provide insights into the system's structure, making
It easier to implement changes without disrupting the entire system.

11. Visualization and Simulation:

¢ Objective: To visualize and simulate system behavior and interactions.

*» Importance: Models allow stakeholders to explore "what-if"' scenarios,
enabling better decision-making and understanding of system dynamics.

12. Scalability and Performance Analysis:

¢ ODbjective: To assess and optimize system performance and scalability,

» Importance: Helps to identify performance bottlenecks & efficient {()‘*M ﬂ




ENTITIES

» Effective modeling of entities iIs a fundamental aspect of software design,
especially in domains where real-world objects, concepts or components
need to be represented within a digital system.

¢ Entities are the core building blocks of a model, and modeling them
effectively Is essential for creating accurate, understandable and
maintainable software systems.

*» How effective modeling of entities contributes to the s/w development?

1. Accurate Representation:

¢ ODbjective: To accurately represent real-world objects, concepts, or

components within the software model. rT ﬁ,\.l\ ﬂ



ENTITIES

*» Importance: Accurate entity modeling ensures that the software system
reflects the reality it aims to represent, leading to better alignment with
user needs and business requirements.

2. Data Consistency and Integrity:

¢ Objective: To establish rules and relationships that maintain data
consistency and integrity within the model.

“» Importance: It helps define constraints, validations and relationships that
prevent data anomalies and inconsistencies.

3. Clarity and Understanding:

*» Objective: To make model easier for developers, stakeholders F’SM ﬂ



ENTITIES

> Importance: Clearly defined entity & its attribute make it easier for all
parties to understand the structure and behavior of the software system.

4. Identifying Relationships:

“»» Objective: To capture relationships & interactions between the entities.

“» Importance: Modeling entity relationships provide insights into different
parts of a system interact, helping developers design efficient processes
and workflows.

5. Flexibility and Adaptability:Objective:

¢ Objective: To create model to accommodate changes & evolvﬁw. ﬂ



ENTITIES

» Importance: Well-designed entity models support future modifications &
extensions, making software system adaptable to changing requirements.

6. Normalization and Database Design:

“+ Objective: To design normalized and efficient database structures based
on entity models.

*» Importance: Effective modeling contributes to optimized database
design,
minimized redundancy & improved data storage & retrieval efficiency.

7. Validation and Testing:

“«*Objective: To define test cases & validate a s/w agad € Al
specifications. faf [ 2



RELATIONSHIP

¢ Effective modeling of relationships is a critical aspect of software design,
especially when representing connections, dependencies & interactions
between various entities, components, or elements within a system.

*+ Modeling relationships accurately & comprehensively helps create a

holistic view of how different parts of a software interact and
collaborate.

*» Here Is how the effective modeling of relationships contributes to the
main cause of software development:
1. Dependency Representation:

*»» ODbjective: To Iillustrate dependencies between different elemer’tw ‘ﬂ
cvvetem <i1ich ac maodiilee comnnnente ar clacepac L i



RELATIONSHIP

*» Importance: Modeling ensures the changes in one element get reflected
In related elements & helps maintain consistency preventing other issues.

2. Association and Aggregation:

»» Objective: To depict how entities or components are associated or
aggregated together.

*» Importance: Modeling associations clarifies how different elements work
together, supporting the design and understanding of complex systems.

3. Data Flow and Communication:

*»» Objective: To showcase the flow of data, information, or messages

between different components or processes. ri‘, l ' '




RELATIONSHIP

» Importance: Modeling data flow aids in understanding communication
patterns, enabling efficient integration and seamless interactions.

4. Cardinality and Multiplicity:

*»» Objective: To define the no. of instances that participate in a relationship.

“» Importance: Modeling cardinality ensures that relationships are
accurately represented and that data integrity is maintained.

5. Composition and Aggregation:

*» Objective: To differentiate between strong (composition) and weak
(aggregation) relationships between entities.

*» Importance: Modeling composition and aggregation helps conr_eT ﬂ ﬂ
ownership and lifecycle dependencies between components. ( L]



PROCESSES

+»» Effective modeling of processes Is essential for designing, understanding
& optimizing the flow of activities, interactions & tasks in a s/w system.

¢ Process modeling helps visualize how different components work
together, how data Is transformed & how users interact with a system.

*» How an effective modeling of processes contributes to s/w development:

1. Process Visualization:

“» Objective: To create visual representations of how activities, tasks, and
Interactions occur within the system.

*» Importance: Process models show a clear & intuitive way to get system's

workflow & help people grasp a sequence of actions & relatiorw ‘ﬂ



PROCESSES

2. Workflow Design:

*»» Objective: To design efficient & logical workflows that achieve specific
goals or outcomes.

*» Importance: Process modeling guides a design of streamlined workflows
that optimize user experiences and system performance.

3. Identifying Dependencies and Interactions:

*»» Objective: To capture dependencies and interactions between different
processes and components.

*» Importance: Process model help identify points of interaction & potential
bottlenecks, enabling developers to address integration challer‘g@ﬂ ﬂ




PROCESSES

4. Resource Allocation and Utilization:

*»» Objective: To allocate and manage resources such as people, machines,
and data effectively during the execution of processes.

*» Importance: Process modeling aids in optimizing resource allocation,
leading to improved efficiency and reduced resource wastage.

5. Validation and Testing:

“» Objective: To define various test cases and validate the software against
pre-defined process specifications.

» Importance: Well-modeled processes facilitate testing & verification of
system's behavior, ensuring that processes produce expected oW@M ﬂ




PROCESSES

6. Error Handling and Exception Scenarios:

»» Objective: To model error-handling mechanisms and exception scenarios
that may arise during process execution.

*» Importance: Process modeling helps anticipate and plan for potential
errors, ensuring robustness and reliability in the system.

REANY



USAGE AND GENERAL ADVICE

¢ Effective modeling is a cornerstone of successful software development,
enabling clear communication, systematic design and also an efficient
Implementation of software systems.

¢ To ensure your modeling efforts are fruitful, consider the following
usage and general advice:

1. Understand the Problem Domain:

»» Before starting to model, thoroughly understand the problem domain,
user needs, and business requirements.

¢ Effective modeling begins with a deep understanding of what you're

trying to achieve. rTﬂ ﬂ



USAGE AND GENERAL ADVICE

2. Choose Appropriate Modeling Technigues:

¢ Select modeling techniques that best suit the problem you're solving.

*» Use UML diagrams, flowcharts, data flow diagrams, entity-relationship
diagrams, or other relevant techniques as needed.

3. Start Simple and Iterative:

»» Begin with a basic representation of the system and iteratively refine and
expand It as you gain more insights.

» Don't aim for perfection from the start; allow your model to evolve.

4. Collaborate with Stakeholders:

*» Involve stakeholders (users, clients, developers) in the modelir,‘g?rﬁ. ﬂ



USAGE AND GENERAL ADVICE

¢ Input ensures the model accurately reflects their needs and expectations.

5. Use Clear and Consistent Notations:

*» Use clear & standard notations within your chosen modeling technique.
¢ Consistency In symbols, colors and conventions improves understanding
and communication.

6. Focus on Key Abstractions:

*» Model only the essential aspects of the system.
» Avoid overcomplicating the model with unnecessary details that may
confuse or distract from the main concepts.

"




USAGE AND GENERAL ADVICE

7. Use Visual Aids:

¢ Utilize diagrams, charts, and visual representations to make complex
concepts easier to understand.

*» Visual aids enhance communication and aid in knowledge transfer.

8. Document Assumptions and Constraints:

¢ Clearly document any assumptions you make while modeling, along
with known constraints or limitations.

¢ This helps avoid misunderstandings and guides future decisions.

9. Consider Scalability and Future Changes:

¢ Design your model with scalability and future changes in miﬂff"r, l ﬂ



USAGE AND GENERAL ADVICE

*»» A well-designed model accommodates growth and supports adaptations
over time.

10. Review and Validate:

*» Regularly review your model with peers and stakeholders to validate its
accuracy and comprehensiveness.

»» Feedback helps refine and improve the model.

11. Maintain Consistent Levels of Abstraction:

s Ensure a consistent level of abstraction throughout your model.

*» Don't mix high-level conceptual details with low-level implementation

specifics in the same view. rT , l ﬂ



USAGE AND GENERAL ADVICE

12. Balance Detail and Simplicity:

¢ Get right balance between providing sufficient details to understand and
keep the model simple enough to avoid overwhelming complexity.

13. Model Behavior, Not Just Structure:

¢ Focus not only on static structure but also on dynamic behavior.

*sLearn how components interact, how data flows & how processes
unfold.

14. Use Modeling Tools Wisely:
*» Leverage modeling tools that align with your chosen technigue.

¢ These tools help create, visualize & manage complex models Tﬁfw ﬂ



TESTING AND EVALUATING PROGRAMS

¢ Testing and evaluating a program are crucial steps in s/w development
lifecycle to ensure that the software meets Its requirements, functions
correctly, and delivers value to users.

» Effective testing and evaluation help identify and address issues early,
leading to more reliable and high-quality software.

*» Here's an overview of the testing and evaluation process:

d Types of Testing:

1. Unit Testing:
¢ Test individual components or functions in isolation to ensure th
as expected.

ELE N




TESTING AND EVALUATING PROGRAMS

2. Integration Testing:
» Verify that different components/modules interact well when integrated.

3. System Testing:
¢ Test the entire system to validate end-to-end functionality.

4. Acceptance Testing:
» Confirm that the s/w meets user requirements & ready for deployment.

5. Regression Testing:
*» Re-test the software after the changes to ensure existing functionality

remains unaffected. rT, l ﬂ



TESTING AND EVALUATING PROGRAMS

6. Performance Testing:

¢ Assess the software's speed, responsiveness and scalability under
different conditions.

7. Security Testing:

» ldentify vulnerabilities and weaknesses In a software's security measures.
8. Usability Testing:

¢ Evaluate the software's user-friendliness and user experience.

9. Test Planning:

¢ Define testing objectives, scope, resources, and timelines. |
¢ ldentify test cases, scenarios, and data needed for each type ofﬁéiiM ﬂ



TESTING AND EVALUATING PROGRAMS

1 Test Case Design:

¢ Develop the test cases to cover various scenarios, inputs & edge cases.
¢ Specify expected outcomes for each test case.

J Test Execution:

»» Execute test cases based on the testing plan.
*»» Record test results, including pass/fail status and any defects discovered.

L Evaluation and Review:

*»» Review test results and analyze patterns of defects.

*»» Assess whether a s/w meets defined requirements and quality $61H?dl '1



TESTING AND EVALUATING PROGRAMS

d Performance Evaluation:

¢ Assess the software's performance against defined benchmarks.
*»» Analyze resource utilization, response times, and scalability.

d Security Evaluation:

¢ Conduct security assessment to identify vulnerability & potential threats.
*» Implement security best practices to safeguard the software.

d Usability Evaluation:

+» Gather feedback from users on the software's usability & er
experience. ?Tﬁ ﬂ
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ANTICIPATING BUGS

» Anticipating & preventing bugs is a critical aspect of s/w development to
create more reliable and robust applications.

“»*While it's impossible to eliminate all bugs, taking proactive measures
can significantly reduce their occurrence.

*» Here are some strategies for anticipating and mitigating bugs:

1. Requirements Analysis:

¢ Thoroughly understand & analyze requirements before the development.
» ldentify potential ambiguities, inconsistencies or gaps in requirements

that could lead to bugs later. [T ﬂ



ANTICIPATING BUGS

2. Code Reviews:

¢ Conduct regular code reviews with peers to identify issues and ensure
code quality.

s Multiple eyes on the code can catch bugs, improve coding practices, and
promote knowledge sharing.

3. Static Code Analysis:

*»» Use automated tools for static code analysis to identify potential bugs,
security vulnerabilities, and coding violations.

* These tools analyze code without executing It and can detect issues early

In the development process. rT’ l ﬂ




ANTICIPATING BUGS

4. Unit Testing:

“» Write comprehensive unit tests for individual components to validate
their correctness and behavior.

*» Run tests frequently to catch bugs as soon as they're introduced.

5. Integration Testing:

¢ Test the interactions between different components to catch all the
Integration-related bugs.

¢ Ensure that data flows correctly and also that the components work

together as expected. rT” ‘ﬂ



ANTICIPATING BUGS

6. Regression Testing:

¢ Continuously run regression tests to ensure that existing functionality
remains intact after code changes.

+»» Catching regressions early prevents reintroducing previously fixed bugs.

/. Automated Testing:

“» Implement automated test suites that cover a wide range of scenarios and
edge cases.

» Automated tests provide consistent and repeatable bug detection.
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ANTICIPATING BUGS

8. User Testing and Feedback:

** Involve users or stakeholders In testing to identify issues from a real-
world perspective.

¢ User feedback can uncover bugs and usability issues that may not have
been anticipated.

9. Code Standards and Best Practices:
»» Adhere to coding standards, best practices, and design patterns.
¢ Consistent coding practices reduce the likelihood of introducing common

' R N



ANTICIPATING BUGS

10. Version Control and Branching:

*»» Use the version control systems to track the changes and manage
different code branches.

» Version control helps identify when and where bugs were introduced and
facilitates code rollbacks if needed.

11. Documentation and Knowledge Sharing:

*» Maintain thorough documentation, including code comments, design
documents, and user manuals.

¢ Clear documentation helps prevent misunderstandings and aids in bug
detection and resolution. % ﬂ



SYNTAX VS. SEMANTIC ERRORS

¢ Syntax and semantic errors are two different types of errors that can
occur In programming.

¢ They have distinct characteristics and implications for the correctness
and behavior of your code.

dSyntax Errors:

*» Nature: Syntax errors occur when the programming language's rules are
violated, such as incorrect placement of keywords, missing/mismatched
punctuation, or improper use of language constructs.

¢ Detection: Syntax errors are usually detected by the compiler/interpreter

during the code compilation or interpretation process. rT’,‘l | '1



SYNTAX VS. SEMANTIC ERRORS

*» Impact: Code with syntax errors cannot be executed until the errors are
fixed. The program will fail to compile or run successfully.

s Example: A missing semicolon at the end of a statement, a typo in a
variable name, or incorrect indentation are all examples of syntax errors.

¢ Correction: Syntax errors are relatively easy to fix since the compiler or
Interpreter typically points to the exact location of the error in the code.

dSemantic Errors:

*» Nature: Semantic errors occur when the code Is grammatically correct

but does not produce the intended behavior or logic due to incor
usage of programming constructs or incorrect logic. f ﬂ



SYNTAX VS. SEMANTIC ERRORS

¢ Detection: Semantic errors are not detected by the compiler/interpreter
since the code Is syntactically correct. The program will run, but its
behavior may be incorrect or unexpected.

*» Impact: Can lead to logical mistakes in the program's behavior, causing
Incorrect calculations, improper data processing, unexpected outcomes.

*»» Example: Using the wrong mathematical operator, incorrect conditional
statements, or flawed algorithm design are examples of semantic errors.

¢ Correction: Detecting and correcting semantic errors often requires
careful analysis of the code's logic, testing, and debugging to identify

and fix the incorrect behavior. IT, ! ﬂ



DEFENSIVE PROGRAMMING

¢ Defensive programming iIs an approach to software development that
alms to create robust and reliable code by anticipating and handling
potential errors, exceptions, and edge cases.

¢+ The primary goal of defensive programming is to minimize the impact of
unexpected events, prevent system crashes, and enhance the overall
quality and stability of software.

*» Here are the key principles and practices of defensive programming:

1. Assume the Worst:

» Anticipate that things can go wrong and design your code to handle

various unexpected scenarios. rT‘,\I\ ‘ﬂ



DEFENSIVE PROGRAMMING

2. Validate Input:

¢ Thoroughly validate and sanitize all user inputs and external data to
prevent security vulnerabilities and unexpected behavior.

3. Error Handling:

*» Implement comprehensive error-nandling mechanisms to gracefully
handle exceptions, errors, and unexpected situations.

4. Boundaries and Limits:

¢ Set appropriate boundaries and limits to prevent resource exhau

stion, .
buffer overflows, and other vulnerabilities. r# , l ' I



DEFENSIVE PROGRAMMING

5. Use Defensive Language Features:

¢ Utilize language features and constructs that enhance code safety, such
as strong typing, data validation, and type checking.

6. Testing and Test Automation:

*» Develop and run extensive tests, including unit tests, integration tests,
and boundary tests, to catch issues early.

7. Code Reviews:

¢ Conduct regular code reviews to identify potential vulnerabilitie

security flaws, and areas for improvement. r% , l ' I



DEFENSIVE PROGRAMMING

8. Consistent Code Style:

»» Enforce consistent code style and formatting to improve readability and
reduce the likelihood of errors.

9. Input Sanitization:

¢ Cleanse and sanitize user input and external data to prevent SQL
Injection, cross-site scripting (XSS), and other security risks.

10. Defensive Copying:

*»» Use defensive copying of objects and data to prevent unintended

modifications by other parts of the code. rT , l ﬂ



VERIFICATION AND VALIDATION

> Verification as well as validation are two very critical processes in the
softwre development that ensure the quality, correctness and reliability
of software systems.

¢ They are distinct but complementary activities.

»» Both these activities help identify and address issues throughout the
development lifecycle.

*»» Here's an overview of verification and validation:

dVerification:

»» Objective: Verification focuses on assessing whether a software 1s bel .
built correctly according to its specifications, design, and requﬁ”e%e*f? ﬂ



VERIFICATION AND VALIDATION

o Activities:

1. Code reviews and inspections to ensure adherence to coding standards
and best practices.

2. Static analysis to identify potential defects and violations of coding rules.

3. Unit testing to verify the correctness of individual components or units.

4. Integration testing to confirm that components work together as
Intended.

5. System testing to assess the overall functionality of the complete
software system.

» Key Question: "Are we building the product right?" rT , ! ﬂ



VERIFICATION AND VALIDATION

dValidation:

»» Objective: Validation focuses on evaluating whether the software meets
the Iintended needs and requirements of users and stakeholders.

*» Activities:

1.User acceptance testing (UAT) to ensure that the software meets user
expectations and business goals.

2.Functional testing to verify that the software's features and functions

align with requirements.

3.Performance testing to assess the software's speed, responsivene '
scalability. rgf ! ﬂ



TESTING THE PARTS

¢ Testing the individual parts or components of a software system is a
crucial step in the software development process to ensure that each unit
functions correctly and as expected.

¢ This process, known as unit testing, involves testing the smallest
functional units of code in isolation.

*» Here's a look at testing the parts or components of a software system:

s Unit Testing:

¢ Unit testing focuses on testing individual components, functions,
methods, or modules of a software application in isolation from the rest

of the system. rTﬂ ﬂ



TESTING THE PARTS

¢ The main objectives of unit testing are to:

» Isolate Defects:

« |dentify and isolate defects or errors in specific parts of the code.

» Ensure Correctness:

 Verify that each unit of code produces expected o/p for a given set of i/p.

» Support Refactoring:

 Facilitate code refactoring by ensuring that changes to a unit do not
Introduce unintended Issues.

» Promote Modularity:

« Encourage a modular design by testing each unit independentlr'T , l ﬂ



TESTING THE PARTS

» Key practices and considerations for effective unit testing include:

» Test Cases:

+»» Create test cases that cover various scenarios, including normal behavior,
edge cases and potential exceptions.

» Automation:

¢ Use testing frameworks and tools to automate the execution of unit tests.

» Isolation:

¢ Test each unit mocking or stubbing any kind of external dependencies.

» Fast Feedback: Unit tests should execute quickly, allowing developers

to receive rapid feedback on their changes. rT, ‘l ﬂ



TESTING THE PARTS

» Coverage:

*» Aim for high code coverage, ensuring that a significant portion of the
codebase Is tested.

» Continuous Integration:

» Integrate unit testing into your continuous integration (Cl) process to
catch issues early.

» Refactoring:

*» Refactor code with confidence, knowing that unit tests will catchithe -
respective regressions. r , l ﬂ



TESTING THE WHOLE

¢ Testing entire software system (system testing or end-to-end testing) Is a
critical step in s/w development process to ensure that all components
work together as expected & the s/w meets its intended requirements.

¢ System testing involves testing entire application as a whole & focuses
on evaluating the functionality, performance, security & user experience.

*» Here's an overview of testing the whole software system:

1 System Testing:

¢ This testing verifies that all the individual components, modules and
units of the software system function together cohesively to achieve the

desired outcomes. rT’ l ﬂ




TESTING THE WHOLE

¢ The main objectives of system testing are as follows:
1. Integration Verification:

> Confirm that different components iIntegrate seamlessly and interact
correctly.

2. Functional Validation:

*»Validate that the software system functions according to its defined
requirements and specifications.

3. End-to-End Scenarios:
*» Test complete end-to-end scenarios that simulate real-world user

Interactions. r T ” ﬂ



TESTING THE WHOLE

4. Performance Testing:

*»» Assess the software's speed, responsiveness, scalability, and resource
utilization under various conditions.

5. Security Testing:

» ldentify vulnerabilities, ensure data protection, and validate security
mechanisms.

6. Usability Testing:

*» Evaluate the software's user-friendliness, user experience, an egall
usability. r %‘i ﬂ



TESTING THE WHOLE

7. Stress and Load Testing:

s Assess how the software performs under heavy loads and stress
conditions.

8. Compatibility Testing:

»Verify that the software functions correctly on different platforms,
browsers, and devices.

» Apart from them, we may require some key practices and considerations
for effective system testing

» They include Test Plan, Test Cases, Environment, Data, User Acceptance

Testing, Performance Metrics, Security Assessment and DOCUTTM ﬂ



TESTING THE WHOLE

1. Test Plan:

»» Develop a comprehensive test plan that outlines the scope, objectives,
test scenarios, and resources for system testing.

2. Test Cases:

+»» Create test cases that cover various usage scenarios and simulate real-
world user interactions.

3. Environment:

¢ Set up testing environments that closely resemble the production
environment to ensure accurate results. T , l
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TESTING THE WHOLE

4. Data:

¢ Use realistic & actual data for testing to mimic actual usage patterns.

5. User Acceptance Testing (UAT):

*» Involve end-users or stakeholders to perform UAT and validate that the
software meets their needs.

6. Performance Metrics:

¢ Define the performance metrics and benchmarks to assess the software

performance in a proper manner. T ‘ﬂ



TESTING THE WHOLE

7. Security Assessment:

¢ Conduct security assessments, including vulnerability scans and
penetration testing.

8. Documentation:

*» Maintain detailed documentation of test cases, test results, and any Issues
Identified during testing.
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DEBUGGING CASE STUDY: HOME AUTOMATION SYSTEM

¢ Debugging case study for a home automation system.

¢ The home automation system is used now-a-days in many places in order
to automate various systems at home.

¢ In this scenario, imagine you are a software developer working on a
home automation system that controls various household devices such as
lights, thermostats and security cameras.

s A bug Is reported by a user and your task Is to identify and fix the issue.

*»» Here's the case study:

*» Bug Report: User: "The lights in the living room are not turning oan when

| use the mobile app to control them." rT , l ﬂ




DEBUGGING CASE STUDY: HOME AUTOMATION SYSTEM

1 Debugging Steps:
1. Reproduce the Issue:

¢ Begin by trying to reproduce the reported issue on your development
environment or test setup.

» Open the mobile app, navigate to the living room lights, and attempt to
turn them on.

2. Verify the Bug:

¢ Confirm that the reported issue Is indeed occurring. Observe any error

messages or unexpected behavior. rT , !
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DEBUGGING CASE STUDY: HOME AUTOMATION SYSTEM

3. Check for Code Changes:
*»» Review recent code changes related to the home automation system,

especially those involving the control of lights.

4. Examine the Mobile App Code:

Inspect the code of the mobile app that controls the lights.

*» Look for any logical errors, incorrect API calls, or missing function calls
that could prevent the lights from turning on.

5. Check Device Communication:
» Verify that the mobile app is correctly sending commands to the home

automation system to control the lights. rT , l ' I



DEBUGGING CASE STUDY: HOME AUTOMATION SYSTEM

¢ Ensure that the communication between the app and the system is
functioning properly.

6. Inspect Home Automation System Code:

*» Examine the code of the home automation system responsible for
handling light control.

*Check for any 1issues with a command processing, device
communication,

or data storage.
7. Review Error Logs:

“* Check the system's logs for any error messages or exceptions r'sl’ew ﬂ
the lioht control fuinctionalitv L Al



DEBUGGING CASE STUDY: HOME AUTOMATION SYSTEM

¢ Error logs may provide insights into what is causing the problem.

8. Test Other Devices:

¢ Test the mobile app's control over other devices to see if the issue Is
specific to lights or affects multiple devices.

9. Test Different Scenarios:

¢ Try turning the lights on using different scenarios, such as turning them
on manually or scheduling them to turn on at a specific time.

10. Check Dependencies:

¢ Ensure that any external dependencies or APIs used for controlling the

lights are functioning as expected. rT , l ﬂ



DEBUGGING CASE STUDY: HOME AUTOMATION SYSTEM

11. Collaborate with Team Members:

*»Discuss the issue with other team members to get iInsights &
perspectives.

12. Resolution:

¢ After thorough investigation and debugging, you identify that there was
a typo In the function call responsible for sending the command to turn
on the lights in the home automation system's code.

¢ The incorrect function name was preventing the lights from being
controlled properly through the mobile app.

*You fix the typo and perform testing to verify that the lights CT?M ﬂ
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DEBUGGING CASE STUDY: HOME AUTOMATION SYSTEM

13. Lesson Learned:

¢ Debugging requires a systematic & methodical approach like analyzing
code, testing different scenarios, and collaborating with team members.

¢ The detalils are crucial, as even small errors can lead to significant issues.

+»» Effective communication and collaboration within the development team
play a key role in identifying and resolving bugs efficiently.
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