CHAPTER 13 – PROGRAMMING LANGUAGES (2010)
	1. 
	What is one of the primary differences between “low-level” and “high-level” languages?


	2. 
	Identify the 5 generations of programming languages.
· 1st: machine language

· 2nd: assembly language

· 3rd: high-level language

· 4th: 4GL

· 5th: natural language



	3. 
	What are the characteristics of a machine language?


	4. 
	What are the characteristics of an assembly language?


	5. 
	What is source code?


	6. 
	What is an assembler?


	7. 
	What is a procedural language? 


	8. 
	What is a characteristic of a third-generation language?


	9. 
	How do compilers and interpreters differ?


	10. 
	What is an object program?


	11. 
	What is an algorithm?



	12. 
	What is an OOPL?


	13. 
	What is RAD? 


	14. 
	Identify some of the characteristics of a Visual Programming Language.


	15. 
	What is a 4GL?


	16. 
	What is an application generator?


	17. 
	What is a macro? What is VBA?


	18. 
	What is DHTML?



	19. 
	What is a “script”? 


	20. 
	What is the primary difference between an “applet” and a “servlet”?


	21. 
	What is ActiveX?


	22. 
	What do JavaScript, Perl, PHP, and VBScript have in common?



	23. 
	How do XHTML and WML differ?



	24. 
	What is Ajax?



	25. 
	Identify some popular web page authoring software.



	26. 
	What are the six steps in the programming process?


	27. 
	What general activities take place during the first step of the program development cycle?


	28. 
	What is the goal of “top-down design”?


	29. 
	What are modules?


	30. 
	Identify the three basic types of control structures and the key characteristics of each.


	31. 
	What is the purpose of a program flowchart?


	32. 
	What is ANSI?



	33. 
	What is the purpose of pseudocode?


	34. 
	What is “syntax”?


	35. 
	What is a logic error?


	36. 
	What is “extreme programming”?



	37. 
	What is a syntax error?



	38. 
	What is debugging?


	39. 
	What is beta software?


	40. 
	What is dead code?


	41. 
	What is “structured walkthrough”?

· a/k/a “egoless programming”

· Scrutinizing a program’s logic during the design phase by discussing it with other programmers and the systems analyst prior to coding
· Goal: to identify design weaknesses, errors, omissions, or duplications using peer group review

· Most people are not able to find their own errors (especially logic errors)

· Promotes collaboration and cooperation

· It is the opposite of extreme programming 
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