4 &) COMPUTER SCIENCE %\

U[ﬁ]ﬁ{t 3 V@@@ b@“@w m ?ﬁi-a: -@'__:m_"n e O ?"‘:—::“e

) = fﬂﬁ"“:ﬁ‘?‘:‘"‘m"}ﬁb_@‘-‘w d
DHD Q v ® o, JAVA
Intre to ProgrammingS. @ L =« M2, 5 ] &

- . |-¢~ ‘C];lmmm«
g e ] et ﬁf@

Match the terms on the right with the definitions below.

USERINTERFACE

The action of doing something over and over again.
INPUT

data that are sent to a computer for processing by a OUTPUT

program

EVENT DRIVEN

Resulting from an action; it supplies input data to a T CRARMNG

program i.e. key press, mouse click, mouseover, etc.)

. PROGRAM
any data that are sent from a program to a device.

program statements run in order, from top to bottom

PROTOCOL

Finding and fixing problems in an algorithm or
program. EVENT

some program statements run when triggered by an

: 1 LOOP
event, like a mouse click or a key press

the inputs and outputs that allow a user to interact SEQUENTIAL
with a piece of software; consists of buttons, menus, PROGRAMMING
images, text, and graphics.

An agreed-upon set of rules that specify the behavior
of some system

A collection of commands or algorithm that have been
coded into something that can be run by a machine
one at a time,
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