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COURSE INTRODUCTION

Understanding algorithms, programming logic, and data management
is essential for developing efficient and optimized software solutions.
This course provides a comprehensive introduction to programming
concepts, control structures, data handling techniques, and memory
management. Students will gain both theoretical knowledge and
practical skills in algorithm design, flowchart development,
programming languages, and advanced topics such as dynamic
memory allocation and file handling.

Module 1: Algorithm, Flowchart, and Programming
Languages

Algorithms and flowcharts are the foundation of
programming, helping developers design structured and
logical solutions to computational problems. This Module
covers algorithmic problem-solving techniques, flowchart
representation, and an introduction to programming
languages. Understanding these concepts is crucial for writing
efficient and well-structured code.

Module 2: Control Statements, Arrays, and Strings
Control statements such as loops and conditional structures
play a vital role in decision-making and program execution
flow. Arrays and strings are fundamental data structures used
for handling and processing large datasets. This Module
explores if-else statements, loops, switch-case structures, and
the implementation of arrays and string manipulation in
programming.

Module 3: Functions and Pointers

Functions allow modularity and reusability in programming,
enabling the development of efficient and manageable code.
Pointers provide direct memory access and manipulation,
making them essential for dynamic memory management and
data structures like linked lists. This Module covers function
definitions, recursion, pointer arithmetic, and memory
referencing in programming.

Module 4: Structures and Dynamic Memory Allocation
Structures help in organizing complex data, while dynamic
memory allocation allows efficient memory management
during runtime. This Module introduces the concept of user-
defined data types, structure implementation, memory
allocation techniques such as malloc() and free(), and their
role in efficient program execution.
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Module 5: File Handling

File handling is essential for storing and retrieving data
efficiently. This Module explores file operations such as
reading, writing, and updating data using different file
handling modes. Students will learn how to manage structured
and unstructured data storage in various file formats, ensuring
data persistence in applications.

By the end of this course, learners will gain a strong
understanding of fundamental programming concepts,
structured problem-solving techniques, and efficient memory
and file management, enabling them to develop robust

software applications.
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MODULE 1
ALGORITHM, FLOWCHART, AND
PROGRAMMING LANGUAGES

LEARNING OUTCOMES
By the end of this Module, students will be able to:

Understand the concept of algorithms and flowcharts.

Learn about different types of software and programming
languages.

Understand The fundamentals of programming in C, including
its elements and structure.

Learn about tokens, data types, format specifiers, and operators
in C.

Understand the concept of variables and their scope in C.

2
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Unit 1: Algorithms and Flowcharts

1.1 Introduction of Algorithm and Flowchart
Basics of Algorithms and Flowcharts
Algoithms and flowcharts are two basic principles of computer science
and problem solving. These are systematic approaches to decomposing
a complex problem into smaller pieces. This ultimate guide covers
everything you need to know about them including definitions,
characteristics, importance, relationship, and applications.
Understanding Algorithms
An algorithm is a written set of instructions for carrying out a task or a
formula for resolving an issue. It is a set of precise instructions that,
when followed correctly, produce the desired result in a predetermined
length of time.
Characteristics of a Good Algorithm

1. Finiteness: Algorithm must come to an end taking a small
number of actions
Definedness: Each stage must Be unambiguous and
Clear. An algorithm may take zero or more input.

Output: At least one output ought to be generated.

ok~ N

Effectiveness: Every step must be feasible (i.e., easy enough
that each step can be completed verbatim in a finite period of

time).
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Importance of Algorithms

Algorithms are crucial for several reasons:

e They provide a systematic approach to problem-solving

e They enable efficient use of computational resources

e They form the foundation of programming and software
development

e They allow complex tasks to be broken down into manageable
steps

e They facilitate communication of solutions between people

Types of Algorithms

Algorithms can be classified based on their design approach:

1.

Divide and Conquer: Breaking breakingbreaking down a problem
into smaller subproblems, resolving each one separately, and then
integrating the results.

Example: Merge Sort, Quick Sort

Dynamic Programming: Breaking down complex problems into
simpler overlapping subproblems and solving each subproblem
only once.

Example: Fibonacci sequence calculation, Knapsack problem
Greedy Algorithms: Making making locally optimal decisions at
every step in the pursuit of a global optimum.

Example: Dijkstra's algorithm, Huffman coding

Backtracking: Building a solution incrementally and abandoning
a path as soon as it's determined that it cannot lead to a valid
solution.

Example: N-Queens problem, Sudoku solver

Branch and Bound: Systematically enumerating candidate
solutions by exploring branches of a tree and bounding their
evaluation.

Example: Traveling Salesman Problem

Common Algorithm Categories

Based on functionality, algorithms can be categorized as:

1. Sorting Algorithms: Arranging data in a particular order.
e Bubble Sort,
e Selection Sort
o Insertion Sort,
e Merge Sort
e Quick Sort

4
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2. Searching Algorithms: Finding specific data within a
collection.
e Linear Search
e Binary Search
e Depth-First Search
e Breadth-First Search
3. Graph Algorithms: Solving problems related to graph
structures.
e Dijkstra's Algorithm
o Bellman-Ford Algorithm
o Kruskal's Algorithm
e Prim's Algorithm
4. String Algorithms: Manipulating and analyzing text data.
o String Matching Algorithms
e Regular Expression Matching
o Suffix Trees and Arrays
5. Numerical Algorithms: Solving mathematical problems.
e Euclidean Algorithm (GCD)
o Fast Fourier Transform
e Newton-Raphson Method
Understanding Flowcharts
An algorithm or process is represented by a flowchart, which is a
graphic with different types of boxes representing the steps and arrows
linking them to indicate their order. It visually depicts how data moves
through an information processing system.
Basic Flowchart Symbols
1. Terminal/Oval: Represents the start or finish of the process.
2. Procedure /Rectangle: Indicates a processing step or
operation.
3. Decision/Diamond: Shows a decision point, typically resulting
in "yes" or "no" paths.
Input/Output/Parallelogram: Represents data input or output.
Connector/Circle: Links one part of the flowchart to another.

Flow Lines/Arrows: Show the direction of process flow.

N o o &

Document/Rectangle with a wavy bottom: Indicates a

document or report.
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8. Predefined Process/Rectangle with double-striped sides:

Represents a complex process defined elsewhere.
Types of Flowcharts

1. System Flowcharts: Represent the flow of data through an
entire system.

2. Data Flowcharts: Show how data is processed at different
stages in the system.

3. Program Flowcharts: Illustrate the control flow of a specific
program oralgorithm.

4. Document Flowcharts: Display the flow of documents through
an organization.

5. Process Flowcharts: Depict business processes or workflows

within an organization.

Benefits of Flowcharts

Visual Clarity: They provide a clear, visual representation of
processes.

Communication: They facilitate communication of processes
between different stakeholders.

Analysis: They help identify bottlenecks, redundancies, and
inefficiencies in processes.

Documentation: They serve as effective documentation for
processes and algorithms.

Problem-Solving: They assist in breaking down complex

problems into manageable steps.

Relationship between Algorithms and Flowcharts

Algorithms and flowcharts are closely related concepts that

complement each other in problem-solving and programming:

An algorithm provides the logical sequence of steps, while a
flowchart visualizes these steps graphically.

Flowcharts make algorithms easier to understand, especially for
complex processes.

Algorithms provide the detailed instructions that flowcharts
represent visually.

Both serve as essential tools in program design and
development.

Converting between algorithms and flowcharts is a common

practice in software development.

6
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Algorithm Development Process
Creating an effective algorithm involves several key steps:
1. Problem Definition: Before developing an algorithm, it's crucial to
clearly understand and define the problem being addressed. This
includes:
o Identifying the inputs available
e Specifying the desired outputs
e Understanding any constraints or requirements
e Determining the scope of the problem
2. Algorithm Design: Once the problem is well-defined, the next step
is to design the algorithm:
e Breaking down the problem into smaller, manageable sub-
problems
e Determining the logical sequence of steps needed to solve each
sub-problem
e Considering alternative approaches and selecting the most
efficient one
o Ensuring the algorithm meets all requirements and constraints
3. Algorithm Representation: after designing the algorithm, it needs
to be represented in a clear, understandable format:
e Pseudocode: A structured, English-like description of the
algorithm
o Flowchart: A graphical representation of the algorithm
o Natural Language: A step-by-step description in plain
language
4. Validation and Testing: before implementation, the algorithm
should be validated and tested:

e Tracing through the algorithm manually with sample inputs

Checking for logical errors or inconsistencies

Verifying that the algorithm produces the correct outputs

Assessing the algorithm's efficiency and performance
5. Implementation: Finally, the algorithm is implemented in a
programming language:

e Translating the algorithm into code

o Following programming best practices

o Ensuring the implementation accurately reflects the algorithm
design

e Optimizing the code for performance where necessary
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Flowchart Development Process
Creating effective flowcharts involves the following steps:
1. Define the Purpose: Clearly identify what process or algorithm the
flowchart will represent and what level of detail is required.
2. Identify the Scope: Determine the starting and ending points of the
process to be diagrammed.
3. Break down the Process: Divide the overall process into distinct
steps or activities.
4. Sequence the Steps: Arrange the steps in their logical order of
execution.
5. Draw the Flowchart: Use appropriate symbols to represent different
types of steps and connect them with flow lines.
6. Review and Refine: Analyze the flowchart for clarity, completeness,
and accuracy, making revisions as needed.
7. Validate the Flowchart: Test the flowchart by tracing through it
with sample scenarios to ensure it correctly represents the intended
process.
Algorithm Analysis and Complexity
Understanding the efficiency of algorithms is crucial for developing
optimal solutions:
Time Complexity
Time complexity measures how as the input's size grows, so does the
algorithm's running time:
e Big O Notation (O): Represents the upper bound of an
algorithm's growth rate.
e Omega Notation (Q2): Represents the lower bound of an
algorithm's growth rate.
o Theta Notation (0®): Represents both when the top and lower
boundaries are identical.
Common time complexities, ordered from most efficient to least
efficient:
1. Constant Time - O (1): The algorithm takes the same amount
of time regardless of the size of the input.
2. Logarithmic Time - O (log n): The algorithm's time increases
logarithmically as input size grows.
3. Linear Time - O (n): The algorithm's time increases linearly

with input size.

8
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algorithms like merge sort.
5. Quadratic Time - O (n?): Often seen in algorithms with nested
loops.
6. Cubic Time - O (n*): Typical in algorithms with triple-nested
loops.
7. Exponential Time - O (2"): The algorithm's time doubles with
each additional input element.
8. Factorial Time - O (n!): The algorithm's time grows factorially
with input size.
Complexity of Space

Space complexity is a measure of memory capacity. An algorithm

requires:

It considers both the fixed space (independent of input size) and
variable space (dependent on input size).
Like time complexity, it's often expressed using Big O notation.

Algorithms often trade off between time and space efficiency.

Flowchart Best Practices

To create effective and readable flowcharts, follow these best practices:

Layout and Design

Maintain a consistent flow direction (typically either from top
to bottom or from left to right.

Place the start symbol at The top or left side of the chart.
Avoid crossing flow lines whenever possible.

Use consistent spacing between symbols.

Keep the flowchart on a single page when feasible.

Symbol Usage

Use standardized flowchart symbols according to their intended
purpose.

Maintain consistent symbol sizes throughout the flowchart.
Label each symbol clearly and concisely.

Use decision diamonds only for true/false or yes/no questions.

Content and Clarity

Keep text descriptions brief but informative.
Use consistent terminology throughout the flowchart.
Break complex processes into sub-flowcharts if necessary.

Include a legend if using non-standard symbols.

9
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Provide a title that clearly describes the process being

represented.

Review and Validation

Have others review the flowchart for clarity and understanding.
Test the flowchart by tracing through various scenarios.
Update the flowchart as processes change or improve.

Ensure the flowchart accurately represents the actual process.

Examples of Algorithms and Their Flowcharts

Let's examine some common algorithms and their corresponding

flowcharts:

1. Linear Search Algorithm

Algorithm:

1.
2.
3.
4.
5.

Start from the leftmost element of the array.

Compare each element with the target value.

If the component matches the target, return its index.

If the element doesn't match, move to the next element.

If no match is found after checking all elements, return -1.

Flowchart Description:

Start with an array and target value.

Initialize index variable i = 0.

Check if i< array length. If not, return -1 (not found).

Compare array[1] with target. If equal, return 1.

If not equal, increment 1 and repeat from step 3.
2. Bubble Sort Algorithm
Algorithm:

1. TIterate through the array multiple times.

2.

In each iteration, compare adjacent elements.

3. 3. Switch them if they're not in the right order.

4. Repeat until no swaps are needed in an entire pass.

Flowchart Description:

Start with an unsorted array.

Initialize a swapped flag to true.

While swapped is true:

Set swapped to false.
For 1= 0 to array length - 2:
= Ifarray[i] > array[i+1]:
= Swap array[i] and array[i+1].

= Set swapped to true.

10
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3. Binary Search Algorithm
Algorithm:
1. Sort the array if not already sorted.
2. Set left pointer to the first element and the right pointer to the
last element.
3. Find the middle element.
4. If the middle element equals the target, return its index.
5. If the middle element is greater than the target, move the right
pointer to middle - 1.
6. If the middle element is less than the target, move the left
pointer to middle + 1.
7. Repeat steps 3-6 until left pointer exceeds right pointer.
8. If the target is not found, return -1.
Flowchart Description:
o Start with a sorted array and target value.
o Initialize left = 0 and right = array length - 1.
e Aslong as left <= right:
= Calculate middle = (left + right) / 2.
= If array[middle] equals target, return middle.
= Ifarray[middle] > target, set right = middle - 1.
= [farray[middle] < target, set left = middle + 1.
e Return -1 if the loop ends without finding the target.
Practical Applications of Algorithms and Flowcharts
Algorithms and flowcharts have numerous applications across various
fields:
Computer Science and Programming
e Software Development: Breaking down complex programs
into manageable algorithms.
e System Design: Planning the structure and flow of information
systems.
o Database Management: Optimizing data storage, retrieval,
and manipulation.
o Artificial Intelligence: Developing intelligent systems that can
learn and make decisions.
e Computer Graphics: Creating efficient rendering algorithms
for visual displays.

Business and Management

11
MATS Centre for Distance and Online Education, MATS University



Business Process Modeling: Documenting and improving
organizational workflows.

Decision Support Systems: Aiding decision-making through
structured approaches.

Quality Management: Standardizing processes for consistent
quality.

Resource Allocation: Optimizing the distribution of limited
resources.

Project Management: Planning and tracking project activities

and dependencies.

Education and Research

Teaching Programming Concepts: Visualizing programming
concepts for better understanding.

Scientific Research: Structuring research methodologies and
data analysis.

Problem-Solving  Instruction: = Teaching  systematic
approaches to problem-solving.

Curriculum Development: Planning educational pathways
and prerequisites.

Assessment  Design: Creating structured evaluation

procedures.

Engineering and Manufacturing

Product Design: Breaking down design processes into
sequential steps.

Manufacturing Processes: Planning and optimizing
production workflows.

Quality Control: Developing systematic inspection and testing
procedures.

Automation Systems: Programming robots and automated
machinery.

Troubleshooting: Creating systematic approaches to

identifying and resolving issues.

Healthcare

Clinical Pathways: Standardizing treatment protocols for
specific conditions.
Diagnostic Procedures: Creating systematic approaches to

diagnosis.

12
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e Medical Device Operation: Programming medical equipment Notes
algorithms.

o Patient Care Workflows: Optimizing hospital and clinic
processes.
e Medical Research: Structuring clinical trials and data analysis.
Algorithm Design Techniques
Various techniques can be employed to design efficient algorithms:
Brute Force Approach
The brute force approach involves examining all possible solutions to
find the correct one:
o Simple to implement and understand
e Always finds the correct solution if one exists
o Inefficient for large inputs
e Useful as a baseline for comparing more sophisticated
algorithms
Example: Finding all prime numbers up to n by checking divisibility
for each number.
A Greedy Method
At each step, greedy algorithms are used to make locally optimal
choices. Seeking to locate a worldwide

Optimum:

Simple to implement and often efficient

Works well for problems with "optimal substructure”

May not always produce the optimal solution

Requires proof of correctness for each application
Example: Huffman coding for data compression.
Win and split
This method comprises breaking down a difficulty into smaller, more
manageable issues, fixing each one independently, and then combining
the outcomes.
o Often leads to efficient algorithms
e Naturally suited for recursive implementation
e Typically has O(n log n) time complexity
o Particularly useful for parallel processing
Example: Merge sort for efficient sorting.
Dynamic Programming
Dynamic programming solves challenging problems by breaking them

down into simpler overlapping subproblems:

13
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o Stores solutions to subproblems to avoid redundant calculations
e More efficient than recursive approaches for problems with
overlapping subproblems
e Requires identifying the optimal substructure of the problem
e Can be implemented using either top-down (memoization) or
bottom-up approaches
Example: Finding the longest common subsequence of two strings.
Backtracking
Backtracking builds a solution incrementally and abandons paths that
cannot lead to a valid solution:
o Useful for constraint satisfaction problems
e Can find all possible solutions
e More efficient than brute force as it prunes the search space
o Still exponential in the worst case
Example: Solving Sudoku puzzles.
Flowchart Design Techniques
Creating effective flowcharts requires specific techniques:
Top-Down Design
Start with a high-level overview and progressively break it down into
more detailed components:
e Provides a clear overall structure
e Helps manage complexity
o Facilitates understanding of the system as a whole
o Allows for progressive elaboration
Modular Design
Break complex flowcharts into smaller, self-contained modules:
o Improves readability and maintainability
e Enables reuse of common process modules
e Allows multiple people to work on different modules
simultaneously
e Makes updates and modifications easier
Structured Flowcharting
Follow structured programming principles in flowchart design:
o Use only sequence, selection (if-then-else), and iteration (loops)
constructs
e Avoid using "go to" connections that create spaghetti logic
e Ensure each module has a One point of entry and one point of

departure

14
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Swimlane Diagrams
Organize flowchart elements into lanes representing different actors or
departments:
o Clarifies responsibilities for each step
e Shows handoffs between different parties
e Highlights communication and coordination points
o Helps identify process bottlenecks
Challenges in Algorithm and Flowchart Development
Despite their usefulness, algorithms and flowcharts present several
challenges:
Complexity Management
As problems become more complex, managing the corresponding
algorithms and flowcharts becomes increasingly difficult:
e Complex algorithms may be difficult to understand and
maintain
o Large flowcharts can become unwieldy and hard to follow
o Balancing detail with clarity is challenging
e Modularization and hierarchy become essential for complex
processes
Validation and Verification
Ensuring the correctness of algorithms and flowcharts is crucial but
challenging:
e Proving algorithm correctness formally can be difficult
o Testing all possible inputs is often impractical
o Edge cases and special conditions may be overlooked
e Verification techniques like assertion checking and invariant
maintenance are needed
Efficiency Optimization
Optimizing algorithms for time and space efficiency presents ongoing
challenges:
e Optimizations often trade clarity for efficiency
o Different optimization strategies may conflict with each other
e Hardware considerations affect optimal algorithm design
e The most efficient algorithm may vary depending on input
characteristics
Adaptation to Change
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As requirements evolve, algorithms and flowcharts must adapt

accordingly:

Changes in one part of an algorithm may affect other parts
Flowcharts must be updated to reflect process changes
Documentation must be kept in sync with actual
implementations

Backward compatibility may need to be maintained

Modern Tools for Algorithm and Flowchart Development

Various tools assist in the creation and analysis of algorithms and

flowcharts:

Algorithm Visualization Tools

Algorithm Visualizers: Interactive tools that demonstrate
algorithm execution step by step.

Code Profilers: Tools that analyze algorithm performance in
real-world scenarios.

Algorithm Animation Software: Programs that create
animated visualizations of algorithms in action.

Educational Platforms: Interactive learning environments for

algorithm development and analysis.

Flowchart Software

Dedicated Flowchart Tools: Microsoft Visio, Lucidchart,
draw.io, etc.

Diagramming Features in Office Suites: Basic flowcharting
capabilities in tools like Microsoft Office.

Online Collaborative Tools: Web-based platforms that allow
multiple users to work on flowcharts simultaneously.
Integrated Development Environments (IDEs):

Programming environments with built-in flowchart capabilities.

Automated Flowchart Generation

Code-to-Flowchart Converters: Tools that automatically
generate flowcharts from source code.

Process Mining Software: Programs that create flowcharts by
analyzing process logs.

Business Process Modeling Tools: Software that combines
flowcharting with business process simulation.

UML Tools: Unified Modeling Language tools with flowchart-

like capabilities.

Simulation and Testing Tools

16
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e Algorithm Benchmarking Suites: Tools for comparing
algorithm performance across different scenarios.
e Process Simulators: Software that simulates process execution
based on flowcharts.
o Statistical Analysis Tools: Programs for analyzing algorithm
efficiency and effectiveness.
o Testing Frameworks: Tools for systematically testing
algorithm implementations.
Future Trends in Algorithms and Flowcharts
Several emerging trends are shaping the future of algorithms and
flowcharts:
Al-Generated Algorithms
Artificial intelligence is increasingly being used to generate algorithms:
e Machine learning systems that can discover novel algorithms
e Neural networks trained to optimize existing algorithms
e Evolutionary algorithms that "evolve" solutions through
generations
e Al systems that can convert natural language descriptions into
algorithms
Interactive and Dynamic Flowcharts
Traditional static flowcharts are evolving into interactive and dynamic
visualizations:
o Flowcharts that respond to user input and adapt in real-time
e Animated flowcharts that show process execution
o Interactive simulations based on flowchart definitions
o Augmented reality visualizations of processes and workflows
Quantum Algorithms
With the advent of quantum computing, new types of algorithms are
emerging:
e Algorithms designed specifically for quantum computers
e Quantum versions of classical algorithms with exponential
speedups
e Hybrid algorithms that combine classical and quantum
computing
e New complexity classes and efficiency measures for quantum

algorithms

Collaborative Development Platforms
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Notes Algorithm and flowchart development is becoming increasingly

collaborative:

Cloud-based platforms for real-time collaborative editing
Version control systems for tracking changes to algorithms and
flowcharts

Knowledge bases that document best practices and reusable
components

Community-driven algorithm repositories and libraries

Teaching Algorithms and Flowcharts

Effective educational approaches for teaching these concepts include:

Pedagogical Approaches

Problem-Based Learning: Presenting real-world problems
that require algorithm development.

Visual Learning: Using animations and visualizations to
demonstrate algorithm execution.

Scaffolded Learning: Progressively introducing more
complex algorithms and techniques.

Collaborative Learning: Engaging students in team-based
algorithm development.

Competitive Programming: Motivating algorithm mastery

through competition.

Common Misconceptions

Addressing these common misconceptions is important in teaching:

Assumption that all algorithms must be complex: Simple
algorithms can be very effective.

Confusing algorithm efficiency with implementation
efficiency: An efficient algorithm may have an inefficient
implementation.

Believing there's always a '"best" algorithm: Different
algorithms excel in different scenarios.

Overlooking the importance of algorithm analysis:
Understanding when and why an algorithm works is as
important as how it works.

Focusing solely on time complexity: Space complexity and

other factors are also important.

Assessment Techniques

Evaluating algorithm and flowchart proficiency can be done through:

18
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Algorithm Tracing: Having students manually trace through
algorithm execution.

Algorithm Design Challenges: Requiring students to design
algorithms for specific problems.

Flowchart Creation: Assessing students' ability to represent
algorithms graphically.

Code Implementation: Evaluating students' implementation of
algorithms in programming languages.

Algorithm Analysis: Testing students' ability to analyze

algorithm efficiency and correctness.

Ethical Considerations in Algorithm Design

As algorithms increasingly influence our lives, ethical considerations

become paramount:

Fairness and Bias

Algorithms should treat all individuals fairly without
discriminating based on protected characteristics.

Bias in training data can lead to biased algorithmic decisions.
Regular auditing of algorithms for bias is essential.
Transparent documentation of algorithm limitations and

potential biases is necessary.

Privacy and Security

Algorithms should respect user privacy and protect sensitive
information.

Security measures must be built into algorithms from the design
phase.

Data minimization principles should be applied to algorithm
design.

Clear consent mechanisms for data use in algorithms are

essential.

Transparency and Explainability

Complex algorithms should be made as transparent as possible.
Users should be able to understand why an algorithm made a
particular decision.

Documentation should clearly explain algorithm functioning

and limitations.
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Notes o Explainable Al techniques should be incorporated where

feasible.

Accountability and Oversight

e Clear responsibility structures for algorithm outcomes must be
established.
e Regular auditing and monitoring of algorithm performance is
necessary.
e Mechanisms for addressing algorithm failures or harms should
be in place.
e Regulatory frameworks for high-risk algorithmic systems are
increasingly important.
Algorithms and Flow Charts: One of the most basic data structures
used in problem-solving, programming, and process design. They offer
systematic methods for decomposing complex problems into more
manageable steps and for representing solution processes visually.
Understanding these concepts is crucial for developers, software
engineers, business process engineers, IT architects, and many other
professionals in computer science and related fields. With each
furthering of technology, the significance of well-structured algorithms
and well-laid out flowcharts will only increase. Understanding
principles of algorithm design and flowchart development, individuals
and organizations can become better problem solvers, foster
communication, use processes more effectively and create charting that
bring real results for complex problems. This is how we arrive at the
arrival of an era of increased automation, interactivity, and integration
with artificial intelligence that willdefine the future of algorithms and
flowcharts, leading to new possibilities for solving previously
intractable problems and further extending the reach of these basic
concepts across a wide range of fields.
Unit 2: Introduction to Programming Languages

1.2 Types of Software and Programming Languages

Categories of Software and Programming Languages
Introduction

Software has become the lifeblood of modern computing, with a
plethora of sorts serving different functions in various industries and
everyday life. So too have programming languages— the tools that
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help build software— evolved into an array of options, each with its
own strengths and use cases. This feature gives an in-depth overview
of the various fields of software and programming languages that make

our digital landscape.

Part I: Types of Software

System Software: From operating system software which allows
hardware resource access and creates the environment for application
software to run.

Operating Systems: Operating Systems (OS) are the core software
that provides a basic interface between hardware and users, which
manages resources and render services for other software..

Examples:

e Windows: Microsoft's widely-used OS for personal computers,
featuring a graphical user interface and extensive application
support.

e macOS: Apple's operating system for Mac computers, known
for its sleek design and integration with other Apple products.

e Linux: An open-source OS with numerous distributions
(Ubuntu, Fedora, Debian) that offers high customization and
powers many servers worldwide.

e Android: Google's mobile OS based on Linux, dominating the
smartphone market.

e i0OS: Apple's mobile operating system for iPhones and iPads,
distinguished by its controlled ecosystem.

Operating systems manage essential functions like process control,
memory management, file system management, device drivers, and
security protocols. This usually consists of a core (the kernel), for
managing the hardware directly, lists of instructions and libraries, key
to those instructions, and a user interface.

Utility Software: Utility software is the software which helps in the
maintenance, analyzing, configuring, optimizing or repairing the
computer systems.

Examples:

e Antivirus programs: Norton, McAfee, Avast

o Disk management tools: Disk Defragmenter, Disk Cleanup

o Backup utilities: Time Machine, Windows Backup

e Compression tools: WinZip, 7-Zip
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o System monitors: Task Manager, Activity Monitor
These utilities enhance system performance, protect against threats,
recover lost data, and optimize resource usage.
Device Drivers: Device drivers are specialized programs that allow the
operating system to communicate with hardware devices.
Examples:

e Graphics card drivers

e Printer drivers

o Network adapter drivers

e Audio drivers

e Input device drivers
Without proper drivers, hardware components cannot function as
intended, making these programs essential for system functionality.
Firmware: Firmware is software permanently embedded in hardware
devices, providing low-level control of device-specific operations.
Examples:

o BIOS/UEFI in computers

e Router firmware

e Smart TV firmware

e Printer firmware

e Smartphone bootloaders
Firmware is the bridge between hardware and software, often requiring
unique programming paradigms and security considerations.
Application Software: Application software (usually referred to as
“apps”) is created to help users in carrying out specific tasks, from
productivity to entertainment.
Desktop Applications: Desktop apps are installed and run in local
computer systems with feature-rich tools.
Categories:

e Productivity suites: Microsoft Office, Google Workspace,

LibreOftice

o Creative software: Adobe Creative Suite, Blender, Audacity

e  Web browsers: Chrome, Firefox, Safari, Edge

e Communication tools: Slack, Discord, Microsoft Teams

e Development environments: Visual Studio, IntelliJ IDEA,

Eclipse
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These applications leverage the processing power of local hardware and
often provide more extensive features than their web or mobile
counterparts.
Web Applications: Web applications run within browsers, offering
cross-platform functionality without installation requirements.
Examples:

e  Webmail: Gmail, Outlook Web

o Office applications: Google Docs, Office 365 online

e Social media platforms: Facebook, Twitter, LinkedIn

e Project management tools: Trello, Asana, Monday.com

e E-commerce platforms: Amazon, Shopify storefronts
Web applications have gained prominence due to their accessibility
across devices, automatic updates, and reduced local resource
requirements. They rely on web technologies like HTML, CSS,
JavaScript, and various backend technologies.
Mobile Applications: Mobile applications are designed specifically
for smartphones and tablets, optimized for touch interfaces and mobile
functionality.
Categories:

e Social networking: Instagram, TikTok, Snapchat

o Utilities: Weather apps, calculators, note-taking apps

e Games: Casual games, augmented reality games

e Productivity: Mobile office suites, to-do lists

o Lifestyle: Fitness trackers, meditation apps, recipe managers
Mobile apps offer unique features like location awareness, camera
integration, and touch-optimized interfaces. They're typically
distributed through app stores and may follow platform-specific design
guidelines.
Enterprise Software: Enterprise software serves organizational needs
rather than individual users, focusing on business processes and data
management.
Examples:

e Two instances of enterprise resource planning are SAP and

Oracle (ERP).
e CRM, or customer relationship management, uses Salesforce.
Microsoft Dynamics

o Business Intelligence (BI): Tableau, Power BI
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e Human Resources Management Systems (HRMS): Workday,
ADP
e Supply Chain Management (SCM): JDA Software, Manhattan
Associates
Enterprise software often features complex architecture, extensive
customization options, and robust security measures to protect sensitive

business data.

Specialized Software Categories
Database Management Systems (DBMS): Database systems store,
organize, and manage data for efficient retrieval and manipulation.
Types:

e Relational DBMS: MySQL, PostgreSQL, Oracle Database,

Microsoft SQL Server

e NoSQL databases: MongoDB, Cassandra, Redis

e Graph databases: Neo4j, Amazon Neptune

o Time-series databases: InfluxDB, TimescaleDB

o In-memory databases: Redis, Memcached
Modern database systems handle massive volumes of data while
providing features like transaction processing, data integrity
enforcement, query optimization, and security controls.
Content Management Systems (CMS): Content management
systems facilitate the creation, modification, and publication of digital
content, often for websites.
Examples:

e WordPress: Powers approximately 40% of all websites

e Drupal: Known for scalability and complex site architectures

o Joomla: Balances flexibility and usability

o Shopify: Specialized for e-commerce

o Contentful: Headless CMS for omnichannel content delivery
CMS platforms have evolved from simple website builders to
sophisticated content orchestration systems that manage digital
experiences across multiple channels.
Computer-Aided Design (CAD) Software: CAD software allows
precise design and modeling of physical objects, structures, and
systems.
Examples:

e AutoCAD: Industry standard for 2D and 3D design
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« SolidWorks: Feature-rich 3D CAD tool Notes

e Revit: Building Information Modeling (BIM) software

e Fusion 360: Cloud-based CAD/CAM tool

e SketchUp: Accessible 3D modeling software
These specialized tools support industries ranging from architecture
and engineering to product design and manufacturing, often integrating
with simulation and production systems.
Media and Entertainment Software: Media software focuses on
creating, editing, and delivering audio-visual content.
Categories:

e Video editing: Adobe Premiere Pro, Final Cut Pro, DaVinci

Resolve

e Audio production: Pro Tools, Ableton Live, Logic Pro

e Animation: Maya, Cinema 4D, Toon Boom

e Graphics and image editing: Photoshop, GIMP, Illustrator

e Game engines: Unity, Unreal Engine, Godot
The evolution of media software has democratized content creation,
allowing individuals and small teams to produce professional-quality
media that once required large studios and expensive equipment.
Software Development Tools
Integrated Development Environments (IDEs): IDEs combine code
editors, compilers, debuggers, and other development tools into unified
interfaces.
Examples:

e Visual Studio: Microsoft's comprehensive IDE

o IntelliJ IDEA: Popular for Java development

o Eclipse: Extensible platform with plugins for many languages

e Xcode: Apple's development environment for macOS and 10S

e PyCharm: Specialized for Python development
Modern IDEs enhance developer productivity through features like
code completion, refactoring tools, integrated testing, and version
control integration.
Version Control Systems: Version control systems track changes to
code bases, facilitating collaboration and code management.
Examples:

o Git: Distributed version control system

e Subversion (SVN): Centralized version control

e Mercurial: Alternative distributed system
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e Platforms: GitHub, GitLab, Bitbucket
These systems have transformed software development by enabling
parallel work streams, experiment tracking, and robust project history
preservation.
Build Tools and Continuous IntegrationL: Build automation tools
compile code, run tests, and prepare software for deployment.
Examples:

e Maven and Gradle: Java build automation

o npm and Yarn: JavaScript package management

e Jenkins, Travis CI, and GitHub Actions: Continuous

integration platforms

e Docker and Kubernetes: Containerization and orchestration
The integration of these tools into development workflows has
accelerated software delivery while maintaining quality through
automated testing and deployment protocols.
Emerging Software Categories
Artificial Intelligence and Machine Learning Software
Al software implements algorithms that enable computers to learn from
data and make decisions.
Examples:

e TensorFlow, PyTorch: Deep learning frameworks

o scikit-learn: Machine learning library

o IBM Watson: Al services platform

e GPT models and large language models

e Computer vision libraries and tools
Al software has transformative applications across industries, from
healthcare diagnostics to financial fraud detection to personalized
recommendation systems.
Internet of Things (IoT) Software: [oT software manages networks
of connected physical devices, collecting and processing data from
Sensors.
Components:

e Device firmware: Operating systems for [oT devices

o Gateway software: Edge computing and data aggregation

e Cloud platforms: AWS IoT, Azure IoT, Google Cloud IoT

e Analytics engines: Real-time data processing

e Management interfaces: Device monitoring and control
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IoT software architectures handle unique challenges like limited device Notes
resources, intermittent connectivity, and large-scale deployment
management.
Blockchain and Distributed Ledger Software: Blockchain software
implements decentralized, tamper-resistant record-keeping systems.
Examples:

e Cryptocurrencies: Bitcoin Core, Ethereum clients

e Smart contract platforms: Solidity, Hyperledger Fabric

o Consensus implementations: Proof of Work, Proof of Stake

e Blockchain development frameworks: Truffle, Hardhat

o Distributed ledger technologies: Corda, Hashgraph
These emerging technologies enable new models of digital trust,
creating applications beyond cryptocurrencies in supply chain
verification, digital identity, and decentralized finance.
Extended Reality (XR) Software: XR software creates immersive
digital experiences through virtual reality (VR), augmented reality
(AR), and mixed reality (MR).
Examples:

e VR platforms: Oculus SDK, SteamVR

e AR development kits: ARKit (Apple), ARCore (Google)

e Mixed reality frameworks: Microsoft Mixed Reality Toolkit

e 3D engines with XR support: Unity XR, Unreal Engine VR

¢« XR content creation tools: Tilt Brush, Medium
There is something (or several things) different about XR software
development: consideration for spatial tracking, the need to balance
user comfort with stimulating environments, and the ability to mix

digital and physical spaces.

Part II: Types of Programming Languages

Programming Languages are a bridge between human logic and
machine execution. These differ widely in their design philosophies,
use cases, and abstractions.

Classification by Level of Abstraction

Low-Level Languages: High-level languages abstract hardware
details, providing ease of use and portability, while low-level
languages allow for direct hardware manipulation.Machine language is

the lowest level of programming. Binary code (1s and Os) directly
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executed by the CPU of the computer. Each CPU has its own unique
machine language. And is very difficult for humans to read or write.
Assembly Language: A low-level representation of machine
instructions, using mnemonics and symbolic addresses instead of
binary. Assembly languages are hardware-specific, but programmers
can work in a more human-readable syntaxsection.
msgdb 'Hello, World!', Oxa
lenequ $ - msg
section .text
global _start
_start:
mov edx, len
mov ecx, msg
mov ebx, 1
mov eax, 4
int 0x80
mov eax, 1
int 0x80
Low-level programming offers maximum control over hardware
resources and execution efficiency but at the cost of development time
and portability.
High-Level Languages: High-level languages abstract away hardware
details, allowing programmers to focus on logic rather than
implementation specifics.
Procedural Languages:
e C:Powerful system programming language with direct memory
manipulation
o Pascal: Designed for teaching structured programming
e COBOL: Business-oriented language for data processing
Object-Oriented Languages:
o Java: Platform-independent language with strong typing
e (C++: Extension of C with object-oriented features
e C#: Microsoft's language for the .NET framework
o Python: Versatile language with clean syntax and dynamic
typing
e Ruby: Designed for programmer productivity and elegance
Functional Languages:
o Haskell: Pure functional language with strong static typing

28
MATS Centre for Distance and Online Education, MATS University



¢ T

\ \\\ i

|

ready for life.

o Lisp: Second-oldest high-level language with unique Notes
parenthesized syntax

e Erlang: Designed for concurrent, distributed systems

o F#: Functional-first language for the .NET ecosystem
Scripting Languages:

o JavaScript: Primary language for web browsers

e PHP: Server-side scripting language for web development

o Perl: Text processing and system administration language

o Bash: Shell scripting for Unix-like operating systems
High-level languages prioritize developer productivity, code
readability, and portability across platforms, making them the standard
choice for most modern software development.
Very High-Level Languages and Domain-Specific Languages:
These languages provide extreme abstraction or specialize in particular
problem domains.
Very High-Level Languages:

e SQL: Declarative language for database queries

e R: Statistical computing and graphics

e MATLAB: Mathematical and technical computing
Domain-Specific Languages (DSLs):

o HTML/CSS: Web page structure and styling

o Regular Expressions: Pattern matching in text

e OpenGL Shading Language: Graphics programming

e Verilog/VHDL: Hardware description languages
These specialized languages enable experts to express complex
operations concisely in their fields, often producing code that's both
more readable and more efficient than general-purpose alternatives for
specific tasks.
Classification by Programming Paradigm: Programming paradigms
represent different approaches to organizing code and solving
problems.
Imperative Programming: Imperative programming focuses on
describing how a program operates through sequences of statements
that change program state.
Procedural Programming: Organizes code into procedures or
routines that perform operations on data.
Examples: C, Pascal, BASIC
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Notes Code is arranged around objects that combine data and behavior in
object-oriented programming (OOP).
Core principles:
e Encapsulation: Bundling data with methods that operate on
that data
e Inheritance: Creating new classes from existing ones
e Polymorphism: Allowing objects to take different forms
depending on context
e Abstraction: Hiding implementation details behind interfaces
Examples: Java, C++, Python, C#, Ruby
Object-oriented programming has become the dominant paradigm for
large-scale software development due to its emphasis on code
organization, reusability, and modeling real-world relationships.
Declarative Programming: Declarative programming expresses the
logic of computation without specifying its control flow, emphasizing
what the program should accomplish rather than how. Functional
programming views computers as the evaluation of mathematical
functions, avoiding state transitions and changeable data
Key concepts:
o  First-class functions: These can be allocated to variables and
supplied as arguments.
e Pure functions: Output depends only on inputs, without side
effects
o Immutability: Data cannot be changed after creation
o Higher-order functions: Functions that operate on other
functions
Examples: Haskell, Clojure, Scala, Erlang, F#
Logic Programming: Based on formal logic, programs consist of a set
of facts and rulesfrom which the system can make inferences.
Example (Prolog):
parent(john, bob).
parent(jane, bob).
parent(bob, ann).
parent(bob, tim).
grandparent(X, Z) :- parent(X, Y), parent(Y, Z).
This declarative approach allows the program to determine
relationships without explicitly coding how to search for them.

Examples: Prolog, Datalog
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Query Languages: Specialized for retrieving and manipulating data in
databases.
Example (SQL):
SELECT employees.name, departments.name
FROM employees
JOIN departments ON employees.department id = departments.id
WHERE employees.hire date>'2020-01-01'
ORDER BY employees.name;
Declarative paradigms often lead to more concise, maintainable code
for certain problem domains, particularly those involving complex
relationships or data transformations.
Multi-Paradigm Languages: Many modern languages support
multiple programming paradigms, allowing developers to choose the
most appropriate approach for each problem.
Examples:
e Python: Supports procedural, object-oriented, and functional
approaches
o JavaScript: Combines object-oriented, functional, and event-
driven paradigms
e Scala: Integrates object-oriented and functional programming
e Rust: Systems language with influences from functional,
object-oriented, and procedural paradigms
This flexibility enables developers to leverage different paradigms'
strengths within a single codebase, though it requires discipline to
maintain consistency.
Classification by Typing System
The typing system of a language determines how data types are
enforced and checked during development and execution.
Static vs. Dynamic Typing
Static Typing: Before a program is executed, variable types are verified
during compilation.
Benefits:
o Earlier error detection
e Better performance optimization
e Enhanced IDE support for code completion and refactoring
Examples: Java, C/C++, Rust, Go, TypeScript
Dynamic Typing: Variable types are checked at runtime, during

program execution.
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Benefits:

e Greater flexibility

e Rapid development

e Less verbose code
Examples: Python, JavaScript, Ruby, PHP
The choice between static and dynamic typing involves trade-offs
between flexibility, safety, and development speed.
Strong vs. Weak Typing
Strong Typing: The language enforces strict type rules, preventing
implicit conversions between incompatible types.
Examples: Python, Rust, Java
Weak Typing: The language performs implicit type conversions,
sometimes leading to unexpected behavior.
Examples: JavaScript, PHP, C
Strong typing tends to prevent certain classes of bugs but requires more
explicit type handling from developers.
Advanced Typing Features
Modern languages have introduced sophisticated typing systems that
offer greater expressiveness and safety.
Type Inference: The compiler automatically deduces types without
explicit annotations.
Examples: Haskell, Scala, Swift, Kotlin
Gradual Typing: Combines static and dynamic typing, allowing
gradual addition of type annotations.
Examples: TypeScript, Python with type hints
Dependent Types: Types can depend on values, enabling more precise
specifications.
Examples: Idris, Agda, Coq
These advanced features aim to combine the safety of static typing with
the convenience of dynamic typing, reflecting the ongoing evolution of
programming language design.
Application-Specific Languages
Web Development Languages
The web platform has spawned its own ecosystem of interconnected
languages.
Frontend Development:

e HTML: Structure of web pages

e CSS: Styling and layout
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o JavaScript: Client-side functionality and interactivity
o TypeScript: Statically-typed superset of JavaScript
e WebAssembly: Binary instruction format for high-
performance web applications
Backend Development:
e PHP: Server-side scripting language
e Ruby (with Rails): Dynamic language with a popular web
framework
o Python (with Django, Flask): Versatile language with multiple
web frameworks
e Node.js: JavaScript runtime for server-side applications
e Go: Efficient language for web services and APIs
The web development landscape continues to evolve rapidly, with new
frameworks and tools emerging regularly to address the growing
complexity of web applications.
Mobile Development Languages
Mobile platforms have their own specialized languages and
frameworks.
Native Development:
o Swift and Objective-C: Apple's languages for i0OS and macOS
e Kotlin and Java: Primary languages for Android development
e C# (with Xamarin): Cross-platform mobile development
Cross-Platform Development:
o JavaScript/TypeScript with React Native: Component-based
mobile apps
e Dart with Flutter: Google's Ul toolkit for cross-platform
development
o JavaScript with Ionic: Hybrid mobile app framework
Mobile development languages must balance performance
requirements with developer productivity and platform-specific design
patterns.
Scientific and Numerical Computing Languages
Specialized languages for scientific applications emphasize numerical
precision and algorithm expression.
Examples:
e FORTRAN: Historic language still used in high-performance
computing

o R: Statistical computing and data visualization
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e Julia: High-performance numerical analysis and computational
science

e MATLAB/Octave: Matrix-based numerical computing

e Python with NumPy/SciPy: Scientific computing libraries
These languages provide specialized libraries and syntax for
mathematical operations, making them essential tools in fields like
physics, bioinformatics, economics, and engineering.
Systems Programming Languages
Systems programming requires languages that can interact directly with
hardware while providing safety and performance.
Examples:

e C: Traditional systems programming language

e C++: Object-oriented extension of C

e Rust: Modern systems language emphasizing memory safety

e Go: Simplified language for concurrent systems

e Zig: New systems language focusing on simplicity and

reliability

These languages are used for operating systems, device drivers,
embedded systems, and performance-critical applications where direct
hardware control is essential.
Emerging Language Paradigms
Concurrent and Parallel Programming Languages
As multi-core processors become standard, languages have evolved to
better handle parallel execution.
Examples:

e Go: Built-in goroutines and channels for concurrency

e Rust: Ownership system preventing data races

o Erlang/Elixir: Actor model for distributed systems

e Chapel: Parallel programming language for supercomputers

e Julia: Parallel computing features
These languages provide abstractions that simplify the complex task of
coordinating multiple execution threads, making parallel programming
more accessible.
Reactive Programming Languages
Reactive programming focuses on data flows and propagation of
changes, particularly useful for event-driven applications.
Examples:

o RxJava/RxJS: Reactive extensions for Java and JavaScript
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e Elm: Functional language for reactive web interfaces
o Kotlin with Coroutines: Structured concurrency for reactive
programming

This paradigm has gained popularity for building responsive user
interfaces and handling asynchronous operations in networked
applications.
Quantum Programming Languages
As quantum computing research advances, specialized languages have
emerged for programming quantum computers.
Examples:

e Q#: Microsoft's quantum programming language

e Qiskit: IBM's quantum framework

e Cirq: Google's quantum programming framework

e Quipper: Embedded, scalable quantum programming language
These languages address the unique challenges of quantum
computation, including qubit manipulation, quantum gates, and
managing quantum phenomena like superposition and entanglement.
Part III: The Interplay between Software and Programming
Languages
But you are not you are what you choose.
Your choice of programming languages influences everything from the
makeup of your team to how long your project will take, and so it plays
a major role in the development process..
Technical Considerations
Some applications, specifically interoperability: Applications that
require calling other languages often benefit from low-level
programming languages like C++ or Rust as they generally provide
lower latency and allow direct memory management.
Ecosystem and Libraries: Rich ecosystems can turbocharge the
development of apps. Despite performance limitations, Python is
preferred by many machine learning applications due to its extensive
libraries for data science (NumPy, Pandas, and SciKit-Learn).
Platform Constraints: Target platforms often dictate language
choices:

e 10S native apps require Swift or Objective-C

o Browser-based applications need JavaScript (or languages that

compile to it)

o Embedded systems might require C or specialized languages
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Software Scalability; Go, Erlang, or Rust for systems with strong
requirements in terms of concurrency or massive scale/distributed
processing.
Human Factors
Existing Team Knowledge: Existing team expertise often becomes the
largest driver for language, as the costs of retraining and the cost of
lost productivity while learning new languages often outweigh any
technical advantages.
Considerations when Hiring: The number of developers skilled in
certain languages can range broadly. Mainstream languages like
JavaScript, Python, and Java provide pool options that are much larger
than the pool of specialized languages like Elixir or Haskell.
Learning Every New Language: Languages built for relativeeasy of
entry (Python, Ruby) tend to reduce the time it takes new team
members to catch up, as opposed to those who have more complicated
syntax or ideas (Haskell, C++).
Ultimately, those factors interact such that language choice is a multi-
dimensional optimization problem — there isn’t one single “best”
language.
Current trends in software development
Polyglot Programming: Modern software systems increasingly
consist of a polyglot of programming languages, deploying the best
tool for the job.
Example architecture:
* Frontend: React, Typescript
* Backend API: Go for performance-sensitive endpoints
 Data processing: Python | for the machine learning
components
* Database: SQL — queries data
* Infrastructure: Terraform and Bash to automate deployments
While this works well for optimising on certain needs at every layer, it
can add integration and maintenance issues
Database: SQL to query data.
Cloud-Native Development
Cloud platforms have shaped not just software architecture but
language too.
Microservices: Numerous languages with fast boot times and smaller

memory footprints like Go, Rust, and Node have followed as
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applications were segmented into small, independently deployable
pieces. js.
Serverless Computing: The emergence of Function-as-a-Service
(FaaS) platforms due to the growing need for serverless computing has
resulted in the need for languages with lower cold-start time and
improved resource consumption leading to advancements of
lightweight runtimes.
Infrastructure as Code: Design languages and tools created for
infrastructure management (Terraform, CloudFormation, Pulumi) has
become an integral part of the software development workflows.
Low-Code and No-Code Platforms
Non-Programmers Built Applications with Visual Programming
Environments
Examples:
* Business applications: Microsoft Power Apps, Salesforce
Lightning
* Automation: Zapier, IFTTT
* Website builders: Webflow, Wix
 Static Data Analysis: Tableau, Power BI
These are an abstraction layer over the traditional programming
languages to enable domain experts without a code background to
develop software, while often providing inferior flexibility,
performance and maintenance as compared to traditional code
athenaeum.
Part IV: The Future of Software and Code
New Trends and Technologies
Al-Assisted Programming
Al 1s changing the programming experience with tools that can
understand code, auto-suggest completions and even generate
implementations from specifications.
Examples:
» GitHub Copilot: Al pair programmer providing suggestions for
code completions
* ChatGPT& code generation: Translation from natural language
to code
» Automated bug identification and resolution

* Smart code refactoring tools
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These technologies could transform the role of the programmer,
moving away from manual implementation to focusing on high-level
design and verification instead.
Quantum Computing Languages
Some quantum programming languages, like Qiskit, have evolved as
quantum hardware matured.
Challenges:
* Abstraction of quantum physics concepts into programmable
primitives
* Gap between classical and quantum computation
Addressing quantum-specific problems such as decoherence and error
correction
Quantum programming could inspire classical programming
paradigms, especially related to probabilistic programming and
simulation.
Programming for AI Systems
As software development increasingly centers around Al
programming languages tailored to it are emerging.
Characteristics:
o First-class support for tensor operations
e Automatic differentiation
o Parallelism and distributed computation
e Hardware acceleration integration
Languages like Python have dominated this space through libraries
rather than language features, but purpose-built languages may emerge
as Al applications grow more specialized.
The Evolution of Software Categories
Ambient Computing
As computing extends beyond traditional devices into environmental
contexts, software categories are adapting to more seamless
interactions.
Emerging categories:
e Voice-first applications: Software primarily controlled
through speech
e Spatial computing: Applications that blend digital and
physical environments
e Autonomous systems: Self-governing software with minimal

human intervention
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These evolutions require new programming models that handle
uncertainty, context-awareness, and real-world integration.
Human-Centered Software
Software is increasingly designed around human needs rather than
technical constraints, leading to new categories focused on wellbeing
and accessibility.
Examples:
o Digital wellness applications: Software designed to enhance
rather than capture attention
e Accessibility-first platforms: Systems that prioritize inclusive
design from conception
e Augmentative technology: Software that enhances human
capabilities
These approaches shift software design principles from pure
functionality toward broader considerations of impact and ethics.
Sustainability-Oriented Software
Environmental impact of software is becoming a design consideration,
creating new categories of energy-efficient and environmentally
conscious applications.
Characteristics:
o Energy-efficient algorithms and data structures
e Carbon-aware computing that schedules intensive tasks during
renewable energy availability
e Optimized resource utilization to minimize environmental
footprint
These trends may affect the design of programming languages in order
to the fatures more useful for resource efficience and to measure the
environmental impact.
It is a complex, ever-evolving ecosystem that marries technological
capabilities and human needs. This diversity allows tools to be created
that can solve an astounding range of problems: from system utilities
through artificial intelligence platforms and assembly language through
quantum programming languages. Computing is a civilization-
transformation force, and as the landscape evolves, new software
categories and programming paradigms will arise to tackle unique
challenges. The most effective efforts will probably combine technical
prowess with human considerations to develop solutions that are both

powerful and efficient and also widely applicable, ethical, and
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supportive of higher social and environmental aspirations. Grasping
this ecosystem helps developers make sensible decisions around tools
and approaches, enables policymakers to reflect on the consequences
of technological change, and lets users appreciate the astonishing
complexity underpinning even the most trivial digital communications.
The story of software and programming languages is essentially a story
of human creativity actualized through technology and this story has

never been more exciting with each line of code.
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Unit 3: Introduction to C Programming Language

1.3 Introduction to C: Program Structure, Preprocessor Directives,
Header Files
Introduction
C one of the most powerful programming languages ever invented.
One of the most famous programming languages, C, was created by
Dennis Ritchie at Bell Laboratories in the early 1970s. Numerous
modern operating systems and computer languages, such as Windows,
Linux, and Unix, are built on top of it. C's sustained success can be
attributed to its effectiveness. Portability and the precise control it
provides over system resources:
1. Program Structure - How C programs are organized
2. Preprocessor Directives - Commands that process your code
before compilation
3. Header Files - Reusable code collections that extend C's
functionality
Whether you're a beginner taking your first steps in programming or an
experienced developer looking to strengthen your fundamentals,
understanding these concepts is crucial for mastering C.
Structure of the C Program
Each C program has a certain format. While simple programs might
appear straightforward, understanding the underlying organization
becomes increasingly important as programs grow in complexity.
The Fundamentals of a C Program
Typical components of a C program include the following:
/I Preprocessor directives
#include <stdio.h>
// Function declarations (prototypes)
void greet(void);
/I Global variables
int globalVar = 10;
// Main function - program execution starts here
int main() {
/I ' Local variables
int localVar = 5;
/I Statements and expressions
printf("Hello, World!\n");
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greet();
// Return statement

return 0;
}
// Function definitions
void greet(void) {
printf("Welcome to C programming!\n");
}
Let's examine each component in detail:
1. Preprocessor Directives: Preprocessor directives begin with a #
symbol and are processed before compilation. They assign specific
responsibilities to the compiler, for as including header files or defining
constants. We'll look more closely at these in the section that follows.
2. Function Declarations (Prototypes): Function declarations, or
prototypes, tell the compiler about functions that are defined elsewhere
in the code. These allow you to specify the function’s name, what it will
return, and what parameters it takes, which lets the compiler check for
correct usage before it sees the complete definition of that function
3. Global Variables: When A global variable is one that is declared
outside of a function. They are accessible throughout the program and
maintain their ideals throughout its entirety. However, overuse of global
variables can make the code hard to maintain and debug.
4. The Principal Purpose: Every C program needs to have a main()
function since it is where the program starts to execute. When you run
a C program, execution always starts in the main() function. Itis
conventional for the main() function to return an integer status code that
indicates whether the program has completed successfully or with an
error. By convention, a return 0 indicates success, and other values
indicate failure.
5. Local Variables: Declared variables inside a function are known as
local variables. They can only be accessed within the functions that
contain them, and they are only active when those functions are
operating. The local variables are eliminated after the function that
used those returns.
6. Statements and Expressions: A statement is an action, functions;
variable assignments are the example of statements. An expression
produces a value. and can be carried into a statement. Statements and

expressions together form the executable part of a C program.
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7. Return Statement: In Python, In addition to ending the function, Notes
the return statement may also give the caller function a value. The

return value of the main() function indicates the program's exit status.

8. Function Definitions: Function Definitions Actual implementation

of functions this includes the return type, name, and parameters of the

function, as well as its bodya group of statements that are executed

when the function is called

Scope Rules in C

Understanding scope is crucial for effective C programming. Scope

determines where variables and functions are accessible:

1. Block Scope: Variables declared within a block (enclosed by
curly braces) are only accessible within that block.

2. Function Scope: Function parameters and only within a
function can variables declared within that function be
accessed.

3. File Variables: mentioned outside of the scope of any function
(global variables) are accessible throughout the file from the
point of declaration onward.

4. Program Scope: Functions and global variables with external
linkage are accessible across multiple files.

Memory Regions in C Programs
C programs use different memory regions for different types of data:

1. Code Segment: Contains the executable instructions of the
program.

2. Static and global: variables with non-zero initialization values
are stored in the data segment.

3. BSS Segment: Stores uninitialized global and static variables,
which are by default set to zero.

4. Stack: keeps return addresses, function parameters, and local
variables. As functions are called and returned, it dynamically
expands and contracts.

5. Heap: utilized for Using calloc() to allocate memory
dynamically and malloc() methods. Programmers must
manually manage this memory by freeing it when no longer
needed.

Directives for Preprocessors
Preprocessors in C are a powerful tool this modifies your source code

prior to the compilation process starting. It performs text substitution
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based on directives that begin with the # symbol. Understanding
preprocessor directives is essential for writing flexible and
maintainable C code.
What is the Preprocessor?
The preprocessor is the initial stage of compilation for C. It works by
processing directives in your source code to:
e Include header files
e Define macros
e Conditionally compile code
o Control line numbering for error messages
The preprocessor doesn't understand C syntax; it performs simple text
manipulation before passing the modified source code to the compiler.
Common Preprocessor Directives
1. #include
The contents of another file are incorporated into your source code
using the #include command.. It's commonly used to include header
files that declare functions, macros, and types.
There are two forms of the #include directive:
#include <filename> // Searches in standard include directories
#include "filename" // Searches first in the standard include directories
after the current directory
For example:
#include <stdio.h> // Include the standard input/output header
#include "myheader.h" // Include a custom header file
When the preprocessor encounters an #include directive, it substitutes
the complete contents of the designated file for the directive.
2. #define
The #define directive creates macros, which are symbolic names that
represent constant values or code fragments.
#define IDENTIFIER replacement text
For example:
#define PI1 3.14159
#define SQUARE(x) ((x) * (x))
int main() {
float radius = 5.0;
float area = P1 * SQUARE(radius);
printf(" Area of circle: %f\n", area);
return 0;

44
MATS Centre for Distance and Online Education, MATS University



¢ T

| W
iUNIVERSXTY
ready for life.

|

} Notes
In this example, the preprocessor replaces every occurrence of PI with

3.14159 and every SQUARE(x) with ((x) * (x)) before compilation.

Function-like Macros

Macros can accept parameters, similar to functions:

#define MAX(a, b) ((a) > (b) ? (a) : (b))

int main() {

intx=5y=7;

printf("Maximum: %d\n", MAX(X, y)); // Outputs: Maximum: 7
return 0;

}

Note the extensive use of parentheses in macro definitions. These
ensure correct evaluation when the macro is used within larger
expressions.
Advantages and Disadvantages of Macros
Macros offer several advantages:

e No function call overhead (they're inline)

e Type-independent (can work with any data type)

e Can perform operations that functions cannot
However, they also have significant disadvantages:

e No type checking

o Difficult to debug (errors occur in expanded code, not the macro

definition)

e Could result in unexpected behavior if not properly planned

o Increase code size through text duplication
3. #undef
A previously specified macro is eliminated with the #undef directive:
#define DEBUG 1
/I'Some code that uses DEBUG...
#undef DEBUG // DEBUG is no longer defined
This is useful for limiting the scope of macros or redefining them with
different values.
4. Conditional Compilation
Conditional compilation directives allow you to include or exclude
portions of code based on conditions evaluated during preprocessing.
#ifdef, #ifndef, #endif
#define DEBUG
#ifdef DEBUG
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printf("Debug mode is on\n");

#endif

#iftndef NDEBUG

printf(" Assertions are enabled\n");

#endif

In this example, the first printf statement is included only if DEBUG is
defined, and the second printf statement is included only if NDEBUG
is not defined.

#if, #elif, #else, #endif

#define LEVEL 2

#if LEVEL ==

printf("Level 1 selected\n");

#elif LEVEL ==

printf("Level 2 selected\n");

#else

printf("Unknown level\n");

#endif

Here, the preprocessor evaluates the condition LEVEL == 2 as true, so
only the second printf statement is part of the compiled code.

5. #pragma

The #pragma directive provides implementation-specific instructions
to the compiler:

#pragma warning(disable: 4996) // Disable a specific warning in Visual
C++

#pragma once // Include guard (ensures a header is included
only once)

The exact behavior of #pragma directives varies across compilers,
making them less portable than other preprocessor directives.

6. Predefined Macros

C implementations provide several predefined macros that can be
useful for conditional compilation and debugging:

printf("File: %s\n", FILE ); // Current source file name
Printf("Line: %d\n", LINE ); /I Current line number
printf("Date: %s\n", DATE ); /I Compilation date
printf("Time: %s\n", TIME ); // Compilation time
printf("ANSI C: %d\n", STDC ); /I'1 1f compiler conforms to
ANSI C

Preprocessor Operators
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1. # (Stringification) Notes
The A string literal is created from a macro parameter using the #
operator:
#define STRINGIFY (x) #x
int main() {
printf(STRINGIFY (Hello World)); // Outputs: Hello World
return 0;
}
In this example, STRINGIFY(Hello World) is replaced with "Hello
World".
2. ## (Token Concatenation)
The ## operator concatenates two tokens:
#define CONCAT(a, b) a## b
int main() {
int xy = 10;
printf("%d\n", CONCAT(X, y)); // Outputs: 10
return 0;
}
Here, CONCAT(x, y) is replaced with xy, which refers to the previously
defined variable.
Multi-line Macros
For complex macros spanning multiple lines, use backslashes to
continue the definition:
#define MULTI _LINE MACRO do {\
printf("First line\n"); \
printf("Second line\n"); \
printf("Third line\n"); \
}+ while(0)
The do { ... } while(0) construct ensures the macro behaves like a single
statement when used with if-else statements.
Common Preprocessor Patterns
Include Guards
Include guards prevent multiple inclusion of header files, which can
cause compilation errors:
// myheader.h
#ifndef MYHEADER H
#define MYHEADER H

// Header contents...
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#endif // MYHEADER H
Alternatively, you can use #pragma once, which serves the same
purpose but isn't part of the C standard.
Conditional Compilation for Debugging
#define DEBUG _LEVEL 2
#if DEBUG_LEVEL >= 1
#define DEBUG_PRINT(fmt, ...) printf(fmt, ## VA ARGS )
#else
#define DEBUG_PRINT(fmt, ...) /* do nothing */
#endif
This pattern allows you to control the verbosity of debug output by
changing a single value.
Platform-Specific Code
#ifdef WIN32
// Windows-specific code
#elif defined(_ APPLE )
// macOS-specific code
#elif defined(_ linux_ )
// Linux-specific code
#else
/I Default code
#endif
This pattern enables cross-platform development by conditionally
compiling platform-specific code.
Header Files
Header files are a crucial aspect of C programming that facilitate code
reusability and organization. They typically include declarations for
variables, functions, and types that are common over several source
files.
Purpose of Header Files
Header files serve several important purposes:

1. Code Reusability: They allow functions and variables to be
defined once and used in multiple files.

2. Separation of Interface and Implementation: They separate
the interface (what functions do) from the implementation (how
they do it).

3. Type Definitions: They provide consistent type definitions

across multiple files.
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4. Macro Definitions: They share preprocessor macros among Notes
multiple files.

Standard Header Files
The C standard library offers a wide range of header files with different
functions.. Here are some commonly used standard headers:
1. stdio.h (Standard Input/Output)
#include <stdio.h>
int main() {

FILE *file = fopen("example.txt", "w");

if (file != NULL) {
fprintf(file, "Hello, File!\n");
fclose(file);

}
printf("Hello, Console!\n");

return 0;
}
stdio.h provides functions for input and output operations, including
file operations and console I/O.
2. stdlib.h (Standard Library)
#include <stdlib.h>
int main() {

int *array = (int *)malloc(5 * sizeof(int));

if (array != NULL) {

for (int1=0; 1< 5; i++) {
array[i] =1 * 10;
}

free(array);

}

return 0;
}
stdlib.h includes functions for memory allocation, random number
generation, sorting, and conversion between numeric and string types.
3. string.h (String Handling)
#include <string.h>
int main() {
char str1[20] = "Hello";
char str2[20] = "World";
printf("Length of strl: %lu\n", strlen(str1));
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strcat(strl, " ");
strcat(strl, str2);
printf("Concatenated string: %s\n", strl);
return 0;
}
string.h provides functions for string manipulation, such as copying,
concatenation, and comparison.
4. math.h (Mathematical Functions)
#include <math.h>
int main() {
double x = 4.0;
printf(""Square root of %.1f: %.1f\n", x, sqrt(x));
printf("'Sine of %.1f: %.1f\n", x, sin(x));
return 0;
}
math.h contains functions for mathematical operations, including
trigonometric functions, exponentials, and logarithms.
5. time.h (Time Handling)
#include <time.h>
int main() {
time_tcurrent time = time(NULL);
printf("Current time: %s", ctime(&current time));
/I Measure execution time
clock t start = clock();
// ... (code to measure)
clock t end = clock();
double cpu time used = ((double) (end - start)) /
CLOCKS PER_SEC;
printf("Execution time: %.2f seconds\n", cpu_time used);
return 0;
b
time.h provides functions for working with date and time, including
measuring elapsed time.
Creating Custom Header Files
Creating your own header files allows you to organize your code more
effectively. Here's how to create and use a custom header file:
1. Writing a Header File

A typical custom header file contains:
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e Include guards to prevent multiple inclusion Notes
o Function prototypes
e Macro definitions
o Type definitions
o External variable declarations
// mathutils.h
#iftndef MATHUTILS H
#define MATHUTILS H
// Function prototypes
int add(int a, int b);
int subtract(int a, int b);
int multiply(int a, int b);
float divide(int a, int b);
/I Macro definitions
#define PI1 3.14159
#define SQUARE(x) ((x) * (x))
// Type definitions
typedef struct {
float x;
float y;
} Point;
// External variable declarations
extern int globalCounter;
#endif / MATHUTILS H
2. Implementing the Functions
The corresponding implementation file contains the actual function
definitions:
// mathutils.c
#include "mathutils.h"
// Global variable definition
int globalCounter = 0;
// Function implementations
int add(int a, int b) {
globalCounter++;
return a + b;
b
int subtract(int a, int b) {
globalCounter++;
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return a - b;
}
int multiply(int a, int b) {
globalCounter++;

return a * b;
}
float divide(int a, int b) {
globalCounter++;

if (b==0) {

return 0; // Handle division by zero (not the best way, but simple)

}

return (float)a / b;

}

3. Using the Header File

Now you can use your custom header file in other source files:

// main.c

#include <stdio.h>

#include "mathutils.h"

int main() {

printf("10 + 5 = %d\n", add(10, 5));

printf("10 - 5 = %d\n", subtract(10, 5));

printf("10 * 5 = %d\n", multiply(10, 5));

printf("10 / 5 = %.1f\n", divide(10, 5));

printf("Area of circle with radius 5: %.2f\n", PI * SQUARE(S));
Point p = {3.0, 4.0};

printf("Point coordinates: (%.1f, %.1)\n", p.x, p.y);

printf("Number of math operations performed: %d\n", globalCounter);
return 0;

}

Header Organization Best Practices

Organizing your headers effectively can significantly improve code

maintainability.Here are some best practices:

1. Include Guards

Always use include guards to prevent multiple inclusion:
#ifndef UNIQUE IDENTIFIER H

#define UNIQUE IDENTIFIER H

// Header contents...
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#endif // UNIQUE IDENTIFIER H Notes
Alternatively, you can use #pragma once, though The C standard does
not include it:
#pragma once
// Header contents...
2. Include What You Use
Each header should include the headers it directly depends on, rather
than relying on other headers to include them indirectly. This makes
headers self-contained and avoids hidden dependencies.
3. Order of Includes
A common practice is to order includes as follows:
1. Standard library headers
2. Third-party library headers
3. Your project's headers
// Standard library headers
#include <stdio.h>
#include <stdlib.h>
// Third-party library headers
#include <sqlite3.h>
#include <json-c/json.h>
// Project headers
#include "database.h"
#include "config.h"
This ordering reduces the risk of circular dependencies and makes
includes easier to manage.
4. Minimize Includes in Headers
Including unnecessary headers in your header files can lead to longer
compilation times and increased coupling. Instead:
o Forward declare types when possible
e Move includes to implementation files when they're not needed
in the header
/I Good: Forward declaration
struct Database; // Forward declaration
void saveToDatabase(struct Database *db, const char *data);
// Bad: Unnecessary include
#include "database.h" // Includes all database implementation details
void saveToDatabase(Database *db, const char *data);

5. Keep Headers Focused
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Notes Each header should have a single, clear purpose. Avoid creating
"utility" headers that contain unrelated functions.
Advanced Header File Techniques
1. Opaque Pointers (Pointer to Incomplete Type)
Opaque pointers hide implementation details while providing a clean
interface:
// list.h
#ifndef LIST H
#define LIST H

/I Opaque pointer to list structure
typedef struct List Impl* List
// Interface functions
List list_create(void);
void list destroy(List list);
void list_add(List list, int value);
int list_size(List list);
#endif // LIST H
// list.c
#include "list.h"
#include <stdlib.h>
/I Actual implementation
struct List Impl {
int *data;
nt size;
int capacity;
¥
List list_create(void) {
List list = malloc(sizeof(struct List Impl));
if (list) {
list->data = malloc(10 * sizeof(int));
list->size = 0;
list->capacity = 10;
b

return list;

}

// Other function implementations...
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This technique hides implementation details and allows you to change Notes
the internal structure without affecting client code.

2. Inline Functions in Headers

For small, performance-critical functions, you can use inline in headers:

// utils.h

#ifndef UTILS H

#define UTILS H

#include <stdlib.h>

// Inline function definition
static inline int max(int a, int b) {

return (a>Db) ?a:b;

static inline int min(int a, int b) {

return (a<b) ?a:b;

#endif // UTILS H

Inline functions combine the performance benefits of macros with the
type safety of functions.

3. Header-Only Libraries

Some libraries are designed to be "header-only", meaning all code is
included in the headers:

/l vector.h

#ifndef VECTOR _H

#define VECTOR _H

#include <stdlib.h>

#include <string.h>

typedef struct {

void *data;
size telem_size;
size t size;
size t capacity;
} Vector;
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static inline Vector vector_create(size telem_size,
size_tinitial capacity) {
Vector vec;
vec.elem_ size = elem_size;
vec.size = 0;
vec.capacity = initial capacity> 0 ? initial capacity : 1;
vec.data = malloc(vec.capacity * elem_size);

return vec;

static inline void vector_push_back(Vector *vec, void *elem) {
if (vec->size >= vec->capacity) {
vec->capacity *= 2;
vec->data = realloc(vec->data, vec->capacity * vec->elem_size);
}
memcepy((char*)vec->data + vec->size * vec->elem_size, elem, vec-
>elem_size);
vec->sizet+;

}

// More vector operations...

#endif // VECTOR_H

Header-only libraries are convenient for users but can increase
compilation time for large projects.

Configuration with Header Files

Header files can be used to configure program behavior through
conditional compilation:

/I config.h

#ifndef CONFIG_H

#define CONFIG_H

/I Configuration options

#define MAX CONNECTIONS 100
#define BUFFER SIZE 1024
#define ENABLE LOGGING 1
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#define LOG(msg) printf("[LOG] %s\n", msg)
#else
#define LOG(msg) /* do nothing */
#endif

#endif // CONFIG_H

This allows you to change program behavior by modifying the header
file, without changing the source code that uses these configurations.
Practical Integration: Putting It All Together

Let's integrate our understanding of program structure, preprocessor
directives, and header files by creating a simple yet complete C project.
Project Structure

project/

I— include/

| |—conﬁg.h
| |—10gger.h
| L—utilsh
F—src/

| F—logger.c

L— Makefile

Configuration Header (include/config.h)
/l include/config.h

#ifndef CONFIG_H

#define CONFIG_H

// Build configuration

#define VERSION MAJOR 1
#define VERSION MINOR 0
#define VERSION PATCH 0

// Feature toggles
#define ENABLE LOGGING 1
#define DEBUG_MODE 1

// System limits
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#define MAX_BUFFER_SIZE 1024
#define MAX_FILENAME LENGTH 256

#endif // CONFIG_H

Logging Header (include/logger.h)
// include/logger.h

#ifndef LOGGER _H

#define LOGGER _H

#include "config.h"

/I Log levels

typedef enum {
LOG_DEBUG,
LOG_INFO,
LOG_WARNING,
LOG_ERROR

+ LogLevel,

// Function prototypes

void log_init(log_file *const char);void log message(LogLevel level,

const char *format, ...);

void log_close(void);

// Convenience macros
#if ENABLE LOGGING

#define LOG_DEBUG(fmt, ...) log message(LOG_DEBUG, fmt,

44 VA _ARGS )

#define LOG_INFO(fmt, ..) log message(LOG INFO,

44 VA ARGS )

#define LOG_WARNING(fmt, ...) log message(LOG_WARNING,

fmt, ## VA _ARGS_ )

#define LOG_ERROR(fmt, ...) log message(LOG_ERROR, fmt,

## VA _ARGS )

#else
#define LOG_DEBUG(fmt, ...) ((void)0)
#define LOG_INFO(fmt, ...) ((void)0)

#define LOG_ WARNING(fimt, ...) ((void)0)
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#endif

#endif // LOGGER H

Utilities Header (include/utils.h)
// include/utils.h

#ifndef UTILS H

#define UTILS H

Insert <stdbool.h>

#include "config.h"

// Function prototypes

bool file exists(char *filename const);

char *read_file content(const char *filename);

bool write file content(const char *filename, const char *content);

void safe_string copy(char *dest, const char *src, size tdest size);

// Inline utility functions
static inline int max(int a, int b) {

return (a>Db) ?a : b;

static inline int min(int a, int b) {

return (a<b) ?a: b;

#endif // UTILS H

Logger Implementation (src/logger.c)
// src/logger.c

#include <stdio.h>

#include <stdlib.h>

#include <string.h>

#include <stdarg.h>

#include <time.h>

#include "../include/logger.h"

#include "../include/utils.h"
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static FILE *log_file = NULL;
static const char *level strings[] = {
"DEBUG", "INFO", "WARNING", "ERROR"

35

void log_init(const char *filename) {
if (log_file !=NULL) {
fclose(log_file);

}

log_file = fopen(filename, "a");
if (log_file == NULL) {
fprintf(stderr, "Error: Could not open log file %s\n", filename);

return;

time_t now = time(NULL);
char time_str[26];
ctime r(&now, time_str);

time str[24] ="0'; // Remove newline

fprintf(log_file, "\n--- Log started at %s ---\n", time_str);
fflush(log_file);

}

void log_message(LogLevel level, const char *format, ...) {
#if ENABLE LOGGING
if (log_file ==NULL) {

return;

time_t now = time(NULL);
struct tm *local time = localtime(&now);
char time_str[9];
strftime(time_str, sizeof(time_str), "%H:%M:%S", local time);

fprintf(log_file, "[%s] [%s] ", time_str, level strings[level]);
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va_listargs; Notes
va_start(args, format);
viprintf(log_file, format, args);

va_end(args);

fprintf(log_file, "\n");
fflush(log_file);

/I Also print to stderr for ERROR level
if (level == LOG_ERROR) {
fprintf(stderr, "[ERROR] ");
va_start(args, format);
viprintf(stderr, format, args);
va_end(args);
fprintf(stderr, "\n");
}
#endif

}

void log_close(void) {
if (log_file '=NULL) {
time t now = time(NULL);
char time_str[26];
ctime r(&now, time_str);

time_str[24] ="\0"; // Remove newline

fprintf(log_file, "--- Log closed at %s ---\n", time_str);
fclose(log_file);
log file = NULL,;

j
h

Utilities Implementation (src/utils.c)
// src/utils.c

#include <stdio.h>

#include <stdlib.h>

#include <string.h>

#include "../include/utils.h"

#include "../include/logger.h"
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bool file exists(const char *filename) {
FILE *file = fopen(filename, "r");
if (file) {
fclose(file);
return true;

}

return false;

char *read_file content(const char *filename) {
FILE *file = fopen(filename, "r");
if (!file) {
LOG_ERROR("Could not open file %s for reading", filename);
return NULL;

/I Get file size
fseek(file, 0, SEEK_END);
long file size = ftell(file);
fseek(file, 0, SEEK SET);

/I Allocate buffer
char *buffer = (char *)malloc(file_size + 1);
if (!buffer) {
LOG _ERROR("Memory allocation failed when reading %s",
filename);
fclose(file);
return NULL;

// Read file content
size tbytes read = fread(buffer, 1, file size, file);
if (bytes read< (size t)file size) {
LOG_WARNING("Could not read entire file %s", filename);

buffer[bytes read] ="\0'; // Null-terminate the string
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fclose(file); Notes

return buffer;

bool write file content(const char *filename, const char *content) {
FILE *file = fopen(filename, "w");
if (!file) {
LOG_ERROR("Could not open file %s for writing", filename);

return false;

size_tcontent length = strlen(content);

size tbytes written = fwrite(content, 1, content length, file);
fclose(file);

if (bytes_written<content length) {
LOG_ERROR("Could not write entire content to %s", filename);

return false;

return true;

void safe string_copy(char *dest, const char *src, size tdest size) {
if (dest == NULL || src == NULL || dest_size == 0) {
LOG_ERROR("Invalid parameters in safe string_copy");

return;

size tsrc_len = strlen(src);
if (src_len>= dest_size) {
LOG_WARNING("String truncated in safe string_copy");
src_len = dest_size - 1;

}

memcpy(dest, src, src_len);
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Notes dest[src_len] ="\0";
}
Main Program (src/main.c)

// src/main.c

#
I'll provide a comprehensive explanation of tokens, data types, format

specifiers, and operators in the C programming language.
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Unit 4: Data Types and Operators in C Notes

1.4 Token, Data Type, Format Specifier, Operators
Tokens in C
Tokens are the smallest individual units in a C program. The C compiler
identifies these tokens during the lexical analysis phase of compilation.
Categories of Tokens
Keywords
Keywords are reserved words that have special meaning to the C
compiler and cannot be used as identifiers.
auto  double int struct
break else long  switch
case enum  register typedef
char  extern return union
const float short unsigned
continue for  signed void
default gotosizeof volatile
do if static ~ while
These keywords form the foundation of C's syntax and cannot be
redefined or used for other purposes.
Identifiers
Identifiers are names given to program elements like variables,
functions, arrays, and user-defined data types.
Rules for creating identifiers:
e Must begin with a letter (a-z, A-Z) or underscore ()
e Subsequent characters can be letters, digits (0-9), or
underscores
e (Cannot use keywords as identifiers
o C is case-sensitive, so count, Count, and COUNT are different
identifiers
Examples of valid identifiers:
sum
_value
counterl
firstName
MAX SIZE
Examples of invalid identifiers:

2value  // Cannot start with a digit
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for // Reserved keyword
user-name // Hyphen not allowed
Constants
Constants are fixed values that do not change during program
execution.
Types of constants:
o Integer constants: 123, -456, 0, 78L (long)
e Floating-point constants: 3.14, -0.005, 2.5e4 (scientific
notation)
e Character constants: 'A','7', "\n' (newline), "\0' (null)
o String constants: "Hello", "C Programming", "" (empty string)
Operators
Symbols that perform operations on operands.
+ - % === 0= <= && || !
Special Symbols
Special characters with specific meanings in C:
{} // Braces for defining blocks
() // Parentheses for function calls and expressions
[1 // Brackets for arrays
; // Semicolon to terminate statements
, // Comma to separate items in a list
#  // Preprocessor directive
Role of Tokens in C Programming
The C compiler breaks down source code into tokens during the lexical
analysis phase. This tokenization is crucial for parsing and
understanding the code structure.
Example:
int main() {
int sum = 10 + 20;
return 0;
b
Tokenization:
o Keywords: int
¢ Identifiers: main, sum
¢ Constants: 10, 20, 0
e Operators: =, +
e Special symbols: (,), {, },;
Data Types in C
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Data types define the type of data a variable can hold, its range, and the

operations that can be performed on it.

Basic Data Types
Table 1.1: Integer Types
Type Size (typical) Range (typical)
char 1 byte -128 to 127 or 0 to 255
signed char 1 byte -128 to 127
unsigned char | 1 byte 0 to 255
short 2 bytes -32,768 to 32,767
unsigned
short 2 bytes 0 to 65,535
-2,147,483,648 to

int 4 bytes 2,147,483,647
unsigned int | 4 bytes 0 t0 4,294,967,295

4 bytes (8 on 64-bit | -2,147,483,648 to
long systems) 2,147,483,647 (or larger)

4 bytes (8 on 64-bit

0 to 4,294,967,295 (or

unsigned long | systems) larger)
-9,223,372,036,854,775,808
to

long long 8 bytes 9,223,372,036,854,775,807

unsigned long 0 to

long 8 bytes 18,446,744,073,709,551,615

Example usage:

int count = 10;

unsigned int positiveNum = 50000;
short smallNum = -200;

long longveryLargeNum = 9000000000000000000LL;
Table 1.2: Floating-Point Types

Type | Size

Precision

Range (approximate)

float 4 bytes 6-7 digits

1.2E-38 to 3.4E+38

double | 8 bytes 15-16 digits

2.3E-308 to 1.7E+308

long 10-16
double | bytes

19-20 digits

3.4E-4932 to 1.1E+4932
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Example usage:

float pi = 3.14159f;

double precise = 0.12345678901234567;

long double veryPrecise = 1.23456789012345678901234L;
Character Type

The char type is used to store individual characters.

char grade ='A’;

char newline = "\n';

While char is technically an integer type, it's commonly used to

represent ASCII characters.

Derived Data Types

Arrays

Arrays store collections of elements of the same data type.
int numbers[5] = {10, 20, 30, 40, 50};

char name[10] = "C Program";

Pointers

Pointers store memory addresses of other variables.

int x = 10;

int *ptr = &x; // ptr holds the address of x

Functions

Functions encapsulate a set of statements to perform a specific task.

int add(int a, int b) {
return a + b;
}
User-Defined Data Types
Structures
Structures group related data items of different types.
struct Student {
char name[50];
int rolINumber;

float marks;

¥

struct Student s1 = {"John", 101, 92.5};
Unions
Unions share memory space for all their members.
union Data {
inti;
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float f; Notes
char str[20];
35

union Data data;

data.i=10; // Now data.f and data.str are undefined
Enumerations

Enumerations define named integer constants.
The days {Sunday, Monday, Tuesday, Wednesday, Thursday, Friday,
and Saturday} should be listed.;

enum Days today = MONDAY; // today equals 1
Typedef

typedef creates custom type names.

typedef unsigned long ulong;

ulong counter = 1000UL;

typedef struct {
int x;
inty;

} Point;

Point p1 = {10, 20};
Void Type
The void type represents the absence of type:

void function(); // Function that returns nothing

void *ptr; // Pointer to unspecified data type

Type Qualifiers

Type qualifiers add special properties to variables:

const int MAX = 100; // ' Value cannot be changed

volatile int flag; // May change unexpectedly

static int counter = 0; // Retains value between function calls
extern int global Var; // Defined in another file

Format Specifiers in C
Format specifiers are used primarily with input/output functions like
printf() and scanf() to indicate how to interpret and format the data.

Table 1.3: Basic Format Specifiers

Specifier | Used For

%d or %i | Signed decimal integer
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%u Unsigned decimal integer
%0 Unsigned octal integer
%x or
%X Unsigned hexadecimal integer (lowercase or uppercase)
%f Decimal floating point
%e or
%E Scientific notation (lowercase or uppercase)
%g or
%G Use %f or %e, whichever is shorter
%c Single character
%s String of characters
%p Pointer address
Nothing printed; stores quantity of characters that have been
%n written thus far
%% Literal percentage sign

Using Format Specifiers with printf()
int num = 42;

float pi = 3.14159;

char letter ="'A’;

char name[] = "C Programming";

printf("Integer: %d\n", num);
printf("Float: %f\n", p1);
printf("Character: %c\n", letter);
printf("String: %s\n", name);
printf("Hexadecimal: 0x%X\n", num);
printf("Octal: %o0\n", num);

Output:

Integer: 42

Float: 3.141590

Character: A

String: Programming in C
Hexadecimal: 0x2A

Octal: 52

Format Modifiers

Format specifiers can be modified to control width, precision, and

alignment.
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Width Notes
printf("%5d\n", 42);  // Right-justified, width 5
printf("%-5d\n", 42);  // Left-justified, width 5
Output:

42
42
Precision
printf("%.2f\n", 3.14159); // Two decimal places
printf("%.0f\n", 3.14159); // No decimal places
printf("%.5s\n", "Hello World"); // First 5 characters
Output:
3.14
3
Hello
Combined Width and Precision
printf("%10.2f\n", 3.14159); // Width 10, 2 decimal places
Output:

3.14

Length Modifiers
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Table 1.4: Length modifiers change the anticipated data type's

size.

Modifier | Description
h Unsigned short int or short int
I Unsigned long int or long int

| Unsigned long long int or long long int

L long double
size t
t ptrdiff_t
Examples:
short s = 100;

long 1 = 1000000L;
long longll = 10000000000LL;

printf("%hd\n", s); // Short decimal

printf("%ld\n", 1); // Long decimal

printf("%]lld\n", 11); // Long long decimal

Using Format Specifiers with scanf()

When using scanf(), format specifiers tell the function how to interpret
input data.

int a;

float b;

char c;

char str[50];

printf("Enter an integer: ");
scanf("%d", &a);

printf("Enter a float: ");
scanf("%f", &b);

printf("Enter a character: ");

scanf(" %c", &c); // Note the space before %c to skip whitespace

printf("Enter a string: ");

scanf("%s", str); // Arrays don't need & operator
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Table 1.5: Special Format Specifiers for scanf() Notes
Specifier Description
Scanset - reads only
characters  specified in
%]...] brackets

Inverted scanset - reads only
characters NOT specified in
%["...] brackets

Example:

char str[50];

scanf("%[a-zA-Z 1", str); // Reads only letters and spaces

scanf("%[",]", str); // Reads until a comma is encountered
Operators in C
Symbols known as operators instruct the compiler to carry out
particular logical or mathematical processes.

Table 1.6: Arithmetic Operators

Operator Operation Example
+ Addition a+b
- Subtraction a-b
* Multiplication a*b
/ Division alb
% Modulus (remainder) a%b
++ Increment ++a or a++
-- Decrement --a ora--
Examples:
inta=10,b=23;

int sum =a + b; /113

int diff=a - b; /17

int product=a *b; //30

int quotient =a/b; // 3 (integer division)

int remainder=a %b; // 1

int ¢ = ++a; // 'abecomes 11, c is 11 (pre-increment)
int d = b++; //d is 3, then b becomes 4 (post-increment)
Integer Division vs. Floating-Point Division
intx=5y=2;

int resultl =x/y; // resultl = 2 (integer division)

float result2 =x/y; //result2 =2.0 (still integer division)
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Notes float result3 = (float)x / y; // result3 = 2.5 (float division)
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Relational Operators Notes
Table 1.7: Relational operators compare values and return either
true (1) or false (0).
Operator | Description Example
== Equal to a==
I= Not equal to al=b
> Greater than a>b
< Less than a<b
>= Greater than or equal to a>=hb
<= Less than or equal to a<=b
Examples:

inta=10, b =20;

int resultl = (a=="b); // 0 (false)
int result2 = (a !=b); // 1 (true)
int result3 = (a>Db); // 0 (false)
int result4 = (a<b); // 1 (true)
Logical Operators

Table 1.8: Logical operators combine relational expressions

Operator | Description Example

&& Logical AND | exprl && expr2
| Logical OR exprl || expr2
! Logical NOT | lexpr

Examples:

mta=5,b=10,c=15;

int resultl = (a<b) && (b<c); //1 (true)

intresult2 =(a>b) || (b<c); //1 (true)

int result3 = !(a > b); //'1 (true)

Short-circuit evaluation:

intx=>5;

inty=0;

int result = (y !=0) && (x /'y > 2); // First part is false, so second part
isn't evaluated

Bitwise Operators
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Table 1.9: Bitwise operators perform operations on individual bits

of integer values

Operator Description Example

& Bitwise AND a&hb

| Bitwise OR alb

A Bitwise XOR a™b

~ Bitwise complement | ~a

<< Left shift a<<n

>> Right shift a>>n
Examples:

unsigned int a = 60; // 00111100 in binary
unsigned intb=13; // 00001101 in binary

int resultl =a &b; // 00001100 (12 in decimal)

intresult2=a|b; //00111101 (61 in decimal)

intresult3=a”b; //00110001 (49 in decimal)

int result4 = ~a;

// 11000011 (-61 in decimal, 2's complement)

int resultS = a <<2; // 11110000 (240 in decimal)
int result6 =a >>2; // 00001111 (15 in decimal)

Common applications of bitwise operators:

o Setting specific bits: x |= (1 <<n)

e Clearing specific bits: x &= ~(1 <<n)

o Toggling specific bits: x "= (1 <<n)
e Checking ifabitis set: (x & (1 <<n)) !=0

Assignment Operators

Table 1.10: Values are stored in variables by assignment operators

Operator Description | Equivalent

Simple
= assignment | a=bhb

Add and | a += b is equivalent to
+= assign a=a+b

Subtract and | a-=bisequivalentto a
-= assign =a-b

Multiply and | a *= b is equivalent to
*= assign a=a*b

Divide and |a/=bisequivalenttoa
/= assign =alb
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Modulus and | a %= b is equivalent to
%= assign a=a%hb

Bitwise AND | a &= b is equivalent to
&= and assign a=a&hb

Bitwise OR | a|=bisequivalentto a
|= and assign =al|b

Bitwise XOR | a = b is equivalent to
N= and assign a=a”b

Left shift and | a<<=bisequivalent to
<<= assign a=a<<b

Right  shift | a>>=b s equivalent to
>>= and assign a=a>>Db
Examples:
inta=10;

at+=5; //abecomes 15
a-=3; //abecomes 12
a*=2; //abecomes 24
a/=4; // abecomes 6

a%=4; //abecomes 2

Conditional (Ternary) Operator

The conditional operator can be used to shorten the if-else phrase.

// Syntax: condition? Expression 1: Expression 2

inta=10,b=20;

int max = (a>Db) ?a:b; / max will be 20

/I Equivalent if-else statement:

int max;
if (a>Db)
max = a;
else
max = b;
Nested ternary operators:
mta=10,b=20,c=15;

intmax=(a>b)?((a>c)?a:c):((b>c)?b:c);

Sizeof Operator

The sizeof operator returns the size in bytes of a variable or data type.

int a;

printf("Size of int: %zu bytes\n", sizeof(int));
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printf("Size of variable a: %zu bytes\n", sizeof(a));

printf("Size of float: %zu bytes\n", sizeof(float));

printf("Size of array: %zu bytes\n", sizeof(int[10]));

Output (may vary depending on the system):

Size of int: 4 bytes

Size of variable a: 4 bytes

Size of float: 4 bytes

Size of array: 40 bytes

Comma Operator

Several expressions can be evaluated in a single statement using the
comma operator; the value of the final expression is the outcome..
int a, b;

a=10;

b = (at++, at5); // ais incremented to 11, then 11+5 is assigned to b
// b becomes 16, a becomes 11

Commonly used in for loops:

for (inti=0,j=10; i<j; i++, j--) {

printf("%d %d\n", i, j);

}
Table 1.11: Pointer Operators
Operator Description | Example
Address-of
& operator &a
Dereference
* operator *ptr
Member
access via | ptr-
-> pointer >member
Examples:
inta=10;

int *ptr = &a; // ptr holds the address of a
intb = *ptr; // b gets the value pointed to by ptr (10)

struct Person {
char name[50];
int age;

}3
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struct Person p = {"John", 30}; Notes
struct Person *pPtr = &p;
printf("Name: %s\n", pPtr->name); // Equivalent to (*pPtr).name
Operator Associativity and Precedence
The sequence in which operations are carried out is determined by
operator precedence. The order is determined by associativity when
operators have the same precedence.
Precedence (from highest to lowest):
1. Postfix operators: () [] -> . ++ -- (left to right)

2. Prefix operators: ++ -- + - | ~ (type) * &sizeof (right to left)

3. Multiplicative: * / % (left to right)

4. Additive: + - (left to right)

5. Shift: <<>> (left to right)

6. The relationship is <<=>> = (from left to right)

7. Equality: (left to right) ==!=

8. Bitwise AND: & (from left to right)

9. Bitwise XOR: * (From left to right)

10. From left to right, bitwise OR: |

11. Elements of logic: && (left to right)

12. Left to right logical OR: ||

13. Conditional:?: (left to right)

14. Assignment: %= <<=>>=+= -=*= /== &= "= |= (from right
to left)

15. From left to right, a commaExample of precedence:
mta=5,b=10,c=15;
intresult=a-+b *c; // Multiplication before addition
// result=5+ (10 * 15) =155

intx=20,y=10,z=25;

intresult2=x/y *z; // Same precedence, left-to-right
// result2 = (20/10) * 5=10

Use parentheses to override precedence:

inta=5b=10,c=15;

intresultl=a+b*c; // 155

intresult2 =(a+b) *c; //225
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Advanced Topics and Common Patterns

Type Conversion

Type conversion (also called type casting) transforms a value between
different data types.

Converting Implicit Types (Coercion)

The compiler automatically converts one data type to another.
inti=10;

float f=1; // Implicitly converts int to float (f becomes 10.0)

float x = 3.14;

inty =x; // Tmplicitly converts float to int (y becomes 3)
Conversion hierarchy (from lower to higher):

char -> float -> double -> long double -> short int -> int -> long intln
expressions with mixed types, lower types are automatically converted
to higher types:

inti=10;

float f=3.5;

double result =1 * f; //1is implicitly converted to float, then the result
to double

Explicit Type Conversion (Casting)

Programmers can force a value to be a specific type using casting.
float f=3.14;

int1=(int)f; // Explicitly converts float to int (i becomes 3)

int numerator = 5;

int denominator = 2;

float result = (float)numerator / denominator; // result becomes 2.5
Common Operator Patterns and Idioms

Swap Two Variables Without a Temporary Variable

a=a”b;
b=a"b;
a=a”’b;

5.2.2. Check if a Number is Even or Odd
if (num % 2 ==0) {

// num is even
} else {

// num is odd
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Using bitwise operation (faster): Notes
if (num& 1) ==0) {
// num is even
} else {
// num is odd
}
Check if a Number is a Power of 2
ifn>0&& (n& (n-1))==0){
// n is a power of 2
}
Find the Absolute Value
int abs value = (x <0) ? -x : x;
Find Maximum/Minimum of Two Numbers
intmax=(a>b)?a:b;
intmin=(a<b)?a:b;
Working with Format Specifiers for Different Data Types
Reading and Writing Fixed-Width Integers
C99 introduced <stdint.h> with fixed-width integer types.
#include <stdio.h>

#include <stdint.h>

int main() {
int8 ti8 =-128;
uint8 tu8 =255;
intl6 _til6 =-32768;
uintl6_tul6 = 65535;
int32 ti32 =-2147483648;
uint32 tu32 =4294967295;
int64 t 164 =-9223372036854775808LL;
uint64 tu64 = 18446744073709551615ULL;

printf("int8_t: %" PRId8 "\n", i8);
printf("uint8 t: %" PRIu8 "\n", us);
printf("int16_t: %" PRId16 "\n", i116);
printf("uint16_t: %" PRIul6 "\n", ul6);
printf("int32_t: %" PRId32 "\n", i32);
printf("uint32_t: %" PRIu32 "\n", u32);
printf("int64 _t: %" PRId64 "\n", 164);
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return 0;
¥

Reading/Writing Binary, Octal, and Hexadecimal

int num = 42;

// Different bases
printf("Decimal: %d\n", num); /Il 42
printf("Octal: %o0\n", num); /152

printf("Hexadecimal: %x\n", num);  //2a

printf("Hexadecimal (uppercase): %X\n", num); // 2A

// Reading different bases

int decimal, octal, hex;

printf("Enter decimal, octal (prefix 0), and hex (prefix 0x): ");
scanf("%d %1 %i", &decimal, &octal, &hex);

Custom Format for Float Values

float f=3.14159;

printf("Default: %f\n", f); //'3.141590
printf("Scientific: %e\n", f); /1 3.141590e+00
printf("Compact: %g\n", f); /1'3.14159

printf(""Precision 2: %.2f\n", f); //3.14

printf("Width 10, precision 2: %10.2f\n", f); /"  3.14"
printf(""Zero-padded width: %010.2f\n", f); // "0000003.14"

Complex Expressions with Multiple Operators

Understanding operator precedence and associativity is crucial for
complex expressions.

// Which operations happen first?

intresult=5+3*2-4/2;

/I Precedence: * and / first, then + and -
/5+@B3%*2)-(4/2)=5+6-2=9

// Bitwise and logical operations
int flags = OxOF;
int mask = 0x33;
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int result = (flags & mask) !=0 || (flags & 0x80) == 0; Notes
// Let's break it down:

// flags & mask = 0xOF & 0x33 = 0x03

// 0x03 =0 is true (1)

// flags & 0x80 = 0xOF & 0x80 = 0x00

// 0x00 == 0 is true (1)

// true OR true = true

//'So result = 1

Practical Applications and Examples
Input and Output with Format Specifiers
#include <stdio.h>

int main() {
// Personal information form
char name[50];
int age;
float height;

char gender;

// Input with appropriate prompts and format specifiers
printf("Enter your name: ");

scanf("%["\n]", name); // Read until newline

printf("Enter your age: ");
scanf("%d", &age);

printf("Enter your height (in meters): ");
scanf("%f", &height);

printf("Enter your gender (M/F): ");
scanf(" %c", &gender); // Note the space before %c

/I Output formatting
printf("\n--- Personal Information ---\n");
printf("Name: %s\n", name);
printf("Age: %d years\n", age);
printf("Height: %.2f meters\n", height);
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printf("Gender: %c\n", gender);

return 0;

}

Working with Different Data Types
#include <stdio.h>

#include <limits.h>

#include <float.h>

int main() {

// Integer types
printf("'--- Integer Types ---\n");
printf("char: %d to %d\n", CHAR MIN, CHAR MAX);
printf("unsigned char: 0 to %u\n", UCHAR MAX);
printf("short: %d to %d\n", SHRT MIN, SHRT MAX);
printf("int: %d to %d\n", INT_MIN, INT MAX);
printf("long: %ld to %ld\n", LONG_MIN, LONG MAX);
printf("long long: %lld to %lld\n", LLONG_ MIN, LLONG MAX);

// Floating point types

printf("\n--- Floating Point
1.5 Variable and Scope of the Variable
C Programming: Variables and Scope
Variables and their scope are fundamental concepts in C programming
that affect how programs store and access data. Understanding these
concepts thoroughly is essential for writing efficient and bug-free code.
Let's explore these topics in depth.
Variables in C
In C, a variable is a designated memory area that stores a value of a
certain data type.
. When you create a variable, you're essentially reserving a portion of
the computer's memory to store information that your program can
access and manipulate.
Variable Declaration and Definition
In C, variables must be declared before they can be used. A declaration
specifies the name and type of the variable, telling the compiler what
kind of data it will hold.
int count; // Declares an integer variable named 'count'

float price; // Declares a floating-point variable named "price’
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char letter; // Declares a character variable named 'letter' Notes
A definition allocates memory for the variable. In C, a declaration is

usually also a definition unless you use the extern keyword.

extern int global value; // Declaration only, no memory allocated yet

int global value = 100; // Definition, memory is allocated

Variable Initialization

Initialization is the process of assigning an initial value to a variable

when it's declared.

int count = 0; // Initialize count to 0
float price = 19.99; // Initialize price to 19.99
char letter ="'A"; // Initialize letter to 'A’

Variables that aren't explicitly initialized contain "garbage values"
(unpredictable values that were in memory before). It's good practice
to always initialize variables to avoid unexpected behavior.
Variable Naming Rules
C has specific rules for naming variables:

1. Names can include underscores, numbers, and letters.

2. Names must start with an underscore or letter.

3. 3. Case affects names. (count and Count are not the same.

variables)

4. Names cannot contain spaces or special characters

5. Names cannot be reserved keywords (like int, for, if, etc.)
Examples of valid variable names:
int value;
int _value;
int valuel23;
int camelCase;
int snake case;
Examples of invalid variable names:
int 123value; // Cannot start with a digit
int my-value; // Hyphen is not allowed
int for; // 'for' is a reserved keyword
int my value; // No spaces allowed
Data Types in C
C supports several fundamental data types:

1. Integer Types

o char: 1 byte, typically for characters, but can be used

for small integers
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o short: 2 bytes, for small integers
e int: 4 bytes (on most modern systems), for general-
purpose integers
e long: 4 or 8 bytes (depends on system), for large
integers
o long long: 8§ bytes, for very large integers
2. Floating-Point Types
o float: 4 bytes, single-precision floating point
o double: 8§ bytes, double-precision floating point
e long double: 12 or 16 bytes (system dependent),
extended-precision floating point
3. Void Type
o void: Represents the absence of a type
Each type can be modified with signed or unsigned:
unsigned int positive only; // Can only store values >= 0
signed int with_sign;  // Can store both positive and negative values
Type Modifiers
C provides several modifiers for basic types:
1. Sign Modifiers
e signed: Variable can represent both positive and
negative values
o unsigned: Variable can only represent non-negative
values (0 and above)
2. Size Modifiers
o short: Reduces the size of an integer type
e long: Increases the size of an integer or floating-point
type
Examples:
unsigned short int small_positive; // Small unsigned integer
long double precise decimal; /I Extra-precision floating point
Type Qualifiers
C also provides type qualifiers that affect variable behavior:
1. const: Prevents the variable from being modified after
initialization
2. const int MAX STUDENTS = 50; // This value cannot be
changed
3. volatile: Tells the compiler that allows external parties to

modify the variable factors
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4. volatile int sensor_value; // May change from hardware input Notes
5. restrict (C99): Indicates that a pointer is an object's exclusive
means of access.

6. int *restrict ptr; // Only ptr accesses the memory it points to
Scope of Variables in C
The area of the program where a variable can be accessed is defined by
its scope. There are various kinds of variable scope in C.
Local Variables (Block Scope) Local variables are those that are
declared inside a block or function. They are only accessible within the
block or function in which they are declared..
void function() {

int x = 10; // Local variable
/I x 1s accessible only within this function

}
Local variables have the following characteristics:

1. When the function or block is entered, they are constructed.

2. They are demolished when the function or block is no longer

being executed

3. They are not accessible outside their block

4. Each function call creates a new instance of its local variables
Example demonstrating block scope:
void example() {

int outer = 10;

{ // Start of a new block
int inner = 20;

printf("Inside block: outer = %d, inner = %d\n", outer, inner);
// Both outer and inner are accessible here

+ // End of block

printf("Outside block: outer = %d\n", outer);
// printf("inner = %d\n", inner); // Error: inner is not defined here
b
Global Variables (File Scope)
Variables declared outside of any function have file scope, making them
global variables. They can be accessed by any function in the same file
after their declaration.
int global var = 100; // Global variable
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void function1() {
printf("%d\n", global var); // Can access global var

}

void function2() {
global var =200; // Can modify global var
}
Global variables have the following characteristics:
1. They exist during the program's whole duration execution
2. 2. They are accessible to all functions in the file after their
declaration
3. 3. If they are not explicitly initialized, they are set to zero by
default.
4. They consume memory throughout program execution
Function Parameters (Formal Parameters)
Function parameters are a special kind of local variable. They receive
values from the function call.
add(void a, int b) { // a and b are function parameters
int result =a + b;
printf("Sum: %d\n", result);

}

int main() {
mtx=5y=7;
add(x, y); // x and y's values are copied to a and b
return 0;
}
Function parameters:
1. Are created moment the function is invoked
2. Are initialized with the principles provided in the function call
3. Exist only within the function
4. Are destroyed when the function ends
Variables That Are Static
Variables that are declared using the static keyword possess unique
lifetime and scope characteristics.
Local Static Variables

A static local variable retains its value between function calls:

88
MATS Centre for Distance and Online Education, MATS University



¢ T

\ \\\ i

|

ready for life.

void counter() { Notes
static int count = 0; // Initialized only once
count++;

printf("Function called %d times\n", count);

}

int main() {
counter(); // Output: Function called 1 times
counter(); // Output: Function called 2 times
counter(); // Output: Function called 3 times
return 0;
}
Static local variables:
1. Are only initialized once, prior to the program's launch.
2. Retain their values between function calls
3. Are accessible only within their function or block
4. Exist for the entire duration of the program
Static Global Variables
A static global variable is only accessible within the file where it's
declared:
// In filel.c

static int file variable = 10; // Accessible only in filel.c

void function() {
printf("%d\n", file variable); // Works fine

}

// ' In file2.c
extern int file variable; // Error: file variable is not visible here
Static global variables:
1. Are accessible only within the file where they are declared
2. Cannot be accessed from other files, even with the extern
keyword
3. Exist for the the program's whole duration

B

Variables in the Register

o

For quicker access, the register keyword tells the compiler that
a variable should be kept in a CPU register.:
void process data(int *data, int size) {
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register int i;
for (i=0; i< size; i++) {
// Process data][i]

}

In modern compilers, the register keyword is often ignored as compilers
can automatically optimize variable storage better than manual
suggestions.

External Variables (Program Scope)

Variables with external linkage can be accessed across multiple files.
In one file:

// In globals.c

int shared_value = 100; // Global variable with external linkage

In another file:

// In main.c

extern int shared_value; // Declaration of variable defined elsewhere

void function() {
printf("%d\n", shared value); // Accesses the variable from globals.c
}
To make this work:

1. One file must contain the definition (with memory allocation)

2. The extern keyword must be used to declare the variable in

other files.

3. All files must be compiled and linked together
Variable Lifetime
Variable lifetime refers to when a variable is created and destroyed in
memory.
Automatic Variables
Most local variables are automatic variables:
void function() {

int x = 10; // Automatic variable
/I Code using x

b
Automatic variables:

1. Generated upon entry of the function or block

2. When the block or function exits, it is destroyed.

3. Not initialized by default (contain garbage values)

90
MATS Centre for Distance and Online Education, MATS University



¢ T

\ \\\ i

|

ready for life.

Static Variables Notes
As previously mentioned, static variables (both local and global) have
program lifetime:
void function() {
static int count = 0; // Static local variable
count++;
}
Static variables:
1. Created before program execution begins
2. Destroyed when the program terminates
3. Initialized to zero by default if not explicitly initialized
Dynamic Variables
Variables created using dynamic memory allocation functions have a
controlled lifetime:
int* create_array(int size) {
int* array = (int*)malloc(size * sizeof(int));

return array;

int main() {
int* data = create array(100);
/I ' Use data...
free(data); // Explicitly release memory
return 0;
}
Dynamic variables:
1. Created when allocation functions (malloc, calloc, etc.) are
called
2. Exist until explicitly freed with free()
3. Not initialized by default (except with calloc)
4. Can lead to memory leaks if not properly freed
Variable Storage Classes
C provides four storage classes that determine the scope, lifetime, and
storage location of variables.
Auto Storage Class
Although variables are automatically stored by default, the auto
keyword specifically specifies a variable with automatic storage,

however it is rarely used.:
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void function() {
auto int x = 10; // Same as 'int x = 10;'
}
Register Storage Class
As mentioned earlier, the register keyword suggests register storage:
void function() {
register int counter;
// ' Use counter in performance-critical code
}
Static Storage Class
The static keyword, as covered before, creates variables with static
duration:

static int file_counter = 0; // Static global

void function() {

static int call counter = 0; // Static local
}
Extern Storage Class
The extern keyword declares a variable that is defined elsewhere:
extern int global config; // Declared but not defined here
Scope Resolution and Name Conflicts
When the same-named variables exist in many scopes, C follows
specific rules to resolve which variable is being referenced.
Shadowing
Inner variables can shadow (hide) outer variables with the same name:
int x = 10; // Global variable

void function() {

int x = 20; // Local variable shadows the global x
printf("Local x: %d\n", x); // Accesses local x (20)
printf("Global x: %d\n", ::x); // Error in C (would work in C++)

int x = 30; // Inner block variable shadows the function's x

printf("Inner x: %d\n", x); // Accesses inner x (30)
b
printf("Function x: %d\n", x); // Accesses function's x (20)
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} Notes

To access the global variable when shadowed, you must use a different
approach in C:
int x = 10; // Global variable

void function() {
int x = 20; // Local variable
printf("Local x: %d\n", x); // Accesses local x (20)

//'In C, to access the global x when shadowed:
{
extern int x; // Refers to the global x
printf("Global x: %d\n", x); // Accesses global x (10)

j
j

This approach with extern is cumbersome and not commonly used. A
better practice is to avoid variable shadowing altogether.

Practical Examples of Variable Scope

Example 1: Basic Scope Rules

#include <stdio.h>
int global = 10; // Global variable

void function() {
int local = 20; // Local variable

printf("Inside function: global = %d, local = %d\n", global, local);
global++; // Modifies the global variable

int main() {

printf("Before function: global = %d\n", global);
function();

printf(" After function: global = %d\n", global);

// printf("local = %d\n", local); // Error: local is not defined here

int local = 30; // Different local variable

printf("In main: local = %d\n", local);
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return 0;
}
Output:
Before function: global = 10
Inside function: global = 10, local = 20
After function: global = 11
In main: local = 30
Example 2: Block Scope

#include <stdio.h>

int main() {
int outer = 10;

printf("Outer value: %d\n", outer);

{ // Start of inner block
int inner = 20;

printf("Inside block: outer = %d, inner = %d\n", outer, inner);

outer = 15; // Modifies the outer variable

{ // Start of nested block
int nested = 30;
printf("In nested block: outer = %d, inner = %d, nested = %d\n",
outer, inner, nested);
+ // End of nested block

// printf("nested = %d\n", nested); // Error: nested is not defined
here
+ // End of inner block

printf(" After block: outer = %d\n", outer);
// printf("inner = %d\n", inner); // Error: inner is not defined here

return O;

b
Output:

Outer value: 10
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Inside block: outer = 10, inner = 20 Notes
In nested block: outer = 15, inner = 20, nested = 30

After block: outer = 15

Example 3: Static Variables

#include <stdio.h>

void counter() {
int automatic = 0; // Automatic variable

static int persistent = 0; // Static variable

automatic++;

persistent-++;

printf(" Automatic: %d, Persistent: %d\n", automatic, persistent);

}

int main() {
printf("First call:\n");

counter();

printf("Second call:\n");

counter();

printf("Third call:\n");

counter();

return 0;
}
Output:
First call:
Automatic: 1, Persistent: 1
Second call:
Automatic: 1, Persistent: 2
Third call:
Automatic: 1, Persistent: 3
Example 4: External Variables
File: globals.c

#include <stdio.h>
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int shared_count = 0; // External variable

void increment_count() {

shared count++;

printf("Count incremented to: %d\n", shared count);
}

File: main.c

#include <stdio.h>

extern int shared count; // External declaration

void increment count(); // Function declaration

int main() {

printf("Initial count: %d\n", shared count);

increment_count();

increment_count();

shared count = 100;

printf("Count reset to: %d\n", shared count);

increment_count();

return 0;
}
Output:
Initial count: 0
Count incremented to: 1
Count incremented to: 2
Count reset to: 100
Count incremented to: 101
Advanced Scope Concepts
Dynamic Scope vs. Lexical Scope
C uses lexical (static) scope, which means variable accessibility is
determined by the structure of the code, not by the call stack at runtime:

#include <stdio.h>
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int x = 10; // Global x Notes

void function2() {
printf("In function2: x = %d\n", x); // Accesses global x

}

void functionl() {
int x = 20; // Local x
printf("In functionl: x = %d\n", x); // Accesses local x

function2(); // This still uses global x, not functionl's x

int main() {
function1();
return 0;
}
Output:
In functionl: x =20
In function2: x = 10
In a language with dynamic scope, function2() would use the x from
function1() because that's the most recent definition in the call stack.
But C uses lexical scope, so function2() uses the global x.
Scope in Nested Functions (GCC Extension)
Some C compilers (like GCC) support nested functions as an extension,
which introduces interesting scope interactions:

#include <stdio.h>

void outer_function(int parameter) {

int outer local = 20;

/I Nested function (GCC extension)
void inner_function() {
printf(""Parameter: %d\n", parameter);

printf("Outer local: %d\n", outer local);

// Can modify outer variables

outer local++;

}
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inner_function();
printf(" After inner call: outer local = %d\n", outer local);

inner_function();

}

int main() {
outer function(10);
return 0;
}
Output (with GCC):
Parameter: 10
Outer local: 20
After inner call: outer local =21
Parameter: 10
Outer local: 21

Note: Nested functions are not part of standard C and should be avoided

for portable code.

Variables in Header Files

Variables defined in header files can lead to multiple definition errors:

/I config.h

int config_value = 100; // BAD: Defines a variable in a header

If multiple C files include this header, each will have its own copy of

config value, causing linker errors. Better approaches:
// config.h - Approach 1: Declare but don't define

extern int config_value; // Only a declaration

// config.h - Approach 2: Use static for file-local variables
static int local config = 100; // Each file gets its own copy

// config.h - Approach 3: Use inline functions (C99)
static inline int get config() {
return 100;
b
Variable Scope Best Practices
Use the Smallest Possible Scope
Declare variables in the smallest scope where they're needed:

// Bad practice
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void process_data(int* data, int size) { Notes
nt i;
int sum = 0;

double average;

// Many lines of code...

for (i=0; i< size; i++) {

sum += datal[i];

average = (double)sum / size;

// Better practice
void process_data(int* data, int size) {

// Many lines of code...

int sum = 0;
for (int 1 = 0; i< size; i++) { // C99 style

sum += datal[i];

double average = (double)sum / size;
}
Steer clear of global variables.
Code that uses global variables may be more difficult to read and
maintain:
/I Avoid global variables

int total count = 0;

void increment() {

total count++;

}

// Better: Pass and return values
int increment(int count) {

return count + 1;
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Notes }
Use Clear Variable Names
Variable names should reflect their purpose and scope:
/I Avoid cryptic names
int n =10; // What does 'n' represent?

// Better: descriptive names

int num_students = 10; // Clear meaning

// For global/static variables, consider prefixes

static int g max_connections = 100;

Avoid Variable Shadowing

Shadowing can lead to confusing and error-prone code:
// Avoid shadowing

int value = 10;

void function() {
int value = 20; // Shadows global value

/I Code using value...

// Better: use distinct names
int global value = 10;

void function() {
int local_value = 20; // Clear distinction
// Code using local value...
J
Memory Management and Variable Scope
Stack vs. Heap Memory
Understanding how variable scope relates to memory allocation is
important:
1. Stack Memory: Used for automatic variables (local variables
and function parameters)
o Fast allocation and deallocation
e Limited size

e Managed automatically based on scope
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2. Heap Memory: Used for dynamic variables (allocated with
malloc, calloc, etc.)
e More flexible sizing
o Slower than stack memory
e Must be explicitly managed with free()
e Not tied to scope (can outlive the creating function)
void function() {
int stack var = 10; // Allocated on the stack

int* heap var = (int*)malloc(sizeof(int)); // Allocated on the heap
*heap var = 20;

// stack var is automatically freed when function ends

free(heap var); // Must explicitly free heap memory
// If we forget this, we have a memory leak
}
Memory Leaks and Scope
Memory leaks occur when dynamically allocated memory is not freed:
void leak example() {
char* str = (char*)malloc(100);
strepy(str, "Hello");

/I If we return without freeing, str is lost but the memory stays
allocated

// return;

free(str); // Proper cleanup
}
Dangling Pointers
Dangling pointers reference memory that has been freed or is out of
scope:
char* create string() {
char buffer[100]; // Automatic variable
strcpy(buffer, "Hello");

return buffer; / DANGER: Returns address of automatic variable
} // buffer is destroyed when function exits
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// Better approach
char* create string_safe() {

char* buffer = (char*)malloc(100); // Heap allocation
strcpy(buffer, "Hello");

return buffer; // Safe: memory persists after function exits
// Caller must free this memory when done
}
Variable Scope in Different C Standards
C89/C90 (ANSI ©O)
In the original ANSI C standard:
e Variables must be declared at the beginning of a block, before
any statements
e No variable-length arrays
e No inline functions
void function() {
int i;

int j;

// Statements must come after all declarations
1=10;
j=20;

// int k =30; // Error in C89: declaration not at start of block
}
Cc99
C99 introduced several features affecting variable scope:
e Variables can be declared anywhere in a block
e For-loop initial declarations
e Variable-length arrays
e Restricted pointers
e Inline functions
void function(int size) {
// ' Variables can be declared anywhere
inti=10;

// For-loop initial declaration
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for (int j = 0; j < 10; j++) { Notes
printf("%d\n", j);
}

/1 j is not accessible here

// Variable-length array
int array[size]; // Size determined at runtime

int result = 0;
result =1+ 5; // No need to declare all variables at the start
}
C11 and C17
Later standards continued to refine scope rules:
e Anonymous structures and unions
e Thread-local storage with Thread local
e More type-generic expressions
// Thread-local variable (C11)
_Thread_local int thread_counter = 0;

struct {
union {
int x;
float y;
}; // Anonymous union
int z;
} data; // Can access data.x or data.y directly
Complex Scope Examples
Example 1: Recursion and Scope
Each recursive call creates a new instance of local variables:

#include <stdio.h>

void recursive_function(int depth) {

int level = depth;

printf("Entering depth %d\n", level);

if (depth > 1) {

recursive_function(depth - 1);
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printf("Exiting depth %d\n", level);
}

int main() {
recursive_function(3);
return 0;
}
Output:
Entering depth 3
Entering depth 2
Entering depth 1
Exiting depth 1
Exiting depth 2
Exiting depth 3
Example 2: Function Pointers and Closures
C doesn't have true closures, but we can approximate with structures:
#include <stdio.h>
#include <stdlib.h>

// Function pointer type
typedef int (*IntFunc)(int);

// Structure to hold the "closure" data
typedef struct {

int multiplier;
IntFuncfunc;

} Closure;

// Function that uses the closure data
int multiply by(void* closure data, int value) {
Closure* closure = (Closure*)closure data;

return value * closure->multiplier;

// Create a "closure" function

Closure* create_multiplier(int multiplier) {
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Closure* closure = (Closure*)malloc(sizeof(Closure)); Notes
closure->multiplier = multiplier;
closure->func = multiply by;

return closure;

int main() {
// Create "closures" for different multipliers
Closure* double it = create multiplier(2);

Closure* triple it = create_multiplier(3);

// Use the "closures"
printf("5 doubled: %d\n", double it->func(double it, 5));
printf("5 tripled: %d\n", triple_it->func(triple it, 5));

// Clean up
free(double it);
free(triple it);

return 0;
}
Output:
5 doubled: 10
5 tripled: 15
Example 3: Complex Lifetime Management
#include <stdio.h>
#include <stdlib.h>

#include <string.h>

typedef struct {
char* name;
Int* scores;
int score_count;
} Student;

// Allocate and initialize a student

Student™ create_student(const char* name, const int* scores, int count)

{
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Notes Student* student = (Student*)malloc(sizeof(Student));

// Allocate and copy the name
student->name = (char*)malloc(strlen(name) + 1);

strepy(student->name, name);

/I Allocate and copy the scores
student->scores = (int*)malloc(count * sizeof{(int));

memcpy(student->scores, scores, count * sizeof(int));
student->score_count = count;

return student;

// Free all resources associated with a student
void destroy_student(Student* student) {
if (student) {
free(student->name);
free(student->scores);
free(student);

// Calculate average score
double get average(const Student™ student) {
if (!student || student->score count == 0) {

return 0.0;

int sum = 0;
for (int 1 = 0; i< student->score count; i++) {

sum += student->scores|[i];

return (double)sum / student->score count;
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int main() { Notes
int alice_scores[] = {90, 85, 93, 88};
Student* alice = create student("Alice", alice scores, 4);

printf("Student: %s\n", alice->name);

printf(" Average score: %.2f\n", get average(alice));
destroy_student(alice);

return 0;
}
Output:
Student: Alice
Average score: 89.00
Practical Applications of Variable Scope
Encapsulation
Properly scoped variables help encapsulate implementation details:
// Module implementation (in file.c)

static int internal counter = 0; // Hidden from other files

static void internal helper() { // Hidden from other files

internal_counter++;

}

// Public interface

void public_function() {
internal_helper();

printf("Counter: %d\n", internal counter);
}

Thread Safety

Variable scope affects thread safety:
#include <stdio.h>

#include <pthread.h>

// Global variable - shared by all threads
int shared counter = 0;
pthread mutex t mutex = PTHREAD MUTEX INITIALIZER;
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void* thread function(void* arg) {

// Thread-safe increment of shared variable
pthread mutex_lock(&mutex);
shared counter++;

pthread mutex_ unlock(&mutex);

// Thread-local variable - each thread has its own
static __thread int local counter = 0;

local counter++;

printf("Thread %ld: shared = %d, local = %d\n",

(long)arg, shared counter, local counter);

return NULL;

int main() {
pthread_t threadl, thread2;

pthread create(&threadl, NULL, thread function, (void*)1);
pthread create(&thread2, NULL, thread function, (void*)2);

pthread join(threadl, NULL);
pthread join(thread2, NULL);

return 0;
}
Configuration Management
Different variable scopes can help with configuration:
// global config.h
extern int verbose mode;

extern const char* log_file path;

// global config.c
int verbose_mode = 0;

const char* log_file path ="app.log";

void set_verbose(int level) {
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void set log_file(const char* path) {
log_file path = path;
}

// Other modules can use these globals

#include "global config.h"

void process() {
if (verbose_mode> 0) {

printf("Processing with log file: %s\n", log_file path);

j
j

Understanding variable scope and lifetime is necessary for writing in
C. correct, efficient, and maintainable code. Key takeaways include:
1. Variable Declaration: Always declare variables with
appropriate types and initialization values.
2. Scope Rules: Understand the different scopes (block, function,
file, program)
MCQs:
1. Whatis an algorithm?
a) A flowchart representation
b) A step-by-step procedure to solve a problem
c¢) A programming language
d) A debugging tool
2. Which of the following represents a pictorial
representation of an algorithm?
a) Flowchart
b) Compiler
c¢) Debugger
d) Assembler
3. In C programming, a header file is included using:
a) #define
b) #include
¢) #import
d) #pragma
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What is a token in C programming?

a) A function

b) A basic unit of a program

c¢) A compiler directive

d) A data type

The format specifier %d is used for:

a) Characters

b) Floating-point numbers

c) Integers

d) Strings

The scope of a global variable is:

a) Within the function it is defined

b) Throughout the program

¢) Only in loops

d) Within a single block

Which operator is used for division in C?
a) +

b) -

c)*

d)/

The sizeof operator in C is used to:

a) Find the memory size of a variable or data type
b) Compare two numbers

¢) Perform type conversion

d) Allocate memory dynamically

What is the main function of the preprocessor directive in
C?

a) To define variables

b) To include header files and macros

c¢) To write a main function

d) To execute the program

Which data type is used to store floating-point numbers in
C?

a) int

b) float

c) char

d) void
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Short Questions:

1.

© o N o g wDd

10.

Define an algorithm with an example.

What is a flowchart? Why is it used?

Explain the different types of programming languages.

What is the structure of a C program?

Define tokens in C programming.

What are data types in C? List different types.

Explain the difference between a variable and a constant in C.
What is the purpose of format specifiers in C?

What is the difference between local and global variables?

Explain the use of operators in C.

Long Questions:

1.

10.

Describe the steps to create an algorithm and draw a flowchart
for a simple program.

Explain different types of software and programming languages
with examples.

Describe the structure of a C program and explain each part in
detail.

What are tokens in C programming? Explain different types of
tokens with examples.

Explain the various data types used in C programming.
Discuss the scope of variables in C programming with
examples.

Explain different types of operators used in C with examples.
8. Create an application that demonstrates how to use format
specifiers in C.

Compare and contrast different types of programming
paradigms.

Explain the importance of preprocessor directives in C

programming.
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Module 2
Control Statements, Array, and String

LEARNING OUTCOMES
By the end of this Module, students will be able to:

Understand the concept and types of control statements in C.
Learn about branching, looping, and jumping statements.
Understand different types arrays, encompassing arrays that are
one-, two-, and multidimensional..

Learn how to initialize, read, and write character arrays.

Explore string manipulation functions in C.
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Unit 5: Introduction to Control Statements Notes

2.1 Control Statements: Definition and Types
Control statements are any of the programming language statement
that control or determine the process of program execution. Control
statements allow programs to make decisions, loops to repeat, and to
jump to other pieces of code instead of executing code in order from
top to bottom.
Introduction to Control Statements
In computer programming the order of execution of statements is
controlled by control statements. If there were no control statements,
programs would simply execute the instructions sequentially, one after
the other, which would severely limit the capabilities of programs
Control statements provide the ability to:

1. Execute code conditionally based on whether certain conditions

are true

2. Repeat code multiple times with different parameters

3. Choose between different blocks of code to execute

4. Exit from loops or functions prematurely
Let's explore the main types of control statements found in most
programming languages, with examples primarily in C, which has
influenced many modern languages.
Types of Control Statements
Control statements generally fall into three main categories:

1. Conditional Statements (Selection statements)

2. TIterative Statements (Loop statements)

3. Jump Statements (Transfer statements)
Let's examine each category in detail.
Conditional Statements
Software can make judgments by using conditional statements to
determine whether or not specific circumstances are true. In C, the
primary conditional statements are:
if Statement
The simplest conditional statement is the if statement. Only when a
certain condition is evaluated to true does it run a block of code..
Syntax:
if (condition) {

// code to execute if condition is true

113
MATS Centre for Distance and Online Education, MATS University



)

)

(mar

N

UNIVERSITY
ready for life....

}

Example:

int age = 18;

if (age >=18) {
printf("You are eligible to vote.\n");
}
In this example, the message will be printed only if the value of age is
greater than or equal to 18.
if-else Statement
By offering a different block of code to run in the event that the
condition is false, the if-else statement expands upon the if statement.
Syntax:
if (condition) {
// code to execute if condition is true
} else {
// code to execute if condition is false
}
Example:

int age = 16;

if (age >=18) {
printf("You are eligible to vote.\n");
} else {
printf(""You are not eligible to vote yet.\n");
}
In this example, since age is 16 (less than 18), the program will print
"You are not eligible to vote yet."
if-else if-else Statement (Nested if)
Multiple conditions can be tested sequentially with this framework.
Syntax:
if (conditionl) {
// code to execute if condition] is true
} else if (condition2) {
// code to execute if conditionl is false and condition? is true
} else {

// code to execute if both condition] and condition2 are false
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Example: Notes

int score = 85;

if (score >=90) {
printf("Grade: A\n");
} else if (score >= 80) {
printf("Grade: B\n");
} else if (score >= 70) {
printf("Grade: C\n");
} else if (score >= 60) {
printf("Grade: D\n");
} else {
printf("Grade: F\n");
}
In this example, since score is 85, the program will print "Grade: B".
Statement of Switch
The value of a variable or expression can be used to determine which
of several code blocks should be executed using the switch statement..
Syntax:
switch (expression) {

case valuel:

// code to execute if expression equals valuel
break;
case value2:

/I code to execute if expression equals value2
break;

default:
// code to execute if expression doesn't match any case
}
Example:

int day = 3;

switch (day) {
case 1:
printf("Monday\n");
break;

case 2:
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break;
case 3:
printf("Wednesday\n");
break;
case 4:

printf("Thursday\n");
break;
case 5:
printf("Friday\n");
break;
case 6:
printf("Saturday\n");
break;
case 7:
printf(""Sunday\n");
break;
default:
printf("Invalid day\n");
}
In this example, the program will print "Wednesday" since day is 3.
Important notes about the switch statement:
o Following the execution of a case, the switch block is exited
using the break statement.
o Execution "falls through" without interruption to the following
case.
e When no case matches, the default case, which is optional, is
executed.
o The expression in switch must evaluate to an integer type in C
e Multiple cases can share the same code block
Ternary operator, or conditional operator
The operator that is conditional?: provides a concise way to write
simple if-else statements.
Syntax:
condition ? expressionl : expression2;
This evaluates condition; if true, the result is expressionl, otherwise,
it's expression2.

Example:
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int age = 20; Notes
char* status = (age >= 18) ? "adult" : "minor";
printf("Status: %s\n", status);
This example will print "Status: adult" since age is 20, which is greater
than 18.
Iterative Statements (Loops)
Iterative statements allow a program to repeatedly run a block of code
for a predetermined number of times or as long as a predetermined
condition is true.
While Loop
The As long as a given condition is true, a while loop repeatedly runs a
block of code.
Syntax:
while (condition) {

// code to execute while condition is true
}
Example:

int count = 1;

while (count <= 5) {
printf("%d ", count);
count++;
}
// Output: 12345
As long as count is less than or equal to 5, the loop in this example
will keep running.
Important features of the while loop include:
e The repeated loop body won't run at all if the condition is
originally false.
o The condition is assessed before to each iteration.
e It's suitable when the number of iterations is not known in
advance
e (Care must be taken to ensure the condition eventually becomes
false to avoid infinite loops
Loop in the do-while
Similar to the while loop, the do-while loop ensures that the loop body
runs at least once by checking the condition after the loop body is

executed.
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Syntax:
do {

// code to execute
} while (condition);
Example:

int count = 1;

do {
printf("%d ", count);
count++;
} while (count <= 5);
// Output: 12345
If we change the initial value of count to 6:

int count = 6;

do {
printf("%d ", count);
count++;
} while (count <= 5);
// Output: 6
The loop ends once the body of the loop runs once and checks the
condition, which evaluates to false.
For Loop
The for loop provides a compact way to write loops with initialization,
condition, and update expressions in a single line.
Syntax:
for (initialization; condition; update) {
// code to execute while condition is true
}
Example:
for (inti=1; i<=5; i++) {
printf("%d ", 1);
b
// Output: 12345
Equivalent while loop:
inti=1;
while (i<=5) {
printf("%d ", 1);
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The for loop is particularly useful when:

e The number of iterations is known in advance

o There's a clear initialization, condition, and update pattern

e You want to keep the loop control in a single line for readability
The for loop components can be omitted, creating more flexible loops:
// Infinite loop
for (;;) {

// code to execute indefinitely

/I (need a break statement to exit)

// Initialization outside loop
inti=0;

for (; i< 5; 1++) {
printf("%d ", 1);

}

// ' Update inside loop body
for (int1=0;1<5;) {
printf("%d ", 1);
1++;
}
Nested Loops
Loops can be nested inside other loops, allowing for more complex
iterations such as working with multi-dimensional arrays or generating
patterns.
Example - Printing a multiplication table:
for (int1=1; 1<=5; i++) {
for (intj = 1; j <= 5; j++) {
printf("%d\t", 1 * j);
}
printf('"\n");
}
Output:
1 2 3 4 5
2 4 6 8 10
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3 6 9 12 15

4 8 12 16 20

5 10 15 20 25

In nested loops, the inner loop completes all its iterations for each
iteration of the outer loop.

Jump Statements

Jump statements alter the normal flow of program execution by
transferring control to another part of the program.

break Statement

The break statement terminates the innermost enclosing loop or switch
statement.

Example with loops:

for (inti=1; i<= 10; i++) {

ifi==06) {
break;
}
printf("%d ", 1);

}
// Output: 12345

In this example, when i becomes 6, the break statement terminates the
loop, and the program continues executing the code after the loop.
Example with switch (as seen earlier):
switch (day) {

case I:
printf("Monday\n");
break; // Exit the switch block

case 2:
printf("Tuesday\n");

break;

/...
b
continue Statement
The continue statement skips the rest of the current iteration of a loop
and proceeds with the next iteration.
Example:
for (int1=1; 1<=10; i++) {

if(i%2=0){

continue; // Skip even numbers
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} Notes

printf("%d ", 1);
}
// Output: 13579
In this example, when i is even, the continue statement skips the printf
statement and proceeds with the next iteration.
The difference between break and continue:

o break terminates the loop entirely

e continue skips only the current iteration and continues with the

next one

goto Statement
The goto statement transfers control to a labeled statement within the
same function.
Syntax:
goto label;
/...
label: statement;
Example:

inti=1;

loop_start:

if i<=5) {
printf("%d ", 1);
i+t

2

gotoloop_start;

}
// Output: 12345
While goto is available in C, it's generally discouraged in modern
programming because it can make code difficult to understand and
maintain. It can lead to "spaghetti code" where the flow of execution
jumps around unpredictably. Most programming problems can be
solved more clearly using structured control statements like loops and
conditionals.
Return Statement
The return statement exits the current function and returns control to
the calling function. It can also return a value from the function.
Example:
int sum(int a, int b) {
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return a + b; // Exit function and return a+b

int main() {

int result = sum(5, 3);
printf("Sum: %d\n", result);

return 0; // Exit main function
}
// Output: Sum: 8
In this example, the return statement in the sum function returns the
sum of a and b to the caller. The return statement in the main function
exits the program with a status code of 0 (indicating successful
execution).
Advanced Control Flow Concepts
Beyond the basic control statements, there are several advanced
concepts related to control flow that are important to understand.
Short-Circuit Evaluation
Logical operators (&& for AND, || for OR) in C use short-circuit
evaluation, which can affect control flow within expressions.
With &&, if the first operand evaluates to false, the second operand is
not evaluated because the result will be false regardless.
With ||, if the first operand evaluates to true, the second operand is not

evaluated because the result will be true regardless.

Example:
int x =5;
inty=10;

/I Short-circuit with &&
fx>0&&y/x>1){
printf("Condition met\n");

}

/I If x were 0, y/x would cause a division by zero error,

// but due to short-circuit evaluation, it's not evaluated

Null Statement

The null statement (; by itself) is a statement that does nothing. It can
be useful in situations where the syntax requires a statement but no

action 1s needed.

122
MATS Centre for Distance and Online Education, MATS University



¢ T

\ \\\ i

|

ready for life.

Example: Notes
// Finding the first non-whitespace character

inti=0;

while (str[i] ==""|| str[i] == "\t' || str[i] == "\n")

i++; // Increment i but do nothing else
This can also be written using a null statement:
for (i=0; str[i] ==""|| str[i] =="\t' || str[i] == "\n'; i++)
; // Null statement
Compound Statement (Block)
A compound statement or block is a group of statements enclosed in
curly braces {}. It allows multiple statements to be treated as a single
statement in control structures.
Example:
if (condition) {
statement] ;
statement2;
statement3;
}
Even when there's only one statement to execute, using blocks can
make code clearer and prevent bugs, especially when modifying code
later:
//'Without block - risky when modifying
if (condition)

statement];

// With block - safer and clearer
if (condition) {
statementl ;
}
Labels and Targets
In addition to being used with goto, labels can be used with other
control statements in C:
1. case and default labels in switch statements
2. Labels for goto statements
Example:
switch (value) {
case 1: // Label for value 1
// code
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break;
case 2: // Label for value 2
// code
break;
default: // Default label
// code

start: // Label for goto
// code
Control Flow in Different Paradigms
Different programming paradigms handle control flow in various ways:
Structured Programming
Structured programming, which C follows, emphasizes using a limited
set of control structures:
o Sequence: executing statements in order
e Selection: if-else and switch
e Iteration: while, do-while, and for loops
e Subroutine calls: function calls
This approach was developed to avoid the complexity and bugs
associated with unrestricted use of goto statements.
Object-Oriented Programming
Object-oriented languages like C++ extend C's control flow with:
o Exception handling (try/catch/throw)
e Method overriding
e Virtual function calls
Functional Programming
Functional languages emphasize:
e Recursion instead of loops
o Pattern matching instead of if/switch
o Higher-order functions
e Immutability (no variable changes)
Best Practices for Using Control Statements
Keep It Simple
e Avoid deeply nested control structures
e Consider refactoring complex conditions into separate
functions

e Use helper functions to reduce the complexity of conditions
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Example of simplifying complex conditions: Notes
/I Complex condition
if (age >= 18 && (hasLicense | hasPermit) &&
hasDUI&&applicationComplete) {
/I Allow driving
}

// Simplified using functions
bool isEligibleToDrive(int age, bool hasLicense, bool hasPermit, bool
hasDUI, bool applicationComplete) {

bool hasValidDocumentation = hasLicense || hasPermit;

bool meetsAgeRequirement = age >= 18;

bool hasCleanRecord= 'hasDUI,

return
meetsAgeRequirement&&hasValidDocumentation&&hasCleanRecor
d&&applicationComplete;

}

if  (isEligibleToDrive(age, hasLicense, hasPermit, hasDUI,
applicationComplete)) {
/I Allow driving
}
Guard Clauses
Use "guard clauses" to handle edge cases early and reduce nesting:
// Deeply nested approach
void processOrder(Order* order) {
if (order '= NULL) {
if (order->isValid) {
if (order->isInStock) {
// Process the order
} else {
handleOutOfStock(order);
b
} else {
handlelnvalidOrder(order);

b
} else {
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handleNullOrder();

}

// Using guard clauses

void processOrder(Order* order) {
if (order == NULL) {
handleNullOrder();

return;

if (lorder->isValid) {
handlelnvalidOrder(order);

return;

if (lorder->isInStock) {
handleOutOfStock(order);

return;

// Process the order

}

Loop Considerations

Initialize loop variables just before the loop

Keep loop bodies simple and focused

Consider extracting complex loop bodies into separate
functions

Be cautious with loop termination conditions

Avoid modifying loop variables inside the loop body when

using for loops

Example of extracting loop body:

// Complex loop
for (int 1 = 0; 1<arraySize; i++) {

// Many lines of code to process array[i]

/I Extracted function approach
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void processArrayElement(int element, int index) { Notes

// Processing code here

for (int 1 = 0; i<arraySize; i++) {
processArrayElement(array[i], 1);
}
Switch Statement Best Practices
e Always include a default case
o Use break statements consistently
o Consider alternative designs for complex switch statements
/I Good switch practice
switch (status) {
case STATUS PENDING:
handlePending();
break;
case STATUS APPROVED:
handleApproved();
break;
case STATUS REJECTED:
handleRejected();
break;
default:
handleUnknownStatus();
break;
}
Boolean Simplification
Simplify boolean expressions to improve readability:
// Unnecessarily complex
if (isReady == true) {
// do something

if (count !=0) {
/I do something

/I Simplified
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if (isReady) {
// do something

if (count) {
/I do something
}
Common Pitfalls and How to Avoid Them
Infinite Loops
Infinite loops occur when the loop condition never becomes false.
Example:
// Infinite loop
while (true) {
/I Code that never breaks

/I Accidental infinite loop
for (int i = 0; i>=0; i++) {
// 1 will overflow eventually but practically infinite

}
To avoid infinite loops:

o Ensure that the loop condition will eventually become false

e Include a mechanism to exit the loop (like a break statement)

o If an intentional infinite loop is used, document it clearly and

include a clear exit condition

Off-by-One Errors
Off-by-one errors are common in loops, especially when dealing with
arrays or ranges.
Example:
/I Array has indices 0 to 9
int array[10];

/I Off-by-one error: Accessing array[10] is out of bounds
for (int1=0; 1<=10; i++) {

array[i] =1; // Error when 1= 10

// Correct version
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for (int i = 0; i< 10; i++) { Notes
array[i] =1;
}

To avoid oft-by-one errors:
e Be clear about whether you're using inclusive or exclusive
ranges
o Use <instead of <= when iterating over arrays with length
e Double-check boundary conditions
Improper Break/Continue
Incorrect use of break and continue can lead to unexpected behavior,
especially in nested loops.
Example:
// break only exits the inner loop
for (inti = 0; i< 5; i++) {
for (int j = 0; j < 5; j++) {
if (someCondition) {

break; // Only breaks from the inner loop
}

}

If you need to break out of multiple nested loops, you can use a flag
variable or goto (in rare cases):
// ' Using a flag
bool shouldBreak = false;
for (int1=0; 1< 5 && !shouldBreak; i++) {
for (ntj = 0; j < 5; j++) {

if (someCondition) {

shouldBreak = true;
break;

}
Switch Fallthrough

Forgetting break statements in switch cases leads to fallthrough, which
may not be intended.

Example:

switch (value) {

case 1:

129
MATS Centre for Distance and Online Education, MATS University



)

)

(mar

N

UNIVERSITY
ready for life....

doSomething();
// Missing break - fallthrough to case 2
case 2:
doSomethingElse();
break;
}
To avoid unintended fallthrough:
e Always include break statements
o If fallthrough is intentional, comment it explicitly
switch (value) {
case 1:
doSomething();
// Intentional fallthrough
case 2:
doSomethingElse();
break;
}
Dangling Else
The "dangling else" problem occurs when it's not clear which if an else
belongs to.
Example:
if (conditionl)
if (condition2)
statement];
else
statement2; // Belongs to which if?
In C, the else associates with the nearest if that doesn't already have an
else. So in this example, statement2 executes if condition] is true and
condition? is false.
To avoid ambiguity, use braces to clearly indicate structure:
/I Clear association of else with the outer if
if (conditionl) {
if (condition2) {
statement] ;
b
} else {
statement2;
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/I Clear association of else with the inner if
if (conditionl) {
if (condition2) {
statement];
} else {
statement2;

}

Control Statements in Modern C
Modern C programming (C99, CIl1, C17) introduced several
enhancements to control flow.
Variable Declaration in for Loops
C99 allowed variables to be declared in the initialization part of for
loops:
// Old C89 style
int i;
for (i=0; 1< 10; i++) {
// Code

// Modern C99+ style
for (int1=0; 1< 10; 1++) {
// Code
//'11s scoped to this loop
}
This improves code by limiting the scope of the loop variable to just
the loop itself.
Compound Literals
C99 introduced compound literals, which can be used in control
statements:
if (compareStrings(name, (char[]){"John"})) {
// Code
b
Boolean Type
C99 introduced the Bool type and the <stdbool.h> header, which
defines bool, true, and false:
#include <stdbool.h>

131
MATS Centre for Distance and Online Education, MATS University



)

ready for life......

bool isValid = true;

if (isValid) {
// Code
}
Designated Initializers
C99 added designated initializers, which are useful when creating
structures used in control flow:
struct Point {
nt x;
inty;
IR

if (comparePoints(p, (struct Point){.x =0, .y =0})) {
// Point is at origin
}
Comparison of Control Statements Across Languages
While this document focuses on C, it's useful to understand how control
statements differ across languages.
Cvs. C++
C++ extends C's control statements with:
o Exception handling (try, catch, throw)
o Range-based for loops: for (auto item : collection)
o Lambda expressions
C vs. Python
Python differs from C in several ways:
o Uses indentation instead of braces to define blocks
e No switch statement (uses if-elif-else)
e No do-while loop
o Has list comprehensions and generator expressions
o clif instead of else if
C vs. JavaScript
JavaScript's control flow differs from C:
e Has === and !== for strict equality
e Automatic type conversion in conditions
o for...in and for...of loops

o forEach and other array methods
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e Asynchronous control flow with promises and async/await Notes
C vs. Java

Java's control flow is similar to C but with differences:
e No goto statement
e Enhanced for loop: for (Type item : collection)
e Checked exceptions
e Synchronized blocks

Practical Examples

Let's examine some practical examples of control statements in real-

world programming scenarios.

Input Validation

#include <stdio.h>

#include <stdbool.h>

int getValidAge() {
int age;
bool isValid = false;

do {
printf("Enter your age (1-120): ");
scanf("%d", &age);

if (age >= 1 && age <= 120) {
1sValid = true;

} else {
printf("Invalid age. Please try again.\n");

}
} while (lisValid);

return age;
b
Menu System

#include <stdio.h>

void displayMenu() {
printf("\nMenu:\n");
printf("1. Add new record\n");

printf("2. View records\n");
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printf("3. Update record\n");
printf("'4. Delete record\n");
printf("5. Exit\n");

printf("Enter choice: ");

}

int main() {
int choice;

bool running = true;

while (running) {
displayMenu();
scanf("%d", &choice);

switch (choice) {
case 1:
printf("Adding new record...\n");
// Add record code
break;
case 2:
printf(""Viewing records...\n");
// ' View records code
break;
case 3:
printf("Updating record...\n");
// Update record code
break;
case 4:
printf(""Deleting record...\n");
// Delete record code
break;
case 5:
printf("Exiting program...\n");
running = false;
break;
default:
printf("Invalid choice. Please try again.\n");

}
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return 0;

}

File Processing
#include <stdio.h>
#include <stdlib.h>

int main() {
FILE *file = fopen("data.txt", "r");

if (file == NULL) {
printf("Error opening file.\n");

return 1;

char line[100];

int lineCount = 0;

while (fgets(line, sizeof{(line), file) != NULL) {
lineCount++;

printf("Line %d: %s", lineCount, line);

/I Skip processing of comment lines
if (line[0] =="#'|| line[0] =="/") {

continue;

// Process line...

/I Exit if we find a specific marker
if (strstr(line, "END _OF DATA") != NULL) {
break;

fclose(file);

return 0;
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}

Error Handling with Proper Control Flow
#include <stdio.h>
#include <stdlib.h>

int* processData(int* data, int size, int* result size) {
if (data == NULL || size <=0 || result_size == NULL) {
return NULL; // Early return for invalid input

int* result = malloc(size * sizeof(int));
if (result == NULL) {
return NULL; // Early return if allocation fails

int count = 0;
for (int i = 0; i< size; i++) {
if (data[i] > 0) { // We only want positive numbers
result[count++] = data[i];

if (count ==0) {
free(result); // Clean up if no values matched
return NULL;

// Resize the result array to the actual count
int* resized = realloc(result, count * sizeof(int));
if (resized == NULL) {

free(result); // Clean up on error

return NULL;

*result_size = count;

return resized;
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int main() { Notes
int data[] = {-3, 5, -2, 7, 0, 8};

int result_size;

int* result = processData(data, 6, &result_size);
if (result == NULL) {
printf(""Processing failed or no positive numbers found.\n");

return 1;

printf(""Positive numbers: ");
for (int i = 0; i<result_size; i++) {
printf("%d ", result[i]);

}
printf("\n");

free(result);
return 0;
}
Alternative Control Flow Patterns
Beyond traditional control statements, there are alternative patterns for
controlling program flow that are worth understanding.
State Machines
State machines provide a way to organize code when behavior depends
on the current state and inputs.
typedef enum {
STATE IDLE,
STATE_RUNNING,
STATE PAUSED,
STATE _ERROR
} SystemState;

SystemStatecurrentState = STATE IDLE;

void updateSystem(Event event) {
switch (currentState) {
case STATE IDLE:
if (event.type == EVENT _START) {
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Notes performStartupSequence();
currentState = STATE  RUNNING;

h
break;

case STATE RUNNING:

if (event.type == EVENT PAUSE) {
pauseOperations();
currentState = STATE PAUSED;

} else if (event.type == EVENT_ERROR) {
logError(event.errorCode);
currentState = STATE ERROR;

b

// Normal running operations
processData();

break;

case STATE PAUSED:
if (event.type == EVENT_RESUME) {
resumeOperations();
currentState = STATE  RUNNING;
} else if (event.type == EVENT _STOP) {
performShutdown();
currentState = STATE IDLE;

h
break;

case STATE ERROR:
if (event.type == EVENT RESET) {
resetSystem();

currentState =

2.2 Branching, Looping, Jumping Statements and Their Types
C Programming: Branching, Looping, Jumping Statements and
Arrays

Branching, Looping, and Jumping Statements in C
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C programming provides control structures such as branching

(decision-making), looping (iteration), and jumping statements to

control the flow of execution.
Branching Statements

Branching statements allow decision-making based on conditions. The

main types are:

e ifclause

e The if-else clause

e nested if statement

o if-else-if ladder

e switch statement
Example 1: if-else Statement

#include <stdio.h>

int main() {
int number;
printf("Enter a number: ");
scanf("%d", &number);
if (number % 2 ==0) {
printf("The number is even.\n");
} else {
printf(""The number is odd.\n");
}

return 0;
}
Example 2: switch Statement

#include <stdio.h>

int main() {
int choice;
printf("Enter a number (1-3): ");
scanf("%d", &choice);
switch(choice) {
case I:
printf(""You chose One.\n");
break;
case 2:
printf(""You chose Two.\n");
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Notes break;
case 3:

printf("You chose Three.\n");
break;
default:
printf("Invalid choice.\n");

}

return 0;

}
Looping Statements
Looping permits the repeated running of a programming block. In C,
the several kinds of loops include:

o for loop

e while loop

e do-while loop
Example 3: for Loop

#include <stdio.h>

int main() {
for(inti=1; i<=5; i++) {
printf("Iteration %d\n", 1);

}

return 0;
}
Example 4: while Loop

#include <stdio.h>

int main() {
inti=1;
while(i<=5) {
printf("Iteration %d\n", 1);
1++;
b
return 0;
b
Example S: do-while Loop

#include <stdio.h>
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int main() {
mnti=1;
do {
printf("Iteration %d\n", 1);
i++;
} while(i<= 5);
return 0;
j
Jumping Statements
Jumping statements alter the normal flow of execution.
e break
e continue
e goto
Example 6: break Statement

#include <stdio.h>

int main() {
for(inti=1; i<=5; i++) {
ifi==23) {
break;
}

printf("Iteration %d\n", 1);

}

return 0;
}
Example 7: continue Statement

#include <stdio.h>

int main() {
for(int1=1; 1<=5; 1++) {
ifi==3) {

continue;

}

printf("Iteration %d\n", 1);

}

return 0;

}

Example 8: goto Statement
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Notes #include <stdio.h>

int main() {
int num = 1;
start:

printf("Number: %d\n", num);
num-++;

if(num<=15) {

goto start;

}

return 0;
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Unit 6: Introduction to Array Notes
Arrays in C

Arrays store multiple values of the same type.
One-Dimensional Arrays

#include <stdio.h>

int main() {
int arr[5] = {10, 20, 30, 40, 50};
for(int i = 0; i< 5; i++) {
printf("arr[%d] = %d\n", i, arr[i]);
}
return 0;
}
Two-Dimensional Arrays

#include <stdio.h>

int main() {

int matrix[2][2] = {{1, 2}, {3, 4}};
for(int i = 0; i< 2; i++) {
for(int j = 0; j < 2; j++) {
printf("%d ", matrix[i][j]);

}

printf('"\n");

¥

return 0;
¥
Multi-Dimensional Arrays

#include <stdio.h>

int main() {
int cube[2][2][2] = {{{1, 2}, {3, 4}}, {{5, 6}, {7, 8} }};

for(int1=0; 1< 2; 1++) {

for(int j = 0;j <2; j++) {

for(intk = 0; k <2; k++) {

printf("%d ", cube[i][j][k]);

b
printf('"\n");
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}

return 0;
}
Character Arrays and String Manipulation
Character Array Initialization

#include <stdio.h>

int main() {
char name[] = "Hello";
printf("%s\n", name);
return 0;
}
Reading and Writing Strings

#include <stdio.h>

int main() {
char str[100];

printf("Enter a string: ");
gets(str);

printf("You entered: %s\n", str);
return 0;

}

String Manipulation Functions

#include <stdio.h>

#include <string.h>

int main() {
char strl1[] = "Hello";
char str2[] = "World";
char str3[20];

strepy(str3, strl);

strcat(str3, str2);

printf("Concatenated String: %s\n", str3);

printf("String Length: %d\n", strlen(str3));
return O;
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This document provides comprehensive explanations and practical Notes
examples of fundamental C programming concepts, helping learners
grasp essential topics effectively.
2.3 One-Dimensional, Two-Dimensional, and Multidimensional
Arrays
Arrays in C
An array is a collection of elements of the same data type stored in
contiguous memory locations. It allows multiple values to be stored
under a single variable name.
One-Dimensional Array
A one-dimensional array is a simple list of elements of the same type.
Syntax:
C
data_typearray name[size];
Example:
C
#include <stdio.h>
int main() {

int arr[5] = {10, 20, 30, 40, 50}; // Declaration & Initialization

for (inti = 0; i< 5; i++) {
printf("%d ", arr[i]); // Accessing elements

}

return 0;
J
Output:
1020 30 40 50
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Two-Dimensional Array
A two-dimensional array is an array of arrays, commonly used to
represent matrices.
Syntax:
C
data_typearray name[rows][columns];
Example:
C
#include <stdio.h>
int main() {

int matrix[2][3] = { {1, 2, 3}, {4, 5, 6} };// 2 rows, 3 columns

for (int1=0; i< 2; i++) {

for (intj=0;j <3;j++) {
printf("%d ", matrix[i][j]); / Printing elements
b

printf("\n");

}

return 0;
}
Output:
Multidimensional Array
A multidimensional array has more than two dimensions, like a 3D
array used in graphics and scientific computing.
Syntax:
C
data_typearray name[sizel][size2][size3];
Example:
C
#include <stdio.h>
int main() {

int arr[2][2][2] = ¢
(11,2}, 3,4} },
{ 15,6}, {7,8} }

IR
printf("%d", arr[1][0][1]); // Accessing element

return O;
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6

Control Statements
Control statements manage the flow of execution in a program.
Conditional Statements
o if Statement
c
if (condition) {
// Code

o if-else Statement
C
if (condition) {
/I Code if true
} else {
/I Code if false

o switch Statement
c
switch (variable) {
case 1: printf("One"); break;
case 2: printf("Two"); break;
default: printf("Other");
}
Looping Statements
o for loop
c
for (int1=0; 1< 5; 1++) {
printf("%d ", 1);

}

o while loop
c
int1=0;

while (i<5) {
printf("%d ", 1);
1++;
}

e do-while loop
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c

inti=0;

do {

printf("%d ", 1);
i++;

} while (i< 5);
Jump Statements

e break: Exits loop early

e continue: Skips an iteration

e goto: Jumps to a labeled statement
Strings in C
A string is a sequence of characters terminated by a null character \0.
Example:
C
#include <stdio.h>
int main() {

char str[] = "Hello";

printf("%s", str);

return 0;

}

Output:

Hello

Table 2.1: Common String Functions (string.h):
Function Description

strlen(str) Returns string length
strcpy(dest, src) Copies string
strcat(strl, str2) Concatenates strings
stremp(strl, str2) Compares strings

2.4 Character Array: Initialization, Reading, Writing

A character array is an array of characters used to store strings in C.
Unlike integer arrays, character arrays are terminated by a null
character \0.

Character Array Initialization

Character arrays can be initialized in multiple ways.

Direct Initialization

C
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char strl[] = {'H','e’, 'l','l', '0', "\0'}; Notes
char str2[] = "Hello"; // Implicit null character addition
Both strl and str2 are equivalent.
Initialization with Size
C
char str[10] = "Hi"; / Remaining elements are \0'
Reading a Character Array
Character arrays (strings) can be read using scanf, gets, or fgets.
Using scanf
C
char name[20];
scanf("%s", name); // Reads until a space is encountered
Issue: Cannot read multi-word input.
Using gets() (Deprecated)
C
gets(name); // Reads the whole line (unsafe, can cause buffer overflow)
Using fgets() (Recommended)
C
fgets(name, sizeof(name), stdin); / Reads input safely
Writing a Character Array
Strings can be printed using printf or puts.
Using printf()
c
printf("%s", name); // Prints string
Using puts()
c
puts(name); / Automatically moves to the next line
Control Statements with Character Arrays
Control statements allow manipulating character arrays efficiently.
Using Loops for Character Traversal
c
#include <stdio.h>
int main() {
char str[] = "Hello";
for (int 1 = 0; str[1] 1="\0"; i++) {
printf("%c ", str[i]);
b

return 0;
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}
Output:

Hello
Using if Statement for Condition Checking
c
if (str[0] =="H") {
printf("'String starts with H");
}
String Functions (string.h)
Table 2.2: String Functions (string.h)

Function Description

strlen(str) Returns length of string
strcpy(dest, src) Copies a string
strcat(strl, str2) Concatenates strings

stremp(strl, str2) Compares strings

striwr(str) Converts string to lowercase

strupr(str) Converts string to uppercase

Example: Using strlen()

c

#include <stdio.h>

#include <string.h>

int main() {
char str[] = "Programming";

printf("Length: %d", strlen(str));
return 0;

}

Output:

Length: 11
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2.5 String Manipulation Functions

String manipulation functions are provided by the string.h library in C.

These functions help perform operations such as copying,

concatenation, comparison, and modification.

Common String Manipulation Functions

Table 2.3: Common String Manipulation Functions

Function

Description

strlen(str)

Returns the length of a string.

strcpy(dest, src)

Copies one string into another.

strncpy(dest, src, n)

Copies the first n characters of a
string.

strcat(strl, str2)

Appends one string to another.

strncat(strl, str2, n)

Appends the first n characters of a
string.

stremp(strl, str2)

Compares two strings.

strncmp(strl, str2, n)

Compares the first n characters of
two strings.

Reverses a string (not part of
standard C, may require custom

strrev(str) implementation).
Converts a string to uppercase (not
strupr(str) part of standard C).

striwr(str)

Converts a string to lowercase (not
part of standard C).

strchr(str, ch)

Finds the first occurrence of a
character in a string.

strrchr(str, ch)

Finds the last occurrence of a
character in a string.

strstr(strl, str2)

Finds a substring within a string.

Examples of String Manipulation Functions

Finding String Length (strlen)

#include <stdio.h>

#include <string.h>

151

MATS Centre for Distance and Online Education, MATS University




)

)

(mar

N

UNIVERSITY
ready for life....

int main() {
char str[] = "Hello World";

printf("Length of string: %d", strlen(str));
return 0;

}

Output:

Length of string: 11

Copying Strings (strcpy and strncpy)

c

#include <stdio.h>

#include <string.h>

int main() {
char src[] = "Programming";
char dest[20];

strcpy(dest, src);
printf("Copied String: %s", dest);

return 0;
}
Output:
Copied String: Programming
Using strncpy to copy only a part:
C
CopyEdit
strncpy(dest, src, 4);
dest[4] ="\0"; // Null-terminate manually
printf("Copied String: %s", dest);
Output:
Copied String: Prog
Concatenating Strings (strcat and strncat)
c
#include <stdio.h>

#include <string.h>

int main() {
char str1[50] = "Hello ";
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char str2[] = "World!"; Notes

strcat(strl, str2); // Appends str2 to strl
printf("Concatenated String: %s", strl);

return 0;
}
Output:
Concatenated String: Hello World!
Comparing Strings (strcmp and strncmp)
C
#include <stdio.h>

#include <string.h>

int main() {
char str1[] = "apple";

char str2[] = "banana";

int result = strcmp(strl, str2);
if (result < 0)

printf("str1 comes before str2");
else if (result > 0)

printf("str1 comes after str2");
else

printf("Both strings are equal");

return 0;
}
Output:
strl comes before str2
Using strncmp:
c
strncmp(strl, str2, 3);
Compares only the first three characters.
Reversing a String (strrev)
Standard C does not provide strrev(), but we can implement it
manually:

C
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CopyEdit
#include <stdio.h>

#include <string.h>

void reverseStr(char str[]) {
int length = strlen(str);
for (int i = 0; i< length / 2; i++) {
char temp = str[i];
str[i] = str[length -1 - 1];
str[length -1 - 1] = temp;

}

int main() {
char str[] = "Hello";
reverseStr(str);

printf("Reversed String: %s", str);

return 0;
}
Output:
Reversed String: olleH
Finding a Character (strchr and strrchr)
c
#include <stdio.h>

#include <string.h>

int main() {
char str[] = "Hello World";

char *ptr = strchr(str, '0'); // Finds first occurrence

if (ptr I=NULL)
printf("Character found at position: %Ild", ptr - str + 1);
else

printf("Character not found");

return O;
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Output: Notes
Character found at position: 5

Using strrchr:

C

CopyEdit

char *ptr = strrchr(str, '0"); / Finds last occurrence

Finding a Substring (strstr)

C

#include <stdio.h>

#include <string.h>

int main() {
char str[] = "Hello World";
char *ptr = strstr(str, "World");

if (ptr = NULL)
printf("Substring found at position: %ld", ptr - str + 1);
else

printf("Substring not found");

return 0;
}
Output:
Substring found at position: 7
Control Statements with Strings
We can use loops and conditions to manipulate strings.
Using Loops to Count Vowels
c
#include <stdio.h>

#include <string.h>

int main() {
char str[] = "Hello World";

int count = 0;

for (int 1 = 0; str[i] !="\0"; i++) {

if (str[i] =="a' || str[i] =="e' || str[1] =="1' || str[i] =="'0'|| str[i] =="u'
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Notes str[i] =="A" || str[i] =="E' || str[i] =="T' || str[i] =="'O' || str[i] ==
U) {
count++;

printf("Number of vowels: %d", count);

return 0;
}
Output:
Number of vowels: 3
MCQs:
1. Which of the following is a decision-making statement in
C?
a) for
b) if
c) while
d) do-while

2. The switch statement in C is used for:
a) Iteration
b) Jumping
c) Selection
d) Function calling
3. Which loop is guaranteed to execute at least once?
a) for
b) while
c¢) do-while
d) switch
4. The break statement in C is used to:
a) Stop the execution of a loop
b) Skip an iteration
c¢) Continue the loop
d) Jump to another function
5. How many elements does an array int arr[10] have?
a)9
b) 10
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d) Undefined
What is the index of the first element in an array?
a)0
b) 1
c)-1

d) Depends on the array type

A character array in C is also known as:
a) String

b) Structure

c) Pointer

d) Variable

What does the strlen() function do?

a) Finds the size of a string

b) Compares two strings

c) Copies one string to another

d) Converts characters to uppercase
Which function is used to concatenate two strings?
a) strepy()

b) strcat()

¢) strcmp()

d) strlen()

What is the maximum size of a two-dimensional array int
arr [5][7]?

a) 35

b) 12

c)7

d)5s

Short Questions:

1.

N oo AW

Define control statements and their importance in C.

What is the difference between if-else and switch statements?
Explain the purpose of looping statements in C.

What are jumping statements? Provide examples.

Define an array and its types.

Explain how to declare and initialize a one-dimensional array.
How is a two-dimensional array different from a one-
dimensional array?

What is a character array? How is it initialized?
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9.

Explain the function and syntax of strlen().

10. What are string manipulation functions in C? List a few.

Long Questions:

1.
2.
3.

8.
9.

Explain different types of control statements with examples.
Discuss branching statements with syntax and examples.
Explain the concept of loops in C with examples of for, while,
and do-while loops.

Write a program to print numbers from 1 to 10 using different
loops.

Explain one-dimensional and two-dimensional arrays with
examples.

Discuss character arrays and their importance in handling
strings.

Write a program to take input and print a string using a character
array.

Explain string manipulation functions with examples.

Compare and contrast strcmp(), strcat(), and strcpy() functions.

10. Write a program to reverse a given string using string functions.
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MODULE 3
FUNCTION AND POINTER

LEARNING OUTCOMES
By the end of this Module, students will be able to:

Understand the concept and types of functions in C.

Learn about nested functions and recursion.

Understand how arrays are passed as function parameters.
Learn the concept of pointers and their relationship with arrays
and strings.

Understand Pointers are used as function arguments.
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Unit 8: Introduction to Function

3.1 Function: Introduction, Types of Functions
Introduction to Functions
In C, a function is a collection of statements that carry out a certain task.
A component of modular programming, functions aid in program
clarity, maintainability, and reusability.. This enables us to write less
code, so instead of defining the same code in multiple place, we can
define it in one function and call it multiple times.
Advantages of Using Functions:
e Improves code reusability.
e Improves readability and maintainability
e Reduces code duplication.
e [Easy for debugging and testing
Types of Functions
C supports various types of functions, which can be categorized as
follows:
Library Functions (Built-in Functions)
C provides a set of predefined functions in standard libraries such as
stdio.h, math.h, and string.h. Examples include:
#include <stdio.h>
#include <math.h>
int main() {
double num = 16.0;
printf(""Square root of %.21f is %.21f\n", num, sqrt(num));
return 0;
}
User-Defined Functions
A user-defined function is created by the programmer to perform a
specific task.
#include <stdio.h>
void greet() {
printf("Hello, Welcome to C Programming!\n");

}

int main() {

greet();
return O;
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Function Structure: Notes
return_typefunction name(parameters) {
// Function body
return value;
}
3.2 Function: Nested Function, Recursion
Nested Function (Simulating in C)
C does not support nested functions directly, but we can simulate them
use function pointers.
#include <stdio.h>
void outerFunction() {
void innerFunction() {
printf("This is an inner function!\n");

}

innerFunction();
}
int main() {
outerFunction();
return 0;
}
Recursion
A recursive function calls itself within its definition.
#include <stdio.h>
int factorial(int n) {
if (n==0) return 1;
return n * factorial(n - 1);
}
int main() {
int num = 5;
printf("Factorial of %d is %d\n", num, factorial(num));
return 0;
b
3.3 Passing Array as a Function Parameter
#include <stdio.h>
void printArray(int arr[], int size) {
for (int 1 = 0; 1< size; 1++) {
printf("%d ", arr[1]);
b
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int main() {

int numbers[] = {1, 2, 3, 4, 5};

int size = sizeof(numbers) / sizeof(numbers[0]);
printArray(numbers, size);

return 0;
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Unit 9: Pointers Notes

3.4 Pointer and Array: Pointer Expression, Pointer with Array and
String, Array of Pointers
Pointer Expression
#include <stdio.h>
int main() {
inta=10;
int *p = &a;
printf("Value of a: %d\n", *p);
return 0;
}
Pointer with Array and String
#include <stdio.h>
int main() {
char str[] = "Hello";
char *ptr = str;
printf("String: %s\n", ptr);
return 0;
}
Array of Pointers
#include <stdio.h>
int main() {
char *words[] = {"C", "Programming", "Language"};
for (int 1= 0; i< 3; i++) {
printf("%s ", words[i]);
}

return 0;
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Unit 10: Pointers and Functions

3.5 Pointer and Function: Pointer as Function Parameter
#include <stdio.h>
void modifyValue(int *p) {
*p = 20;
}
int main() {
int x = 10;
printf("Before: %d\n", x);
modifyValue(&x);
printf("After: %d\n", x);
return 0;
}
This document includes fundamental concepts, advantages, and C
programming examples covering functions, recursion, pointers, and

arrays, aiming to provide a comprehensive understanding.

MCQs:
1. What is a function in C?
a) A variable
b) A self-contained block of code
c¢) A keyword

d) A preprocessor directive
2. Which of the following is an example of a built-in function
in C?
a) main()
b) printf()
¢) userFunc()
d) customFunction()
3. What is recursion?
a) A function calling another function
b) A function calling itself
¢) A loop inside a function
d) A pointer inside a function
4. Which keyword is used to return a value from a function?
a) break

b) return
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¢) switch Notes
d) continue
5. A pointer variable stores:
a) A function
b) A string
¢) A memory address
d) A constant
6. How do you declare a pointer in C?
a) int *ptr;
b) int ptr;
c) pointer ptr;
d) address ptr;
7. What will the following code print?
inta=>5, *p;
p = &a;
printf("%d", *p);
a) Address of a
b) 5
c) Garbage value
d) Error
8. What is an array of pointers?
a) A pointer storing array values
b) An array storing pointers
¢) A function returning a pointer
d) A function using recursion
9. What is the correct syntax to pass an array to a function?
a) function(int array[])
b) function(array)
¢) function(int *array)
d) Bothaand c
10. What will &arr[0] return in an array declaration?
a) First element value
b) Address of the first element
c¢) Address of the second element
d) The array size
Short Questions:
1. What is a function? Why is it used in C programming?
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10.

Explain the difference between user-defined and built-in
functions.

What is recursion? Provide an example.

What is a function prototype? Why is it necessary?

Explain how arrays are passed as function parameters.

Define a pointer and its significance in C.

How is a pointer different from a normal variable?

Explain pointer expressions with examples.

What is an array of pointers?

How are pointers used to pass arguments to a function?

Long Questions:

1.
2.

10.

Explain different types of functions in C with examples.

What is recursion? Write a C program to calculate the factorial
of a number using recursion.

Explain the difference between passing variables and passing
arrays as function parameters.

Write a program to demonstrate the use of function pointers.
Explain the concept of pointers with arrays and strings with
examples.

What is an array of pointers? Write a program to demonstrate
its use.

Discuss the importance of pointers in function arguments.
Write a program to swap two numbers using call by reference.
How does pointer arithmetic work in C? Provide examples.
Discuss the advantages and disadvantages of using pointers in

C programming.
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MODULE 4
STRUCTURE AND DYNAMIC MEMORY
ALLOCATION

LEARNING OUTCOMES
By the end of this Module, students will be able to:
o Understand the concept of structures in C.
e Learn how to declare and use arrays within structures.
o Understand nested structures and their applications.
o Explore the use of structures as function parameters.
e Learn about memory allocation and its dynamic methods such

as malloc, calloc, free, and realloc.
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Unit 11: Structure in C

4.1 Array of Structure, Array within Structure

A struct is a sort of data structure in C that unifies data of many kinds
under a single name. By grouping multiple structure variables in an
array, using an array of structures helps in organizing structured data A
structure can also hold array in it as well.

Example of Array of Structure:

#include <stdio.h>

struct Student {
char name[50];
int roll;

float marks;

3

int main() {

struct Student s[3];

for (int i = 0; i< 3; i++) {
printf("Enter name, roll, and marks for student %d: ", i + 1);
scanf("%s %d %f", s[i].name, &s[i].roll, &s[i].marks);

}

printf("\nStudent Details:\n");

for (int1=0; 1< 3; i++) {
printf("Name: %s, Roll: %d, Marks: %.2f\n", s[i].name, s[i].roll,
s[1].marks);

}

return 0;
§
Example of Array within Structure:
#include <stdio.h>

struct Employee {
char name[50];

int salary[3]; // Stores salaries for three months
}3
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int main() {
struct Employee emp;
printf("Enter Employee Name: ");

scanf("%s", emp.name);

printf("Enter salaries for 3 months: ");
for (inti = 0; i< 3; i++) {
scanf("%d", &emp.salary[i]);
}

printf("\nEmployee Details:\n");

printf("Name: %s\n", emp.name);

printf("Salaries: %d, %d, %d\n", emp.salary[0], emp.salary[l],
emp.salary[2]);

return 0;
}
4.2 Structure within Structure
A structure can contain another structure as a member, allowing for a
hierarchical representation of data.
Example of Structure Within Structure:

#include <stdio.h>

struct Address {
char city[50];
int pincode;

3

struct Employee {
char name[50];
int id;
struct Address addr;
¥

int main() {
struct Employee emp;
printf("Enter Name, ID, City, and Pincode: ");
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scanf("%s %d %s %d", emp.name, &emp.id, emp.addr.city,

&emp.addr.pincode);

printf("\nEmployee Details:\n");

printf("Name: %s, ID: %d, City: %s, Pincode: %d\n", emp.name,

emp.id, emp.addr.city, emp.addr.pincode);

return 0;

4.3 Structure and Function: Structure as a Function Parameter

Structures can be passed to functions as parameters, either by value or

by reference.
Example: Passing Structure by Value

#include <stdio.h>

struct Point {
int x, y;

3

void printPoint(struct Point p) {
printf("Point Coordinates: (%d, %d)\n", p.x, p.y);
}

int main() {
struct Point p1 = {10, 20};
printPoint(p1);
return 0;
}
Example: Passing Structure by Reference

#include <stdio.h>

struct Rectangle {
int length, width;

s

void modifyRectangle(struct Rectangle *r) {
r->length +=5;
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r->width += 3; Notes

int main() {
struct Rectangle rect = {10, 5};
modifyRectangle(&rect);
printf("Updated Rectangle: Length = %d, Width = %d\n", rect.length,
rect.width);

return 0;
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Notes Unit 12: Memory Allocation

4.4 Memory Allocation Concept
Memory in C can be allocated in two ways:
o Static Memory Allocation: Memory is allocated at compile
time.
e Dynamic Memory Allocation: Memory is allocated at runtime

using functions like malloc, calloc, realloc, and free.
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Unit 13: Dynamic Memory Allocation Notes

4.5 Dynamic Memory Allocation: malloc, calloc, free, realloc
Using malloc()

#include <stdio.h>

#include <stdlib.h>

int main() {
int *ptr = (int*)malloc(5 * sizeof{(int));
if (ptr == NULL) {
printf("Memory allocation failed\n");
return 1;
j
for (inti = 0; i< 5; i++) {
ptr[i] =1+ 1;
j
for (int1=0; i< 5; i++) {
printf("%d ", ptr[i]);
j
free(ptr);
return 0;
§
Using calloc()
#include <stdio.h>
#include <stdlib.h>

int main() {
int *ptr = (int*)calloc(5, sizeof(int));
if (ptr ==NULL) {
printf("Memory allocation failed\n");
return 1;
b
for (int1=0; i< 5; i++) {
printf("%d ", ptr[i]); // calloc initializes memory to 0
b
free(ptr);

return 0;
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Using realloc()
#include <stdio.h>
#include <stdlib.h>

int main() {
int *ptr = (int*)malloc(3 * sizeof{(int));
if (ptr ==NULL) {
printf("Memory allocation failed\n");
return 1;
}
for (int 1= 0; i< 3; i++) {
ptr[i] =1+ 1;
}
ptr = (int*)realloc(ptr, 5 * sizeof(int));
if (ptr==NULL) {
printf("Memory reallocation failed\n");
return 1;
}
for (inti = 3; i< 5; i++) {
ptr[i] =1+ 1;
}
for (int 1= 0; i< 5; i++) {
printf("%d ", ptr[i]);

}
free(ptr);
return 0;
}
MCQs:
1. Which keyword is used to define a structure in C?
a) struct
b) structure
c) class
d) union

2. How do you access the members of a structure using a
pointer?
a) . (dot operator)

b) -> (arrow operator)
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¢) & (ampersand operator) Notes
d) * (dereference operator)

What is an array of structures?

a) A structure storing arrays

b) A collection of structure variables in an array

¢) A function inside a structure

d) A dynamic memory allocation function

What is the main advantage of using structures?
a) Can store only integers

b) Can store multiple data types in one unit

c¢) Uses more memory

d) It is slower than arrays

A structure within a structure is known as:

a) Nested structure

b) Multilevel structure

¢) Advanced structure

d) Structure array

Which function is used to allocate memory dynamically in
C?

a) malloc()

b) calloc()

c) realloc()

d) All of the above

What does free() do in C?

a) Allocates memory

b) Releases dynamically allocated memory

c¢) Reallocates memory

d) Creates a new variable

What is the difference between malloc() and calloc()?
a) malloc initializes memory, calloc does not

b) calloc initializes memory, malloc does not

c¢) malloc allocates memory in bytes, calloc in bits

d) malloc and calloc are the same

The function realloc() is used for:

a) Freeing allocated memory

b) Increasing or decreasing memory size dynamically
c) Allocating new memory

d) Returning memory to the system
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10.

Which of the following correctly releases memory allocated

to a pointer?

int *ptr;
ptr = (int*)malloc(5 * sizeof(int));

a) delete ptr;
b) free(ptr);
C) remove(ptr);
d) clear(ptr);

Short Questions:

1.

© o N g0

10.

What is a structure? Why is it used?

How do you declare a structure in C?

Explain the concept of an array of structures with an example.
What is a nested structure? Give an example.

How do you pass a structure to a function?

What is memory allocation in C? Why is it important?
Differentiate between malloc() and calloc().

Explain the role of free() in dynamic memory allocation.
How does realloc() function work? Provide an example.

Compare static and dynamic memory allocation.

Long Questions:

o bk~ w0 E

10.

Explain the concept of structures in C with examples.

Write a program to demonstrate the use of an array of structures.
Discuss nested structures with a C program example.

Explain how a structure can be passed as a function parameter.
Describe the importance of dynamic memory allocation in
programming.

Write a C program to dynamically allocate memory for an array
using malloc().

Compare and contrast malloc(), calloc(), free(), and realloc()
functions.

Explain how free() prevents memory leaks in a program.

Write a program to dynamically allocate a 2D array using
malloc().

Discuss the advantages and disadvantages of using dynamic

memory allocation in C.
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MODULE 5§
FILE HANDLING

LEARNING OUTCOMES
By the end of this Module, students will be able to:

Understand the concept of file handling in C.

Learn how to open and close files in C.

Understand different input/output operations in files.
Learn how to handle errors during file operations.

Understand random access file handling in C.
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Unit 14: Introduction to File Handling

5.1 Introduction to File Concept: Opening, Closing
Understanding Files in C
In C programming, a file is a sequence of bytes stored on a secondary
storage device like a hard drive, SSD, or USB drive. The C language
provides functions for file operations through the standard input/output
library (stdio.h). These operations allow programs to read from and
write to files, making data persistent beyond program execution.
Files serve several important purposes in programming:
o Storing data permanently
e Processing large amounts of data that cannot fit in memory
o Sharing data between different programs
e Maintaining records and configurations
In C, files are handled through pointers to the FILE structure type,
which contains information about the file being accessed, including its
name, status, and current position.
File Types in C
C recognizes two types of files:
1. Text Files: Store data in human-readable form, with each line
typically terminated by newline characters.
e Characters may undergo translations (like newline to
carriage return + line feed on some systems)
e Usually organized as lines of characters
o Example: .txt, .c, .csv files
2. Binary Files: Store data in the same format as it appears in
memory.
e No character translations
e More efficient for storing numerical data
o Example: image files, executable files, custom data
formats
Opening a File
Before performing operations on a file, you must open it using the
fopen() function:
FILE *fopen(const char *filename, const char *mode);
This function takes two arguments:
o filename: A string containing the name and possibly the path of
the file

179
MATS Centre for Distance and Online Education, MATS University

¢ T

g \\\

UNIVERSITY

ready for life.

Notes

ars)

|



)

)

(mar

N

UNIVERSITY
ready for life....

mode: A string specifying how the file should be opened

The function returns a FILE pointer that you use in subsequent

operations, or NULL if the file couldn't be opened.

Table 5.1: File Opening Modes

Mode

Description

n.n

r

Open a text file for reading

w Create a text file for writing (overwrites existing file)
"a"  |Open a text file for appending (writing at the end)
"r+" |Open a text file for both reading and writing

Create a text file for both reading and writing (overwrites
"w+" lexisting file)
"at+" |Open or create a text file for reading and appending
"rb"  |Open a binary file for reading
"wb" |Create a binary file for writing
"ab" |Open a binary file for appending
"rb+" |Open a binary file for both reading and writing
"wb+" |Create a binary file for both reading and writing
"ab+" |Open or create a binary file for reading and appending

Example: Opening a File
#include <stdio.h>
#include <stdlib.h>

int main() {
FILE *file;

file = fopen("data.txt", "r");

if (file == NULL) {
printf("Failed to open the file.\n");
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return 1; Notes

printf("File opened successfully.\n");
// File operations will go here

return 0;

}
Closing a File
After performing operations on a file, it's essential to close it using the
fclose() function:
int fclose(FILE *stream);
Closing files is critical because it:

o Ensures all buffered data is written to the file

o Frees system resources

e Prevents data corruption

e Allows other programs to access the file
The function returns 0 if successful, or EOF if there's an error.
Example: Opening and Closing a File
#include <stdio.h>
#include <stdlib.h>

int main() {
FILE *file;

file = fopen("data.txt", "r");
if (file == NULL) {
printf("Failed to open the file.\n");
return 1;
printf("File opened successfully.\n");

// File operations would go here

fclose(file);

181
MATS Centre for Distance and Online Education, MATS University



)

\ \\\

UNIVERSITY
ready for life....

ars)

printf("File closed successfully.\n");

return 0;
}
Best Practices for File Handling
1. Always check the return value of fopen()
e Never assume a file will open successfully
2. Always close files when done
o Use fclose() before program termination
e Consider using atexit() or signal handlers for
unexpected terminations
3. Handle errors properly
e Check return values of file operations
e Have appropriate error recovery mechanisms
4. Use the correct mode
e Choose between text and binary modes based on the
file's content
e Select the appropriate access mode (read, write, append)
5. Manage file resources efficiently
o Don't keep files open longer than necessary
e Be mindful of the maximum number of files your

system allows open simultaneously
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Unit 15: Input Output Operations in File Notes

5.2 Input/Output Operations in Files

After opening a file, you can perform various input/output operations.
C provides numerous functions for reading from and writing to files.
Character I/O Functions

Writing Characters

The fputc() function writes a single character to a file:

int fputc(int character, FILE *stream);

Example:

#include <stdio.h>

int main() {
FILE *file = fopen("output.txt", "w");

if (file == NULL) {
printf("Failed to open the file.\n");

return 1;

fputc('H', file);
fputc('e, file);
fputc('l', file);
fputc('l', file);
fputc('o', file);

fclose(file);

printf(""Data written successfully.\n");

return 0;
}
Reading Characters
The fgetc() function reads a single character from a file:
int fgetc(FILE *stream);
Example:

#include <stdio.h>

int main() {
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FILE *file = fopen("input.txt", "r");

char ch;

if (file == NULL) {
printf("Failed to open the file.\n");

return 1;

printf("File contents: ");

while ((ch = fgetc(file)) != EOF) {
putchar(ch);
}

fclose(file);
return 0;
}
String I/O Functions
Writing Strings
The fputs() function writes a string to a file:
int fputs(const char *str, FILE *stream);
Example:

#include <stdio.h>

int main() {
FILE *file = fopen("output.txt", "w");

if (file == NULL) {
printf("Failed to open the file.\n");

return 1;

fputs("Hello, World!\n", file);
fputs("This is a sample text file.\n", file);

fclose(file);

printf(""Data written successfully.\n");
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}
Reading Strings

The fgets() function reads a string from a file:
char *fgets(char *str, int n, FILE *stream);
Example:

#include <stdio.h>

int main() {
FILE *file = fopen("input.txt", "r");
char buffer[100];

if (file==NULL) {
printf("Failed to open the file.\n");

return 1;

printf("File contents:\n");

while (fgets(buffer, sizeof(buffer), file) != NULL) {
printf("%s", buffer);

}

fclose(file);
return 0;
}
Formatted I/0 Functions
Writing Formatted Data
The fprintf() function works like printf() but writes to a file:
int fprintf(FILE *stream, const char *format, ...);
Example:

#include <stdio.h>

int main() {
FILE *file = fopen("data.txt", "w");
int num = 42;
float pi =3.14159;
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Notes if (file == NULL) {
printf("Failed to open the file.\n");

return 1;

fprintf(file, "Integer: %d\n", num);
fprintf(file, "Float: %.5f\n", pi);
fprintf(file, "String: %s\n", "Hello, World!");

fclose(file);

printf(""Data written successfully.\n");

return 0;
}
Reading Formatted Data
The fscanf() function works like scanf() but reads from a file:
int fscanf(FILE *stream, const char *format, ...);
Example:

#include <stdio.h>

int main() {
FILE *file = fopen("data.txt", "r");
int num,;
float pi;
char str[50];

if (file == NULL) {
printf("Failed to open the file.\n");

return 1;

fscanf(file, "Integer: %d\n", &num);
fscanf{(file, "Float: %f\n", &pi);
fscanf{(file, "String: %s\n", str);

printf("Read from file:\n");
printf("Integer: %d\n", num);
printf("Float: %.5f\n", pi);
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printf("String: %s\n", str); Notes
fclose(file);
return 0;
}
Block 1/0 Functions

For more efficient handling of structured data, especially in binary files,
C provides functions to read and write blocks of data.
Writing Blocks
The fwrite() function writes blocks of data to a file:
size tfwrite(const void *ptr, size t size, size tnmemb, FILE *stream);
Parameters:
o ptr: Pointer to the array of elements to be written
o size: Size of each element in bytes
o nmemb: Number of elements to write
o stream: File pointer
Example:

#include <stdio.h>

struct Student {
int id;
char name[50];
float gpa;

}3

int main() {
FILE *file = fopen("students.dat", "wb");

if (file == NULL) {
printf("Failed to open the file.\n");
return 1;

struct Student students[3] = {
{1, "Alice", 3.8},
{2, "Bob", 3.6},
{3, "Charlie", 3.9}

}s
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fwrite(students, sizeof(struct Student), 3, file);

fclose(file);

printf(""Data written successfully.\n");

return 0;
}
Reading Blocks
The fread() function reads blocks of data from a file:
size tfread(void *ptr, size t size, size_tnmemb, FILE *stream);
Example:

#include <stdio.h>

struct Student {
int id;
char name[50];
float gpa;

}5

int main() {
FILE *file = fopen("students.dat", "rb");
struct Student students[3];

if (file == NULL) {
printf("Failed to open the file.\n");

return 1;

fread(students, sizeof(struct Student), 3, file);

printf(""Student Records:\n");
for (int1=0; 1< 3; i++) {
printf("ID: %d, Name: %s, GPA: %.2f\n",
students[i].id, students[i].name, students[i].gpa);

fclose(file);
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return 0; Notes

}

File Position Indicators
C provides functions to manipulate the current position pointer in a file.
Getting the Current Position
The ftell() function returns the current file position:
long ftell(FILE *stream);
Setting the Position
The fseek() function sets the file position indicator:
int fseek(FILE *stream, long offset, int whence);
Parameters:
o offset: Number of bytes to offset from whence
o whence: Position from where offset is added
= SEEK SET: Beginning of file
= SEEK CUR: Current position
= SEEK END: End of file
Resetting the Position
The rewind() function moves the file position indicator to the
beginning:
void rewind(FILE *stream);
Example using position functions:

#include <stdio.h>

int main() {
FILE *file = fopen("example.txt", "r+");
char buffer[100];

long position;

if (file == NULL) {
printf("Failed to open the file.\n");

return 1;

/I Read the first line
fgets(buffer, sizeof(buffer), file);
printf("First line: %s", buffer);

/I Get current position
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Notes position = ftell(file);
printf(""Current position: %ld bytes\n", position);

/I Go to beginning of file
rewind(file);
position = ftell(file);
printf(" After rewind, position: %ld bytes\n", position);

// Go to position 10 from beginning
fseek(file, 10, SEEK SET);
position = ftell(file);
printf("After seeking 10 bytes from start, position: %ld bytes\n",

position);

/I Go to position 5 bytes before end
fseek(file, -5, SEEK _END);
position = ftell(file);
printf("After seeking 5 bytes before end, position: %Ild bytes\n",

position);

fclose(file);
return 0;
}
File Status Functions
Checking for End-of-File
The feof() function checks if the end-of-file indicator is set:
int feof(FILE *stream);
Checking for Errors
The ferror() function checks if the error indicator is set:
int ferror(FILE *stream);
Clearing Indicators
The clearerr() function clears end-of-file and error indicators:
void clearerr(FILE *stream);
Example using status functions:

#include <stdio.h>

int main() {
FILE *file = fopen("sample.txt", "r");
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int ch; Notes

if (file == NULL) {
printf("Failed to open the file.\n");

return 1;

// Read characters until EOF

while ((ch = fgetc(file)) != EOF) {
putchar(ch);

j

// Check for EOF
if (feof{(file)) {
printf("\nEnd of file reached.\n");

}

/I Check for errors
if (ferror(file)) {
printf(" An error occurred while reading the file.\n");

clearerr(file);

}

fclose(file);

return 0;
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Unit 16: Error Handling in File

5.3 Error Handling During I/O Operations
Proper error handling is crucial when working with files as many things
can go wrong: files might not exist, permissions might be insufficient,
or the disk might be full.
Common File Operation Errors
1. File opening errors
o File doesn't exist
o Insufficient permissions
o Path not found
e Too many open files
2. Read/write errors
e Disk full
e [1/O error
e Device error
3. System errors
e Memory allocation failure
e Program interruption
Checking for File Opening Errors
Always check if fopen() returns NULL:
#include <stdio.h>
#include <stdlib.h>

int main() {

FILE *file = fopen("nonexistent.txt", "r'");

if (file ==NULL) {
perror("Error opening file");
return EXIT FAILURE;

// File operations here

fclose(file);
return EXIT SUCCESS;

}

The errno Variable and perror() Function
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The errno variable (from errno.h) contains the error code of the most
recent error. The perror() function prints a descriptive error message
based on this code:
#include <stdio.h>
#include <stdlib.h>
#include <errno.h>

#include <string.h>

int main() {
FILE *file = fopen("nonexistent.txt", "r");

if (file == NULL) {
printf("Error code: %d\n", errno);
printf("Error message: %s\n", strerror(errno));
perror("Custom message");
return EXIT FAILURE;

fclose(file);
return EXIT SUCCESS;
}
Handling Read/Write Errors
Always check the return values of file operations:
#include <stdio.h>
#include <stdlib.h>

int main() {
FILE *file = fopen("data.txt", "w");

int result;

if (file ==NULL) {
perror("Error opening file");
return EXIT FAILURE;

result = fprintf(file, "Test data");

if (result <0) {
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perror("Error writing to file");
fclose(file);
return EXIT FAILURE;

if (fclose(file) !=0) {
perror("Error closing file");
return EXIT FAILURE;

return EXIT SUCCESS;
}
Error Recovery Strategies
1. Retry operations
e Wait and retry after temporary errors
o Implement backoft algorithms for retry attempts
2. Use alternative resources
e Try backup files or alternate paths
e Use default values when files are unavailable
3. Graceful degradation
e Continue with limited functionality
e Provide meaningful feedback to users
4. Clean up resources
e Close files even after errors
o Free allocated memory
Example of a retry strategy:
#include <stdio.h>
#include <stdlib.h>
#include <unistd.h> // For sleep()

#define MAX RETRIES 3

int main() {
FILE *file;

nt retries = 0;
while (retries < MAX RETRIES) {
file = fopen("data.txt", "r");
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if (file 1= NULL) {

break; // Success

}

printf("Failed to open file (attempt %d of %d)\n",
retries + 1, MAX_ RETRIES);

perror("Error");

// Wait before retrying
sleep(2);
retries++;

if (file == NULL) {
printf("Could not open file after %d attempts\n", MAX RETRIES);
return EXIT FAILURE;

printf("File opened successfully after %d attempt(s)\n", retries + 1);

// File operations here

fclose(file);
return EXIT SUCCESS;
}
Using Temporary Files
For operations that might fail, consider using temporary files to prevent
data corruption:
#include <stdio.h>
#include <stdlib.h>

int main() {
FILE *original = fopen("important.txt", "r");
FILE *temp = tmpfile(); // Creates a temporary file
char buffer[1024];

size t bytes;
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if (original == NULL || temp == NULL) {
perror("File opening error");
if (original) fclose(original);
if (temp) fclose(temp);
return EXIT FAILURE;

// Copy original to temp
while ((bytes = fread(buffer, 1, sizeof(buffer), original)) > 0) {
if (fwrite(buffer, 1, bytes, temp) != bytes) {
perror("Write error");
fclose(original);
fclose(temp);
return EXIT FAILURE;

// Check for read errors
if (ferror(original)) {
perror("Read error");
fclose(original);
fclose(temp);
return EXIT FAILURE;

// ' Use the temp file for modifications
/...

fclose(original);
fclose(temp); // Temporary file is automatically deleted

return EXIT SUCCESS;
}
Advanced Error Handling with Signal Handlers
For critical applications, consider using signal handlers to catch
program interruptions:
#include <stdio.h>
#include <stdlib.h>
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#include <signal.h> Notes
FILE *global file = NULL;

void cleanup(int signal number) {

printf("\nCaught signal %d. Cleaning up...\n", signal number);

if (global file != NULL) {
fclose(global file);
printf("File closed successfully.\n");

}

exit(EXIT_SUCCESS);
j

int main() {

// Register signal handlers
signal(SIGINT, cleanup); // Handle Ctrl+C
signal(SIGTERM, cleanup); // Handle termination

nn "

global file = fopen("important.txt", "w");
if (global file==NULL) {

perror("Error opening file");
return EXIT FAILURE;

printf("File opened. Press Ctrl+C to test cleanup.\n");

// Simulate long-running process
while (1) {
fprintf(global_file, "Data written\n");
fflush(global file);
printf(".");
sleep(1);
b

/' Normal cleanup (never reached in this example)
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fclose(global file);

return EXIT SUCCESS;

}
5.4 Random Access File
There's no need to read all previous data if you need to read from or
write to a random access file. This process is crucial in areas such as
database applications where you need to directly route to certain
records..
Understanding File Pointers and Random Access
Each open file has a file position indicator that indicates the location
that the next read or write operation will begin based on. This pointer
is adjusted to gain specific access to fileci is random access
The key functions for random access are:

o fseek():Sets the position of the file output indicator

o ftell():Current file position

o rewind():Moves the file position indicator back to the

beginning of the file
o fsetpos() and fgetpos():These are more advanced positioning
with larger range

Basic Random Access Operations
Moving to a Specific Position

#include <stdio.h>

int main() {
FILE *file = fopen("data.bin", "rb");

if (file ==NULL) {
perror("Error opening file");

return 1;

/I Move to the 10th byte in the file

if (fseek(file, 10, SEEK_SET) !=0) {
perror("fseek failed");
fclose(file);

return 1;

198
MATS Centre for Distance and Online Education, MATS University



¢ T

\ \\\ i
gmmsi
UNIVERSITY
ready for life.

|

// Read data from the 10th byte

int value;
fread(&value, sizeof(int), 1, file);
printf("Value at position 10: %d\n", value);

fclose(file);
return 0;
¥
Moving Relative to Current Position

#include <stdio.h>

int main() {
FILE *file = fopen("data.bin", "rb");

int value;

if (file==NULL) {
perror("Error opening file");

return 1;

/I Read first integer
fread(&value, sizeof(int), 1, file);

printf("First value: %d\n", value);

/I Skip the next 2 integers (move forward 2*sizeof(int) bytes)
fseek(file, 2 * sizeof(int), SEEK CUR);

/I Read the fourth integer
fread(&value, sizeof(int), 1, file);
printf("Fourth value: %d\n", value);

fclose(file);
return 0;
H
Moving Relative to the End of File

#include <stdio.h>
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int main() {
FILE *file = fopen("data.bin", "rb");

int value;

if (file == NULL) {
perror("Error opening file");

return 1;

// Move to the last integer in the file
fseek(file, -sizeof(int), SEEK END);

// Read the last integer
fread(&value, sizeof(int), 1, file);

printf(""Last value: %d\n", value);

// Move to the second-to-last integer
fseek(file, -2 * sizeof(int), SEEK_END);

// Read the second-to-last integer
fread(&value, sizeof(int), 1, file);

printf(""Second-to-last value: %d\n", value);

fclose(file);
return 0;
}
Working with Structured Data
Random access is particularly useful when working with structured
data, such as records in a database.
Writing Records to a File
#include <stdio.h>

#include <string.h>

struct Record {
int id;
char name[30];

float salary;
}3
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void writeRecord(FILE *file, struct Record record, int position) {
/ Move to the position of the record
fseek(file, position * sizeof(struct Record), SEEK SET);

// Write the record

fwrite(&record, sizeof(struct Record), 1, file);

}

int main() {
FILE *file = fopen("employees.dat", "wb+");

if (file == NULL) {
perror("Error opening file");

return 1;

struct Record employees[3] = {
{1, "John Doe", 50000.0},
{2, "Jane Smith", 60000.0},
{3, "Bob Johnson", 55000.0}

3

/I ' Write records to file
for (int 1= 0; 1< 3; 1++) {
writeRecord(file, employees|i], 1);

}

fclose(file);

printf("Records written successfully.\n");

return 0;

}

Reading Records from a File

#include <stdio.h>

struct Record {

int id;
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char name[30];

float salary;
K

struct Record readRecord(FILE *file, int position) {

struct Record record;

// Move to the position of the record
fseek(file, position * sizeof(struct Record), SEEK SET);

// Read the record
fread(&record, sizeof{(struct Record), 1, file);

return record;

int main() {
FILE *file = fopen("employees.dat", "rb");

if (file == NULL) {
perror("Error opening file");

return 1;

/I Read the second record (index 1)
struct Record employee = readRecord(file, 1);

printf("Record ID: %d\n", employee.id);
printf("Name: %s\n", employee.name);

printf("Salary: %.2f\n", employee.salary);

fclose(file);
return 0;
b
Updating Records in a File
#include <stdio.h>

#include <string.h>
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int id;
char name[30];
float salary;
¥

void updateRecord(FILE *file, int position, struct Record newData) {
/ Move to the position of the record
fseek(file, position * sizeof(struct Record), SEEK SET);

/I Write the updated record
fwrite(&newData, sizeof(struct Record), 1, file);

}

int main() {
FILE *file = fopen("employees.dat", "rb+");

if (file==NULL) {
perror("Error opening file");

return 1;

// Read record to update

struct Record employee;
fseek(file, 1 * sizeof(struct Record), SEEK SET);
fread(&employee, sizeof(struct Record), 1, file);

// Modify the record
employee.salary = 65000.0;

// Update the record in the file
updateRecord(file, 1, employee);

printf("Record updated successfully.\n");

fclose(file);
return 0;
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Notes Building a Simple Database with Random Access
Let's implement a simple employee database system using random
access files:
#include <stdio.h>
#include <stdlib.h>

#include <string.h>

#define DB_FILE "employee db.dat"
#define MAX NAME 50

struct Employee {
int id;
char name[MAX NAME];
float salary;
char position[ MAX NAME];

int active; // 1 = active, 0 = deleted

3

// Function prototypes

void addEmployee(struct Employee emp);

void displayEmployee(int id);

void updateEmployee(int id, struct Employee newData);
void deleteEmployee(int id);

void listAllIEmployees();

int findEmployeePos(int id);

long getFileSize(FILE *file);

int getNextld();

int main() {
int choice, 1d;

struct Employee emp;

while (1) {
printf("\nEmployee Database System'\n");
printf("1. Add Employee\n");
printf("2. Display Employee\n");
printf("3. Update Employee\n");
printf("4. Delete Employee\n");
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printf("5. List All Employees\n"); Notes
printf("'6. Exit\n");

printf("Enter your choice: ");

scanf("%d", &choice);

switch (choice) {
case 1:

printf("Enter name: ");
scanf(" %[™\n]", emp.name);
printf("Enter salary: ");
scanf("%f", &emp.salary);
printf("Enter position: ");
scanf(" %[™Mn]", emp.position);

emp.id = getNextld();
emp.active = 1;
addEmployee(emp);
printf("Employee added with ID: %d\n", emp.id);

break;

case 2:
printf("Enter employee ID: ");
scanf("%d", &id);
displayEmployee(id);
break;

case 3:

printf("Enter employee ID to update: ");
scanf("%d", &id);
printf("Enter new name: ");
scanf(" %[™Mn]", emp.name);
printf("Enter new salary: ");
scanf("%f", &emp.salary);
printf("Enter new position: ");
scanf(" %[™Mn]", emp.position);

emp.id = 1d;
emp.active = 1;
updateEmployee(id, emp);

break;
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case 4:
printf("Enter employee ID to delete: ");
scanf("%d", &id);
deleteEmployee(id);
break;

case 5:
listAllEmployees();
break;

case 6:
printf("Exiting program...\n");
exit(0);

default:
printf("Invalid choice! Try again.\n");

}

return 0;

// Add a new employee to the database
void addEmployee(struct Employee emp) {
FILE *file = fopen(DB_FILE, "ab");

if (file == NULL) {
perror("Error opening database file");

return;

fwrite

MCQs:
1. Which library is required for file handling in C?
a) stdlib.h
b) stdio.h
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. What is the correct syntax to open a file in read mode?
a) fopen("file.txt", "r");

b) fopen("file.txt", "w");

c) fopen("file.txt", "a");

d) fopen("file.txt", "rb");

. What function is used to close an open file in C?
a) fileclose();

b) fclose();

c) closefile();

d) endfile();

. Which of the following is not a file mode in C?
a)"r"

b) "w"

c)"s"

d) "a"

. What function is used to read a character from a file?

a) fgetchar();

b) fgetc();

¢) getc();

d) getchar();

. What is the purpose of fprintf() function?

a) To read formatted data from a file

b) To write formatted data to a file

¢) To close a file

d) To delete a file

. Which function is used for error handling in file
operations?

a) fseek()

b) ferror()

c) fwrite()

d) fscanf()

The function used for random access in files is:
a) fopen()

b) fseek()

c) fclose()

d) fprintf()
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Notes 9. Which of the following statements about file handling is

false?

a) A file must be opened before performing read/write

operations.

b) You must always close a file after use.

¢) A file can only be opened in read mode.

d) Files can be opened in different modes like read, write, and

append.

10. What is the purpose of ftell() function in C?

a) To return the current position in the file

b) To move to a specific position in the file

c¢) To write data to a file

d) To close the file

Short Questions:
1. What is file handling in C?

Explain the difference between text files and binary files.
How do you open and close a file in C?
What are different file opening modes in C?
Explain fgetc() and fputc() functions with examples.
What is fprintf() and how is it different from fputs()?
How does fscanf() work in file handling?

© N O oA wN

What are common errors in file handling? How can they be
handled?

9. Explain the concept of random access files.

10. What is the purpose of fseek() and ftell() in file handling?

Long Questions:

1. Explain file handling in C and its importance.

2. Write a program to create a file and write text to it using
fprintf().

3. Discuss different file opening modes in C with examples.

4. Write a program to read data from a file and display it on the
screen.

5. Explain fseek(), ftell(), and rewind() functions with examples.

6. Write a program to copy the contents of one file to another.

7. Discuss error handling in file operations and how to avoid

€rrors.

208
MATS Centre for Distance and Online Education, MATS University



¢ T

W \\\ 1
8. Explain the difference between text files and binary files with Notes
examples.

9. Write a program to append data to an existing file.
10. What are random access files? Explain with an example

program.
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