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Introduktionskurs i Datateknik

F3: World Wide Web?

A. Cajander, STH



Introduktionskurs
| Datateknik

F1: Vad ar en dator?

» F2: programmeringssprak?

L1: Hour of code, alla kan programmera, Diplom!

L2: Visuell programmering av svarare problem!

F3: Webbprogrammering — JavaScript! HTML

L3: IDE, Web sida & JavaScript!
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- Vi ska lara oss programmera...

...da maste vi nog kunna tva saker...
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...ett programmeringssprak och hur det anvands!
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Generell, maskinnara, processorienterad, funktionell...
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Syntax, semantik och reserverade ord!

while ( closed ( 'A’ , number + 1) ) ;

Vad ar "ord”
(tokens)

| spraket! Literals Operators

Syntax 'dentifiers —(Tgkepng) Punctuation marks  gemantik

[A-Za-z_J[A-Za-z0-9_]* ,,0{}:;white space

Vad ar en
mening
| spraket!

(Keywords =50!)

Antalet mellanslag spelar nastan alltid ingen roll!




Likheter...

Z’I{’? jri%:)%tae r Mojligheter
i att paverka
\s/tec;mlgtaertiu > DATA Syntax S'cl':ll-lljl(-iT sekvensen av
) ) :
datorvariabler TYPES instruktioner!

Literals Operators

|dentifiers Punctuation mark=
azaz jazaz0-9 ) TOKENS  -n-white space

Moijligheter att

Egenheter att (Keywords) skapa stora
se upp med! > PRG Semantik PRG IN < komplicerade
rogram.
CORR LARGE | "

Vi borjar med att titta pa vad data typer ar...
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Hur anvander man (dator-)spraket?

Arbetsintensiv Monoton

Konsten att oversatta en verklig process till datorns varld...
Farlig  Felkédnslig

|$ Vag 4 tomater och berakna medelvardet!
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Hur anvander man (dator-)spraket?

Arbetsintensiv Monoton

Konsten att oversatta en verklig process till datorns varld...

Farlig  Felkédnslig

|$ Vag 4 tomater och berakna medelvardet!

<

Nollstall miniraknaren.

Repetera 4 ganger:
Vag nasta tomat...
...addera vikten till
summan pa miniraknaren.

Dividera summan med 4!




2c
Hur anvander man (dator-)spraket?

Arbetsintensiv Monoton

Konsten att oversatta en verklig process till datorns varld...
Farlig  Felkédnslig

|$ Vag 4 tomater och berakna medelvardet!

<

Nollstall miniraknaren. int measurement:
int total = @;
Rep:eter?.4ganger. for (int counter=0; counter<4; counter++) {
Vag nasta tomat... scanf( "%d" . &measurement):
...addera vikten till total+-measurement;

summan pa miniraknaren.

o printf("Avrage = %f \n", total/4.@);
Dividera summan med 4!

...det ar att kunna programmera, och ratt lika fran sprak till sprak!




Reflektioner fran Lab #1...

M’”t:.m h“‘" ‘l M Tra ar en viktig resurs. Mycket kan tillverkas av det. Ga till tradet

] och anvand kommandot "forstor block” for att hugga ned det.

bitar Arbetsyta D Bérjaom <> Visa kod

ga framat I vid start

ga framat

férstér block ga framat

l forstor block |

svang

svang

moveForward() ;

moveForward() ;
destroyBlock();
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Reflektioner fran Lab #1...

Varje hus bdérjar med en vagg. Bygg den forsta delen av ditt hus
M genom att ldgga "placera”’- och "ga framat”-kommandona i
upprepningsloopen.

Arbetsyta: D Bérja om <> Visa kod

ga framat | vid start

ubprepa 3 canger
<JETSTER bjorkplankor ¥ ([N CIETLIER bjorkpjankor ¥

ga framat

svang
svang

upprepa [ERB ganger
gor

for (var count = @; count < 4; count++) {
placeBlock("planksBirch™);

moveForward();

49gr



Reflektioner fran Lab #1...

MINECRARY

Det ar bra att planera framat. Plantera grodor pa bada sidor om
,‘ vattnet sa att du inte blir hungrig langre fram.

“ bitar Arbetsyta: 12 / 11 block
ga framat | vid start

upprepa [ ganger
plantera gréda gér | plantera groda

O Bérjaom <> Visa kod

ga framat

svan ]
. svang

ga framat
svang ga framat
svang
ga framat
upprepa [ ganger
gbr | plantera gréda

upprepa (A ganger
gor

ga framat




Reflektioner fran Lab #1...

L= ’”t: L' hﬂr‘ “ Det ar bra att planera framat. Plantera gréodor pa bada sidor om

vattnet sa att du inte blir hungrig langre fram.

for (var count2 = @; countZ2 < 2; countZ++) {

for (var count = @; count < 6; count++) {

plantc r‘op() ; Arbetsyta: D Bérjaom
moveForward(); [ vid start

upprepa ERJ ganger
} gér | upprepa [ ganger
turnRight();

g6r | plantera groda

ga framat

moveForward() ; svang

=
moveForward(); S

ga framat
turanght(), svang

moveForward() ;

Nastlade iterationer!

<> Visa kod
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Reflektioner fran Lab #1...

— Y e S ——] = e Lw wgme
- - \
h’l ” i—- ﬁ“‘_ i Lava ddljer sig under nagra av de har blocken, och du maste tacka den

M innan du kan ga framat. Ett "om"-kommando blir praktiskt har. Lagg till
] ett "ga framat”-kommando pa ratt plats for att bryta de har blocken.

bitar Arbetsyta: 6 / 6 block D Bérja om <> Visa kod

ga framat vid start
upprepa ganger
svang gor | forstér block

om lava framfor

svang A utfor (placera (VSRR framat

_ \795 framat
forstor block

SEEBEN3Y for (var count = @; count < 7; count++) {
; destroyBlock();
1fLavaAhead(function() {
placeBlockAhead("cobblestone");
};

moveForward();
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Reflektioner fran Lab #1...

— Y e S ——] = e Lw wgme
- - \
h’l ” i—- ﬁ“‘_ i Lava ddljer sig under nagra av de har blocken, och du maste tacka den

M innan du kan ga framat. Ett "om"-kommando blir praktiskt har. Lagg till
] ett "ga framat”-kommando pa ratt plats for att bryta de har blocken.

bitar Arbetsyta: 6 / 6 block D Bérja om <> Visa kod

ga framat vid start
upprepa ganger
svang gor | forstér block

om lava framfo -

svang A utfor (placera (VSRR framat

_ \795 framat
forstor block

SEEBEN3Y for (var count = @; count < 7; count++) {
; destroyBlock();
1fLavaAhead(function() {
placeBlockAhead("cobblestone");
};

moveForward();
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s Reflektioner fran Lab #1...

T H o ol s ) ‘-_-_\..
!"’. -t: i—- HH L u Lava déljer sig under nagra av de har blocken, och du maste tacka den

M innan du kan ga framat. Ett "om"-kommando blir praktiskt har. Lagg till
] ett "ga framat”-kommando pa ratt plats for att bryta de har blocken.

bitar Arbetsyta: 6 / 6 block D Bérjaom <> Visa kod

(ga framat jid start
upprepa gancer
NN vanster O v ) gor [ forstor bloch.
om lava framfd -

(‘svang utfor (‘plac ra (USRS framat

SR | ga framat
| forstor block

RSN 3 Y for (var count = @; count < 7; count++) {
; destroyBlock();
i1fLavaAhead(function() {
placeBlockAhead("cobblestone");
1;

moveForward();




g Jarnkoll? Feberdatalogger!

Positivt heltal 0-100, 37

ASSEMBLER Assemblerkod
Maskinkod
Central Processing Unit (CPU) Memory
Adress Instruktion/Data Start. PC=0
Program Control Unit (PCU) Ad #000 0000 0000: INSTRUKTION <€ -
ress #000 0000 0001: INSTRUKTION
Program Counter (PC) 00... et > #000 0000 0010: INSTRUKTION
Instruction Register (IR) 11... ®
J (IR) 1 Instruktion/Data > #000 0001 0000: 22?2 222?
*‘ #000 0001 0001: 2?2?22 2?2?27
Arithmetic-Logic Unit (ALU) #000 0001 0010: 22?22 222?
Accumulator Register (AC) ... #000 0001 0000: 2?7?27 2?77
#000 0001 0001: 2?2?22 2?27
Status Register (SR) ... .
#111 1111 1111:




Jarnkoll?

Maskinkod

ASSEMBLER

Feberdatalogger!

Positivt heltal 0-100, 37 0010 01071

Central Processing Unit (CPU)

Program Control Unit (PCU)
Program Counter (PC) 00...

Instruction Register (IR) 11... 1

*—

Arithmetic-Logic Unit (ALU)
Accumulator Register (AC) ...

Status Register (SR) ...

Adress

fm—————

Instruktion/Data

Assemblerkod
Memory
Adress Instruktion/Data

#000 0000 0000: INSTRUKTION
#000 0000 0001: INSTRUKTION
#000 0000 0010: INSTRUKTION

#000 0001 0000: ??7?7? 2?2?27

#000 0001 0001: 2?2?22 227?72

#000 0001 0010: 0010 0101
#000 0001 0000: ???7? 2?2?27

#000 0001 0001: 2?27?72 2?2?27

#111 111 1111

"Vi” maste komma ihag att temperaturen finns lagrad i minnes-

cell 34 och att bitmonstret ska tolkas som ett positivt heltal!



Jarnkoll? Feberdatalogger!

byte temp=37;

Positivt heltal 0-100, 37

KOMPILATOR —oX°d
Maskinkod

Central Processing Unit (CPU) Memory :
Adress Instruktion/Data |
Program Control Unit (PCU) » #000 0000 0000: INSTRUKTION :
ress #000 0000 0001: INSTRUKTION i
Program Counter (PC) 00... > #000 0000 0010: INSTRUKTION :
Instruction Register (IR) 11... * :
1 Instruktion/Data #000 0001 0000: ?222? 22?22 H
: : — V— € #000 0001 0001: 2222 2222 '
Arithmetic-Logic Unit (ALU) #000 0001 0010: 0010 0101 temp byte :
Accumulator Register (AC) ... #000 0001 0000: 2?7?77 22?27 I
#000 0001 0001: ?222? 22?22 :
Status Register (SR) ... . I
#111 111 11: |
_____________ A

Kompilator valjer en ledig minnescell som "vi” darefter kan na via

variabelnamnet temp, for tal som ar mellan 0 och 255.




g Jarnkoll? Tempdatalogger!

Positivt heltal 0-1000, 800

ASSEMBLER Assemblerkod
Maskinkod
Central Processing Unit (CPU) Memory
Adress Instruktion/Data
Program Control Unit (PCU) Ad #000 0000 0000: INSTRUKTION
ress #000 0000 0001: INSTRUKTION
Program Counter (PC) 00... et > #000 0000 0010: INSTRUKTION
Instruction Register (IR) 11... ®
gister (R) 1 Instruktion/Data P 4000 0001 0000: 2222 2222
*‘ #000 0001 0001: 2?2?22 2?2?27
Arithmetic-Logic Unit (ALU) #000 0001 0010: 22?22 222?
Accumulator Register (AC) ... #000 0001 0000: 2?7?27 2?77
#000 0001 0001: 2?2?22 2?27
Status Register (SR) ... .
#111 1111 1111:




Jarnkoll?

Maskinkod

ASSEMBLER

Tempdatalogger!

Positivt heltal 0-1000, 800
0000 0011 0010 0000

512 Max 255
256

Assemblerkod

Central Processing Unit (CPU)

Program Control Unit (PCU)
Program Counter (PC) 00...

Instruction Register (IR) 11... 1

Arithmetic-Logic Unit (ALU) I
Accumulator Register (AC) ...

Status Register (SR) ...

Adress

fm—————

Instruktion/Data

Memory

Adress Instruktion/Data
#000 0000 0000: INSTRUKTION
#000 0000 0001: INSTRUKTION
#000 0000 0010: INSTRUKTION

#000 0001 0000: ??7?7? 2?2?27

#000 0001 0001: 2?2?22 227?72

#000 0001 0010: 0010 0000 (LSB)

#000 0001 0000: 0000 0011 (MSB)
#000 0001 0001: 2?27?72 2?2?27

#111 111 1111

Little-endian vs Big-endian




Jarnkoll? Tempdatalogger!

short temp=800;

Positivt heltal 0-1000, 800
0000 0011 0010 0000

KOMPILATOR =24
Maskinkod

Central Processing Unit (CPU) Memory :
Adress Instruktion/Data |
Program Control Unit (PCU) » #000 0000 0000: INSTRUKTION :
ress #000 0000 0001: INSTRUKTION 1
Program Counter (PC) 00... > #000 0000 0010: INSTRUKTION :
Instruction Register (IR) 11... * :
1 Instruktion/Data #000 0001 0000: 22?22 222? i
: : — V— € #000 0001 0001: 222? 22?22 '
Arithmetic-Logic Unit (ALU) #000 0001 0010: 0010 0000 temp  short :
Accumulator Register (AC) ... #000 0001 0000: 0000 0011 I
#000 0001 0001: 2222 2222 :
Status Register (SR) ... . I
#111 111 11: |
_____________ A




el = 21
Ferak Bokstaver?! \1: ASCII Code Chart
us © 1,2, ;3,;4,5,6 ;7,89 A ;B;C;D,;E,F
el Jal'n kO"? 0| NUL | SOH | STX | ETX | EOT |ENQ | ACK|BEL| BS | HT | LF | VT | FF | CR | SO | SI
1|DLE|DC1|DC2|DC3|DC4 |NAK|SYN|ETB|CAN| EM [SUB|ESC| FS | GS | RS | US
2 ! n # $ °/° & ] ( ) * + ’ - . /
s3le|1|2(3]|4|5]|6|7|[8|[9]:]|:i]|]<|=][>]2
char unit="C’; —>»4 @ | A|B|{CJD|E|F|G|H|I|J]|K|]LIM|[N]O
slp|lQ R[S | T|lUulv | w|[Xx]Ylz|lT[[N][1]~]_
6 al|b c d|e| f|9]| h|i j k| l1|m|]n|o
71 p q | r s t ul|lvi]iw]|x]|y]| z { | } ~ |DEL
KOMPILATOR —SX°d
Maskinkod
Central Processing Unit (CPU) Memory
Adress Instruktion/Data
Program Control Unit (PCU) Ad #000 0000 0000: INSTRUKTION
ress #000 0000 0001: INSTRUKTION
Program Counter (PC) 00... > #000 0000 0010: INSTRUKTION
Instruction Register (IR) 11... * )
i Instruktion/Data #000 0001 0000: 0100 0011 unit char

Arithmetic-Logic Unit (ALU)
Accumulator Register (AC) ...

Status Register (SR) ...

*—

#000 0001 0001: 2?27?72 2?2?27

#000 0001 0010: 2?2?72 2?27
#000 0001 0000: ??2?? 2?27?72
#000 0001 0001: 2?2?72 227?72

#111 111 111




e Bokstaver?!

FKTH S \1: ASCII Code Chart
" @ 1,2 ,3,4;5;6,;7,8;9;A;B;C,;D,E/|F
St Jarn kO"? 0| NUL [ SOH [STX |ETX | EOT | ENQ [ACK [BEL| BS | HT | LF | VT [ FF [ CR | SO | SI
1| DLE [DC1|DC2 [ DC3 |DC4 |NAK |SYN [ETB [CAN| EM |SUB|ESC| FS [ GS | RS | US
2 vl w2 s s |&] | CL)[x|[+]]-]-
30 |1 3|a]|ls|e|7|[8f[o9]:]:i]<|[=]>]-¢2
char b[]="BIL"; —>4 e |AfB)c|p|E|[F|le|[H]|IT|[a]kK|[L]|[M|[N]O
— sfplo|[®|s|T]ufv|w]|[x]Y]z|[Tr[\N|[1]~]_
6 alb|c|d|e|f|9|h|i]|]j|Kk|1L|m|n]o
71 p q | r s t ul|lvi]iw]|x]|y]| z { | } ~ |DEL
KOMPILATOR —=2d
Maskinkod
Central Processing Unit (CPU) Memory :
Adress Instruktion/Data |
Program Control Unit (PCU) Ad #000 0000 0000: INSTRUKTION :
ress #000 0000 0001: INSTRUKTION 1
Program Counter (PC) 00... > #000 0000 0010: INSTRUKTION :
Instruction Register (IR) 11... * :
i Instruktion/Data #000 0001 0000: 0100 0010 b[0] char I
: : : : V— € #000 0001 0001: 0100 1001 b[1] char |
Arithmetic-Logic Unit (ALU) #000 0001 0010: 0100 1100 b[2] char :
Accumulator Register (AC) ... #000 0001 0000: 2?7?77 22?27 I
#000 0001 0001: ?22??2? 22?7 :
Status Register (SR) ... . I
#111 111 111; |
_____________ -




i

Ferak \1: ASCII Code Chart
" @ ;1,2 ,3,4,;5;6 ;78,9 ;A;B;C;D|E,|F
St Jarn kO"? 0| NUL | SOH [STX [ETX |EOT |ENQ |ACK |BEL| BS [ HT | LF | VT | FF [ CR [ S0 | sI
1|DLE | DC1|DC2 [DC3 [DC4 |NAK | SYN|ETB | CAN| EM [SUB|ESC| FS | GS | RS | US
2 vl wl#|s[sl&] ] Cl)Y[x]+]]-1]"-
3l e |1 3|als]|e|7]|8f[o|:]:i]<]|=]>]?¢2
struct id{ char fst, —>4 e |AfB)c|p|E|[F|le|[H]|IT|[a]kK|[L]|[M|[N]O
char snd, sfplo|[®|s|T]ufv|w]|[x]Y]z|[Tr[\N|[1]~]_
char trd, 6 alb|c|d|le|lf|l9]|nh|i|lji|lk]|]1|[m|n]o
short nb 71 plalr|s|t]lulv]|w]|x]|y]|z]{ | } | ~ |DEL
}Car = {!b!,!i!,!l’,1};
KOMPILATOR —oX°d
Maskinkod
Central Processing Unit (CPU) Memory :
Adress Instruktion/Data |
Program Control Unit (PCU) Ad #000 0000 0000: INSTRUKTION :
ress #000 0000 0001: INSTRUKTION i
Program Counter (PC) 00... > #000 0000 0010: INSTRUKTION :
Instruction Register (IR) 11... * :
i Instruktion/Data #000 0001 0000: 0100 0010 fst char i
: : : _ *— € #000 0001 0001: 0100 1001 snd char |
Arithmetic-Logic Unit (ALU) #000 0001 0010: 0100 1100 trd char :
Accumulator Register (AC) ... #000 0001 0000: 0000 0001 nb short| W |
#000 0001 0001: 0000 0000 !
Status Register (SR) ... . I
#111 111 111; |
............. -




o

§ e .n
S Jarnkoll?

struct id{ char fst, B I L 0 0 1
char snd,

char trd,

short nb

}Car = {!b!,!i!,!l”1};

KOMPILATOR |—<%0d
Maskinkod
Central Processing Unit (CPU) Memory
Adress Instruktion/Data

Program Control Unit (PCU) #000 0000 0000: INSTRUKTION
Adress #000 0000 0001: INSTRUKTION

Program Counter (PC) 00... - #000 0000 0010: INSTRUKTION

Instruction Register (IR) 11...

I Instruktion/Data #000 0001 0000: 0100 0010 fst char
: : : : v— < #000 0001 0001: 0100 1001 snd char
Arithmetic-Logic Unit (ALU) #000 0001 0010: 0100 1100 trd char
Accumulator Register (AC) ... #000 0001 0000: 0000 0001 nb short| m
#000 0001 0001: 0000 0000
Status Register (SR) ... .

#111 111 111

Det ar oerhort vardefullt om det gar att skapa

variabler som efterliknar verkliga storheter...




zgs OCH KONST :% am
S Jarnkoll?

byte time=0;
[ ] [ ]
| |
time=time+1
time=time+1; ,
c-kod
Maskinkod
Central Processing Unit (CPU) Memory :
Adress Instruktion/Data |
Program Control Unit (PCU) Ad #000 0000 0000: INSTRUKTION :
ress #000 0000 0001: INSTRUKTION 1
Instruction Register (IR) 11... ' 4000 0001 000;) oo oo :
Instruktion/Data nrrrE s 1
: : — VvV |€ #000 0001 0001: 22?2 2?27 :
Arithmetic-Logic Unit (ALU) #000 0001 0010: 0000 0000 time byte :
. F PP ??97??
Accumulator Register (AC) ... zggg 8881 8383 o S :
12?22 227 '
Status Register (SR) ... . I
#111 111 11: |
_____________ =l




zgs OCH KONST :% am
S Jarnkoll?

byte time=0;
[
| |
time= 0 +1
time=time+1; ,
c-kod
Maskinkod
Central Processing Unit (CPU) Memory :
Adress Instruktion/Data |
Program Control Unit (PCU) Ad #000 0000 0000: INSTRUKTION :
ress #000 0000 0001: INSTRUKTION 1
Program Counter (PC) 00... - #000 0000 0010: "time=time+1” :
Instruction Register (IR) 11... ' 4000 0001 000;) oo oo :
Instruktion/Data SEEEE RS 1
: : — VvV |€ #000 0001 0001: 22?2 2?27 :
Arithmetic-Logic Unit (ALU) #000 0001 0010: 0000 0000 time byte :
. s P9?7? ??7?°?
Accumulator Register (AC) ... zggg 8881 8383 o S :
2?7?72 2277 '
Status Register (SR) ... . I
#111 111 11: |
_____________ =l




zgs OCH KONST :% am
S Jarnkoll?

byte time=0;
— [ |
—
time=time+1; ,
c-k
Maskinkod
Central Processing Unit (CPU) Memory :
Adres Instruktion/Data |
Program Control Unit (PCU) Ad #000 00Q0 0000: INSTRUKTION :
ress #000 00q0 0001: INSTRUKTION
Program Counter (PC) 00... - --_------) #000 00d0 0010: "time=time+1” i
Instruction Register (IR) 11... 4000 00d1 000;) o 2900 :
Instruktion/Data S 1
] i - - *‘ ( #000 0041 0001: 2?2?22 2?2?22 :
Arithmetic-Logic Unit (ALU) #000 00 : 0000 0001 time byte :
; £ 227272 2222
Accumulator Register (AC) ... zggg 8381 888? o 2 :
12222 2?77 '
Status Register (SR) ... . I
#111 1111 111: |
_____________ =l




Jarnkoll?

byte time=0;
| |
| [ |
time=time+1
time=time+1; ,
KOMPILATOR =24
Maskinkod

Central Processing Unit (CPU) Memory :
Adress Instruktion/Data |
Program Control Unit (PCU) » #000 0000 0000: INSTRUKTION :
ress #000 0000 0001: INSTRUKTION 1
Program Counter (PC) 00... et ) #000 0000 0010: ’time=time+1” :
Instruction Register (IR) 11... * :
1 Instruktion/Data #000 0001 0000: ?222? 22?22 H
: : : _ V— € #000 0001 0001: 222? 22?22 '
Arithmetic-Logic Unit (ALU) #000 0001 0010: 0000 0001 time  byte :
Accumulator Register (AC) ... #000 0001 0000: 2?7?77 22?27 I
#000 0001 0001: ?222? 22?22 :
Status Register (SR) ... . I
#111 111 11: |
_____________ A

time,,~time_,+1;

new

time,,,=time +1;



. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?

h=324; g=10
t=0; §=0 -===--=m=m-sopTems-




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel h=324; g=10
Visa tabellrubrik t=0; s=0 eSssssssssssepsssccs
Upprepa... l
visat,s&v
t=t+1
v =10%

s = 0.5"10*t*
...sa lange s<324
Visa klart!




PC

Jarnkoll?

t=0, s=0, v=0
Visa programtitel
Visa tabellrubrik
Upprepa...

visat,s&v

t=t+1

v =10%t

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324: 0 (t heltal)
325: 0 (s heltal)
326: 0 (v heltal)

Tabell for v & s for varje sekund
tills bollen traffar marken!

v=at &
s=0.5at?

h=324; g=10
t=0; §=0 -===--=m=m-sopTems-




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
PC Visa programtitel Linjar acc!!! h=324: g=10
Visa tabellrubrik t=0; s=0 =8==========mpss==--
Upprepa... l
visat,s&v
t=t+1
v =10%

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324: 0 (t heltal)
325: 0 (s heltal)
326: 0 (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
PC Visa tabellrubrik t v s t=0; =0 =8=======r=sepsee---
Upprepa... l
visat,s&v
t=t+1
v =10%

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324: 0 (t heltal)
325: 0 (s heltal)
326: 0 (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=(0 =S=ewssrscecnpeeeee=
PC Upprepa... l
visat,s&v
t=t+1
v = 10*t — Uppfattat!
s =0.5"10"t*"t_

...sa lange s<324
Visa klart!

324: 0 (t heltal)
325: 0 (s heltal)
326: 0 (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=0 =®=========mmpoe--
Upprepa... l
PC visat, s & v 0 0 O
t=t+1
v =10*t

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324: 0 (t heltal)
325: 0 (s heltal)
326: 0 (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=(0 =S=ewssrscecnpeeeee=
Upprepa... l
visat, s&v 0 O 0
PC t=t+1
v =10*t

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324 (t heltal)
325: 0 (s heltal)
326: 0 (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=(0 =S=ewssrscecnpeeeee=
Upprepa... l
visat, s&v 0 O 0
t=t+1
PC v =10*t

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324 (t heltal)
325: 0 (s heltal)
326: (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0

Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=0 =®=========mmpoe--
Upprepa... l
visat, s&v 0 O 0
t=t+1
v =10*t
PC s = 0.5*10*t*t
...sa lange s<324
Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=(0 =S=ewssrscecnpeeeee=
Upprepa... l
visat, s&v 0 O 0
t=t+1
v =10*t

s = 0.5*10*t*t
PC ...s4 lange s<324 SANT'

Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




PC

. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=(0 =S=ewssrscecnpeeeee=
Upprepa... l
visat, s&v 0 O 0
t=t+1 1 5 10
v =10*t

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




PC

. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=(0 =S=ewssrscecnpeeeee=
Upprepa... l
visat, s&v 0 O 0
t=t+1 1 5 10
v =10*t

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




PC

. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=(0 =S=ewssrscecnpeeeee=
Upprepa... l
visat, s&v 0 O 0
t=t+1 1 5 10
v =10*t

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




PC

. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=(0 =S=ewssrscecnpeeeee=
Upprepa... l
visat, s&v 0 O 0
t=t+1 1 5 10
v =10*t

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




PC

. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=(0 =S=ewssrscecnpeeeee=
Upprepa... l
visat, s&v 0 O 0
t=t+1 1 5 10
v =10*t

s = 0.5*10*t*
...sa lange s<324 SANT'

Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=0 =®=========mmpoe--
Upprepa... l
PC visat, s&v 0 O 0
t=t+1 1 5 10
v =10*t 2 20 20

s = 0.5*10*t™
...sa lange s<324
Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=0 =®=========mmpoe--
Upprepa... l
PC visat, s&v 0 O 0
t=t+1 1 5§ 10
v =10% 2 20 20
s = 0.5*10*t* *
...sa lange s<324 8 80 320

Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=0 =®=========mmpoe--
Upprepa... l
visat, s&v 0 O 0
PC t=t+1 1 5 10
v =10% 2 20 20
s = 0.5"10*t*t *
...sa lange s<324 8 80 320

Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=0 =®=========mmpoe--
Upprepa... l
visat, s&v 0 O 0
t=t+1 1 5§ 10
PC v =10% 2 20 20
s = 0.5*10*t* *
...sa lange s<324 8 80 320

Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=0 =®=========mmpoe--
Upprepa... l
visat, s&v 0 O 0
t=t+1 1 5 10
v =10*t 2 20 20
PC s = 0.5"10*t*t *
...sa lange s<324 8 80 320
Visa klart!

324 (t heltal)
325: (s heltal)
326: (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=0 =®=========mmpoe--
Upprepa... l
visat, s&v 0 O 0
t=t+1 1 5§ 10
v =10% 2 20 20
s = 0.5*10*t* *
PC ...s& lange s<324 8 80 320
Visa klart!
FALSK!

324 (t heltal)

325: (s heltal)
326: (v heltal)




. Tabell for v & s for varje sekund
Jarn kO"? tills bollen traffar marken!

v=at &
s=0.5at?
t=0, s=0, v=0
Visa programtitel Linjar acc!!! h=324; g=10
Visa tabellrubrik t v s t=0; s=0 =®=========mmpoe--
Upprepa... l
visat, s&v 0 O 0
t=t+1 1 5§ 10
v =10% 2 20 20
s = 0.5"10*t*t *
...sa lange s<324 8
PC Visa klart! K

324 (t heltal)

325: (s heltal)
326: (v heltal)



Jarnkoll?

t=0, s=0, v=0
Visa programtitel
Visa tabellrubrik
Upprepa...

visat,s&v

t=t+1

v =10%t

s = 0.5*10*t™
...sa lange s<324
Visa klart!

Constant acc demo 1.0 AC
time:speed:distance

0: 0: 0
1: 10: 5
2: 20: 20
3: 30: 45
4: 40: 80
5: 50: 125
6: 60: 180
7: 70: 245
8: 80: 320

Ground [8..9] sek!
Program completed, bye!




Introduktionskurs
| Datateknik

F1: Vad ar en dator?

F2: programmeringssprak?

L1: Hour of code, alla kan programmera, Diplom!
L2: Visuell programmering av svarare problem!

» F3: Webbprogrammering — JavaScript! HTM L

L3: IDE, Web sida & JavaScript!




(
Sidor mérkta med den har symbolen

Kursmal innehaller begrepp som &r extra
viktiga for dina fortsatta studier!

-

Vad ar Internet?

Hypertext Markup Language (HTML).
Web server v.s. Web browser.
Hypertext Transfer Protocol (HTTP).

JavaScript.

Client/Server v.s. Peer-to-peer!




Vad ar Internet?

Termen internet ar inte konstigare an att den beskriver flera
sammankopplade datornat, nat av nat, internet!

Under 1970-talet borjade datornat bli vanligt forekommande
men det var svart att koppla ihop dem av tekniska skal.

Robert Kahn och Vinton Cerf arbetade med problemet och

skapade en I6sning dar det fanns ett nytt kommunikationslager,
med unika adresser for alla datorer, som gjorde det relativt

enkelt att knyta samman olika natverk. Forsta naten -1982.

Lagret kallades Internet Protokol (IP), och de unika adresserna
kallades for IP-adresser. Om vi talar om det varldsomspannan-
de nat av ip-nat som vi t.ex. surfar via skriver vi Internet (stort I).
Ett foretagsinternt ip-nat kallas for ett intranet.

Cat5 Wi-Fi 3G

En ip-adress bestar av 4 tal (0..255) med punkter mellan talen.




i
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FKTHS

VETENSKAP %’
<8 OCH KONST %o

S Internet

Via Internet gar det i dag att na
over 1 miljard datorer men fran
bdrjan var det fa. E-post och fil-
overforing var tidiga tjanster...

Internet Hosts Count

le+10
le+09 /w
le+08 | / R
le+07 | , .
le+06 /
100000 | 7 -
-~
10000 |- 4 .
”
1000 X
-
100 |- - .
10 - 4
¢ i
1 S - hhan L IO
- (=] =] ~ @ -t (=] =] ~ -]
o ~ ~ © =] (= (=] (=] - [l
o (= o o o o (=] (=] (=] (=]
- - - - - ~ ~ ~ ~

...men det var forst nar Berners-
Lee uppfann WWW -91 som det
tog riktig fart!

207.205.230.168



Vad var det Tim uppfann?!

URL Protokoll 1/ Host : Port / Path

w Sajt B

Klient Dok A.1 Dok.B.1 =

4

HTTP = Hypertext Transfer Protocol

Hur en klient (Web browser) hamtar E D

en specifik fil fran en Web server!!!

A 4

Request A.1

HTML = Hypertext Markup Language

Hur innehallet i den filen ska vara
uppmarkt for att klienten ska kunna )

presentera innehallet!

A

Al

Request B.1

a

B.1

(OBS: Inte ett programmeringssprak!)




3% OCH KONST %%

St Att "marka upp” en text?!

A Sample [)m-mnvnti

Rubrik

Wikipedians

June 23, 2007

Brodtext

~_— .
More comprehensive examples,

This tiny sample showcases TEX and IXTEX for Wikipedia.
such as Lamport's sample.tex (see [1]) are available with any standard TEX distribution, or via
www.tug.org. Only TEXnicians need [2].

Kapitel

A BTEX source file begins with a class declaration, followed by a preamble section, and the body

1 Documents, Sections and Paragraphs 1

of the document. The preamble contains settings and definitions. The body can contain sections,
subsections, paragraphs, lists, equations, footnotes', figures and tables, and also commands for
automatically-generated structures such as a table of contents, bibliography, index and glossary.

Commands such as “\section” introduce a new section, whilst an empty line delimits para-
graphs. Other surplus white space is usually ignored.

2 Features

Both TEX and ETEX allow for acgéénts, and excel at typesetting mathematical equations, both
in-line or displayved on a line by itself. For instance, an article on quadratics may need

> ~b+ Vb — dac
ar* +br+c=0 = r=
2a

Redan pa -60-talet fanns det satt
att 'marka upp” text sa att ett
tryckeri kunde trycka texten
snyggt! Metoderna var olika,
krangliga och framst fér veten-
skapliga texter...

... Tim skapade ett litet praktiskt
mangd av "taggar” for vanlig
text...

<h1>Rubrik niva 1</h1>
<h2>Rubrik niva 2</h2>
<i>Kursiv stil<[i>

Det var sen upp till web-lasaren
hur den skulle presentera inne-
hallet! T.ex. kunde en tabell se
helt olika ut i tva olika lasare...




HTML

Nuvarande standard HTML5

En minimal "uppmarkt” text ser ut sa har!

<!DOCTYPE html> € Det har ar en HTMLS uppmarkt sida!

gemnm————— <htm1>
— <head>
Kontroll <meta charset="UTF-8">

. — </head>
Hela sidan!———= — <body>

Innehall Min forsta Web-sida!
— </body>

~— </html> D

1 4| > } \ + €A file:///Users/vcxx/Desktop/testl.html
eo [ &= ]
Min forsta Web-sida!




<h1>h1 tag</hl1>

<h2>h2 tag</h2>
<h3>h3 tag</h3>

<h4>h4 tag</h4>
<h5>h5 tag</h5>

<h6>h6 tag</hé6>

<p>Nytt stycke (paragraph)</p>

"Extra”

mellanslag
& radslut
ignoreras!

Nagra till taggar...

UL - Unordered lists:

Example:
e Apples
 Oranges
e Bananas
UL Code:
<ul>
<li>Listitem 1</1i>

<li>List item 2</11i>
</ul>

LAB #3!

h1

h2
ul

OL - Ordered Lists:

Example:

1. Breakfast
2. Lunch

3. Dinner

OL Code:
<ol>
<li>Listitem 1</1i>
<li>Listitem 2</1i>
</ol>

Identification

e ISBN-13:978-0-13-119404-5
e ISBN-10:0-13-119404-6

Chapters

1. Introduction to Computing
2. The PIC Microcontrollers
3. Architecture

4. Branch, Call & Skip

PIC Microcontrollers




CSS & JavaScript

Dagens Web-sidor kraver att utvecklaren ar insatt i tre omraden!

« HTML — Som marker upp och specificerar innehallet pa sidan.
« CSS - Som specificerar sidans utseende (layout).
« JavaScript — Som skapar sidans interaktiva egenskaper.

Tva korta exempel...




CSS

« Fore HTMLS5 fanns det taggar/attribut som indikerade hur
den som skapat sidan ville att den skulle visas, men de
var inte standardiserade eller heltackande!

« Med CSS gar det pa pixelniva att styra allt som visas!
« CSS-informationen ligger vanligen i en separat fil...

PIC Microcontrollers

Identification

e ISBN-13:978-0-13-119404-5
e ISBN-10:0-13-119404-6

Chapters

1. Introduction to Computing
2. The PIC Microcontrollers
3. Architecture

4. Branch, Call & Skip

...men den kan skrivas i samma fil som innehallet.

PIC Microcontrollers

Identification

‘«n style="font-weight: bold">‘ ¢ ISBN-L39T80-13-L19404

Chapters

1. Introduction to Computing
2. The PIC Microcontrollers
3. Architecture

4. Branch, Call & Skip




JavaScript

« De forsta webbsidorna var helt statiska men snart
skapades ett enkelt programmeringssprak, JavaScript,
som gjorde det mojligt att skapa webbsidor som
interagerade med lasaren!

« JavaScript (som inte ska blandas ihop Java) kan:
« Andra innehallet pa en sida,
«  Andra attribut pa en sida,
« Andra CSS pa en sida,
« Kontrollera att formular ar korrekt ifylida!

PIC Microcontrollers

<!DOCTYPE html>
<html>
<head>
<meta charset="UTF-8">
<script>
function show() {
alert(Date());
}
</script>
</head> "'

<body onClick="show()">

Iden

JavaScript

\‘ Thu May 21 2015 11:30:18 GMT+0200 (CEST)

OK

1. Introduction to Computing
2. The PIC Microcontrollers
3. Architecture

4. Branch, Call & Skip




Webbutveckling...

 Viska snart tala om Programutveckling men du kommer
saker att brottas med Webbutveckling i nagon form nar
du borjar arbeta.

«  Webbutveckling sker i dag alltid med hjalp av nagon
WY SIWY G-utvecklingsmiljo men som du har forstatt ar
det bra att forsta hur man "marker upp” innehall, lite
kansla for layout samt viss insikt i programmering for
interaktivitet.

« Den som ar intresserad bor ta del av W3Schools
utmarkta webbplats dar det gar att lara sig allt om HTML,
CSS & JavaScript!

UJBSChOOIS.Com THE WORLD'S LARGEST WEB DEVELOPER SITE

TUTORIALS ~ REFERENCES ~ EXAMPLES~ 6 Q



WIKI

Aven om det &r |att att skapa en webbsida,
vilket i dag alltid gors i nagon WYSIWYG-

editor, sa kravs en viss kunskap for att det
ska Dbli bra.

-04 myntades begreppet Web 2.0 for en ny
typ av webbinnehall dar fokuset lag pa
anvandargenererat innehall och anvand-
barhet. Sociala medier tog fart och varlden
fick Bloggar, Tweets och Wikis.

En Wiki ar ett otroligt bra verktyg for all form
av dokumentation, individuellt eller i grupp!!!




WIKIPEDIA

English Espanol
The Free Encyclopedia La enciclopedia libre
4 853 000+ articles 1 172 000+ articulos
Deutsch Pycckun
Die freie Enzyklopédie CsobogHana sHumMKnoneaus
1 806 000+ Artikel 1213 000+ cTaTen
HAGE Francais
7 —BEEA L’encyclopédie libre
962 000+ % 1 614 000+ articles
==} vg ltaliano
HHENEHEE L'enciclopedia libera
814 000+ & H 1 193 000+ voci
Polski Portugués
Wolna encyklopedia A enciclopédia livre
1 106 000+ haset 871 000+ artigos

Tips: Anvand en Wiki direkt i alla projekt!




Client/Server v.s Peer-to-peer...

Forfragan om data

Data levereras

(b)
L] , 1L
— =




Programmering...

Vi sag i forelasning #1 att t.o.m dagens datorer inte forstar nagot
annat sprak an sitt eget maskinsprak...

| forelasning #2 tittade vi pa programmeringssprak. De var lattare
att forstd men begransade (pa olika satt). For att programmera
kravs det en ordbehandlare och en kompilator!

Det gar att skriva "programmet” i nastan vilken ordbehandlare som
helst, och sedan kompilera programmet men i dag anvander alla en
integrerad utvecklingsmiljo som underlattar alla steg i processen...

| kursen Grundkurs i programmering
ska ni anvanda utvecklingsmiljon

Codelite som introduceras har, och
som ni kommer att fa installera i lab #3!

A Powerful IDE for
C/C++
Supporting all major
compilers




Installera Codel.ite...

-_,

7-Zip

=+ [@ www.7-zip.org

[T] ::= Bonjour ¥ Google Anal...r Beginners Kundvagn Kontakta os...s Byggvaror Talangjigar...Lin Sverige T

ENBART FOR PC

HI1024 HT17-3 Programmering, grundkurs l

7-Zip
Z| P 7-Zip is a file archiver with a high compression ratio.
Download 7-Zip 16.04 (2016-10-04) for Windows:

Home
6 7z Format Link Type Windows Size

e Download .exe 32-bit x86 1 MB
Q) Download
Lu FAQ Download .exe 64-bit x64 1 MB
b~ Support
(Vs Links License

Enbart for pc!

HAMTA OCH INSTALLERA "PACKA UPP” PROGRAMMET 7-ZIP!




Fork MVirusskydd!!!
€ Verensiap MAC: Systeminstallningar/Sakerhet & Integritet

Installera Codel.ite...

!

te

é (S ™. https://codelite.org/ P ~ & | ", Codelite - Afree, Open So... *

i

CodelLite IDE  Products +  Download  Screenshots  GitHub v  Wiki  Forums Blog wxCrafter

A Free, open source, cross platform C,C++,PHP and Node.js IDE

Héamta CodelL

CodeLite 10.0 - Stable Release released on Jan 05, 2017 What's New?
CodeLite 10.0 for Windows 64 bit Installer Direct Link | GitHub
CodeLite 10.0 for Windows 32 bit Installer Direct Link | GitHub
CodeLite 10.0 App Bundle for OSX 10.10 Direct Link | GitHub

STEG 1

For Mac & pc!

HAMTA Codelite...




i

evgg’/g\‘%{%a
FKTHE

é&? VETENSKAP
<8 OCH KONST %o

S Installera Codel.ite...

Enbart Mac...

te!

i

Welcome to the setup wizard
This wizard will help you setup CodelLite to fit your coding style. Click Next to continue

> Not this time!
If your CodelLite is already configured the way you like it, click to skip the Wizar

Next > Cancel ...Vélj Skip...

Installera CodelL

- utvecklare. Vill du installera de verktygen nu?

o

(/ Kommandot "svn" kraver kommandoradsverktyg for
. )

Forts&tt genom att vélja Installera. Valj Hamta Xcode om du vill
installera Xcode och kommandoradsverktygen fran App Store.

Hamta Xcode Inte nu Installera

STEG 2

...valj installera - klart!

For Mac

...Installera CodelL.ite, 2 steg!




ETENSKAP

H KONST 9%

g Installera Codel.ite...

~ Enbart PC...
d Setup - Codelite - "Il Setup - Codelite & Setup - Codelite - oIEN
[ ] —y 5 - .

Welcome to the Codelite Setup License Agreement Select Destination Lc?catnt?n

- Please read the following important information before continuing. Where should CodeLite be installed?
Wizard
This will install CodeLite on your computer. Please read the following License Agreement. You must accept the terms of this . o .
agreement before continuing with the installation. Setup will install CodelLite into the following folder.

Itis recommended that you dose all other applications before
continuing.

GNU GENERAL PUBLIC LICENSE ~

" To continue, dick Next. If you would like to select a different folder, dick Browse.
Version 2, June 1991

Click Next to continue, or Cancel to exit Setup.

Browse...

) 1989, 1991 Free Software Foundation, Inc.,
treet, Fifth Floor, Boston, MA 02110-130
copy and distribute verbatim
'nt, but changing it is not allowe

Preamble

icenses for most software are design

accept the agreement
do not accept the agreement

At least 176,3 MB of free disk space is required.

Cancel

Cancel <Back

Installera CodelL

c i = = B
1) Setup - Codelite - V1 Setup - Codelite = = n V1) Setup - Codelite
Select Start Menu Folder ) , Select Additional Tasks H Ready to Install
Where should Setup place the program's shortcuts? Which additional tasks should be performed? @ Setup is now ready to begin installing CodeLite on your computer.
Setup will create the program's shortcuts in the following Start Menu folder. Select the additional tasks you would like Setup to perform while installing CodeLite, Click Install to continue with the installation, or dick Backif you want to review or
— then diick Next. change any settings.
To continue, dick Next. If you would like to select a different folder, dlick Browse. Additional icons: Destination location:
L Y el o Create a deskiopicon @ C:\Program Files\Codelite
Create a Quick Launch icon @ Staré;:l;rxmfolder:
Additional tasks:

Additional icons:
Create a desktop icon
Create a Quick Launch icon

<Back Next > Cancel <Back

Cancel <Back Install Cancel

STEG 2

(nu borjar den installera...)

For PC

...Installera CodelL.ite, de forsta 6 stegen...
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S Installera Codel.ite...

~ Enbart PC
u LI
) : = s
1) Setup - Codelite . Welcomel Welcome!
[ ] . -
- Completing the Codelite Setup | . |
Wizard Welcome to the setup wizard Plugins
This wizard will help you setup CodeLite to fit your coding style. Click Next to continue Select the plugins to enable
Setup has finished instaling CodeLite on your computer. The : :
application may be launched by selecting the installed icons. X Name A Select All
Click Finish to exit Setup. Abbreviation =
v AutoSave
Launch Codelite .
@ g CMakePlugin
o < Not t ime! “ 9 TDEI?]I;::
: ‘ If your gBNgLite is already configured the way y
m < Back Next > Cancel < Back Next > Cancel
‘ Welcome! 1
| J CodeLite - Afree, Open Source, X | Download TDM-GCC MinG' X \+
1 [ b
“ ‘ Setup compilers ® @  https://sourceforge.net/projects/tdm-gcc/files/ TOM-GCC Installer/tdm64-gec-5.1.0-2 e || Q sok w B | ¥ A
m Let CodeLite configure your installed compilers or help you install one
‘ SIZILII’CEfl:II’gE Search tdm64-gee-5.1.0-2.exe =
: 3 Scan Slutford
Click to scan your computer for installed compilers SOLUTION CENTERS Resources Newsletters Cloud Storage Providet
— ] codelite-amd64-10.00-2.72 a
Slutford
L] 2 Install
N Click to download a MinGW compiler codelite-amd64-10.0.0-1.7z
Slutford a
G [ ~ codelite-amds4-1000.7z a
q . - &
‘ ‘ TDM-GCC MinGW Compiler slutord
|
| i H 721604-x64.exe
'-u | <Back Ned> Cence \ Download of tdm-gcc will start in 0 secondsET/Es a
m J Visa alla hamtningar

(Sa snart nerladdningen av MinGW kompilatorn ar klar,
starta installationen av den (om det inte sker automatiskt)!)

For PC

...Installera CodelL.ite, 5 stegen till...




£ KTH

VETENSKAP %
28 OCH KONST %%
e ol
TR

te!

Installera CodelLi

STEG 2

¥

Enbart PC...

o TDM-GCC Setup

Wizard Action
Choose which action you want the setup wizard to perf

- oNEE ¢

Installera Codel.ite...

TDM-GCC Setup Welcome!

Select Edition
Choose which edition of TDM-GCC you want to install. Setup compilers
Let Codelite configure your installed compilers or help you §

Create
: Create a new TDM-GCC installation

Manage
: Manage an existing TDM-GCC installation

Remove
: Remove a TDM-GCC installation

[#] Check for updated files on the TDM-GCC server

TDM-GCC Setup 1,1309.0

Cancel

Tryck pa Scan!

For PC

< Scal Codelite
Click
O MinGW/TDM (32
Create a MinGW-bast After install is completed, clic
< Inst
Click

MinGW-w64/TD!
Create a MinGW-w64-ba:

OK

up 1.1309.0

< Back Cancel

<Back

Cancel

Welcome!

Setup compilers
Let Codelite configure your installed compi

Installatior

CATDM-G

Compiler Name

MinGW (TDM-GCC-32)

Next, Next Next...

< Back

Next > Cancel

Klar!

...Installera CodelL.ite, de sista X stegen!
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VA_NTA MED DETTA!
Installera Codel.ite... GALLER INTE ALLA
VER. AV WINDOWS

Enbart PC...

Hogerklicka pa computer (den har datorn?) och valj properties.
Valj advanced system and settings.

Valj Environment variables (miljovariabler).

Valj path-variablen och valj edit.

Var noga sa att du inte tar bort nagot som redan finns.

Vi ska bara lagga till.

Lagg till ett ; sist i raden och klipp sedan in sokvagen till gcc:.

| min installation:

;C:\TDM-GCC-64\bin
Oppna nu kommandotolken (cmd) och prova att skriva gcc.

Om den klagar over att den saknar input-fil har vi lyckats:
gcc: fatal error: no input files compilation terminated.

For PC

...gor detta steg om du inte kan kompilera, nasta exempel!
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S Anvanda CodelL.ite...

Codelite
2l OVED 28 | o sall2lvasids AMO Il Q>N 2 % b o -
Workspace View O3 X Welcome! X v
Workspace Explorer ¥
DRAG AND DROP
A FOLDER HERE » New Workspace » Open Workspace
Create a new workspace Open an existing workspace
» Recent workspaces » Recent files
Open a recently used workspace Open a recently used file
» Forums » Wiki
Visit codelite's forums Search codelite's wiki pages
Output View O:x
= Tail D Build Q Search 4 Replace Q References & Output %/ Clang || Trace |+ Tasks BuildQ \sJ SFTP Log — Svn Q/ UnitTest++ k4 cppCheck V¥

* O

Starta Codelite... ...det borde se ut ungefar som pa bilden!




Select the workspace...

i

ag‘g = g}’;’a
FKTHL
C++

Codelite

E v " .
s Anvanda Codel.ite...

W|DH % ')'C/'.V; w
N | Cancel | | oK \

vu,ﬂ.,,&'m [ N9 |\> L/|AH££J“1- -’ﬁluw,
Workspace View Oix Welcome! X

Workspace Explorer ¥

(TOMT)
Workspace Name: [CodeLiteWorkspace

. ] Workspace Path: [/Users/and144/Documents B3 |L

New Workspace

Generated File:

/Users/and144/Documents/CodeLiteWorkspace/CodeLiteW:

DRAG AND DROP
A FOLDER HERE » New Workspace » Open Workspace
Create a new workspace Open an existing workspace .
@1 Create the workspace under a irectory
Cancel | | oK
'» Recent workspaces » Recent files
Open a recently used workspace Open a recently used file
] Forums q Wiki o 146} % \
? Visit codelite's forums ? Search codelite's wiki pages J‘ —=F_F___
.
Workspace View O: X
. Workspace Explorer ™
Output View O3 X
= Tail & Build Q Search # Replace Q References & output %/ Clang || Trace |</ Tasks BuildQ W) SFTP Log = svn «/ UnitTest++ K4 cppCheck V¥ co
* &
$|~[ D.. %
TEXT .
= CodeLiteWorkspace

CodelLite behover ett stalle att lagra dina filer...
...tryck pa "create a new workspace”!
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Wiy Anvanda Codel.ite...

New Project Wizard

New Projet;t ) New Project New Project
Select the project template from the list below Set the project path and name Select the project toolchain
T lat : . = a
emp: ewxvvlugels LOMNsOle ApPICAUUTAWILT WXEVETT T00D) Project name: | LABOProject Compiler: | GCC ( XCode ) v
& Simple executable (wxWidg: d) " .
P t path: : | GNU gdb deb: ¥
Bk abe G roject pa /Users/and144/DoCuments/CodeLiteWorks | .- | Debugger: | gdb debugger
& Simple executable (g++) [V Create the project under a separate directory Build System: | Default v

B Simple executable (clang++)
& Simple executable (clang)
B Simple executable (MSVC)
& Simple executable (Cobra)
A CMake Executable

» ¢ User templates ‘

New Project Wizard New Project Wizard

(PC har andra default val som ar ok)

/Users/and144/Documents/CodeLiteWon‘ABOProject/LABO ‘

< Back | Next> || Cancel | <Back || Next> || Cancel | | <Back || Finish || Cancel |
' [ CodeliteWorkspace
- . 3 o
Valj nu: bl & LA 9 | 05 LT
File/New/ Workspace View O : X

New project...

...som skapar ‘

Untitled1 main.c X
Workspace Explorer #include <stdio.h>

@ %

LABOProject & [ u D s |

main( argc, **argv)

ett projekt med
en kallkodsfil!

v [5 CodeLiteWorkspace printf("hello world\n");

v | | LABOProject 0
3



Anvanda Codel.ite

Valj nu fran Build menyn...
...Build Project, och darefter
...Run, da ska ett nytt fonster dppnas med bl.a. texten Hello World!

L] Debug — bash — 54x15 2

Last login: Mon Jul 24 17:24:33 on ttys@@9 a2
anderss-mini:~ andl44$ cd /Users/andl44/Documents/Code
’Lite\do rkspace/LABOProject/Debug && ./LABOProject

hello world
anderss-mini:Debug and144$ |[]




¢4  Anvinda CodelLite (CL) OVERKURS

Som ni kan se sa skapar CL en avancerad filstruktur for varje projekt!

(] Debug
- AR o CNERIERIENED Q
FAVORITER = E(‘;'dt'aLiteWorkspace » ] CodeLiteWorkspace.workspace (] Debug _ » = LAI?OProject
@ AirDrop (] LABOProject > |3 LABOProject.mk | main.c.o
 Makefile 1 LABOProject.project
#\ Program ' LABOProject.txt
[ Skrivbord ¢ main.c
[* Dokument
Mitt workspace... ... med 1 folder/projekt... ... folder for byggresultat... ...korbar fil m.m
& projektfiler (LABOProject)
& kallkoden main.c
anderss-mini:Debug and144$ 1s
LAB@BProject main.c.o
Det finns inget som hindrar, | anderss-mini:Debug and144$ cd ..
och det kan vara bra att anderss-mini:LAB@Project and144$ ls
kunna, att kompilera i Debug LAB@OProject.project main.c
K d tlkp LABOProject.mk LABOProject.txt
9""“3” otolken... anderss-mini:LAB@Project andl44$ gcc main.c -0 main
(Tips: F2 om OS) anderss-mini:LABOProject and144$ ls
Debug LABOProject.project main
LAB@Project.mk LAB@Project. txt main.c

anderss-mini:LABOProject andl44$ ./main
hello world
anderss-mini:LAB@Project and144$ [|




. Du ska installera CodelLite IDE, och
Lab #3 He"O WOrId' utveckla ett lite klassiskt c-program!

("Hello World” fran féregaende sida!)

A Powerful IDE for
C/C++
Supporting all major
compilers

Du och din dator ar nu klara for grundkurs programmering HI1024!




Din Innovation!

Mikrodatorstyrd Program i c-kod

HE1028 Mikrodatorteknik HI1024 Program. grundkurs
Digital display Multitasking
HE1026 Digitalteknik HI1025 Operativsys.

Analog sensor h
HEXXXX Elektronik v

/Affér & proj.led.
HF1005
HI1026/HE1029

Lagra matvarden
HI1029 Algoritmer
& datastrukturer.

Kanslig information
HI1023 Natverkssak.

HI1035/HE1035 \ N\

HE1031
\HE11OX/HI11OX

| , 4 HF, Sampling, WiFi & Webaccess
o HI1032/HE1037 Tele- & datakom.

Exempel: The pulsmatare!




Rev history

150507 0.1 AC Skapad.

150518 0.3 AC Internet-delen nastan klar.

150522 0.5 AC Forsta utkastet dar allt ar med pa nagot satt.

150823 1.0 AC Expanderat Wiki-delen med stycke om att upptrada som ingenjor.
160615 1.1 AC Inkluderat programutvecklingsmetodik som flyttats fran forelasning #2.
160704 2.0 AC Uppsnyggat for HT16.

170709 3.0 AC Uppdaterad fér ny IDE Codelite.




