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1. Basic of Scripting
1.1. Abstract
The world of programming languages can be put two categories: compiled languages and interpreted languages. Compiled program s source is stored in one or more files, then files translate by the compiler into instructions for the processor. Stored in a binary file. The binary files must be used to start the program. This only happens once called "compile time." also run repeatedly. [1]
Programming languages are designed to be clear and concise. Essentially, computer programs are about managing data and executing instructions. However, the details of computer hardware and actual instructions can be very machine-specific; they do not match the real problems we try to solve. [2]
1.2. Compiled languages
Programmers convert a high-level program into machine code form from the original source code form. Process could take a few seconds, depending speed of the computer and on the size of the program. The program errors may fail due to compilation. When the compilation is successful, the resulting machine code runs quickly. [3]
1.3. Interpreted Languages
The program is written in interpreted languages. It can be used as an interpreter. So, the program does not completely translate into machine code: the interpreter decides what to do and then does something. The advantage is that it is easy to change the program; you do not have to deal with it in the compilation process. Changing written programs is easy; open the program files in a text editor and save them back. This feature makes interpreted languages useful for system start up tasks that system administrators may want to change. [3]
1.4. The difference between an interpreter and a compiler [4]
	Interpreter

1. Its translate source code line by line
2. Scanning is faster for the single line. Overall execution time is very high
3. Does not save any file.
Every time needs to translate.
4. Continues to translate until an error is found.
5. Good for debugging.
Example: Python, Ruby
	Compiler
1. Its scans the whole source code and translates the whole program at a time.
2. Scanning time is high. Execution time is less.
3. Saves an executable file.
No need for further compilation.
4. Generates error message only after scanning whole code.
5. Not so good for debugging
Example: C, C++.


1.5. Interpreter and compiler advantage and disadvantage
The disadvantages of compilers include the speed of program development and debugging. The compilation is slow and requires a disk operating system. Also, when an error occurs during the operation of a compiled program. It is often uncertain where the error occurred; there is only one machine code available, which does not have a clear relationship to the original source program. It can often run three to ten times faster than the equivalent interpreted program. What's more, it's easy to build a routines library with a compiler that accelerates program development [5]
Interpreters are slow, but this compiler, which points to the debugger, makes debugging much easier and can be fixed at this point. Because the interpreter, major interpreter and source programs must be coresident, compiler, they use memory at runtime; only a compact machine language module is required. However, this last disadvantage of the interpreter is often misleading because the development of the compiled program usually takes as much memory as the interpreter itself. [5]

1.6. Conclusion

To summarize, interpreters are to be preferred for small program development where execution time is not critical. Compilers are preferred if execution speed is important, the program is complex, or a variety of pre-existing library functions will be used. Many users do not have to deal with programming languages, but the basics about what they are and how they differ from each other are important for Linux users for a variety of reasons. For users, it may be necessary to install the languages system that managed: compile software from that source code. [3]
2.   The Goto Statement
2.1. Introduction
The Goto statement is one of C's unconditional jump in the C programming language. [6] With tags, you will be able to jump from one point of the program to another point. Goto is not a loop, but it can be used as a loop. A target is a text labelled, follow by the start of line also, target must be the unique and same function but can be in different blocks. The Goto phrase can also be used alone. But without a logical test, using the Goto construct will cause an infinite loop.
	
	In 1968, Edger Dijkstra wrote a famous letter to the editor of Communications of the ACM GOTO is considered harmful in which he laid out the case for structured programming with while loops and if...then...else conditionals [7] [8]
let's create a simple loop example with the Goto statement. Let's print 'Hello World' 10 times on the screen a
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Can reach any point in the program by using goto and putting as many labels as you want. The program will run from the section under the label. The flexibility that comes with the goto structure looks nice at first glance. But many sources for goto say 'do not use it at all or use it as little as possible'. [9] It is hard to read, difficult to understand and work on it. The hard-core code is called the 'spaghetti code'. The goto statement causes your code to turn into spaghetti code. Because it makes it difficult to follow the program flow and reduce the readability of the code. Could use the goto statement. But it's best to avoid. No programming knowledge require the goto settlement. The desired program can be written using C' s other branching functions. it could look ideal solving for certain programming problems but it's dangerous to use it. there is no record is kept of where execution came from. this is called 'spaghetti code'. [9]

2.2. Conclusion
 Goto settlement can be written by some careful programmers. it could be the simple solution to use goto settlement to fix programming problems. However, it’s never been the only problem-solving method. As a programmer, we need to careful when using goto settlement.
3. How to Generate Pseudorandom Numbers
3.1. Introduction
Random numbers are needed in computer science for various purposes. For example, random numbers, which play an important role in encryption algorithms, are important in terms of privacy and reliability of the encryption process. Random numbers are needed when programming a game in a similar way or when randomly occurring events are modelled during a simulation and it is expected that these numbers are random [10]. Computers are pre-designed machines for specific and every step of things that do not leave randomness in their designs and structures. In this sense, it is very difficult to generate random information on computers. One of the easiest ways to generate random numbers using computers is arbitrary random number generation methods. The purpose of this number production method is to produce many numbers based on a mathematical function. However, this mathematical function is concealed to try to avoid guessing the generated number. Pseudorandom: It is one of the methods used to generate random numbers. In fact, it cannot be said that the numbers are randomly generated. It is more accurate to say that the numbers in a certain range are repeated in a certain period of a modular function.
A pseudo-random number generator (PRNG) [11]specifies an algorithm that uses mathematical formulas to generate random number sequences. This is determined by a small group of initial values. Because PRNGs guarantee message uniqueness, they are fundamental to the use of encryption mechanisms and key generation [12].
To create a sequence of random numbers X0, X1, X2, X3 and so on each of which has a 1/6 chance of being each number between 1 and 6 that's the specified distribution but how can a deterministic computer do that. Computers can generate sequences of a truly random numbers but they rely on some type of external input from a process which we assume to be random they inherit the randomness of the world random number generators typically measure some random physical phenomenon using an extra piece of hardware Lincoln which tablets background radiation over short period of time the sequence will be random because radiation is but these types of number generators have major disadvantages for one they require extra hardware. they are not fast.it takes a while to gather all that external data and the random number generation is not reproducible if you're testing a program you likely want to repeatedly use the same set of random inputs to distinguish the features of the randomness from the features of your program which isn't easy with the randomness derived from physical phenomena. Unfortunately, most of the time we don't need to produce random numbers they just need to seed random this is where pseudo-random numbers into the picture sequences and pseudo-random numbers sequences of genuinely any of the statistical properties associated with random numbers, but they are produced using a deterministic process that is the follower set rule. Pseudorandom numbers generated by the middle-square method. The middle-square method the method was invented by John von Neumann. [13] Start with a number called the seed let's say it's a four digit numbers like 4321 as the algorithms name suggests use Square it and extract the middle 4 digits that's the next term in the sequence then you just repeat that process for all define Xn+1 as the middle four digits as excellence squared the square has less than 8 digits had it with leading Zeros until it's 8 digits long and extract the middle for starting with a four digit seed the middle Square algorithm generates a sequence of random lucky numbers between 0 and 9999. Definitely not the only way to create a random-looking sequence of numbers. [14] Creating random sequences how to decide whether to use a genuine random number generator or one of the two pseudorandom number generators the middle Square method or the linear congruential algorithm [15]is that cannot reproduce the sequence which can make it difficult to test a program but both of the pseudorandom number generators start with the seed a single number which determines the entire sequence if you want to test a program using the identical sequence of random numbers no need to store the entire sequence  just need to know the seed that's a huge benefit that pseudo random number generators have over random number generators the sequence is easily replicable they also don't require any special devices and what they can appear more or less reindeers RC square algorithm where the numbers range between 0 and 9999 and here's our sequence from the linear congruential generator [15] with the numbers range between 0 and 7828 which one looks more random to you but first what does it mean for a sequence to be random well there's no one way to determine if a sequence is random instead there are many different statistical tests.
3.2. Monte Carlo method:
 Is used in many areas, it has so far been a mathematically based weakness because of the fundamental problem that a computer cannot generate random numbers [16]
3.3. Linear congruential method:
It is one of the methods used to generate random numbers. In fact, it cannot be said that the numbers are randomly generated. It is more accurate to say that the numbers in a certain range are repeated in a certain period of a modular function. [17]

3.4. Conclusion
How can a deterministic computer produced genuinely random numbers and doesn't even need to? computers need to have access to random numbers are used to encrypt information simulate unknown variables like in weather prediction in airplane scheduling in so much more. but how are those random numbers generated. Computers are deterministic meaning their actions are determined by a prescribed set of instructions how can it possibly produce a random number. Donald F. Knuth said in the Art of Computer Programming:
                    “In a sense, there is no such thing as a random number? Rather, we speak of a sequence of independent random numbers with a specified distribution."
                                                                                                                         Donald F. Knuth


4. LOTTERY NUMBERS
 
4.1. Introduction

lotto is a game system based on the chance played by many people today. The numbers 1-50 of the game will be guessed as a result of the related lottery results.  The player will win if knows the numbers. Each column contains boxes with numbers from 1 to 50. The player starts to wait for the result by filling the coupons with the upper limit values. After making a short reminder of the game, the number is a rand () function in C and C ++ programming languages. This function can also be used with the srand () function.  will try to design this game with the C programming language


4.2. Algorithm


Lotto-program was written in C programming language which can help play a lottery ticket. When you run the program, it will generate six random numbers range of 1-50, plus bonus ball. Numbers will not match. End of first game algorithm will ask again ‘would you like to play again y/n:’ Switch case will do that job. If you choose ‘Y’ it will generate new random numbers and bonus ball. If you choose ‘N’ program will end.




4.3. First Step

· Integers and counters
· Pointers 
· Need to research about 2D array
· Research about malloc function in 2D array 
· Research about checking numbers are not same of the row
· Create between 1-50 elements
· Shuffle array
· Sort column
· Control the numbers are not same
· Use while loop to control flow statement
· Repeat steps
· Print output on screen




4.4. Requirements
             
· <time.h>
· Creating Array dynamically (failed)
· <conio.h>
· The rand () function
· Bonus ball
· Srand(time(NULL))
· For loops
· While loops (no need, switch case has been use)
· 2DArrays (failed)
· Char control (no need)
· Temporary table for current session (failed)
· Pointers (no need)



4.5. FLOW CHART






5. LOTTERY PROGRAM

// This C program simulates lottery numbers.
// Program will generate 6 random number between 1-50



#include<stdio.h> //This file contains such as printf() , scanf()function 
#include <stdlib.h> //This file contains functions involving memory allocation, process control 
#include <time.h> //contains time and date function 
#include <conio.h> // this file performing "console input and output" from a program

int main()
{
    int i,bonusball,choose;     // i for loop ;  choose for switch case; bonusball for bonusball
    
     printf("-------------------> Wellcome to my World <----------------------\n");
    printf("\nThis C program simulates randomly generated lottery numbers.\n");
    printf("\nIt will generate 6 random number plus a bonus ball.\n");
    printf("\nThanks for your time. Hopefully you will enjoy and you will win :) :) :) \n");
    
    
    
    
    srand(time(0));  //  srand() gives the random function a new seed  time(0) mean: guaranteed seed will be the same only once
    printf("\n---------------> Here your hand picked lottery numbers <-----------------");
    for(i=1;i<=6;i++) // using loop will generate lines between 1-6 
    {
        int numbers=1+rand()%50;  // will generate random number between 1-50
        printf("\n%d-->  %d",i,numbers); // will print random numbers 1-->,2--->,3---> etc
    }
    {
    	bonusball = 1+rand() % 50;  // will generate bonusball between 1-50
        printf("\nHere your Bonusball is :%d\n", bonusball);   // will print  bonusball 
	}
        
     printf("\nwhould you like to play again :\n\n----->1.YES\n\n----->2.NO\n\n");  // asking user second time to play game
     printf("\nPlease choose what whould you like to do :-->1 or 2<---\n"); scanf("%d",&choose);
     switch(choose){   //  switch case has been used to give chooise to user.End program or start again
	case 1:
		printf("\nThanks for trying again and --->GOOD LUCK<---\n");
		srand(time(0));  //  srand() gives the random function a new seed  time(0) mean: guaranteed seed will be the same only once
        printf("\n---------------> Here your hand picked lottery numbers <-----------------");
    for(i=1;i<=6;i++) // using loop will generate lines between 1-6 
    {
        int numbers=1+rand()%50;  // will generate random number between 1-50
        printf("\n%d-->  %d",i,numbers); // will print random numbers
    }
    {
    	bonusball = 1+rand() % 50;  // will generate bonusball between 1-50
        printf("\nHere your Bonusball is :%d\n", bonusball);   // will print  bonusball 
	}
		break;
	case 2:
		 printf("\n\n\n\n");
         printf("\t---->Realy upset now :(( You choosen to leave :((\n");    // ending
        printf("\t---->GOODBYE and TAKE CARE YOURSELF\n\n");
		break;
		default:
         printf("\nUnvalid choose! ----> GOODBYE\n");
}
         

    getch(); //reads a single byte character from input
    return 0;
}


6. Testing and Screen shots

Test 1:
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7. Conclusion

This program could be very handy. Designed how can we solve real-life matters using C programming language. Not designed to promote or push to play gambling. However, it’s a free to use implement purpose.
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