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[bookmark: _bookmark0]Section I:

[bookmark: _bookmark1]Part A (UNDERSTANDING):

1. CONSTANT in C#
In C#, a const keyword is utilized to proclaim consistent fields and steady neighborhood. The estimation of the consistent field is the equivalent all through the program or at the end of the day, when the steady field is allocated the estimation of this field isn't be changed. In C#, steady fields and local people are not factors, a consistent is a number, string, invalid reference, boolean qualities.
READONLY	CONSTANT
	
In C#, readonly fields can be created using readonly keyword
	In C#, constant fields are created using const keyword.

	
ReadOnly is a runtime constant.
	Const is a compile time constant.

	

The value of readonly field can be changed.
	The value of the const field can not be changed.

	
It cannot be declared inside the method.
	It can be declared inside the method.

	
In readonly fields, we can assign values in declaration and in the constructor part.
	In const fields, we can only assign values in declaration part.

	

It can be used with static modifiers.
	It	cannot	be	used	with	static modifiers.



For example:
// C# program to illustrate the use
// of the readonly keyword using System;

class GFG {

// readonly  variables public readonly int myvar1; public readonly int myvar2;

// Values of the readonly

// variables are assigned
// Using constructor public GFG(int b, int c)
{

myvar1 = b; myvar2 = c;
Console.WriteLine("Display value of myvar1 {0}, "+ "and myvar2 {1}", myvar1, myvar2);
}

// Main method
static public void Main()
{
GFG obj1 = new GFG(100, 200);
}
}

Output:
Display value of myvar1 100, and myvar2 200 (Saini, 2015)

2. DATATYPES:
Datatypes are the kind of information or the class of information which we will use for the program. It very well may be anything beginning from the number information type to boolean information type for valid and bogus, they tell the sort of the information which is going to be embedded or utilized.
Some extremely fundamental information types and their concise depiction is given beneath:- 1)int - whole number information type(0,1,2,3,4… 10… 1000… .n)
2) char - character information type(a,b,c,d,e,f,g,h… … ,z)
3) float-coasting information type(In this information type we can store any decimal point number with up to 17 huge digits, e.g:- 5.645, 86.8442, 9.1, 1.0, 1.1234552454,… and so on )
4) double-Twofold Drifting Point information type is utilized for putting away twofold exactness coasting point esteems or decimal values.(e.g:- 1.142, 2.1, and so forth)
5) bool - Bool information type is utilized to store legitimate information types, <Strong>True or False</strong>.
Information types are significant in programming dialects, so the memory which must be given to store a specific information that can be put away. Information types discloses to MMU that how much memory prerequisite it has before the program arranges. (Schildt, 2010)

Changing a datatype kind of a worth is alluded to as "type transformation". There are two different ways to do this:
Implicit; the change is suggested
Explicit; the change is expressly finished with an administrator or capacity The worth being changed might be:
Promotion; going from a more modest space to a bigger area Demotion; going from a bigger space to a more modest area For example;
Implicit Promotion:
55 + 1.75; In this example, the integer value 55 is converted to a floating-point value (most likely double) of 55.0. It was promoted.
Implicit Demotion:
int	money;
money = 23.16; the variable money is an integer. We are trying to move a floating-point value 23.16 into an integer storage location. This is demotion and the floating-point value usually gets truncated to 23.
Explicit Type Conversion:
The cast operator is a unary operator; it only has one operand and the operand is to the right of the operator. The operator is a set of parentheses surrounding the new data type. Other languages have functions that perform explicit type conversion.
C++	(int) 3.14
C#	Convert.ToInt32(3.14) Java	Math.floor(3.14) JavaScript Math.floor(3.14) Python int(3.14)
Swift	Int(3.14)
In each of the following examples, the expression value would be 3.
Key Terms
Demotion:
Going from a bigger space to a more modest area. Explicit:
Changing a worth's information type with the cast administrator.

Implicit:
A worth that has its information type changed naturally.


Promotion:
Going from a more modest space to a bigger area. Truncation:
The partial piece of a coasting point information type that is dropped when changed over to a whole number.
(Busbee, 2010)
Importance of datatypes:
Datatype is/was originally specified for two reasons.
1. To restrict the values entered to the defined domain. Initially it was used just to segregate the various types of numbers(integer, float, real, decimal, double, etc.) and strings so the operators executed on the correct data type.
Modeling added rules to help with the semantics of the data. I.e. if a column was of the creditcard domain, then it should be char(16). This inhibits loading incorrect data. SSN char(10), phone char(10), area code char(3). Newer database features (domains, check constraints) have moved this function off the data type. there is still debate weather constraints should be validated by dbms, but the vendors put the feature in anyway.
2. To allocate storage and save storage
Generally, in fixed storage dbms the datatype indicates how much storage to allocate in a row for a column. Since all rows have the same layout & storage requirements, the column offsets from the start of the row could then be stored in the catalog and not on each and every db page. Later in order to support variable length column, column offsets were moved to page header so that variable data could be added. Variable storage designs either require a row header to store the attribute offset, or hopping thru the attributes to find the column start. The actual specifics of how the dbms manage & organized dbms page are proprietary and depend on the mfg, version, edition. (A Hejlsberg, 2010)




3. CONTROL STRUCTURES:
Control Structures are only an approach to indicate stream of control in programs. Any calculation or program can be all more clear and comprehended in the event that they utilize independent modules called as rationale or control structures. It fundamentally investigates and picks in which course a program streams dependent on specific boundaries or conditions. There are three essential kinds of rationale, or stream of control, known as:

1. Sequence logic, or sequential flow
2. Selection logic, or conditional flow
3. Iteration logic, or repetitive flow Let us see them in detail:
Sequential Logic (Successive Stream):
Successive rationale as the name recommends follows a chronic or consecutive stream where the stream relies upon the arrangement of directions given to the PC. Except if new guidelines are given, the modules are executed in the undeniable succession. The successions might be given, by methods for numbered steps expressly. Likewise, verifiably follows the request wherein modules are composed.
Selection Logic (Conditional Flow)
Selection Logic simply involves a number of conditions or parameters which decides one out of several written modules. The structures which use these types of logics are known as Conditional Structures. These structures can be of three types:
Single Alternative: This structure has the form:
· If (condition) then: [Module A]
[End of If structure]
Double Alternative: This structure has the form: If (Condition), then:
[Module A] Else:
[Module B] [End if structure]
Multiple Alternatives: This structure has the form: If (condition A), then:
[Module A]
Else if (condition B), then: [Module B]
Else if (condition N), then: [Module N]
[End If structure]

Iteration	Logic	(Repetitive	Flow) The Iteration logic employs a loop which involves a repeat statement followed by a module known as the body		of		a		loop. The two types of these structures are:
· Repeat-For	Structure
This structure has the form:
· Repeat for i = A to N by I:
· [Module]
· [End of loop]
Here, A is the initial value, N is the end value and I is the increment. The loop ends when A>B. K increases or decreases according to the positive and negative value of I respectively.
Repeat-While	Structure
It also uses a condition to control the loop. This structure has the form:
Repeat while condition: [Module]
[End of Loop] (skylags, 2017)

[bookmark: _bookmark2]Part B (INTERPRETATION):
Code has 4 constants of min and max height and width from which the corresponding values cannot exceed. It prompts user to enter height in a do while loop and same goes for width, while condition expression checks the input if it is valid or not, if not valid ask again to enter right value. Application gets values entered on console as a string and then parse it to double data type. Then application calculates the length of the wood and area of the glass. At last, it prints both results calculated.
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using System; namespace Glazier_App
{
class Program
{
static void Main(string[] args)	//main function contains args as parameterized argument
{
double width, height, woodLength, glassArea;	//declaration of double type variables
const double MAX_WIDTH = 5.0;	//const variable means this cannot be changed anyfurther
const double MIN_WIDTH = 0.5; const double MAX_HEIGHT = 3.0; const double MIN_HEIGHT = 0.75;
string widthString, heightString;	//string variabble
declaration

do	//start of a do while loop
{
Console.Write("Give the width of the window between " + MIN_WIDTH + " and " + MAX_WIDTH + " : ");// prints on console
widthString = Console.ReadLine();	//get line written on
console by user
width = double.Parse(widthString);	//convert the string data
type to double data type

} while (width < MIN_WIDTH || width > MAX_WIDTH); //check if value enetered if less than MIN_WIDTH or greater than MAX_WIDTH, if one of these is true, then it starts from do again until both condition become false

do	//start of a do while loop
{
Console.Write("Give the height of the window between " + MIN_HEIGHT + " and " + MAX_HEIGHT + " : ");// prints on console
heightString = Console.ReadLine();	//get line written on
console by user
height = double.Parse(heightString);	//convert the string data
type to double data type
} while (height < MIN_HEIGHT || height > MAX_HEIGHT);//check if value enetered if less than MIN_HEIGHT or greater than MAX_HEIGHT, if one of these is true, then it starts from do again until both condition become false

woodLength = 2 * (width + height) * 3.25;	//adds width and height and then multiply it with 3.25 and 2
glassArea = 2 * (width * height);	//multiplies width and height and 2.

Console.WriteLine("The leng of the wood is " + woodLength + " feet");
//prints length of wood
Console.WriteLine("The  area  of  the  glass is "	+ glassArea + " Square metres");//prints area of glass
}
}
}

[bookmark: _bookmark3]Part C (IMPLEMENTATION):
[bookmark: _bookmark4]Task1:
using System;
using System.Collections.Generic; using System.Linq;

namespace Glazier_App
{

class Program
{
static  void Main(string[] args)	//main function contains args as parameterized argument
{
int AESMark, CTMark, CAMark, IEMark, IPMark, IPIMark, NPMark, SDMark; string AES = "Academic and Employability Skills",
CT = "Computational Thinking", CA= "Computer Architecture", IE= "Information Engineering", IP= "Internet  Protocols", IPI= "IP Internetworking",
NP= "Network Principles", SD= "Software Development", temp;

Console.WriteLine("Enter the marks in " + AES + ": "); AESMark = int.Parse(Console.ReadLine());
Console.WriteLine("Enter the marks in " + CT + ": ");

CTMark = int.Parse(Console.ReadLine()); Console.WriteLine("Enter the marks in " + CA + ": ");
CAMark = int.Parse(Console.ReadLine()); Console.WriteLine("Enter the marks in " + IE + ": ");
IEMark = int.Parse(Console.ReadLine()); Console.WriteLine("Enter the marks in " + IP + ": ");
IPMark = int.Parse(Console.ReadLine()); Console.WriteLine("Enter the marks in " + IPI + ": ");
IPIMark = int.Parse(Console.ReadLine()); Console.WriteLine("Enter the marks in " + NP + ": ");
NPMark = int.Parse(Console.ReadLine()); Console.WriteLine("Enter the marks in " + SD + ": ");
SDMark = int.Parse(Console.ReadLine());



SDMark) / 8;

}
}
}

double avg = (AESMark + CTMark + CAMark + IEMark + IPIMark + IPMark + NPMark + Console.WriteLine("The average marks of the student are: " + avg);




[image: ]

[bookmark: _bookmark5]Task2:
using System; namespace Glazier_App
{
class Program
{
static  void Main(string[] args)	//main function contains args as parameterized argument
{
double R1, R2, area1, area2;	//declaration of double type variables string r;





data type

Console.Write("Give the Radius 1 : ");// prints on console
r = Console.ReadLine();	//get line written on console by user
R1 = double.Parse(r);	//convert the string data type to double






data type

Console.Write("Give the Radius 2 : ");// prints on console
r = Console.ReadLine();	//get line written on console by user
R2 = double.Parse(r);	//convert the string data type to double

area1 = Math.PI * R1 * R1; area2 = Math.PI * R2 * R2;
Console.WriteLine("The area of the shaded area is " + Math.Abs(area1-area2) + " square"); //prints area of shaded area
}
}
}


[image: ]

[bookmark: _bookmark6]Task3:
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using System;
using System.Collections.Generic; using System.Linq;

namespace Glazier_App

{
class Program
{
private static double TotalEXAM=100; private static double TotalCOURSE=100;

static  void Main(string[] args)	//main function contains args as parameterized argument
{
List<string> Name=new List<string>(), passed=new List<string>(), failed=new List<string>();
List<double> exm = new List<double>(), crs = new List<double>(), total = new List<double>() ;
string r; do
{



continue: ");

addStudent(Name,exm,crs,total,passed,failed);
Console.Write("Press y to enter new student, press any other key to

r = Console.ReadLine();

} while (r=="y" || r=="Y");

IEnumerable<double> totals = total.AsEnumerable<double>(); Console.WriteLine("The Average Marks Are: " + totals.Average()); Console.WriteLine("The Standard Deviation is: " + StandardDeviation(totals)); Console.WriteLine("Who did not meet criteria: ");
for (int i = 0; i < failed.Count; i++) Console.WriteLine(failed[i]);

Console.WriteLine("1st Class Student: "); for (int i = 0; i < total.Count; i++)
{
if (total[i] > 80) Console.WriteLine(Name[i]);
}
Console.WriteLine("2nd Class Student: "); for (int i = 0; i < total.Count; i++)
{
if (total[i] > 60) Console.WriteLine(Name[i]);
}
Console.WriteLine("3rd Class Student: "); for (int i = 0; i < total.Count; i++)
{
if (total[i] > 40) Console.WriteLine(Name[i]);
}

Console.WriteLine("Who Fialed: ");
for (int i = 0; i < failed.Count; i++) Console.WriteLine(failed[i]);

}
static public void addStudent(List<String> name, List<double> exm, List<double> crs, List<double> total, List<string> pass, List<string> fail)
{
string r,n; double ex, cr;

Console.Write("Enter the name of the student: "); n = Console.ReadLine();
name.Add(n);
Console.Write("Enter the Coursework Marks of the student: "); r = Console.ReadLine();
cr = double.Parse(r); crs.Add(cr);
Console.Write("Enter the Examination Marks of the student: "); r = Console.ReadLine();
ex = double.Parse(r); exm.Add(ex);
total.Add((50 * (ex / TotalEXAM)) + (50 * (cr / TotalCOURSE))); if (CheckIfPass(ex, cr) == true)
pass.Add(n);
else
fail.Add(n);

}

private static bool CheckIfPass(double ex, double cr)
{
if ((100 * (ex / TotalEXAM) >= 40) && (100 * (cr / TotalCOURSE) >= 40)) return true;
else return false;
}

private static double StandardDeviation(IEnumerable<double> values)
{
double standardDeviation = 0;

if (values.Any())
{
double avg = values.Average();

double sum = values.Sum(d => Math.Pow(d - avg, 2));

standardDeviation = Math.Sqrt((sum) / (values.Count() - 1));
}

return standardDeviation;
}
}
}


[image: ]



[bookmark: _bookmark7]Section II:
[bookmark: _bookmark8]Part A (UNDERSTANDING):
1. ARRAYS:
An array is an information structure that contains a gathering of components. Regularly these components are the entirety of a similar information type, for example, a whole number or string. Exhibits are normally utilized in PC projects to coordinate information with the goal that a connected arrangement of qualities can be handily arranged or looked.
For instance, a web index may utilize a cluster to store Web pages found in a pursuit performed by the client. While showing the outcomes, the program will yield each component of the cluster in turn. This might be accomplished for a predetermined number of qualities or until all the qualities put away in the exhibit have been yield. While the program could make another variable for each outcome found, putting away the outcomes in an exhibit is considerably more effective approach to oversee memory.
(A Derezińska - Software Engineering Techniques: Design for Quality, 2006)
[image: ]
The grammar for putting away and showing the qualities in an exhibit normally looks something like this:

arrayname[0] = "This "; arrayname[1] = "is ";
arrayname[2] = "pretty straightforward."; print arrayname[0];
print arrayname[1]; print arrayname[2];
The above orders would print the initial three estimations of the cluster, or "This is pretty basic." By utilizing "some time" or "for" circle, the developer can advise the program to yield each an incentive in the exhibit until the last worth has been reached. So in addition to the fact that arrays help oversee memory all the more effectively, they make the software engineer's employment more proficient too.
Arrays are used when there is need to use many variables of the same type. It can be defined as a sequence of objects which are of the same data type. It is used to store a collection of data and it is more useful to think of an array as a collection of variables of the same type. Arrays can be declared and used. A programmer has to specify the types of elements and the number of elements which are required by an array. This is called as a single dimensional array. The array size should be an integer constant and greater than zero.
Once they are declared they can be initialized either by using one by one or by using a single statement. An example can be:
double balance[5] = {1000.0, 2.0, 3.4, 7.0, 50.0};
If you disregard the size of the array, the array would be big enough to hold the initialization that is created. In order to further access the array, the array indexes are used. This is done by placing the index of an element within the square brackets after the name of the array. For example, if a statement is written as double salary= balance [9], then the 10th element of the array will be assigned to the value of that salary variable.
Arrays can also be multi-dimensional arrays. Also, they can be passed to functions and they can be returned from a function. With this, you can also make use of pointers which help you to generate the first element of an array and you can simply specify the array name without mentioning the index.
(P Drayton, 2003)
Advantages of Arrays:
· Saves memory
Memory can be allocated dynamically in an array. This advantage of array helps to save the memory of the system. It also helps when the pre-defined array has insufficient memory. At runtime memory can be allocated manually during run time. Also, when memory allocation is not dynamic it stored the data in contiguous memory locations. The amount of storage required depends on the data type or size. (Bishop, 2007)



· Cache Friendly
In an array, values are near each other in memory. They can be accessed easily from CPU to cache. This brings to a conclusion that iteration over an array is much faster than any other iteration. It parses the array an array of reference may be an advantage here.


· Predictable timings with Array
In both the hash table and array the access time is provided. However, the hash table is a bit complicated and it usually involves multiple steps where each step may involve cache misses and memory reload. When arrays are taken into consideration the system is well aware of the precise address of the array and wherein memory is it allocated and stored. Hence accessing arrays is not only fast but also it is predictable.
· Easier debugging
When taken into consideration a linked list, it is usually time-consuming to check if an index is valid or not. Similarly, it is difficult to check it in a hash table as well. But when it comes to an array it has its specified indexes and hence optimal to use. It can be directly traversed with the index position.
· More compact in memory usage
An array requires memory space only for the values, the start address and its length. On the contrary, a linked list needs a pointer for every value which is inserted. It acquires memory for every address and also when extra data is inserted it also needs memory for the same. Hash table also needs memory depending on how it is implemented. This implementation decides how memory is allocated and usually, it requires extra allocation.
· Advantages over variables
An array is considered to be a homogenous collection of data. Here the word collection means that it helps in storing multiple values which are under the same variable. For any purpose, if the user wishes to store multiple values of similar type, an array is the best option which can be used. As a result, for any purpose if a user wishes to store multiple values of a similar type then arrays can be used and utilized efficiently.
· Advantages over data structures
An array is also a collection of data which stores data of the same type and in a sequential manner. As this data is stored in a sequential manner it is efficient to track it by using just its index values. This is not easy when taken into consideration the non-sequential data structures. In these cases, every time you need to traverse to a particular desired position and then access its value.
· Helps in reusability of code
One of the major advantages of an array is that they can be declared once and reused multiple times. It represents multiple values by making use of a single variable. This helps in improvement of reusability of

code and also improves the readability of the code. If in this situation no array is used then we will need to store multiple values in multiple variables.
· Zero-length arrays
Zero-length arrays is also an advantage which is considered to be flexible and are used to implement variable length arrays. When a structure is taken into consideration then the user often ends up wasting memory and the constants are too large. When zero-length arrays are used then the allocated structures do not consume any memory. They act as pointers. They can be said as zero-length arrays are pointers whose contents are in line at itself
· Multi-dimensional arrays
These can be defined as an array of arrays. Data which is present in tabular format like 1D, 2D, etc. can be defined. The total number of elements can be stored in the multi-dimensional array and can be calculated by multiplying the size of all dimensions.
[image: ]
(Albahari, 2000)


2. INHERITANCE IN OOP:
Inheritance is one of the center ideas of item object orientated programming (OOP) dialects. It is where you can to get a class from another class for a pecking order of classes that share a bunch of qualities and strategies.
You can utilize it to pronounce various types of special cases, add custom rationale to existing systems, and even guide your space model to an information base.
In C#, it is possible to inherit fields and methods from one class to another. We group the "inheritance concept" into two categories:

· Derived Class (child) - the class that inherits from another class
· Base Class (parent) - the class being inherited from To inherit from a class, use the : symbol.
In the example below, the Car class (child) inherits the fields and methods from the Vehicle class (parent): class Vehicle // base class (parent)
{
public string brand = "Ford"; // Vehicle field public void honk()	// Vehicle method
{
Console.WriteLine("Tuut, tuut!");
}
}
class Car : Vehicle // derived class (child)
{
public string modelName = "Mustang"; // Car field
}
class Program
{
static void Main(string[] args)
{
// Create a myCar object Car myCar = new Car();
// Call the honk() method (From the Vehicle class) on the myCar object myCar.honk();
// Display the value of the brand field (from the Vehicle class) and the value of the modelName from the Car class
Console.WriteLine(myCar.brand + " " + myCar.modelName);
}
}







Output:
[image: ]
(C Nagel, 2011)
When creating a class, instead of writing completely new data members and member functions, the programmer can designate that the new class should inherit the members of an existing class. This existing class is called the base class, and the new class is referred to as the derived class.
The  idea  of inheritance  implements the IS-A relationship. For example, mammal IS A animal, dog IS-    A mammal hence dog IS-A animal as well, and so on.
Base and Derived Classes:
A class can be derived from more than one class or interface, which means that it can inherit data and functions from multiple base classes or interfaces.
The syntax used in C# for creating derived classes is as follows −
<acess-specifier> class <base_class> {
...
}


class <derived_class> : <base_class> {
...
}
Consider a base class Shape and its derived class Rectangle ; using System;



namespace InheritanceApplication { class Shape {
public void setWidth(int w) { width = w;
}
public void setHeight(int h) { height = h;
}
protected int width; protected int height;
}


// Derived class
class Rectangle: Shape { public int getArea() {
return (width * height);
}
}
class RectangleTester {
static void Main(string[] args) { Rectangle Rect = new Rectangle();

Rect.setWidth(5); Rect.setHeight(7);

// Print the area of the object. Console.WriteLine("Total area: {0}", Rect.getArea()); Console.ReadKey();

}

}

}
When the above code is compiled and executed, it produces the following result − Total area: 35
Initializing Base Class:
The derived class inherits the base class member variables and member methods. Therefore the super class object should be created before the subclass is created. You can give instructions for superclass initialization in the member initialization list.
The following program demonstrates this; using System;

namespace RectangleApplication { class Rectangle {

//member variables protected double length; protected double width;

public Rectangle(double l, double w) { length = l;
width = w;
}
public double GetArea() { return length * width;
}
public void Display() { Console.WriteLine("Length: {0}", length);
Console.WriteLine("Width: {0}", width);

Console.WriteLine("Area: {0}", GetArea());

}
}//end class Rectangle class Tabletop : Rectangle {
private double cost;
public Tabletop(double l, double w) : base(l, w) { }


public double GetCost() { double cost;
cost = GetArea() * 70; return cost;
}
public void Display() { base.Display();
Console.WriteLine("Cost: {0}", GetCost());
}
}
class ExecuteRectangle {
static void Main(string[] args) { Tabletop t = new Tabletop(4.5, 7.5); t.Display();
Console.ReadLine();
}
}

}
When the above code is compiled and executed, it produces the following result − Length: 4.5
Width: 7.5
Area: 33.75

Cost: 2362.5




Multiple Inheritance in C#:
C# does not support multiple inheritance. However, you can use interfaces to implement multiple inheritance. The following program demonstrates this −
using System;


namespace InheritanceApplication { class Shape {
public void setWidth(int w) { width = w;
}
public void setHeight(int h) { height = h;
}
protected int width; protected int height;
}


// Base class PaintCost public interface PaintCost {
int getCost(int area);
}


// Derived class
class Rectangle : Shape, PaintCost { public int getArea() {
return (width * height);

}
public int getCost(int area) { return area * 70;
}

}
class RectangleTester {
static void Main(string[] args) { Rectangle Rect = new Rectangle(); int area;

Rect.setWidth(5); Rect.setHeight(7); area = Rect.getArea();

// Print the area of the object. Console.WriteLine("Total area: {0}", Rect.getArea());
Console.WriteLine("Total paint cost: ${0}" , Rect.getCost(area)); Console.ReadKey();
}
}

}
When the above code is compiled and executed, it produces the following result − Total area: 35
Total paint cost: $2450


[bookmark: _bookmark9]Part B (INTERPRETATION):
1. Waterfall Model:
In the waterfall model, software activities proceed logically through a sequence of steps. Each step bases its work on the activities of the previous step. Design logically follows requirements, coding follows design, and so on. The system services, constraints and goals are established by consultation with system users.

2. Incremental development:
Rather than delivering the system as a single delivery, the development and delivery is broken down into increments with each increment delivering part of the required functionality.in this model, user requirements are prioritized and the highest priority requirements are included in early increments. Once the development of an increment is started, the requirements are frozen though requirements for later increments can continue to evolve.
3. Agile Model:
The agile methods refers to a group of software development models based on the incremental and iterative approach, in which the increments are small and typically, new releases of the system are created and made available to customers every few weeks. It involves customers in the development process to propose requirements changes. They minimize documentation by using informal communications rather than formal meetings with written documents.
[bookmark: _bookmark10]Part C (IMPLEMENTATION):
TASK 1:
using System;
using System.Collections.Generic; using System.Linq;

namespace Glazier_App
{
class CAR
{
public string VRN;
public string Manufacturer; public string Model;
public int EngineSize; public int Seats; public string type; public int maxSpeed; public int power; public int currSpeed;

public CAR()
{
string temp;
Console.WriteLine("ENter VRN – Vehicle Registration Number: "); VRN = Console.ReadLine();
Console.WriteLine("ENter Manufacturer: "); Manufacturer = Console.ReadLine();
Console.WriteLine("ENter Model: "); Model = Console.ReadLine();
Console.WriteLine("ENter Engine Size: "); temp = Console.ReadLine();
EngineSize = int.Parse(temp); Console.WriteLine("ENter Number of seats: ");
temp = Console.ReadLine(); Seats = int.Parse(temp);
int n=0; do {
Console.WriteLine("ENter Type: \n1. Saloon2. Hatchback\n3. SUV\n4. 4x4\n5.
Coupe");

temp = Console.ReadLine(); n = int.Parse(temp);
} while (n<1 || n>5); switch(n)
{
case 1:
type = "Saloon"; break;
case 2:
type = "Hatchback"; break;
case 3:
type = "SUV"; break;
case 4:
type = "4x4"; break;
case 5:
type = "Coupe"; break;
default:
break;
}
Console.WriteLine("ENter Maximum Speed: "); temp = Console.ReadLine();
maxSpeed = int.Parse(temp); Console.WriteLine("ENter Power: "); temp = Console.ReadLine();
power = int.Parse(temp); Console.WriteLine("ENter Current Speed: ");
temp = Console.ReadLine(); currSpeed = int.Parse(temp);
Console.WriteLine("Added Successfuly! ");

}
public void Forward()
{
Console.WriteLine("Car is going Forward");
}
public void Backwords()
{
Console.WriteLine("Car is going Backward");
}
public void setTerrain()
{
if(this.type=="4x4")
Console.WriteLine("Rough Terrain for the car"); else
Console.WriteLine("this car is not 4x4");
}

public void setSpeed(int sp)
{
currSpeed = sp;
}

}
class Program

{
static  void Main(string[] args)	//main function contains args as
parameterized argument
{
int no=0;
Console.WriteLine("Enter the number of cars you want to enter: "); no = int.Parse(Console.ReadLine());
List<CAR> cars = new List<CAR>(); for(int i=0; i<no; i++)
{
CAR car = new CAR(); cars.Add(car);
}
for (int i = 0; i < no; i++)
{
Console.WriteLine("Car " + i + 1 + " Speed: " + cars[i].maxSpeed);
}
}
}
}
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