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INPOPECCHHU B OBJJACTH KOMIIBIOTEPHBIX
TEXHOJIOT'UM (CAREERS IN COMPUTING)

1. Hpoeepbme, Mmooiceme i 8bl nepesecmu Ha3eaHus Cﬂedyiowux
cneuuaﬂbnocmeﬁ:

a) systems analyst;

6) software engineer/designer;

B) computer salesperson;

r) computer systems support person;

) computer systems analyst programmer;

e) hardware engineer;

) network support person.

2. Ecnu evl 3ampyonsemecs natimu pycckue IKeusaneHmol Ojisl
AHSMUUCKUX — HA36AHUL  CREYUAIucmos, npouumanme  ciedyroujue
OnucaHus ux pa60}’}1bl, gblnuuuUme Ux OCHOGHble O00S3aAHHOCMU HA
AHSAUNICKOM A3bIKE, CcoomHecume OnucaHusl pa60mbl C HAa3earusAmu
cneyuaitucmos u nepeeedume omu HA36AHUA HA pyccxuﬁ A3bIK.

1. Studies methods of working within an organization to decide
how tasks can be done efficiently by computers. Makes a detailed
analysis of the employer's requirements and work patterns to prepare a
report on different options for using information technology. This may
involve consideration of hardware as well as software. Either uses
standard computer packages or writes

a specification for programmers to adapt existing software or to
prepare new software. May oversee the implementation and testing of a
system and acts as a link between the user and the programmer.

2. Maintains the link between PCs and workstations connected in a
network. Uses telecommunications, software and electronic skills, and
knowledge of the networking software to locate and connect faults. This
may involve work with the controlling software, on the wiring, printed
circuit boards, software or microchips on a file server, or on cables
either within or outside the building.

3. Researches, designs, and develops computers, or parts of
computers and the computerized element of appliances, machines, and
vehicles. Also involved in their manufacture, installation, and testing.
May specialize in different areas: research and development (r & d),

4



design, manufacturing. Has to be aware of cost, efficiency, safety,
environmental factors, as well as engineering aspects.

4. Produces the programs which control the internal operations of
computers. Converts the system analyst's specification to a logical series
of steps. Translates these into the appropriate computer language. Often
comply programs from libraries or subprograms, combining these to
make up a complete system program. Designs, tests and improves
programs for computer- aided design and manufacture, business
applications, computer networks and games.

5. Advises potential customers about available hardware and sells
equipment to suit individual requirements. Discusses computing needs
with client to ensure that a suitable system can be supplied. Organizes
the sale and delivery and, if necessary, installation and testing. May
arrange support or training, maintenance and consultation. Must have
sufficient technical knowledge.

6. They are analyst programmers who are responsible for
maintaining updating and modifying the software used by a company.
Some specialize in software and electronic skills, and knowledge

of the which handles the basic operation of the computers. This
involves the use of machine codes and specialized low-level computer
languages. Most handle applications software. May sort out problems
encountered by users. Solving problems may involve amending an area
of code in the software, retrieving files and data lost when a system
crashes, and a basic knowledge of hardware.

7. Creates the software programs used by computers. May
specialize in the internal operating systems using low-level computer
language, or in applications programs. May specialize in one aspect of
the work, e.g. programming, systems design, systems analysis or cover
them all. May support the system through advice and training, providing
user manuals, and by helping users with any problems that arise.

HUHTEPHET (THE INTERNET)
Hutepuer (The Internet)
1. Ilpouyumaiime cmamvio u onpedenume, ucmunol (1) uiu
noucuul (F) credyrowue ymeepacoenus:
1. The Internet first started in the USA.
2. The Internet and the WWW are different.
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3.Bernes-Lee invented the Internet.

4.0ne file on the WWW can have two or more addresses.

5. There are 40 million Internet users today.

The Internet originated in the early 1970s when the United States
wanted to make sure the people could communicate after the nuclear
war. This needed a free and independent communication network
without a centre and it led to a network of computers that could send
each other e-mail through cyberspace.

Tim Berners-Lee invented the World Wide Web (WWW) when he
discovered a way to jump to different files on his computer using the
random or unplanned links between them. He then wrote a simple
coding system, called HTML (Hyper Text Markup Language) to create
links to files on any computer connected to the network. This was
possible because each file had an individual address, or URL (Uniform
Resource Locator). He then used a set of transfer rules, called HTTP
(Hyper Text Transfer Protocol) to link Web files together across the
Internet. Berners-Lee also invented the world's first browser. This lets
you locate and view Web pages and also navigate from one link to
another.

The WWW became available to everyone in 1991 and the number
of Internet users grew from 600,000 to 40 million in five years. Today,
that number is miles larger and there are now many browsers that
provide Web pages, information and other services. You can also do
research, download music files, play interactive games, shop, talk in
chat rooms and send and receive e-mail on the WWW.

2. Hawoume ¢ mexcme cnosa unu COKpaujeHus, coomeenicnieyio-
wue Cfle()yiou,;wl/l BblPANCEHUAM.

a)an address for Web pages;

6) a coding system that creates links;

B) this finds and shows Web pages;

r) rules for transferring files;

1) a group of computers joined together.

3 . Coomuecume xadxcoyro epynny 2nazonoe (1—5) ¢ oOnum u3z
credyrowux 2na2onoé ¢ obwum 3uavenuem: move, make, start, join,
look at, find

1. browse, surf, view;

2. download, navigate, transfer;
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3. connect, link;

4. discover, locate;

5. originate, create, invent.

4. 3axonHuume npeonoNCeHUss OOHUM U3 Cl08, BLIOCICHHbIX 8
meKcme KypCusoM.

1. Some people spend too much time playing ... games on the
Internet.

2. You can sometimes have a computer ... that is not connected to
the Internet.

3. Itis easy to ... around a screen with a mouse.

4. Bernes-Lee discovered how to ... links between computers in
new ways.

5. Some people surf the net at ... just to see what they can find.

6. People use the Internet to ... information from one place to
another.

7. When you surf the Internet, you are traveling in ... .

MNOUCK B MHMHTEPHETE (RESEARCH ON THE
INTERNET).

Ilpocmompume mexcm u evibepume NPASUIbHLIL GAPUAHTT U
CREOVIOUUX NPEOSIONCEHUSAX.

1.Google is a keyword/search engine.

2.This WORD is in upper/lower case.

3.AND/WHEN is a logical operator.

Finding information on the World Wide Web needs an Internet
search engine such as Google, Alta Vista or Excite. Search engines have
a text box where you type in a keyword or words. A search engine is a
software program that reads the keywords in the text box and searches
the Internet for Web pages, websites and other Internet files that use
them. These documents are shown on the computer screen in a result
listing.

When carrying our searches, you should usually be specific and
brief in your choice of words. If the keyword is too general or includes
too many general meanings, the results listing may not be useful.
Different search engines categorize information in different ways, which
changes the way they store and retrieve it.
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Using upper case letters in a keyword search will only retrieve
documents that use upper case. Typing in lower case is usually better
because search engines will retrieve documents that use both upper case
and lower case letters.

You can narrow a search using logical operators, such as AND, OR
and NOT. AND retrieves all the words typed in the text box, OR
retrieves either of the words and NOT excludes words. Spelling is
important when typing in keywords, but a search engine will not usually
read punctuation, prepositions and articles.

2. Kakum u3 ykazauuii HeoOX00uMo c1edo8amsv 4moObl HAumu
ungpopmayuio ¢ Unmepreme?

. Choose keywords that are different to the item you want.

. Give the best keyword to describe what you want.

. Use as many general keywords as possible.

. Try to use a keyword that can have only one meaning.

. Type your keyword in lower case only

. Use logical operators to narrow your search.

. Use full stops and commas.

. Do not use words like at, in, through, an and the.

Haiioume 6 mekKkcme cnoea uiu BbIPAJNCEHUA,
COOMBEMCMBYIOUUE CAEOVIOUSUM.

a) clear and exact;

6) to put into small groups;

B) to bring back;

r) to make smaller;

1) mathematical words;

e) does not use.

WONOUIAWN R

O®OPMJIEHHME BEB-CTPAHHII (DESIGNING WEB
PAGES)

1. Umo 6wl 3naeme 06 ogpopmnenuu eedo-cmpanuy? Onpedenume,
ucmunnsl (T) unu nooxcust (F) credyrowue ymeepoicoenus, u nposepvme
8aULU OMEEMblL NOCE MO20, KAK npoyumaene mekcm.

1. You don't need to learn HTML to make a Web page.

2. Making a Web page is like designing a printed page.
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3. You shouldn't use a lot of different colors in your texts.

4. Having a lot of pictures and animations on Web page is great.

5. Surfers like reading on the Net.

Beginning HTML

Web designers use Hyper Text Markup Language (HTML) to
create and format Web pages. HTML uses a set of codes, called tags, to
structure a Web document that will run in a browser. There are
hundreds of tags you can use to format text, insert graphics, animations,
sound and video. But you do not need to understand HTML to make
your own personal home page. Many word- processing, desktop
publishing and Web-authoring programs will generate HTML tags for
you. To upload, or copy, your Web page to a Web server, use the
server's File Transfer Protocol (FTP).

Home Page Hints

It's your cyberhome, but remember that websites are different from
books or magazines. Think about these suggestions to make people want
to stay.

1. Use a navigation bar to organize your hyperli nks to other
pages.

2. Hyperlinks also let visitors to navigate up and down long pages.

3. Keep your use of color and buttons consistent. If a Next Page
button is a pink circle, all Next Page buttons should be the same, and on
the same place on the screen.

4. If you use a lot of animations your Web page will take a long
time to download.

5. If you use a lot of graphics, animations and text, your Web page
will be too busy.

6. It's difficult to read the text that's next to animation.

7. Keep texts short and simple! Surfers don't like reading on a
computer screen too much.

8. It's not easy to read multi-colored text.

9. Lots of bright colors look nice at first, but often give people
headaches!

10. Make sure you use a spell check and use good grammar.

11. Try not to use too much slang. People who visit your
site may not understand.



12. Don't be afraid to be original. Good websites have
something that is different about them and that comes from you!

2. Coommnecume cnoea, gvlOeIeHHble 6 meKcme Kypcueom ¢ ux
onpeodenreHUuAMU, OQHHBIMU HUJICE:

a) connection to a Web page or part of a Web page;

6) to make or produce;

B) plan or build a Web page;

r) a group of organized Web links, usually in a line;

m) does not change, always the same;

e) the type of software that helps create Web pages;

) new, not done before.

3. 3axonuume npeonoscenus credyomuUMu C108aMu.

busy, consistent, generate, home pages, structure, surfers, upload,
Web-authoring

1. That Web page is much too...l don't know what to look at.

2. An FTP server is a computer that lets you...... files in the Net.

3. The buttons on this page are not...with the buttons on the last
page.

4. Net.never like reading a lot of text on the screen.

5. ... software means you don't have to learn HTML to make a
Web page.

6. Many students have their own.... on the World Wide Web.

7. HTML creates the... for Web pages to run on a browser.

8. Web-authoring programs... HTML tags for you.

MYJIbTUMEJAWHBIE CPEJICTBA (MULTIMEDIA)

1. Coommnecume 3aconosxu (a—e) ¢ CcOOMBEMCMEYIOWUMU
6163611/;61/%1/! 6 mekKkcme.

1. The Pistory of Multimedia

2. Education and Entertainment

3. What is Multimedia?

4. Business and Industry

1. Multimedia is any computer application that integrates texts,
graphics, animation, video, audio and other methods of communication.
Multimedia is different from television, books or cassettes because it
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lets you interact with the application. Youcan click on a word to make a
picture appear, or click on a picture to start a video.

2. Multimedia became more popular after the mid-1990s when the
price of hardware began to fall. Then people started using it in industry,
business, education, entertainment and for other purposes. Today, we
can find multimedia at home, in school, at work, in public places, such
as libraries, and on the Internet.

3. In business, advertisers use virtual reality in multimedia
applications to advertise their products in three dimensions (3-D). Using
multimedia for graphs and tables is now the best way for managers to
present company results. In industry, pilots learn

to fly using multimedia simulations of real situations, and scientists
simulate experiments with dangerous chemicals in safety. Publishers are
also producing interactive magazines, called e-zines, and e-books
online.

4. In education, students study interactive CD-ROMs at their own
speed and explore topics creatively by clicking on related links.
Teenagers have played computer games for years, but many multimedia
applications combine education and entertainment and they let them
visit virtual worlds or change the ending of films.

2. 3axonyume npedﬂoofcel-th 6 coomeemcmeuu ¢ mekcmom.

T Advertisers
2 Managers

K T, Pilots
4o, Scientists
B, Publishers

[ T Students
T, Teenagers

3. Bakonuume npednoxcenus creoyiowumu crosamu’ application,
integrated, related, simulation, 3-D, virtual

1. The image is in ... so you can look at it from all sides.

2. All the links in this e-zine are ... to football.

3. This ... makes you think you really are flying to the moon.

4. Some shopping websites use ... reality to advertise their

products online.

5. The application is ... because it combines many features.

6. Any program that carries out a specific task for a user is an ...
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KOMIIBIOTEPHOE TIPOI'PAMMUPOBAHMUE

O3HaKoOMbTeCh ¢ TEPMHHAMM TEKCTa
equation — ypaBHeHHUE; TPHPABHUBAHUE
list of instructions — mepeuyens Koman
guard — 3aIuimarTk, MpeJI0XPaHsTh, 3aBepIIaTh, 3aKAHIUBATH
appropriate sequence — neobxoaumas (Tpedyemas)

MTOCIIEZI0BATENHHOCTD
rogram logic — sioruueckas mocje0BaTeIbHOCTh BBITTIOJHEHHUS [TPO
rpaMMBbI

flowchart — 6ok-cxema; COCTaBIATh OJOK-CXEMY
flowcharting — moctpoenue 6J10K-CXeMbI

pictorial representation — HaryisHOE TpEICTABICHHE
predefined symbols — 3apanee 3agaHHbBIE CHM BOJIBI

specifics — creruanbHbie YepPThI, XapaKTEPHbIE 0COOCHHOCTH
emplate — nra6ioH, Macka, 06pasell, 3TaIoH

pseudocode| — mceBmIOKO/, TICEBIOTPOrpaMMa

burden — marpyska

programming rules — mpaBuiia mporpaMMHUpPOBaHUSI

CONsSUmMe — moTpedIIATh, pacxo0BaTh

emphasize — BBIZAENATD, TIOAYEPKUBATE

top-down approach — npuHIHIT HEUCXOAAIICH pa3pabOTKU
looping logic — nmorudeckast cxema BBIIOIHEHUS (OTIepalinii) B UAKIIE

IIpouuTaiiTe TEKCT U 00BSCHUTE, KAK Bbl IOHMMAETEe TEPMUH

«KOMIILIOTEPHOE IPOrpaMMHUPOBaHKE».
COMPUTER PROGRAMMING

Programming is the process of preparing a set of coded instructions
which enables the computer to solve specific problems or to perform
specific functions. The essence of computer programming is the
encoding of the problem for the computer by means of algorythms. The
thing is that any problem is expressed in mathematical terms, it contains
formulae, equations, and calculations. But the computer cannot
manipulate formulae, equations, and calculations. Any problem must be
specially processed for the computer to understand it, that is — coded or
programmed.
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The phase in which the system's computer programs are written is
called I lie development phase. The programs are lists of instructions
that will be followed by the control unit of the central processing unit
(CPU). The instructions of the program must be complete and in the
appropriate sequence, or else the wrong answers will result. To guard
against these errors in logic and to document the program's logical
approach, logic plans should be developed.

There are two common technigues for planning the logic of a pro-
gram. The first technique is flowcharting. A flowchart is a plan in the
form of a graphic or pictorial representation that uses predefined
symbols to illustrate the program logic. It is, therefore, a "picture” of the
logical steps to be performed by the computer. Each of the predefined
symbol shapes stands for a general operation. The symbol shape
communicates the nature of the general operation, and the specifics are
written within the symbol. A plastic or metal guide called a template is
used to make drawing the symbols easier.

The second technique for planning program logic is called
pseudocode. Pseudocode is an imitation of actual program instructions.
It allows a program-like structure without the burden of programming
rules to follow. Pseudocode is less time-consuming for the professional
programmer than is flowcharting. It also emphasizes a top-down
approach to program structure.

Pseudocode has three basic structures: sequence, decision, and
looping logic. With these three structures, any required logic can be
expressed.

IIpocMoTpuTe TEKCT eme pa3 M OTBEeTbTE Ha BOIPOCHI,
HCIO0Jb3Ysl HH(POPMALIUIO TEKCTA.

1. What is programming? 2. What is the essence of programming?
3. What should be done with the problem before processing by the
computer? 4. What is a program? 5. What are instructions? 6. What are
the main techniques for planning the program logic? 7. What is a
flowchart? 8. What is a template and what is it used for? 9. What do you
understand by "pseudocode"? 10. What are the basic structures of
pseudocode?

HameTe B TEKCTE aHTJIMHCKHE SKBHUBAJICHTHI CJICAYHOINHUX CJIOB U
CIIOBOCOYCTaHUH.
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COBOKYIMHOCTh 3aKOJUPOBAHHBIX KOMAH[, CYTh KOMITBIOTCPHOTO
NpOTrpaMMHUPOBAHUS,  KOJMPOBAaHHE  IOCPEACTBOM  aJrOPHUTMA;
(hopMyIIbl, ypaH»' HEHUsI, BRIYUCIICHUS; 00paboTaTh 0COOBIM 00pa3oM;
nmepevyeHb KOMaHA, HeoOXOauMas MOCIeI0BATEILHOCTD, 3al[UIaTh OT
OommMOOK; COCTABJATh IUIAH JIOTHYECKOW  IOCIIE0BATEIbHOCTH;

oOmenpuHsITas METOIHKA,; JIOrMYECKas [TOCIIEIOBATENBHOCTE
BBIMOJIHEHHS TPOTPAMMBI; IOCTPOCHHE OJIOK- CXEMBI;, HArIAHOE
[IpeICTaBICHHUE; 3apaHee 3a/1aHHbBIE CHUMBOJIBL; Aa0JI0H;

TICEeBIONpOorpaMMa; 0e3 W3AEpKEK; BBIACNATh MPHHIWN HUCXOISIIESH
00paboTKM; pacxo/l0BaTh MEHBIIE BPEMEHHU; JIOTHYECKas cxema
BBHITIOJIHEHHSL OMepaluii B IUKIE; HeoOXoAuMas MOCIe0BaTeIbHOCTD
onepanui.

A3BIKA TPOT'PAMMMUPOBAHUS

O3HaKkoMbTeCh ¢ TEPMHHAMM TEKCTa
programming language — s13bIk IpOrpaMMHUPOBaHHS
coded form — xoaupoBaHHEI BH, KOAWPOBAHHOE MPEACTABICHHE
to convey — nepenaBarb, COOOIIATH
to improve — yny4imaTs, COBEPIICHCTBOBATH
machine oriented language — MarMHHO-OPUEHTUPOBAHHBIH A3BIK
business-oriented language — si3bIk 1151 (MPOrpaMMHUPOBAHHS )
SKOHOMHYECKHX 3a]1a4
problem-oriented language — mpo6eMHO-OpHEHTHPOBAHHBII S3BIK
string of binary — cTpoka 1BOUYHOTO MpeACTaBICHUS
data handling — o6pa6oTka mannsix, padota ¢ manasivu field-name
length — muHa umenu noss
incorporate features — Bxrouars cBoiicTBa (0ocobeHHOCTH) Versatile —
MHOT'O()YHKIIMOHAIBHBINA, pA3HOCTOPOHHUH, YHUBEPCATbHBIN
generous — 6oIbINON, 3HAYUTENBHBIH (0 KosrdecTBe) mathematical
relationship — maTemarnyeckast CBsi3b (COOTHOIIICHHUE)

IIpounTaiiTe TEKCT N 00BSICHUTE, YTO MPEIACTABJISIIOT CO0OM
SI3BIKH MPOrPAMMHPOBAHMSI.

PROGRAMMING LANGUAGES

Let's assume that we have studied the problem, designed a logical
plan (our flowchart or pseudocode), and are now ready to write the
program instructions. The process of writing program instructions is
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called coding. The instructions will be written on a form called a coding
form. The instructions we write will be recorded in a machine-readable
form using a keypunch, key- to-tape, or key-to-disk, or entered directly
into computer memory through a terminal keyboard.

The computer cannot understand instructions written in just any
old way. The instructions must be written according to a set of rules.
These rules are the foundation of a programming language. A
programming language must convey the logical steps of the program
plan in such a way that the control unit of the CPU can interpret and
follow the instructions. Programming languages have improved
throughout the years, just as computer hardware has improved. They
have progressed from machine-oriented languages that use strings of
binary Is and Os to problem-oriented languages that use common
mathematical and/or English terms.

There are over 200 problem-oriented languages. The most common
of them are COBOL, FORTRAN, PL/I, RPG, BASIC, PASCAL.

COBOL

COBOL was the most widely used business-oriented programming
language. Its name is an acronym for Common Business-Oriented
Language, COBOL was designed to solve problems that are oriented
toward data handling and input-output operations. Of course, COBOL
can perform arithmetic operations as well, but its greatest flexibility is in
data handling. COBOL also was designed as a self-documenting
language. Self-documenting languages are those that do not require a
great deal of explanation in order to be understood by someone reading
the program instructions. The self-documenting aspect of COBOL is
made possible by its sentence-like structure and the very generous
maximum symbolic field-name length of 30 characters. With field-name
length of up to 30 characters, the name can clearly identify the field and
its purpose.

FORTRAN IV

The FORTRAN IV language is oriented toward solving problems
of a mathematical nature. The name FORTRAN comes from the
combination of the words formula translation. The version of
FORTRAN IV has been designed as algebra-based programming
language. Any formula or those mathematical relationships that can be
expressed algebraically can easily be expressed as a FORTRAN
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instruction. FORTRAN is the most commonly used language for
scientific applications.

PL/I

PL/I stands for programming language I. It was designed as a
general- purpose language incorporating features similar to COBOL for
data handling instructions and features similar to FORTRAN for
mathematical instructions. PL/l is much more than a combination of the
good features of both COBOL and FORTRAN, as it has many
capabilities that are unique. Yet, although PL/I is one of the most
versatile and the most powerful of the programming languages, it is not
the most commonly used. COBOL and FORTRAN have been available
for a longer period of time than PL/I, and many more users work with
those languages.

HpOCMOTpI/ITe TEKCT e€le pa3 "M OTBETHLTE Ha BOIIPOCHI,
HCIO0JIb3Ysl HH(POPMALIUIO TEKCTA.

1. What is the process of writing instructions called? 2. What is a
code? 3. How must instructions be written? 4. What is the foundation of
any programming language? 5. How was the development of
programming languages progressing throughout the years? 6. What are
the most common problem- oriented languages? 7. What is COBOL? 8.
What functions was COBOL designed for? 9. What does FORTRAN
serve for? 10. What capabilities has I'L/I?

Haiinute B TekcTe AaHIVIMIICKHE JKBHBAJIEHTBHI CJIEAYIOLIMX
CJIOB M CJI0OBOCOYETAHMIA.

SI3bIKM TIporpaMMUpOBaHUs; OJIOK-cxeMa; KOAHpPOBaHHAs (opma;
BU, y,I[OGOLII/ITaeMHﬁ A1 KOMIIBKOTEPA;, B COOTBCTCTBHUU C Ha60pOM
mnpaBul; NPEACTAaBUTh JIOTUYCCKUE 1Iaru nporpaMmsbl; TaKUM 06pa30M;
COBCPIICHCTBOBATH SI3BIKU IIporpaMMUpOBaHUSA, MalInMHHO-
OPHUCHTUPOBAHHBIC  A3BIKHU; HpO6JI€MHO-OpI/I€HTI/Ip0BaHHLIC S3bIKU,
06BI‘IHBII>'I TEPMUH; HA3BIK I MTPOrpaMMHUPOBAHUSA OSKOHOMHYCCKUX
3aja4; 00paboTka WHPOPMAIUH; OTIEPaIluH 110 BBOJIY-BBIBOJY JaHHBIX;
FI/I6KOCTL; I/I}IGHTI/I(I)I/ILII/IPOB&TB nojie u €ro nejar, peucHuc HpO6J’I€M
MaTEMATHYCCKOI'O XapakTepa, C(I)epbl HAay4YHOI'O MPUMCHCHUS
YHI/IBepcaHBHHﬁ SA3BIK, BKJIFOYATH CBOﬁCTBa; YHUKaJIbHBIC
BO3MOXHOCTH; MHOFO(l)YHKLII/IOHaIILHHﬁ M CaMbIi MOI.LIHLII71 U3 A3BIKOB
MIpOrpaMMHUpPOBaHUs.
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