


























Basic structure of C programming:  

To write a C program, we first create functions and then put them together. A C 

program may contain one or more sections. They are illustrated below. 

 

 

 

1. Documentation section: The documentation section consists of a set of 

comment lines giving the name of the program, the author and other details, 

which the programmer would like to use later. 

2. Link section: The link section provides instructions to the compiler to link 

functions from the system library such as using the #include directive. 

3. Definition section: The definition section defines all symbolic constants such 

using the #define directive. 
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4. Global declaration section: There are some variables that are used in more 

than one function. Such variables are called global variables and are declared 

in the global declaration section that is outside of all the functions. This 

section also declares all the user-defined functions. 

5. main () function section: Every C program must have one main function 

section. This section contains two parts; declaration part and executable part 

1. Declaration part: The declaration part declares all the variables used 

in the executable part. 

2. Executable part: There is at least one statement in the executable 

part. These two parts must appear between the opening and closing 

braces. The program execution begins at the opening brace and 

ends at the closing brace. The closing brace of the main function is the 

logical end of the program. All statements in the declaration and 

executable part end with a semicolon. 

6. Subprogram section: If the program is a multi-function program then the 

subprogram section contains all the user-defined functions that are called 

in the main () function. User-defined functions are generally placed 

immediately after the main () function, although they may appear in any 

order.s 

Step By Step Execution Of C Program 

Step 1 : Edit 

1. This is First Step i.e Creating and Editing Program. 

2. First Write C Program using Text Editor , such as [ Borland C/C++ 3.0 , 

Notpad++,Notpad ] 

3. Save Program by using [.C] Extension. 

4. File Saved with [.C] extension is called “Source Program“. 

Step 2 : Compiling 

1. Compiling C Program : C Source code with [.C] Extension is given as input to 

compiler and compiler convert it into Equivalent Machine Instruction. 
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2. In Borland C/C++ 3.0 program can be compiled using key [Alt + F9 ]. 

3. Compiler Checks for errors . If source code is error-free then Code is 

converted into Object File [.Obj ]. 

 

Step 3 : Checking Errors 

During Compilation Compiler will check for error, If compiler finds any error then 

it will report it. 

User have to re-edit the program. 
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After re-editing program , Compiler again check for any error. 

If program is error-free then program is linked with appropriate libraries. 

Step 4 : Linking Libraries 

Program is linked with included header files. 

Program is linked with other libraries. 

This process is executed by Linker. 

Step 5 : Error Checking 

If run time error occurs then “Run-time” errors are reported to user. 

Again programmer have to review code and check for the solution. 

C PREPROCESSOR DIRECTIVES: 

Before a C program is compiled in a compiler, source code is processed by a 

program called preprocessor. This process is called preprocessing. 

Commands used in preprocessor are called preprocessor directives and they begin 

with “#” symbol. 

Below is the list of preprocessor directives that C language offers. 

S.no Preprocessor Syntax Description 

1 Macro #define 

This macro 

defines 

constant value 

and can be any 

of the basic 

data types. 

2 

Header file 

inclusion 

#include 

<file_name> 

The source 

code of the file 

“file_name” is 

included in the 

main program 

at the specified 



place 

3 

Conditional 

compilation 

#ifdef, #endif, #if, 

#else,  #ifndef 

Set of 

commands are 

included or 

excluded in 

source program 

before 

compilation 

with respect to 

the condition 

4 

Other 

directives #undef, #pragma 

#undef is used 

to undefine a 

defined macro 

variable. 

#Pragma is 

used to call a 

function before 

and after main 

function in a C 

program 

A program in C language involves into different processes.  Below diagram will help 

you to understand all the processes that a C program comes across. 

Sample program illustrating use of scanf() to read integers, characters and 

floats 

 

 #include < stdio.h > 

 main() 

 { 

 int sum; 

 char letter;  

 float money; 

 printf("Please enter an integer value "); 



 scanf("%d", &sum ); 

 printf("Please enter a character "); 

 /* the leading space before the %c ignores space characters in the input */ 

 scanf("  %c", &letter ); 

 printf("Please enter a float variable "); 

 scanf("%f", &money ); 

 printf("\nThe variables you entered were\n"); 

 printf("value of sum = %d\n", sum ); 

 printf("value of letter = %c\n", letter ); 

 printf("value of money = %f\n", money ); 

} 

 

 

Difference between Encapsulation and 

Abstraction in OOPS 
 

Difference between Encapsulation and Abstraction in OOPS 
 
Abstraction and Encapsulation are two important Object Oriented Programming 
(OOPS) concepts. Encapsulation and Abstraction both are interrelated terms.  
 
Real Life Difference Between Encapsulation and Abstraction 
 
Encapsulate means to hide. Encapsulation is also called data hiding.You can think 
Encapsulation like a capsule (medicine tablet) which hides medicine inside it. 
Encapsulation is wrapping, just hiding properties and methods. Encapsulation is 
used for hide the code and data in a single unit to protect the data from the outside 
the world. Class is the best example of encapsulation.  
 
Abstraction refers to showing only the necessary details to the intended user. As the 
name suggests, abstraction is the "abstract form of anything". We use abstraction in 
programming languages to make abstract class. Abstract class represents abstract 
view of methods and properties of class. 
 



Implementation Difference Between Encapsulation and Abstraction 
 
1.  Abstraction is implemented using interface and abstract class while 
Encapsulation is implemented using private and protected access modifier. 
 
2. OOPS makes use of encapsulation to enforce the integrity of a type (i.e. to make 
sure data is used in an appropriate manner) by preventing programmers from 
accessing data in a non-intended manner. Through encapsulation, only a 
predetermined group of functions can access the data. The collective term for 
datatypes and operations (methods) bundled together with access restrictions 
(public/private, etc.) is a class. 
 
3. Example of Encapsulation 
 
Class Encapsulation 
{ 
    private int marks; 
 
    public int Marks  
   { 
      get { return marks; } 
      set { marks = value;} 
    } 
} 
 
4. Example of Abstraction 
 
abstract class Abstraction 
{ 
    public abstract void doAbstraction(); 

} 

 

public class AbstractionImpl: Abstraction 
{ 
    public void doAbstraction() 
   { 
       //Implement it 
   } 
} 
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ADVANTAGES OF OOPS 

 OOP provides a clear modular structure for programs. 

 It is good for defining abstract data types. 

 Implementation details are hidden from other modules and other modules has 

a clearly defined interface. 

 It is easy to maintain and modify existing code as new objects can be created 

with small differences to existing ones. 

 objects, methods, instance, message passing, inheritance are some important 

properties provided by these particular languages 

 encapsulation, polymorphism, abstraction are also counts in these 

fundamentals of programming language. 

 It implements real life scenario. 

 In OOP, programmer not only defines data types but also deals with 

operations applied for data structures. 

 

 Application of OOPS 

 OOP has become one of the programming buzzwords today. There appears 

to be a great deal of excitement and interest among software engineers in 

using OOP. Applications of OOP are beginning to gain importance in many 

areas. The most popular application of object-oriented programming, up to 

now, has been in the area of user interface design such as window. Hundreds 

of windowing systems have been developed, using the OOP techniques. 

Real-business system are often much more complex and contain many more 

objects with complicated attributes and method. OOP is useful in these types 

of application because it can simplify a complex problem. The promising 

areas of application of OOP include: 

 • Real-time system  

• Simulation and modelling 

 • Object-oriented data bases  

• Hypertext, Hypermedia, and expertext  

• AI and expert systems  



• Neural networks and parallel programming  

• Decision support and office automation systems  

• CIM/CAM/CAD systems 

 

 


