
Practical programming
AS Computer Science

Past papers have included questions that require:

Drafting of ERDs to identify system entities, 
structures, and the relationships between them.

Clients Table

ClientID
FirstName
Surname
Address1
Address2
Town
Postcode
ETC

Training Table

TrainingID
ClientID
ActivityID
Date
Time
CaloriesBurnt
ETC

Activities Table

ActivityID
ActivityName
ActivityType
AvailableDates
AverageCaloriesBurnt
ETC

Drafting of example data structure tables or data 
dictionaries relevant to the given scenario. 

Fieldname Keyfield Data 
Type

Field 
Length

Validation

ClientID Yes-
indexed

Integer 7 Presence

Title - String 10 Lookup Mr, 
Mrs, Miss ...

FirstName - String 10

... ... ... ... ...

Postcode - String 9 Format 
LL00 0LL

Selection and justification of a proposed 
programming method of solution for a system that 
addresses the requirements of the scenario. 

The proposal should cover

• the user interface 
• data structures, file handling and validation 
• local or global variables and data types.

Identification of algorithm or program components, 
including constructs, constants, local and global 
variables, self-documenting identifiers, annotation, 
procedure calling and parameter passing.

The tracing of algorithms (flowchart and pseudo 
code). The specification also refers to tracing/dry 
running a program.

Past papers include practical programming 
tasks to be completed in either 

Visual Basic (BI),
Java (BII)

Python (BIII).
The tasks have included:

Completing a given program code, e.g.

• Open the given file.
• The file contains incomplete code that 

displays the…(reference to the scenario).
• Complete this code.

Creating code for input, validation, storing and 
retrieval of data.

Create a new form that will allow a user to:

• Input and validate customer details.
• Store customer details in a text file.
• Retrieve specified stored details.
• Save the new form.

Annotation of given and/or original code, e.g.

• Using the internal facility of your chosen 
language, add annotated listings to your 
code that would clearly explain the design of 
the program to another software developer.

Section A

Section B

Key terms

Term Definition

Entity 
Relationship 
Diagram 
(ERD)

A type of flowchart that 
illustrates how ‘entities’, such 
as people or objects, relate to 
each other within a system.

Data structure 
table

Includes details of all data 
objects to be stored in a 
system structure, including 
object names, data types, 
size, relationships and 
validation rules.

Class diagram A class diagram describes 
the structure of a system by 
showing the system’s classes, 
their attributes, methods, and 
the relationships between 
objects. The class diagram 
is the main building block of 
object-oriented programming 
(OOP).

A scenario-based examination presented in 
two sections. 

Section A concentrates on program design 
and requires the analysis and deconstruction 
of the scenario to identify its component 
parts in terms that can be addressed through 
automated computation.

Section B concentrates on program 
development and requires the development 
of programs that solve computing problems 
relevant to the initial scenario.

Evaluation: the specification requirement 
to identify the successful features of a system 
and make specific suggestions for improving 
less successful areas of the system may be 
addressed in either, or both, sections.

AS Unit 2 Examination

Practical Programming to solve 
Problems

Class diagrams: identification of components 
of OOP class diagrams and 
completion or drafting of OOP 
class diagrams.

Algorithms: drafting of flow 
charts and completion or 
writing of algorithms in pseudo 
code.


