PART 1

UNIT 1

Beginning with Visual Basic 6.0

	1.0
	INTRODUCTION TO UNIT
	
	

	1.1
	OBJECTIVES

· Describe the Visual Basic development environment.

· Use controls such as Form, Label, Command Button and Text Box 

· Assign properties for controls

· Design an interface for a program
	
	

	1.2
	THE VISUAL BASIC ENVIRONMENT
	
	

	1.3
	STARTING VISUAL BASIC
	
	

	
	1.3.1
	The Main Window
	

	
	1.3.2
	The Form
	

	
	1.3.3
	The Toolbox
	

	
	1.3.4
	The Properties Window
	

	
	1.3.5
	The Project Explorer
	

	
	1.3.6
	The Form Layout Window
	

	1.4
	DEVELOPING AN APPLICATION IN VISUAL BASIC
	
	

	
	1.4.1
	Design the User Interface
	

	
	1.4.2
	Set Properties
	

	
	1.4.3
	Write Visual Basic Code
	

	1.5
	SETTING PROPERTIES
	

	
	1.5.1
	The Form
	

	
	1.5.2
	Label
	

	
	1.5.3
	Command Button
	

	
	1.5.4
	Text Box
	

	1.6
	SETTING PROPERTIES AT RUN TIME
	

	1.7
	UNIT SUMMARY
	

	1.8
	END OF UNIT EXERCISES
	


UNIT 2

A FIRST ENCOUNTER WITH THE LANGUAGE THE SEQUENCE STRUCTURE - INPUT, PROCESS, OUTPUT

	2.0
	INTRODUCTION TO UNIT
	
	

	2.1
	OBJECTIVES 

· Use variables

· Define the scope of variables

· Distinguish between the different data types

· Differentiate between implicit and explicit declaration

· Use the Format function

· Produce simple codes for input, process and output.

· Use the List Box and assign its properties.

	
	

	2.2
	SIGNIFICANCE OF VARIABLES
	
	

	
	2.2.1
	Rules for Writing Variable Names in Visual Basic
	

	2.3
	DATA TYPES
	
	

	
	2.3.1
	Numeric Type
	

	
	2.3.2
	Non-Numeric Type
	

	
	2.3.3
	Variant Type
	

	2.4
	DECLARATION OF VARIABLES
	
	

	2.5
	DECLARATION OF A CONSTANT
	
	

	2.6
	WRITING PROGRAM INSTRUCTIONS
	
	

	
	2.6.1
	Direct/Immediate Mode
	

	
	2.6.2
	Programming Mode
	

	2.7
	THE LIST BOX
	
	

	
	2.7.1
	Properties of a List Box
	

	
	2.7.2
	List Box Events
	

	2.8
	UNIT SUMMARY
	
	

	2.9
	END OF UNIT EXERCISES
	
	

	
	
	
	


UNIT 3

SELECTION - INTRODUCING CONDITIONS

	3.0
	INTRODUCTION TO UNIT
	
	

	3.1
	OBJECTIVES

· Distinguish between the different types of selection

· Write programs involving conditions

· Use structures such as If … Then … Else … Endif

· Use Option box, Check Box and Frame and assign their properties.


	
	

	3.2
	TYPES OF SELECTION
	
	

	
	3.2.1
	Simple Selection
	

	
	3.2.2 (a)
	Binary Selection - Format 1
	

	
	3.2.2 (b)
	Binary Selection - Format 2
	

	
	3.2.3
	Multiple Selection - Using Logical Operators OR/AND
	

	3.3
	NESTED IF …ENDIF
	

	3.4
	SELECT …CASE STRUCTURE
	

	3.5
	SELECTION USING CHECK BOX AND OPTION BUTTON 
	

	3.6
	USE OF FRAME
	

	3.7
	UNIT SUMMARY
	

	3.8
	END OF UNIT EXERCISES
	


UNIT 4

REPETITION - ITERATION

	4.0
	INTRODUCTION TO UNIT
	
	

	4.1
	OBJECTIVES

· Use loops to repeat instructions.

· Differentiate between the types of repetition techniques.

· Write programs involving loops.
	
	

	4.2
	TYPES OF REPETITION
	
	

	
	4.2.1
	For …Next
	

	
	4.2.2
	Do While …Loop
	

	
	4.2.3
	Do …Loop Until
	

	4.3
	UNIT SUMMARY
	

	4.4
	END OF UNIT EXERCICES
	


UNIT 5

VISUAL BASIC FUNTIONS

	5.0
	INTRODUCTION TO UNIT
	
	

	5.1
	OBJECTIVES

· Differentiate between the different types of functions

· Write the function to perform a particular operation

· Make use of the appropriate function to solve a problem
	
	

	5.2
	BUILT-IN FUNCTIONS (OR INTERNAL FUNCTIONS)
	
	

	5.3
	UNIT SUMMARY
	

	5.4
	END OF UNIT EXERCISES
	

	5.5
	SOLUTIONS TO EXERCISES (UNITS 1 - 5)
	


UNIT 6

PROCEDURES AND SUBROUTINES

	6.0
	INTRODUCTION TO UNIT
	
	

	6.1
	OBJECTIVES

· Distinguish between a procedure and a function 

· Explain the concepts of modular design

· Differentiate between a called and a calling module

· Define the concepts of arrays

· Describe the significance of sub routines

· Differentiate between  arguments and parameters
	
	

	6.2
	Private Sub ProcedureName()
	
	

	6.3
	Global Variables
	
	

	6.4
	Local Variables
	
	

	6.5
	Arguments and Parameters
	
	

	6.6
	Practical Learning: Passing Arguments to a Procedure
	
	

	6.7
	Passing Arguments by Value
	
	

	6.8
	Unit Summary
	
	

	6.9
	End of Unit Exercices
	
	


UNIT 7

ARRAYS AND LIST

	7.0
	INTRODUCTION TO UNIT
	
	

	7.1
	· Explain the concept of an array.

· Describe the functions of an array.

· Differentiate between a one-dimensional and two-dimensional arrays.

· Use list boxes and control arrays
	
	

	7.2
	Concept of Arrays
	
	

	7.3
	One-Dimensional Arrays
	
	

	7.4
	Two-Dimensional Arrays
	
	

	7.5
	List Box and an Array of Records
	
	

	7.6
	Unit Summary
	
	

	7.7
	End of Unit Exercises
	
	


UNIT 8

FILES

	8.0
	INTRODUCTION TO UNIT
	
	

	8.1
	OBJECTIVES

· Give examples of the different types of files.

· Distinguish between sequential and direct access files Point out the importance of using files regarding data storage.

· State where the files are used.

· Describe how items are added to a file and their retrieval.
	
	

	8.2
	Types of Files
	
	

	
	8.2.1 Direct Access Files
	
	

	
	8.2.2 Sequential Files
	
	

	8.3
	Writing to and Reading from a File
	
	

	8.4
	Unit Summary
	
	

	8.5
	End of Unit Exercices
	
	


UNIT 9

MENUS

	9.0
	INTRODUCTION TO UNIT
	
	

	9.1
	OBJECTIVES

· Work with menu editor and design your menu

· Insert pictures on your forms

· Describe the functions of the command buttons 

· Work with command buttons, data grids and validation routines.

· Design your screen menus and sub menus.
	
	

	9.2
	Menu Design
	
	

	9.3
	Menu Bar
	
	

	9.4
	Pull - Down Menus
	
	

	9.5
	Connecting Menus to Procedures
	
	

	9.6
	Unit Summary
	
	

	9.7
	End of Unit Exercises
	
	


UNIT 10

DATABASE

	10.0
	INTRODUCTION TO UNIT
	
	

	10.1
	OBJECTIVES

· Create database tables with the suitable fields

· Create tables using both wizard and design view

· Select suitable primary keys

· Create the Employee Table.

· Design the screen

· Set the link using ADODC
	
	

	10.2
	Creating a Database
	
	

	10.3
	The ADODC Connection
	
	

	10.4
	Unit Summary
	
	

	10.5
	End of Unit Exercises
	
	


UNIT 11

PRINTING AND DATA REPORTS

	11.0
	INTRODUCTION TO UNIT
	
	

	11.1
	OBJECTIVES

· Create your database 

· Create a Data report by using Data Environment Designer.

· Use of Data Environment and create a new Standard EXE project

· Select the correct OLE DB provider for accessing a Jet database.
· Use print command
· Change font and font style
	
	

	11.2
	Print Method
	
	

	11.3
	Using Data Environment for Printing
	
	

	11.4
	Font and Spacing
	
	

	11.5
	Unit Summary
	
	

	11.6
	End of Unit Exercises
	
	


PART 2

UNIT 1

WHAT MAKES A GOOD PROGRAMMING PROJECT

	1.0
	INTRODUCTION TO UNIT
	
	

	1.1
	OBJECTIVES

· select and describe a task that can be solved by writing a program.

· describe the task in terms of inputs, processes and outputs.

· identify and document a design specification for the task.

· develop a program according to the design specification 

· test the program with suitable data and provide the evidence that it works.

· implement the program and prepare the documentation required for installation and future upgrade.

	
	

	1.2
	PROJECT DOCUMENTATION
	
	

	
	1.2.1
	Section A - Problem / Task Identification
	

	
	1.2.2
	Section B - Program Design
	

	
	
	B.1
	The Process Model

	
	
	B.2
	Input Design

	
	
	B.3
	Output Design

	
	
	B.4
	Proposed Record, File and Data Structures

	
	
	B.5
	Hardware and Software Requirements

	
	1.2.3
	Section C - Program Development
	

	
	
	C.1
	Implementing the Program

	
	
	C.2
	Using Good Programming Style

	
	
	C.3
	Programming Skills

	
	1.2.4
	Section D - Testing
	

	
	
	D.1
	Testing Strategy

	
	
	D.2
	Test Plan

	
	
	D.3
	Test Results

	
	1.2.5
	Section E - Implementation
	

	
	
	E.1
	Technical Documentation

	
	
	E.2
	Installation Instructions

	1.3
	UNIT SUMMARY
	
	


UNIT 2

SAMPLE DOCUMENTATION

	2.0
	INTRODUCTION TO UNIT
	
	

	2.1
	OBJECTIVES

· Describe a problem in terms of inputs, processes and outputs.

· Document the design specification for the task.

· Develop and test a program to solve the problem.

· Prepare the installation and technical documentation
	
	

	2.2
	PROJECT DOCUMENTATION
	
	

	
	2.2.1
	Section A - Problem / Task Identification
	

	
	
	A.1
	Introduction

	
	
	A.2
	Problem Definition

	
	
	A.3
	Data Inputs

	
	
	A.4
	Processes

	
	
	A.5
	Outputs

	
	
	A.6
	Requirements of the New System

	
	2.2.2
	Section B - Program Design
	

	
	
	B.1
	Process Models

	
	
	B.2
	Program Description

	
	
	B.3
	System Flowchart

	
	
	B.4
	Procedure Flowchart

	
	
	B.5
	Jackson Diagram

	
	
	B.6
	Data Flow

	
	
	B.7
	Description of Input Forms

	
	
	B.8
	Description of Output/Reports

	
	2.2.3
	Section C - Program Development
	

	
	
	C.1
	Implementing the Program

	
	
	C.2
	Program Listing

	
	
	C.3
	Good Programming Style

	
	
	C.4
	Programming Skills

	
	2.2.4
	Section D - Testing
	

	
	
	D.1
	Test Strategy

	
	
	D.2
	Test Plan

	
	
	D.3
	Test Results

	
	2.2.5
	Section E - Implementation
	

	
	
	E.1
	Installation Instructions

	
	
	E.2
	Technical Documentation


 PART 3

UNIT 1

DEFINITION, INVESTIGATION AND ANALYSIS

	1.0
	INTRODUCTION TO UNIT
	
	

	1.1
	OBJECTIVES

· Define the nature of problems to be solved

· Identify different methods suitable to investigate the problem

· Identify the current processes and data in the actual system

· Develop the requirements specifications

· Specify the problems in the actual system

· Find possible solutions
	
	

	1.2
	DEFINITION
	
	

	
	1.2.1
	Nature of Problem
	

	
	1.2.2
	Description of Organisation
	

	
	1.2.3
	Actual System - National Shop
	

	
	1.2.4
	Hierarchy Diagram of Responsibilities in National Shop
	

	
	1.2.5
	Current Methods used in Actual System
	

	
	1.2.6
	Origins and Forms of Data
	

	1.3
	INVESTIGATION AND ANALYSIS
	
	

	
	1.3.1
	Feasibility Study
	

	
	1.3.2
	Feasibility Report
	

	
	1.3.3
	Fact Finding Methods
	

	
	1.3.4
	Requirements Specifications
	

	
	1.3.5
	Systems Description
	

	
	1.3.6
	Data Flow Diagram (DFD)
	

	
	1.3.7
	Identification of Problems
	

	
	1.3.8
	Alternative Solutions and Evaluation
	

	
	1.3.9
	Deciding on Best Solution
	

	1.4
	GANTT CHART
	
	

	1.5
	UNIT SUMMARY
	
	

	1.2
	ANSWERS TO ACTIVITIES
	
	


UNIT 2

DESIGN

	2.0
	INTRODUCTION TO UNIT

	2.1
	OBJECTIVES

· Define the objectives of computerizing the system.

· Design and document process model in terms of top-down diagram, and flowcharts.

· Design and document data capture forms, table layouts, file layouts, report layouts, input / output screen layouts.

· Design and document data structures in terms of normalization and entity relation models


	2.2
	COMPUTERISING THE SYSTEM - AIMS AND OBJECTIVES

	2.3
	TOP DOWN APPROACH OR STEPWISE REFINEMENT

	2.4
	OUTPUT DESIGN

	2.5
	NORMALISATION

	2.6
	ENTITY RELATIONSHIP DIAGRAM (ERD)

	2.7
	TABLE STRUCTURE

	2.8
	RECORDS USED IN STUDENT TABLE ALONG WITH DESCRIPTION OF VALIDATIONS

	2.9
	FORM LAYOUTS

	2.10
	INPUT SCREENS

	2.11
	ALGORITHM

	
	2.11.1
	System Flowchart for Submenu Student
	

	
	2.11.2
	Data Flow Diagram for Submenu Student
	

	2.12
	SAMPLE QUOTATION

	2.13
	INTENDED BENEFITS

	2.14
	LIMITS OF THE SCOPE OF THE SOLUTION

	
	2.14.1
	Estimation of File Size
	

	2.15
	UNIT SUMMARY

	2.16
	ANSWERS TO ACTIVITIES


UNIT 3

SOFTWARE DEVELOPMENT, TESTING AND IMPLEMENTATION

	3.0
	INTRODUCTION TO UNIT

	3.1
	OBJECTIVES

· Develop data structures and implement the proposed process model using a software package and/or programming language.

· Develop and document a detailed test plan including suitable test data.

· Develop and document an implementation plan including user testing, system changeover and user training


	3.2
	SOFTWARE DEVELOPMENT AND TESTING

	3.3
	TEST STRATEGY

	
	3.3.1
	System Testing
	

	
	3.3.2
	Acceptance Testing
	

	
	3.3.3
	Program Testing
	

	3.4
	TEST PLAN

	3.5
	TEST RESULTS

	3.6
	NORMAL DATA

	3.7
	SCREEN SHOT OF TESTING

	3.8
	EXTREME DATA

	3.9
	ABNORMAL DATA

	3.10
	IMPLEMENTATION

	
	3.10.1
	Plan of Implementation
	

	
	3.10.2
	Schedule of Data Transfer
	

	3.11
	IMPLEMENTATION METHOD

	3.12
	USER TRAINING

	3.13
	END-USER TESTING

	3.14
	APPROPRIATENESS OF STRUCTURE AND EXPLOITATION OF AVAILABLE FACILITIES

	
	3.14.1
	Discussion of the Hardware and Software Suitability
	

	3.15
	LOG OF PROBLEMS ENCOUNTERED AND ACTIONS TAKEN

	
	3.15.1
	Problems Encountered
	

	
	3.15.2
	Discussions on Problem Solving
	

	3.16
	UNIT SUMMARY

	3.17
	ANSWERS TO ACTIVITIES


UNIT 4

USER DOCUMENTATION



	4.0
	INTRODUCTION TO UNIT

	4.1
	OBJECTIVES

· State the purpose of a user manual

· Identify the components of a user manual

· Prepare a user manual

	4.2
	TABLE OF CONTENT

	4.3
	HARDWARE REQUIREMENTS

	4.4
	SOFTWARE REQUIREMENTS

	4.5
	SYSTEM OVERVIEW

	4.6
	LOADING OF SOFTWARE

	4.7
	USING THE SOFTWARE

	4.8
	ACCESSING THE SYSTEM

	
	4.8.1
	The Login Screen
	

	4.9
	USING THE MAIN MENU

	
	4.9.1
	Instruction on how to Exit from the System
	

	
	4.9.2
	Using the Appointment Maintenance Sub Menu
	

	
	4.9.3
	Creating a New Appointment
	

	
	4.9.4
	Editing an Existing Appointment
	

	
	4.9.5
	Using the Reports Sub Menu
	

	4.10
	USING THE UTILITIES SUB MENU

	
	4.10.1
	Back Up Files
	

	4.11
	TROUBLE SHOOTING GUIDE

	4.12
	GLOSSARY OF TERMS

	4.13
	INDEX

	4.14
	UNIT SUMMARY

	4.15 
	ANSWERS TO ACTIVITIES


UNIT 5

TECHNICAL DOCUMENTATION

	5.0
	INTRODUCTION TO UNIT

	5.1
	OBJECTIVES

· Develop the contents of a technical manual

· Write instructions to maintain and update the system.



	5.2
	TABLE OF CONTENT

	5.3
	HARDWARE REQUIREMENT

	5.4
	SOFTWARE REQUIREMENT

	5.5
	DATA FLOWS OF THE CURRENT SYSTEM

	5.6
	DATA DICTIONARY

	5.7
	LIST OF MODULES AND THEIR FUNCTIONS

	5.8
	STRUCTURE DIAGRAM

	5.9
	NORMALISED TABLES

	5.10
	FILE STRUCTURE

	5.11
	SCREEN LAYOUTS

	5.12
	INSTRUCTIONS ON HOW TO BACK UP

	5.13
	INSTRUCTIONS ON HOW TO RESTORE AN ACCESS DATABASE FROM A BACK UP COPY

	5.14
	INSTRUCTIONS ON HOW TO CREATE A TABLE (MDB)

	5.15
	INSTRUCTIONS ON HOW TO CREATE A FORM

	
	5.15.1
	Based on a Single Table or Query by using Auto Form
	

	
	5.15.2
	Based on One or More Tables or Queries with a Wizard
	

	
	5.15.3
	On your Own in Design View
	

	5.16
	INSTRUCTIONS ON HOW TO CREATE A REPORT

	
	5.16.1
	Based on a Single Table or Query by using AutoReport
	

	
	5.16.2
	Based on One or More Tables or Queries with a Wizard
	

	
	5.16.3
	On your Own in Design View
	

	5.17
	PROGRAMS LISTINGS

	5.18
	UNIT SUMMARY


UNIT 6

EVALUATION

	6.0
	INTRODUCTION TO UNIT

	6.1
	OBJECTIVES

· Evaluate the effectiveness and user friendliness of the completed system

· Evaluate users’ response to the system

· Identify the good and bad points of the final system

· Indicate any further limitations of the system

· Propose possible extensions and plan how to carry at the extensions

	6.2
	DISCUSSION ON THE DEGREE OF SUCCESS IN MEETING THE ORIGINAL OBJECTIVES

	
	6.2.1
	Evaluation of Degree of Success with Objectives
	

	6.3
	EVALUATION OF THE USER'S RESPONSE TO THE SYSTEM

	6.4
	DESIRABLE EXTENSIONS

	
	6.4.1
	Good and Bad Points (Merits and Demerits
	

	
	6.4.2
	Limitations of the System
	

	
	6.4.3
	Proposing Possible Extensions
	

	
	6.4.4
	Changing Length of Password
	

	6.5
	UNIT SUMMARY
	

	6.6
	ANSWERS TO ACTIVITIES
	


