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1. 	 ~~l£-JJ[Wf§f3&~(computation)a9~Jm (~Dilmlilloop , it~ recursion ;fO!fo/.1 
fCf:~ItiJ~) ~o=~~tJ~,~Z~~::tJJt, J;).-Mlfl~gf (tzDgg:J:11:ft • 1[mtJ~7)\~) m 
f9U, :ML~~rJtl~JJ[rl:l~~*f9tl~aJI (20%) 
(1) 	 mnf§f3&~a9~J!U:&1t¥Jij~~t~~(design thinking)a9*§IlJ~~~::tJJt 
(2) 	 :fr;fff&ll~::tJ~z{f~~ 

2. 	 ;Ef?E1i: f(x,y)ZJE~tzOr : 
int feint x, int y){ 

if«x>O)&&(y>O)) 
return(f(x-l,y)+f(x, y-l)); 


else return (x+y);} 


~rl:l~ f(2,1)ZlIm-mr ? (10%) 

3. 	 1[mtJ~~'~~~~~.-OO~a9*~'W*~a900~~~~~:&~~ 
a9;J;JiJU • ~J;)'~J¥.Z1[mti.~~~t (tzo : 3&ffl Xbox Kinect ~O Wii ~~fCf:FlT 
*J1~Z1[mtJ~7)\f4:tX) mf9lJ ' ~aJI*~~~Zmt:~~tP~ (20%)0 

4. 	 fiiJ~~ bubble sort~~r.f~ , ~J;irJUIi:JU 
37,41,19,81,43,25,61,49,13 
~~~Fr.f~fj (20%)0 

5. 	 ~J;)'-iUj~~l=tm~fj~. p). do-while~ , ~~ 
5 + 7 + 9 + 11 + ... + 205 Z~* (20% )<) 

h 	 'fiI:mi: ~TArK ~iilHiff ()TTFTTF ~.Rkl~W (100/0 J<) 


