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UVODEM

Tato studijni opora je uréena studentim bakalaiského programu Anglic¢tina pro odbor-
nou praxi jako podptrny material ke kurzu Odborna terminologie 4.

Studijni opora obsahuje:

e teoreticky zaklad probiraného tématu s konkrétnimi ptiklady,
e definice probiranych pojmd,

e Kontrolni otazky a samostatné ukoly,

e seznam pouzité literatury,

e odkaz na online LMS kurz.

Student nastuduje dané téma, zodpovi kontrolni otdzky a vypracuje pfipadné samostatné
ukoly.
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RYCHLY NAHLED STUDIJNI OPORY

Kurz navazuje na teoretick¢ zéklady probrané v ramci predmétu Odborna terminolo-
gie 1. Zaméfuje se na rozvoj znalosti anglické odborné terminologie v oblasti informaénich
a komunikacnich technologii.

Vyklad respektuje skute¢nost, Ze zminénou oblast charakterizuje vysoka mira uziti in-
ternacionalismtl, z nichz fada je pro c¢eského uzivatele bézné srozumitelna i bez hlubsi zna-
losti anglictiny. Zamé&ii se proto na bliz§i seznameni s prostfedim a zakladnimi principy

vvvvvv

ward.

Kazda kapitola shrnuje probranou terminologii formou ptehledné tabulky obsahujici an-
glické terminy s jejich ¢eskymi pieklady. Po absolvovani tohoto kurzu budou studenti znat
vice nez 100 specializovanych terminii Z uvedené oblasti.



Introducing IT and computers

1 INTRODUCING IT AND COMPUTERS

e

The first chapter will explain the difference between information technology (IT), infor-
mation and communications technology (ICT), and informatics. As the computer is the
centrepiece of all these concepts, we will also provide a brief overview of the development
of computer technology, and present the general architecture upon which computers are
built.

]

In this chapter you will learn:

e about IT, ICT and informatics;
e about the history of computer technology;

e about the computer architecture and its key components.

|
_

information technology, IT, ICT, informatics, computers, computer history, computer
architecture

]

180 minutes

._________________________________________________________________________________________________________________________________________|
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1.1 IT, ICT and informatics

Information technology (IT) is a collective term referring to the use, design, develop-
ment, implementation and management of information systems, i.e. computer-based sys-
tems for the collection, storage, retrieval, transmission and processing of data (infor-
mation). The term also denotes a broad field that includes a wide range of professions such
as computer science, network administration, data storage, computer support, system anal-
ysis, programming, etc.

In recent years, the term information and communications technology (ICT) has come
into use in response to the rapidly emerging and developing digital technologies, and espe-
cially to the growing dominance of the Internet. Although the two terms and acronyms are
often used interchangeably, the scope of ICT is actually wider than that of IT, as it also
includes all forms of modern communication technology including telephony, mobiles and
other “smart” devices, social networks, new media, content delivery, etc.

The term informatics has a wider frame of reference, and includes both IT and ICT. It
covers all fields that deal with the use of computer technology and computer-aided infor-
mation processing. As such it is often used as a de facto synonym of computing.

1.2 Computer history in brief

Despite the constant arrival of new technologies, the computer is still at the centre of all
ICT in the second decade of the 21% century. We will now have a brief look at the computer
history to provide a better understanding of the machines and devices that shape our daily
lives.

The beginnings of the computer are not associated with communication or entertainment
but, rather, an area of use that gave the machine its name: computing, i.e. making calcula-
tions. Indeed, the main motivation behind developing computers was the need to perform
a vast number of calculations, typically in scientific, administrative or military contexts.

Although the first devices able to process numbers were already known in the 19" cen-
tury, the central concept of the computer as we know it is based on the ideas of British
mathematician and scientist Alan Turing. In 1936 Turing devised a theoretical model —
later named “the Turing machine” — that can simulate any algorithm (a set of rules to
follow when solving a particular problem) and is thus capable of computing anything that
is computable.

In 1946 the first general-purpose digital computer, the ENIAC (Electronic Numerical
Integrator and Computer), was built, consisting of some 20,000 vacuum tubes that were
used for the processing. It was programmed through mechanical switches because pro-
gramming languages did not yet exist (it is also interesting to note that the primary ENIAC
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programmers were women). Like many other computers in the first generation, the devel-
opment of the ENIAC was driven by military interests.

The second generation of computers (built between early 1950s and early 60s) was based
on transistors, which were more reliable than vacuum tubes. The computers also had their
own memory and operating system, and used peripherals such as printers and various
storage devices (tape, disk, and punch cards). During this period the first computers for
commercial use were introduced, which gave rise to two new areas of use:

e information storage and retrieval: computers were no longer used as sophisti-
cated calculators but, more importantly, as means to store, access and manipulate
information;

e programming: users got the opportunity to tell their computers what to do and pro-
gram them to perform particular tasks; during the period about 100 programming
languages were devised.

The third generation of computers (mid-1960s to the present) began with the invention
of the integrated circuit: a set of tiny electronic circuits (transistors, resistors and capaci-
tors) residing on a small flat piece of silicone called a “chip*. The invention of the computer
chip was instrumental in the miniaturization of computer technology and, as of early 1980s,
the development of personal computers (PC) and home computers.

1.3 The computer architecture

Despite all technological advancements and innovations, the computer of today is still
largely based on the same architecture as its 20" century predecessors.

The design architecture for a digital computer was first described in 1945 by the Hun-
garian-American mathematician, physicist and computer scientist John von Neumann. His
model — to be later known as the “von Neumann architecture” — determined that in order to
operate, the computer needs at least the following components:

Central Processing Unit
Control Unit
Input Arithmetic Logic Unit Output
Device > Device
A
Memory Unit

Fig. 1 — The von Neumann architecture scheme.
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As the scheme suggests, there are five main components in the model:
e an arithmetic logic unit (ALU), responsible for all arithmetic calculations, logical
operations, and data comparison;

e a control unit, which manages and coordinates the operation of all parts of the
computer;

e amemory unit, which stores program code and data;
e aninput device, which allows feeding program code and data into the computer;

e anoutput device, through which the resulting data is presented to the user.

The control unit and the arithmetic logic unit represent parts of the central processing
unit (CPU). Today, the CPU and the memory unit are typically implemented as chips em-
bedded in the computer mainboard (also referred to as motherboard). The CPU is either

soldered on the board or placed in a socket. The memory often takes the form of modules
that are fitted in dedicated memory slots on the mainboard.

On the other hand, input and output devices are typically external peripherals connected
to the computer. Examples of input devices include keyboards or disk drives; common out-
put devices are monitors, printers or audio speakers.

Explain the difference between IT, ICT and informatics.
2. Characterize each of the three generations of computers.

3. Describe the main components of the computer architecture as designed by John
von Neumann.

rewovervew b

The table below gives an alphabetical list of terms we have introduced in this chapter,
together with their corresponding Czech translations:

Term Translation
algorithm algoritmus, postup feseni tlohy
arithmetic logic unit (ALU) aritmeticko-logicka jednotka




Introducing IT and computers

audio speaker

reproduktor

central processing unit (CPU)

procesor, centralni procesorova jednotka

v

chip ¢ip

content delivery poskytovani (digitalniho) obsahu
control unit fadi¢

computing vyuziti po€itaci

disk drive diskova mechanika

home computer

domaci pocitac

informatics

informatika

information systems

informacni systémy

information technology

informacni technologie

input device

vstupni zatizeni

integrated circuit

integrovany obvod

keyboard

klavesnice

mainboard, motherboard

zékladni deska

memory slot

pamétova pozice, pamét'ovy slot

memory (unit)

operacni pamét’

monitor

monitor, pocitacova obrazovka

network administration

sprava (pocitaCovych) siti

new media

nova média, digitadlni média

output device

vystupni zafizeni

peripheral(s)

periferni zafizeni

personal computer (PC)

osobni pocitac

printer tiskarna
programming programovani
programming language programovaci jazyk
punch(ed) card dérny stitek

resistor

rezistor, odporova soucastka, odpor

social network

socialni sit’

socket

patice

storage device

zaznamové zarizeni

10
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transistor tranzistor (el. polovodi¢ova soucastka)

vacuum tube elektronka

[

In the introductory chapter we explained the difference between information technology
(IT), information and communications technology (ICT), and informatics: terms that are
often used interchangeably despite having slightly different frames of reference. As the
computer is central to all of these concepts, we also provided a brief overview of the devel-
opment of computer technology, and outlined the general architecture upon which comput-
ers are built.

11



Hardware

2 HARDWARE

[

In this chapter we will have a brief look at computer hardware, i.e. the physical side of
computer technology. We will provide a basic classification and discuss various hardware
components, peripherals and accessories.

]

In this chapter you will learn:

e about computer hardware;
e about the interaction between hardware and software;

e about hardware components, peripherals and accessories.

|
_

hardware, components, peripherals, accessories

] e

180 minutes
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2.1 Hardware, software and their interaction

On the most general level, every computer or a computer-like device consists of two
elements:

e hardware (sometimes abbreviated as HW), which collectively refers to the phys-
ical (tangible) features, i.e. every part of the computer that you can either see or
touch;

e software (SW), which represents the intangible part that activates the physical
components and controls their operation.

Hardware and software are mutually interconnected and only provide functionality
when used together. Without software the hardware would not be able to operate at all, and
similarly, the software would be quite useless without hardware to run on.

Hardware is relatively limited in its scope of operation: every piece of hardware is
designed for a specific task. Software, on the other hand, makes it possible to perform much
more complex and varied tasks, with the help of the hardware. For example, a computer
CPU is typically able to perform basic calculations (such as addition, subtraction, multipli-
cation and division) and logical operations (such as conjunction, disjunction and negation),
but it cannot, say, calculate an equation or find the largest value in a set of numbers. It is
the software that will provide ways to accomplish such higher-level tasks, by creating al-
gorithms that put the basic operations of the hardware into an ordered sequence of proce-
dural steps.

2.2 Hardware classification

There are three types of computer hardware: components, peripherals, and accessories.
(This traditional classification is perhaps less useful for mobile hardware, which is much
more integrated.)

2.2.1 COMPONENTS
Components are the core parts. They include:

e The mainboard: a printed circuit board (PCB) that provides slots and sockets to
host other key components such as the CPU (often fitted with a fan or a cooler) or
memory modules. The size of the mainboard (referred to as the form factor) is
standardized.

Directly soldered on the mainboard are controllers (special chips managing the
operation of certain components and peripherals) as well as various connectors,
ports and interfaces, which provide ways to connect peripherals to the board.

13
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Expansion cards, including network cards, sound cards, and graphics cards (also
referred to as video cards); they are placed in dedicated expansion slots on the
mainboard. Modern graphic cards contain a Graphics Processing Unit (GPU),
which can be seen as a specialized processor for display operations.

Small form-factor mainboards tend to have limited connectivity, and can host few
expansion cards. Instead, the graphic, sound and networking capability is provided
by dedicated on-board chips.

Auxiliary components such as coprocessors and various custom chips.

The power supply unit (PSU), which provides the mainboard and its components
with electric power.

The computer case or chassis, i.e. the box that holds the mainboard, components
and internal peripherals; see below. A less obvious (but no less important) function
of the chassis is protection from electromagnetic interference that is generated by
the components.

2.2.2 PERIPHERALS

Peripherals are devices that handle the input and/or output of data to and from the

computer. Peripherals are usually connected to the mainboard via cables or wireless con-

nection.

14

One possible classification of peripherals is based on their actual function:

Input devices are peripherals that only provide data input: keyboards, mice,
graphic tablets, scanners, microphones, joysticks and other game control devices,
and non-rewritable optical drives such as CD-ROM and DVD-ROM drives, etc.

Output devices are peripherals that only take care of data output: monitors, data
projectors, printers, audio speakers, headphones, etc.

Input/output devices (also storage devices or mass-storage devices) are, typi-
cally, peripherals designed for data storage and exchange. These include disk
drives such as hard drives, solid-state drives (SSD), flash drives, memory card
readers, and rewritable optical drives (CD-RW, DVD-RW etc.).

Another classification of peripherals is based on where these devices are located:

internal peripherals are housed inside the computer case (typically, disk drives,
optical drives, and memory card readers);

external peripherals are all other peripherals, including external drives, that are
connected outside of the chassis.
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2.2.3 ACCESSORIES

Accessories are any other physical parts that are needed for the operation of the com-
puter. That includes various cables, leads, cords, adaptors, converters, and storage media
used by peripheral devices (CD/DVD media, memory cards, etc.).

Explain the difference between hardware and software, and comment on their mu-
tual interaction.

2. Which components will you typically find on a computer mainboard?

3. Which computer peripherals are typically used as storage devices?

L,

Match the following terms with the hardware components and peripherals shown in the
picture below:

mainboard CPU fan memory modules
PSU hard drive chassis optical drive

15
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[llremoerees ]

The table below gives an alphabetical list of terms we have introduced in this chapter,
together with their corresponding Czech translations:

Term

Translation

accessories

ptislusenstvi

case, chassis

(pocitacova) skiin

component komponenta, soucéastka

controller fadic, ridici jednotka perifernich zatizeni
converter pfevodnik

cooler chladi¢

coprocessor kOpfOCQSOI’

custom chip zakaznicky obvod, specializovany Cip

data projector

dataprojektor

expansion slot

rozsifujici pozice, rozsitujici slot

external drive

externi disk

fan

vétrak

flash drive

flash disk

form factor

rozmér (zékladni desky)

game control device

herni ovlada¢

graphic tablet graficky tablet
graphics card, video card graficka karta
Graphics Processing Unit (GPU) graficky procesor

input/output device

vstupné-vystupni zafizeni

interface

rozhrani, interface

joystick

pakovy ovladac, joystick

on-board chip

¢ip umistény pfimo na zékladni desce

optical drive

opticky disk

mass-storage device

velkokapacitni zdznamové zatizeni

memory card

pamétova karta

memory card reader

ctecka pamétovych karet

16
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mobile hardware pfenosna zafizeni, mobilni hardware
mouse mys

port rozhrani, port

power supply unit (PSU) zdroj

printed circuit board (PCB) plosny spoj

scanner skener

software software, programové vybaveni
storage device zaznamové zafizeni

storage medium zaznamové médium

wireless connection bezdratové piipojeni

|
In this chapter we looked at computer hardware, that is, the material side of computer

technology. We provided a basic classification and discussed various hardware compo-
nents, peripherals and accessories.

._________________________________________________________________________________________________________________________________________|
17



Software

3 SOFTWARE

e

This chapter focuses on computer software. We will explain the difference between pro-
grams and applications, and between system software and application software (giving ex-
amples of both). We will also have a look at the graphical user interface (GUI) as a funda-
mental feature of software applications, and at various elements that make up such an in-
terface and perform specific control functions.

]

In this chapter you will learn:

e about programs and applications;
e about system software and application software;
e about graphical user interfaces (GUI);

e about various GUI elements.

_

software, program, application, graphical user interface (GUI)

] e

180 minutes
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3.1 Programs vs. applications

When we speak of computer software we refer to programs and applications. While
these two terms are often used interchangeably, i.e. as synonyms, they in fact mean slightly
different things:

e aprogram isan executable piece of code (a set of instructions) that runs on a com-
puter and performs a task it has been written for;

e anapplication is a program that helps the user accomplish a particular task or goal
through the use of various tools and functions.

Therefore, all applications are programs, but not all programs are applications.

One notable difference is that programs can operate quite inconspicuously (for exam-
ple, run in the background with no apparent input or output and with no user interaction),
while applications are always visible to the user because they feature a graphical user in-
terface (see below).

3.2 The user interface

In a broad sense, the term user interface (Ul) denotes a means of interaction between
a human and a device or machine. It covers all instruments, technologies, procedures and
steps needed to accomplish the task(s) for which the device was designed. More specifi-
cally, a user interface is the place from which the device is operated as well as where the
progress and/or outcome of the operation is indicated. Virtually every machine that requires
human control has a user interface: your coffeemaker, your mobile phone, your car... and,
of course, your computer.

In relation to computers we traditionally use the term graphical user interface (GUI).
The term was adopted in the 1980s when it became necessary to distinguish between older
systems using a text-only interface and the new generation of computers, which featured
advanced graphic displays and introduced a highly practical control device, the mouse.
These computers defined a new concept of user control, referred to as WIMP (for Windows,
Icons, Menus and Pointer) — a concept that most other computer systems adopted shortly
after and that is still largely used today.

WIMP provided an attractive windowing environment as well as a common ground or
philosophy for application look, feel and behaviour. At the core of this philosophy is a
metaphorical transposition of real-world objects (windows, buttons, levers, files, cards,
drawers...) into their virtual representations (called controls, widgets or GUI elements)
on the computer screen. The user is, therefore, presented with a familiar environment that
works through analogy and respects our cognitive ability and way of perception. In short:
WIMP environments are easier to grasp because they are much less abstract than text-based
interfaces.

19



Software

The following types of GUI element are common in graphical user interfaces (see the
Task at the end of this chapter for more):
e button (a simple rectangular control to trigger actions);

e check box (a two-state control that indicates a TRUE/FALSE or an ON/OFF
value);

e scrollbar (a bar on the right side or at the bottom of a window, used to move the
window contents up/down or left/right);

e toolbar (a horizontal or vertical ribbon with buttons corresponding to the applica-
tion’s functions);

e menu bar (arow of text items that, when clicked, display drop-down menus with
commands corresponding to the application’s functions);

e text field (a rectangular area for entering text);

e dialog (also “dialog window” or “dialog box — an information window to display
messages, prompts or warnings).

menu bar toolbar
2
[# Soubor Projekt Upravy Hiedat Zobrazit Format Kédové stranka Nastroje | HTML Nastaveni Okno Napovéda
z x = = o
D-@-H-lal k| L¥w a0 B e \ it XS] TIEIS ko ! IO,
" 1. Novylbt
[} 1e 20 30 40 5e 60 70 80
One notable difference is that applications feature a Graphical User Inteface (GUI), )
in which the individual functioni B suusika ? % |to on-screen
visual elements called controls o include buttons,
Zakiadni Znaky Slova . .
check boxes, scrollbars, toolbars so dialog windows
or dialog boxes), etc Podet st 31
8 2 * Poet Fadek 5
Pocet znakd 353
Nejdelsi Fadek 84
dialog
Velikost souboru 77
Soubor vytvoren ?7?
Posledni zména 2?77
PIné jméno souboru:
|N0vy1.txt ‘
Jméno souboru: scrollbar
|Novy1.txt \
— button
v
5:100 (100} /5 [353] = Text DOS  ANSI| default (0)

Fig. 2 — An application window with GUI controls.

3.3 Software classification

Apart from making a distinction between programs and applications, it is possible to
divide software into two major categories: system software and application software.

20



Daniel Jedlicka - Odbornd terminologie 4

3.3.1 SYSTEM SOFTWARE

System software helps operate the computer hardware and provides control of the sys-
tem. This software often comes pre-installed on your computer and includes, above all:

e The operating system (OS): the software layer that manages hardware resources
and allows the user to run programs and applications. Dozens of different operat-
ing systems are in use today but only a few represent major platforms; these in-
clude MicrosoFT WINDOWS, LINUX, and MACOS for desktop computers, while in
the mobile devices segment ANDROID and 10S are the dominant systems.

e Drivers: control programs that manage the use of hardware components and pe-
ripherals.

e Background services: single-purpose programs that run unnoticed in the back-
ground and carry out specific system-related tasks and chores.

e Maintenance utilities: service programs that help keep the system in good shape.

e Diagnostic tools: programs that monitor the system and help identify potential
problems.

3.3.2 APPLICATION SOFTWARE

This very broad category includes software that allows the user to actually turn the
computer into a useful tool, that is, to perform various daily-life activities and tasks. The
main types of application software include, above all:

e Web browsers: as more and more human activity is now taking place on the In-
ternet, the browser has become a number-one application. Contemporary web
technologies allow running applications inside the web browser, which means that
browsers have de facto become operating systems of their own.

Web-based applications and their data are no longer stored locally on the computer
disk; instead they reside in a virtual repository called a cloud. Web-based appli-
cations represent an important aspect of cloud computing.

e Office applications: software for daily use in the office, school etc. Common of-
fice applications include words processors, spreadsheets, presentation tools, and
database managers. These applications are often installed as part of an office suite.

e Productivity applications: applications for the creation of digital content, such
as graphic editors, video editors, audio editors, digital audio workstations (DAW),
desktop publishing software (DTP), photo manipulation tools, etc.

e Educational software including various e-learning applications and learning
management systems (LMS).

e Entertainment software such as computer games, media players etc.

21
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3.4 The -ware suffix

From the perspective of word formation, the terms hardware and software are com-
pounds (see section 2.3.2 in the study material Odborna terminologie 1). They consist of
the adjective hard and soft, respectively, combined with the noun ware (meaning “things
or articles of a particular kind”).

In IT/ICT terminology and jargon, however, “ware” has developed into something that
behaves more like a word-formation suffix. As such it is now used to derive new terms
referring to particular types of software. The suffix has proved to be fairly productive and
is apparently used with creativity, as the existence of the following terms suggests:

Term Meaning

abandonware A commercial, copyrighted program that is no longer sold and is ig-
nored by its author or publisher.

adware A type of unwanted and potentially malicious program that hides in the
system and then displays advertisements.

bloatware An application that has unnecessary features which use large amounts
of memory and disk space, and is often slow.

crippleware Software that has been deliberately disabled by the removal of a major

feature or component, so as to encourage users to purchase the full ver-
sion.

donationware

Software that is provided with no restrictions but requests that you
make a donation to its author.

firmware A program written for and stored on a hardware device, allowing the
actual use of that hardware.

freeware Software that is provided free of charge, with no restrictions on func-
tionality.

giftware Software that is provided with no restrictions but requests that you send
a small gift to its author.

malware A type of malicious program designed to disrupt, damage, or gain un-
authorized access to a computer system and its data.

middleware Software that lies between the operating system and the applications
running on it, and acts as a bridge between them to facilitate communi-
cation and data management.

ransomware An especially dangerous type of malware that takes hold of the user’s
data and denies access to it unless a ransom is paid.

shareware Software that is initially provided free of charge but a fee is requested
after a given evaluation period.

spyware A type of malicious program that secretly collects data on the user
(such as his/her online behaviour) and sends it to a third party.

vaporware Software (typically an application or a computer game) that is an-

nounced and promoted but is never released.

22
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Like hardware and software, the terms above are normally used in their original Eng-
lish form, as there are no ready equivalents in Czech.

1. Explain the difference between a program and an application.

2. Explain the difference between system software and application software. Give ex-
amples for both categories.

3. Which elements (controls) will you typically find in the graphical user interface of
an application? What do they do?

we [

Visit the MICROSOFT LANGUAGE PORTAL at https://www.microsoft.com/en-us/lan-
guage. The Portal is a multilingual online database of standard computer technology terms
used across Microsoft products. Due to the significant role of Microsoft in the world of
computing, the database can also serve as a general IT/ICT terminology bank. The terms
are available in almost 100 languages.

B Microsoft | Language Portal Downloads., Error Messages

In the “Search Terminology” box,
set the target language to “Czech” as Search Terminology
shown in the picture.

Use the term search field to find the English SO Cech
Czech translations of the following
graphical user interface elements

All Products

(controls). Write them down in the Search
provided blanks:
slider

context menu

radio button

tab

list box
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The table below gives an alphabetical list of terms we have introduced in this chapter,

together with their corresponding Czech translations:

Term

Translation

application

(pocitacova) aplikace

application software

aplika¢ni software, softwarové aplikace

audio editor

program pro Upravu zvuku

background services

sluzby na pozadi

button

tlacitko (prvek GUI)

check box

zatrzitko, zatrhavaci pole (prvek GUI)

control, widget, GUI element

ovladaci prvek (uzivatelského rozhrani)

database manager

databazovy program

desktop publishing (DTP)

pocitacova sazba

diagnostic tool

diagnosticky nastroj

dialog, dialog box, dialog window

informacni okno, dialogové okno (prvek GUI)

digital audio workstation (DAW)

vicestopy editor pro tvorbu a stfih zvuku

driver

ovlada¢

drop-down menu

rozeviraci nabidka

e-learning

e-learning, elektronické vzdélavani

educational software

vyukovy software

graphical user interface (GUI)

grafické rozhrani, uZivatelské rozhrani

learning management system (LMS)

systém pro spravu vzdélavaciho obsahu,
e-learningovy systém

maintenance utility

nastroj pro udrzbu

media player

piehravac médii

menu bar

nabidka, menu (prvek GUI)

office applications

kancelaisky software

office suite

sada kancelafskych aplikaci

operating system

operacni systém

photo manipulation tool

program pro upravu fotografii
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presentation tool program pro tvorbu prezentaci, prezentacni
aplikace

program (pocitacovy) program

scrollbar rolovaci lista (prvek GUI)

spreadsheet tabulkovy program

text field textové pole (prvek GUI)

toolbar nastrojova lista (prvek GUI)

user interface (Ul) uzivatelské rozhrani

utility nastroj, utilita

video editor program pro stiih videa, digitalni video stfizna

web browser internetovy prohlize¢

windowing environment okenni prostiedi

word processor textovy editor

[~ |

In this chapter we focused on computer software. We explained the difference between
programs and applications, and between system software and application software. We dis-
cussed the graphical user interface (GUI), a fundamental — as well as the most visible —
feature of software applications, and mentioned various elements that make up such an
interface. Finally, we introduced a specific group of IT/ICT terminology formed using the
-ware suffix and referring to various types of computer software.
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ODKAZ NA ONLINE LMS KURZ

Tuto studijni oporu najdete také ve form¢ interaktivniho online LMS kurzu pod odkazem:

https://elearning.fpf.slu.cz/course/view.php?id=1407
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SHRNUTI STUDIJNi OPORY

Cilem této studijni opory bylo navazat na teoretické zaklady a seznamit ucastniky kurzu
Odborna terminologie 4 se zakladni anglickou odbornou terminologii z oblasti informac-
nich a komunikacnich technologii.

Kurz vysel z divodného piedpokladu, ze zminénou oblast charakterizuje vysok4 mira
uziti internacionalismd, z nichz fada je pro ¢eského uzivatele bézn¢ srozumitelna i bez
hlubsi znalosti angliCtiny. Zaméfil se proto na blizsi sezndmeni s prostiedim a zakladnimi

vvvvvv

waru a softwaru.

Probrana terminologie byla v zavéru kazdé kapitoly shrnuta formou piehledné tabulky
obsahujici anglické terminy s jejich ¢eskymi pieklady.
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PREHLED DOSTUPNYCH IKON

El B B B O] [ =] [e] [ 3] E

Cas potiebny ke studiu

Kli¢ova slova

Pruvodce studiem

Rychly néhled

Tutoridly

K zapamatovani

Resena tloha

Kontrolni otazka

Odpovedi

Samostatny tikol

Pro zajemce

IHOREEEOEEE

Fl

Cile kapitoly

Nezapomeiite na odpocinek

Pruvodce textem

Shrnuti

Definice

Ptipadova studie

Véta

Korespondenéni kol

Otazky

Dalsi zdroje

Ukol k zamygleni
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