coooonooon

#include <stdio.h>; #include <stdio.h>;
int x, *s; int x, *s;
int sort (int *s) { int sort (int *s) {
int y; int y;
oDood S ST S S
} }
ooooooooo int main () { int main () {
int x; int x;
No. 3 . sort( ..) ... ... sort( ..) .
{int x = 10; ...} [ {int x = 10; ...} |
} }
(booool1oooooooo{oo joo)
0000 (D000 ooooao) gooooooo No. 3 1/39 0000 (0000 ooooao) pooooooo No. 3 3/39

gooogn

MLOOOODOOOO

let rec eval exp =

o ALGOLOOUOODOOOOODOOOUOODODOD
e JJU0DDOUUDDO(DO)DDODOOOO
e J00DOOO(ODO)DDODODDOO -
match exp with
e OO ODODLDO |

let apply_binop ope expl exp2 =

000 (nest) | Plus(el,e2) -> ’ apply_binop (+) el e2 ‘
e 12000000000 ONDODNODNDOONODOOOOOOOO | Times(el,e2) ~-> | apply_binop ( * ) el e2 |
000

CO0O0UD0O0O0U00DO0OD0O0U00O0O00OUODO(eval_expd0 00O
apply_binop 0O O0OOOODONO)
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gooogooboooon OO0000D00O0O0Ooooooo (2)

e 10000000000000000000000000 Register (CPULD D ODD)

P Counter (00D OOODODOODO
e 1000000000 ODOODD D Last-in, First-Out (First-in, © Program Counter ( )
Last-Out 0 0 0 0)O o Code (0DODODDDDOONOOOODOD)
e 000D e Environment Pointer (00 0O0O00000O)
o Data:
00000000000000000000000000000000
D000D00000O00 o Stack (UOUD)
e Heap (T OO)

0000 (0000 ooooag) gooooooo No. 3 6 /39 0000 (D000 ooooao) gooooooo No. 3 9 /39

OO0000000O0(@oooooooooo) goooogad

e 0000000000000 0OO000000000 00000000 (stack frame, activation record)
e 0000000000000 DOONOOO o DU ODUODOODUOLDOUODLODOOO
e JIDUI0ODUDOOOULUDUUDUDULODLODOO
int £ (int y) { e J0U0DDDOOUOUODOLUO(DDOULOUDODO)
int z = 10; === e J00OU (OUULOULDOUDOULDO)OO
return y+z; z=10 e JODOODODO
} y=11 e JO00OUDODOODDODO(DDDOOOODO)
main () { e o o O UOODO
int % = 10: =10 %210 x=10 0 100000000000000000 (Control link)

. = £(x+0); T e 00000D00000D0000000 (Access link)

} bobodobobbO0Oshowd OO0 OMmMOobooooooboobooon
gbooooboooboboooo
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DoOo0OoOooood (1) gooogooon

int f(int x, bool y) {int z; ...}
00 c0000 f(e,e) 00000000000 int £(int x, bool y) {int z; ...}
o0 e, e000000 000000 0D00000 f(e,e) D00 Oreturn e; 00000000 O0O:
e D00DDDO vi,v,O0DOODO e J00D0NDONc0DDNeD0ONDNDNONONDOONDDOODOO
e 10D0D00DDONONDODONONDOODDOONODOOD 0000000000000 000000000
@ Environment Pointer 00 00 0000000000000 000O0O e 10000O0DOODDOOODOO0ODOODOODODO (Program
e 10DDODNDDONODDONDNDOODDOO: Counter 00 O0O0ODDOOODODO)
e Control link: 10 000000000000 00O00 e J00DODODODODODDOO (Control linkODO OO0
o Access link: D00 0OOOOOOOOOODOOODOO Environment Pointer 0 1 0000000000000 0O0O0O0O
o JUOODODOUU:0D0OU0UU0UUDOUUUDDODUUUDLDDDOO DDD)
000
.0ooooo000O00oO e (00DDDODODODODN)
e 0DDDDO v, w
e 000D0OO zODOODOODOODODO
5000 (0008 00080) No3 _13/39

gooogooon

int x;
int g (int y) {
return (x + y);

}
e 000D00O0DDDO int £ O {
int x;
e 00DDODDDOODODODODOO % = 10
e I0DDONDNDOODDOODODO return (g(20));
e 00ODDODODOD +
int main () {
x = 5;
print £Q);
}

U0:main U0 £00000000 g 0ODOOO0OO0DO gdOon0O
oboboo0bx00OO00bO0ObD ft0b0b00O0ob0obob0oboooo
e DDODOODODODO (static binding)

0000 (D000 0ooooo) oooooooo No. 3 14 / 39 oooooooo




gooogooon gooogooobogod

00 (binding)D DOOODODOOOOOODOOO
e IDO:000ODODODLODOODLODLDODODLO

e J00UOODULDUOULULULUDULUD(OLD)LOUDO
o xUOUODOOOOOOODODOOOUOOODLOODLODO xbOoboao

e FUNARGOO: OO LspO0O0OOOOODOOOODOODOOODODO
ubobooobobobooboooooboooboboobobod

oooQ onoono
e 000D DOODLOOODOOOOOO e I0I0DDDOODOUDODDOUOODDDOOOOUO(OOOD
e 000D:000D0O0D0DOODODODOOOODOO 00D00000000000000D0000000)
e J0ID000D0DOODOODDOODOODOODODOOOOOO o J0DUIUOUDIDDUOOODDDOUOUODDODOOO
o xIODDDODDOODDODDODODODDDDOOONOOooooo e 0:00000D0DODODODOOO
0oooooooo o I:000000D00NDONONONDONODDOONDOODDOODOO0
e 00 xUO0OUUOUOUOUDOODUOOUOOUOOOOOOO
e 100 MO0DDDO0ODODDO(0DD)000D0OO00
oooo ([DD] ooooo) gooooooo No. 3 17/'39 oooo ([DD] DD:DD) gooooooo No. 3 18 / 39

gooooooood

uboobooboooboboogon:

goobogooobogad

Scheme O O :
(define (funl x)
(define (fun2 y) (+ x y)) e 0000:00000000000000O0O0DDOOO (00000
(define (fun3 x) (fun2 10)) 000000)0Control link DO OOOOOOOOMO
(féi?ng)Q)) e 00D0DO: Control link 000000000

e JODOODODOUDOODLDODLDODLOUDODODLODODODOD
OCaml OO gbooo1l1bocobooooooooooboboooooo

let funl x = o J0I0DUODDUOODDOODDO 10DODO0ODOOOODOODO
let fun2 y = x + y in DDDD_DDDDDD -
let fun3 x = fun? 10 in o Control linkOOOODDOOO O Access link.
fun3 2
in
funl 5

gboooobo:0o0bobog s0
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Access Link OO OO0 QOOoQOOg Access Link OO O OO OOQOOO

int x;
int g (int y) { _—
return (x + y); gi————+
} y=2

e Control link: 10 00000000000000000OO int £ O { — -

e Access link: 0000001 0000000000O0O000O0ODOO int x; f: f:
x = 3; x=3 x=3

I

I

I

gogooooooog |
return (g(2)); e e |

(DDDDDDDDDDD) + main main main |
I
+

int main () { ———= === === -
X = b; glob glob glob glob<-
print £0; x=? x=5 x=5 x=b

b

cCOO00U00OO0OO0O0U00OO0ODO00 (DOooODOoOoUbOooOooooo)o

0000 (0000 ooooag) gooooooo No. 3 21 /39 0000 (D000 ooooao) gooooooo No. 3 22 /39

gooogn

Access Link OO O OOOQOQOOO

(define (funil x)
(define (fun2 y) (+ x y))
(define (fun3 x) (fun2 10))
(fun3 2)) oood:
(funl 5) e MiniCOOOODODODODOOODDOOOOODDOOOO

o HUDLDUDLUODLOUOUOLOUOLUODLODLODO
o JDOODODOODLOOOOODLUODODLODLOOOODLODODO

fl_lrlli __T Ooo
—_— 3_]___ | 0000 (evaluationorder, 0000 0): 10000000000D00ODO
fun3 fun3  |access 000 (0000000)00000000
x=2  x=2 | 1ink 0000 (evaluation strategy) DO 000

funl funl funl <-+
x=5 x=5 x=5

glob glob glob glob

0000 (D000 0ooooo) oooooooo No. 3 23 /39 0000 (D000 0ooooo) oooooooo No. 3 25 /39

M. /(N mr



good-g1

O ((1+2)%(3+4)*00000000000000

000 (1+2)0000000
000 3+4) 0000000
000 (1+2)0(344) 02000000000
e 000 ---x00000000

e o

0000 (D000 ooooao) gooooooo No. 3 26 / 39

00000 call by value

00000 fle) 00D (D0O0O00O0000)O

o l0UedlDOODOD vbOOODO
o fO0IIx0OO00OOODOOOODCO x=vOOODO
e J0OIOD fODOCOOUOUODODOUOODODOOOODCOOOODO

int funl (int x) { return x+x; }
int fun2 (int x) { return 0; }

oboooobgooo

e funi(power(2,10)) 0O DOO0OMMI20 10000 1000000
ood

e fun2(power(2,10)) DOO0O0OMM20 10000 1000000
uod

0000000000 (C, Java, Scheme, MLO)ODOOODOOOOOODO

0000 (D000 0ooooo) oooooooo No. 3 28 / 39

gooog-Oo2

int funil (int x) {
return x+x;

}
main () {
print (funl (1+2));

e (142) 000000 3000000 fun1 300000060000
(Coooo)

o U 1+20000fun1 0000 x0U0D000DOreturn (1+2)+(1+2)
00000000 e0000(0OOOODO)

0000 (0000 ooooao) gooooooo No. 3 27 / 39

OO00000 call by name

00000 fle) 000 (000000000)0

o fUOUOIxUIDODOODUODDODDO 0 x=eODOOO
e JO0OUD fOUODOUODDOUDUOOLDOUDUUDODDOODODO

int funl (int x) { return x+x; }
int fun2 (int x) { return 0; %}

goooooooon
o funi(power(2,10)) DODOOMMI20 10000 20000000
e fun2(power(2,10)) OO OOMI20 10000 00000ODOOO
cObOoDOoOobOoDOoODbDOoooOObDOoOoboOooDon

0000 (D000 0ooooo) oooooooo No. 3 29 / 39



000000 call by need gooodn

obobooooboboooo
gboboboboobobobooo:bobobooooobooboon

0000 1000000000000000000200000000 o UUOD-OODDOOOODOOOODDOOODDOOODN
000
000
o O: (14+2)%(3+4)—>3xT.
o funi(power(2,10)) D0ODOMMI20 1000010000000 e 0000OD (non-deterministic) J0: 00 000000000000
e fun2(power(2,10)) 00 O0OOM20 1000000000000 oooo
o 0: (14+2)*x(3+4) = (1+2)x7.
00000000000 (Haskel D)000000000000 o 0: (1+2)%(3+4) = 3x(3+4).

cf. Java 00 Just-in-Time Compiler: 000000000000 OODOODO e 000000 00000000000000000
compile OO0 O0ODOOO 10 compile OO O20000000000

compiled code 0 0 0 0 ocf. 0O0DO0OUIODOOO:000DOOUUODODOUDDOOOO

ubooooboboboboooboobon

0000 (0000 ooooag) gooooooo No. 3 30 / 39 0000 (0000 ooooao) gooooooo No. 3 31/39

goooooooogd coooooooog

#define foo(x) (x+x)
int goo(int x) {
return x+x;

e 000D (DDDOO)OOODDDOOOUDDDOODO(ODODOO
00o000000o0o0oO0ooUo)b0 0boooUooo

e 0000000000000000000000000000000 )
000000000000000000000 000000 int main O {

e 00000000000000000000000000000 int y = 0;
00000000000000000000000000000000 y = foo(power(2,10));
000000000 000000000000 (00000)00000 y = goo(power(2,10));
0000000 y

gbobooboboobobooboboobobooboobooon
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0000000000:
e 00 (name): 0000000000000 O000000000O0OO
0: 0000000000000
e 000O0OO (0000 Odenotable object): 00000000000
000000000000000:C0000000000000
e000O0O00ODn 00000000 (0000)a0
o Access Lnk 000000000000 e 0O (binding): 000OOOOOOOOOOO
JR— 00000000:
e 0000000000 int00000000
e 000000000000:x00000000000
e J00D00000:0000x000000YYYOOOOOOOO
0oooooooo
e J0000:0000x000000ZZZ00000000000
ooooo
000000 (dynamic) 0100000000 (000)000 (static) O
000

0000 (D000 ooooao) gooooooo No. 3 34 /39 0000 (D000 ooooao) gooooooo No. 3 35 /39

Chapter 4 000 DOO0OOODOODO (2) Chapter 4 0D DOOOODODOOO (3)

0O (environment):
e OO0 DODOUODODOODLODOODLOODLOOOLOOODOO

oooood

000 O(declaration) 0000 000000000000 O0O0O0
°DDD (declaration) Scope Rule (J0D0DOOOD), 0000000000000 0O0
0000 (block): e 0D OODODO (static scope, lexical scope; 0000 ), 0000000
e 0000000000 (00)0000000 00 (00D0000000)00000000000
o ALGOLO D DD DODDDDODODODDODOOODOOOnO ODDDDDD(dynamicscope;DDDD)D gooboboooooo
e 000D00DO0O0O0DODOOONDONNOONONONOOOD (0000 noooooooodon

0000000000)d0000 D0000000000000000000000000000000
e 00O0O0O0DODDOD (nest)D0DDOO0O0O(RDOOOODDODODOO oooooooooooooooood

O0000000oooooon)
gobooooboboooobono:
e UD0OO;0000LODLULOLODLOLODLODLOUODLOLOODOY
e UDOUL;L0DLOOLULOLODLOLODLOOLOOUOLODLONOO
e DO, 0b0OD0DODOODODOODODOLOODODODOO
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Chapter 500000000000 (1) Chapter 500000000000 (2)

Control link (or dynamic chain pointer):
e J100I00UDODOUUD(DOOULUDOUO)DUDDODOUUDLODO

Stack frame O O O Activation Record Ooooooo
o l0ID0UIDODOI0ODUILODUDLULULU UDOUDUUDOL; e JJUIDDUOODOODLDUUODLDLUOLODLDOUODLDDLDUDODDOOO1O0O
O0000o00ooo0oo Ooooooooo
e 00,0000 (ODO0DLOODODO)DOODODOOOODOODODOO Access link (or static chain pointer):
O00O00O0O000O0OOControl Link, Access Link, ... e DN DNDDODONONDIDDNDDNONONDDNOOOODOOOO
(boo)oooo Ooooooooooo
e stack frame OO 0D OOOODODO o staticscope DO ODOODOODODOOODOO lookupO OO Oad
e 00DODDODDUIODODOD ooo

e “display’ 0O DODOOODODO O (Gabbrielli and Martini, pp.109-111)

Control Link/Access Link 000000000000 OminiCOOOOO
0000000000000 Gabbrielli and Martini, Chapter 5)
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