ROLEPLAY ACTIVITY REPORT

Topic-Phases of a Compiler

Department of Computer Science and Engineering

Role Play on: Phases of a Compiler
Venue: Room No. 410
Date: [22/03/2025]
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OBJECTIVE OF THE ACTIVITY:

The most common teaching method adopted to deliver the working of various phases of the compiler is the
lecture-based method, where the instructor explains the concepts of each phase using the blackboard or
presentations. While effective, this method may not fully engage all types of learners.

To make the learning process more interactive and student-centric, a Role Play Activity was organized on the
topic “Phases of a Compiler.” This activity aimed to break down the complex functionality of compiler
phases into simple, enactable parts, thereby improving conceptual understanding and participation.

Activity Description:

Each compiler phase — Lexical Analysis, Syntax Analysis, Semantic Analysis, Intermediate Code
Generation, Code Optimization, and Code Generation — was represented and enacted by students. They
demonstrated how source code is processed step-by-step, mimicking the compiler’s pipeline. This helped in
visualizing the internal working of a compiler in a more tangible and fun way.

The role play was conducted successfully in Room No. 410, and the students showed excellent teamwork,
coordination, and creativity in portraying each phase of the compiler.

Number of Participants: 18

List of Participating Students:

Faisal Khan

Ankit Pandey

Aditya Pratap Singh
Ankit Shukla
Avinash Gautam
Ankit Kumar

Aman Raza

Diwakar

Balram Kumar

10. Gunjan Kumar

11. Chandan Acharya

12. Aachal Sharma

13. Abhishek Kumar Soni
14. Ayush Bhatt

15. Guddu Kumar Manjhi
16. Ayush Singh

17. Aman Kumar

18. Abhishek Kumar
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TASK- INTERMEDIATE CODE GENERATION

Goal - 3geqlk down

stefs

- 'SﬂbtKQCﬁOn (]2~

ty= 12-%

the high- Jevel exPression
into SimpPles dnstuctions using temPoraty

vasiables Ctistzs tysetd) - Each rnsisuchon
fuPically has ot most three adduoms -

D

. Siose the gwsut of 12-7 in t

+t2 = gak*?;,

i mu\f;j?)a 3 by the gwsu)

2% Mulfi Plication  3x ti

e Additon usti

753 = Ys—+ 1)

. Add 4S b te
&pse itin 13

Result

L in t; and Shpxe jirink

susnt In 2 Gnol

The Fingl value of the osiginal  exPxesion

Js  Now

N

| /



pditgo practop firgh

22a03&630|000|5

ROLE —PLAY ACTIVITY
TEAM-5
TASK- CODE OPTIMIZATION

© Bptimizad Code oo ToKenization ( WD

impesct ote
Teken-SPEC=[
G'\d+> INTEGER’)

(v [-H\-#/7, - OPERATION)

Crr0Y’, “PAREN?),
jcm ct’, Nene)
degf fEKenize (Cxpseesbion).

—“+okens =1
Fos1 poskesn, +o¥en— type in TOREN. STPECS

Fo rasheh in e - fudien (fosHesin, €scpreasion):
% M@%éﬁé(mﬁcﬂ- g»wuf:(); —Jﬁtéenﬂyd@
eopoessi 1o (12-7)7
» — ““l6 < = ]
Wei +oterize éexpwﬂ@

Doxeme, te¥<n /h(ﬁpe n otens:
FQ%IP%T:L‘ (F ”)chcnw- . ( Lexernc), To¥en Type

(orenhibe)”)



ANKTIT SHUKLA
QLD A0 GIA

ROLE —PLAY ACTIVITY
TEAM-6

TASK- TARGET CODE GENERATION

|RSH Y AneSyt < Wd e iaa Cahon -

'\(‘nleo\;ng e
Wkea Tko = L

R S L L

T Oferelon J‘\i*\—*‘/X‘ ,
Lo - fonen s 5 ,

\

1

QA‘B\‘J - o’ 5
\ Whi 8§t sfate' RN

”Té\‘cr\ - —\‘3)\’0 - A L\
A S-kinita LQ}@;\UMQ(\\

Selsen s = Oy | -
O\ 2 Q)‘»mb’\&m &T°\‘Lm - -(Le-agy, {&.Q,xuu,\o:\‘)‘

Solten — Syhe = noe S - Qoul gevp

J

S oceme = (\(\c,jv\\ s Cb;\m_,/v k') . YK&L‘;
AC  Flen - ke L = Ly Jra 847

Bolusn s s ((Aoeme, b - dyte)|
Jefan Al ene



Glimpses of Roleplay Activity










EVALUATION OF THE ACTIVITY
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Outcome of the Activity:

e Students gained a deeper understanding of compiler phases through experiential learning.
e Communication and presentation skills were enhanced.
o Learners became more engaged and motivated to explore the subject further.
e The activity promoted collaborative learning and peer-to-peer teaching.
Conclusion:

The role play on “Phases of a Compiler” proved to be a highly effective pedagogical tool. It not only
enriched the learning experience but also fostered greater interest in Compiler Design. Such activities are
highly recommended as regular part of curriculum delivery to transform passive learning into active
exploration.
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