Attachment 1: Logic and Flowcharting.

Logic Example


Begin with a number in the box.  Follow the directions given 




+ 3 =   If 
 If              is > or = to 10, then write your answer.  Else 



So that if you wrote “2” in the box.  You would do 2 + 3.  Since the answer is not greater than or equal to 10, you would return to the box and add 3 again.  Your answer is still not greater than or equal to 10, so you would return to the box and add 3 again.  This time your answer is greater than 10, so you would write your answer.

Computer programmers usually create pictures, called flowcharts, to help keep track of all of the things going on in their programs.  Programmers use arrows and symbols.


An 

is where the program begins or ends.


A 

       is a step in the program.


A 

 is a decision.  When the robot/computer evaluates an if/then/else statement.  In 


this case, it examines if the number is greater than or equal to 10.  If it is, then it prints the result.  If not, or “else”, it returns to the box and adds 3 again.



It would work like this.












           Yes


       No


Flowcharts/Boolean logic may be used in many applications: For instance: if an avatar fights a dragon and wins-one thing happens, if the avatar is injured but wins-another thing happens or if the avatar is injured and loses-another thing happens, etc.
Add 3 to the number





Start with any number





End





Print the number.





Is the number > or = to 10?








© 2010 Board of Regents University of Nebraska

