
CTIN 534 / CTPR 602  Experiments in Interactivity

Introduction to Programming



Charles Babbage: Difference Engine, 1822 (Replica)



Logical Flow:

1.  Stir

2.  Add two eggs

3.  Add a gallon of gasoline

4.  Bake at 350 degrees for 45 minutes

5.  Add three cups of flour



Logical Flow:

1.  Get inputNumber

2.  Compute calculatedAnswer as inputNumber times 2

3.  Print calculatedAnswer



Pseudocode:

Start

Get inputNumber

Compute calculatedAnswer as inputNumber times 2

Print calculatedAnswer

End



Flowchart:
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inputNumber
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Flowchart (loop):

Start

get
inputNumber

computer calculatedNumber as 
inputNumber times 2

print
calculatedAnswer



Flowchart (loop with 
ending decision):

Start

get
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Structural Patterns:
Sequence

Process

Process

Process



Structural Patterns:
Decision / Selection

Decision

Process



Structural Patterns:
Decision / Selection

if  someCondition is true then

do oneProcess

end if



Structural Patterns:
Decision / Selection

Decision

Process Process



Structural Patterns:
Decision / Selection

if  someCondition is true then

do oneProcess

else

do otherProcess

end if



Structural Patterns:
Loop

Decision Process



Structural Patterns:
Loop

while testCondition continues to be true

do someProcess

end while



Structured Flowchart:
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Structured Pseudocode:

do process1

do process2

if condition1 is true then

do process4

else

do process3

end if

while condition2 is true

do process5

end while



Sequence nested within a
decision:

Decision

Process1

Process2

Process3

Process4

YesNo



if condition1 is true then

do process4

else

do process1

do process2

do process3

end if

Sequence nested within a
decision:



Decision in a sequence 
within a decision:

Decision1

Process1 Process2

Decision2

Process3 Process4

Process5

YesNo

YesNo



if condition1 is true then

do process2

else

do process1

if condition2 is true then

do process4

else

do process3

end if

do  process5

end if

Decision in a sequence 
within a decision:



Selection in a sequence 
within a decision:

Decision1

Process1 Process2

Decision2

Process3 Process4

Process5

YesNo

YesNo



if condition1 is true then

do process2

else

do process1

if condition2 is true then

do process4

else

do process3

end if

do  process5

end if

Selection in a sequence 
within a decision:



Loop within a
decision in a 
sequence within 
a decision:
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Process1 Process2

Decision2

Process3 Process4

Process5
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if condition1 is true then

do process2

else

do process1

if condition2 is true then

while  condition3 is true

do process4

end while

else

do process3

end if

do  process5

end if

Loop within a decision in a 
sequence within a decision:



Interface of the FutureSplash Animator, 1996



Variables:
•  Storage space for values (like GPRMs)

•  Variable names are arbitrary (avoid reserved words such as “trace”)

•  Variable names are case-sensitive

•  Data-types: Boolean, String, Number, Integer etc. 

Action Script Language Elements



Loops:
•  Repeated action while a certain condition is true

  while (condition) {

   commands;

  }

Action Script Language Elements



Decision:
•  Case differentiation

 1. if (condition) {

   command;

  }

 2. if (condition) {

   command 1;

  } else {

   command 2;

  }

Action Script Language Elements



LOGO :
(precursor and inspiration of processing)

pendown;

forward 100;

left 90;

forward 100;

left 90;

forward 100;

left 90;

forward 100;

penup;


