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Algorithms and Instructions 6. To create and debug a programy thaty I have writter
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Designing Algorithms Chunhing and Debugging

New Knowledge Neme Skills
* To describe thab o series of instructions is a * To choose a senies of words that carv be enacted as o sequence

-We can buy or create mats for
floor robots. We then need to

-Chunhking: With larger programs, we
can break the task into chunks and

V * To choose o senies Q’L instructions that carv be rury as o Prograimy] design our algorithms so that the create algorithms for each chunk.
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S se that, bt t * To debug a program that I have writtery
reCegnlEy ol ealiy pr*edxpt program. -Keying errors: Typing in the wrong code.

Q,La/pvogpauu Impertant Vocabulary ﬁ |:> @ <:| e @ -Logical errors: Mistakes in plan/thinking.
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