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HL & SL 4.1 Overview

Thinking procedurally
4.1.1 Identify the procedure appropriate to solving a problem

4.1.2 Evaluate whether the order in which activities are undertaken will result in the required outcome
4.1.3 Explain the role of sub-procedures in solving a problem

Thinking logically

4.1.4 Identify when decision-making is required in a specified situation

4.1.5 Identify the decisions required for the solution to a specified problem

4.1.6 Identify the condition associated with a given decision in a specified problem
4.1.7 Explain the relationship between the decisions and conditions of a system
4.1.8 Deduce logical rules for real-world situations

Thinking ahead

4.1.9 Identify the inputs and outputs required in a solution

4.1.10 Identify pre-planning in a suggested problem and solution

4.1.11 Explain the need for pre-conditions when executing an algorithm

4.1.12 Outline the pre- and post-conditions to a specified problem

4.1.13 Identify exceptions that need to be considered in a specified problem solution
Thinking concurrently

4.1.14 Identify the parts of a solution that could be implemented concurrently
4.1.15 Describe how concurrent processing can be used to solve a problem

4.1.16 Evaluate the decision to use concurrent processing in solving a problem
Thinking abstractly

4.1.17 Identify examples of abstraction

4.1.18 Explain why abstraction is required in the derivation of computational solutions for a specified
situation

4.1.19 Construct an abstraction from a specified situation
4.1.20 Distinguish between a real-world entity and its abstraction
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Topic 4.1.9

ldentify the inputs and outputs
required in a solution

Inputs % Process § Outputs




Inputs vs Outputs

Feedback
Information, new ideas, expertise
and customer feeback

Processing
Production linas,
assembly lines,
manangement

and skills

Input
Materials, components,
labour, research and
development

Qutput
End product, customer
satisfaction and
employee satisfaction



Mobile

Bus Stop

Light Sensors

activated by sliding finger
along the line of LED's

Destination Push buttons

activated by pressing any
destination along the

route. (These buttons con-
tain braille) GPS

Priority Seating button

activated by pressing the
‘PS. button.

Bus capacity metre GO-Card
The GO-Card system monitors the amount of people get-
ting on and off the bus and sends a signal shen the
amount of people on the bus exceeds the amount of seats

Mobile Phone Application
Timetables and maps may
be viewed with this phone
app

by

OUTPUT

Bus Stop

Vibration

The bus stop will vibrate providing
tacktile feedback for blind people
to know the position of the bus

‘Bus Stopping light’

The‘Bus stopping light’ will
turn on in the bus, when the
bus is leaving the stop
before. GPS

Position of bus

Using GPS the bus will be
represented by a line of LED's
slowing turn on as they
approach the stop.

GPS

Priority Seating button
A light at the bus stop will turn on
letting people know that someone
who requires priority seating is

getting on at the next stop

Priority Seating button
A light on the bus will turn on
letting people know that someone
who requires priority seating is
getting on at the next stop

Bus capacity Light
A light will be activated when
there are no more seats avail-
able on the next bus. go-card

Mobile Phone Application

PDF files of bus timetable and routes may be dowloaded
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