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Example of Pseudo code

Algorithm:
Step-1: Set a variable as GRADE.
Step-2: If student's GRADE is greater than or equal to 60 then
Print "pass”
otherwise
Print "fail“
Step-3: End Processing.

Pseudo code:
If student_ GRADE> or = 60

Print "pass"”
else
Print "fail“
Python Code:
GRADE=Input (GRADE)
If GRADE > = 60:

print (“Pass”)
else:
print (“Fail”)
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To find sum of two numbers

Algorithm Flowchart Program

#include<stdio.h>

1. Start Start

2. Reada b _I_J int main()

3. c=ath | {

4. Print or display ¢ Reada,b int a, b, ¢
5. Stop

printf("Enter value of a: ");
scanf("%d", &a);

printf("Enter value of b: ");
scanf("%d", &b);
C = ath;

printf("Sum of given two numbers is: %d", c);

return &;

J




Finding Area of the square

Algorithm Flowchart Program
Start #include<stdio.h>

1. Start : .

2. Read length, L znt i

3. area=L*L m -

4. Pnntordisplayarea o - int L, area;

5. Stop

printf("Enter length of square L: ");
e scanf("¥%d", &L);

area = L*L;
printf("Area of square is: %d", area);

return @;




Finding Area of the rectangle

Algorithm

el ol o Ol

Start

Read side length, a
Read side length b
area = a*b

Print or display area
Stop

Flowchart

Start A

Read a

#include<stdio.h>

int main()

{

int a, b, area;
printf(“"Enter side length a: \n");
scanf("%d", &a);

printf("Enter side length b: \n");
scanf("%d", &b);

area = a*b;
printf("Area of rectangle is: %d ", area);

return @;



Area of a triangle where three sides are given

Algorithm Flowchart Program
#include<stdio.h>
Start #include<math.h>
1. Start
2. Reada b, c l int main()
3. s=(athic)2 f
et RO R Read a,b, L 2
4. A=sqrt (s *(s-a)*(s-b)*(s-c)) ki int a, b, c;
5. Print or display A l float s, A;
6. Stop
2= (azhde)2 printf("Enter values of a, b, c: \n");
A = zqrt =(3-3)*(=-h)*(s-¢) scanf("%d %d %d", &a, &b, &c);
l s = (a+b+c)/2;
A = sqrt (s*(s-a)*(s-b)*(s-c));
Write
- printf("Area of triangle is: %f", A);
l return @;
Stop }

. EAWACHEMO\Sept 2016-Jan 2017\p

iEnter values of a, b, c:

Mrea of triangle is: 14.071247




Find the area & perimeter of a square

Algorithm Flowchart Program

#include<stdio.h>

1. Start ol
2. ReadlengthL —1 int main()
3. AreaA=L"L {
4. Penmeter P = 4*L  Read L |
5. Print or display AP int L, A, P;
6. Stop .
| printf("Enter length of a sqaure L: ");
A=LL | scanf("%d", &L);
P=4L
A= L¥L;
_l P = 4%;

printf("Area = %d\n", A);
printf("Perimeter = %d", P);
return @;




Calculating the average for 3 numbers

Algorithm Flowchart Program
Start #include<stdio.h>
1. Start | int main()
2. Read 3 numbers A, B, C T— {
3. Caloulatetheaverageby o Read 4aB. € AR
the equation: float Average;

Average=(A+B+C)/3 intf("Enter values of A, B, C: \n");
‘;- gﬂﬂt average Average=(4+B+ ()3 ] z:::f(sxdnx:rx::,u;:,oaa.,8c; ;o s
. otop

l Average = (A+B+C)/3;
printf("Average of given 3 numbers is: ¥f", Average);

return @;

Stop



Greatest of two numbers

orithm Flowchart Program

#include<stdio.h>
Start

R
L St l int main()
2. ReadAB Rd AB {
3. IfA>Bthen int A. B:
Print A 15 large %
else o PR (1 printf("Enter values of A, B: ");
Print B 15 large [—-v scanf("%d %d", &, &B);
4. Stop Ve
BnLarJ . Anlm7 if (A)B)
- — printf("A is Larger");
else
l printf("B is Larger");
Stop return €;

— }



Calculating sum of integers 1 to 100

Algorithm Flowchart Program

1. Start

2. Initialize counti=1, sum=0 #ginclude<stdio.h>

3; . int main()

4. Incrementiby 1 {

5. Repeat steps 3 & 4 until 1> 100 int i, sum;

6. Printsum ik o

7. Stop for(i=1; i<101;i++)
{
5 sum = sum + i;
}
printf(“Sum of integers from 1 to 100 is:
return @;

}
[

*%d", sum);



The End
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