
























































Interactive Problem Solving Using Logo

by Heinz-Dieter Boeker, Hal Eden, Gerhard
Fischer, published 1991 by Lawrence Erlbaum
Associates

ISBN 0-8058-0305-X (cloth) 0-8058-0306-8
(paper)

Some weeks ago, while waiting for my children
at the library, I browsed through the latest books
received. There, amongst the fiction and chil-
dren’s references, shone a gem: Interactive
Problem Solving Using Logo. Just by skim-
ming the book I could see how valuable this
could be, for teachers, educators and even
students not very familiar with advanced Logo.

The book is divided into seven parts. The first
part takes the reader through fundamentals in
Logo programming: procedures, debugging,
variables both local and global, and list process-
ing. Each chapter contains clear illustrations of
concepts as pictures, flow charts, or “maps’’.
There are sample programs with outputs along
the way and at the end of each chapter there are
exercises.

In fact, although the topic areas change, the
format is the same throughout: clear illustrations
to explain a point being made, sample proce-
dures, and exercises.

Part Two looks at mathematical topics such as
prime numbers, greatest common divisor,
change of base, recursion, and problem solving.

Part Three is for the computer scientist examin-
ing sorting, pattern matching, simulations,
formal languages, and so on. Part Four looks at
Artificial Intelligence, Part Five at Linguistics,

Six at games, and Seven at new develop-
ments in computers and education such as
object-oriented programming, and extensions
to programming in Logo.

The five appendices contain primitives used
in the book (with explanations), utility proce-
dures, and additional resources for extra
reference.

As a resource this book is excellent. I have
yet to explore its capabilities as a teaching
tool. My estimation is that it is easy to read
either as a whole or jumping from section to
section. It is definitely a book well worth
reading, if not owning.

One of the easiest ways of enciphering
messages is to substitute one letter for
another, perhaps m for a. The idea has
been used for centuries, often with a pair
of discs with the letters around their
peripheries. These procedures do the
same thing with a pair of lists. Rotate the
lists before you start, eg. ROTATE 14

TO ENCIPHER :MESSAGE

IF EMPTY? :MESSAGE [OP {]]

OP SE ENCIPHERWORD FIRST
‘MESSAGE ENCIPHER BF
‘MESSAGE

END

TO ENCIPHERWORD :WORD

IF EMPTY? :WORD [OP ]

OP WORD SWAP FIRST :WORD
:ALPH :SUBST ENCIPHERWORD
BF :WORD

END









































































































