
3. Programming (!මෙ$ඛ ෙගාඩනැ+ම) 

• What is an Algorithm? (ඇ$ෙගා-තමය0 යනu 2ම0ද?) 

Informally an algorithm can be called a "list of steps” or a to-do list for a computer.


ඇ"ෙගා&තමය* යනu “-යවර ලැ234ව*” ෙහ6 ප&ගණකය* සඳහා වන “කළ යu4 ෙ= ලැ234ව*” ෙලස 
හැ>?@ය හැAය.


A recipe is a good example of an algorithm because it tells you what you need to do step 
by step. It takes inputs (ingredients) and produces an output (the completed dish).


කෑම වCෙට6Eව* ඇ"ෙගා&තම සඳහා ෙහාඳ උදාහරණයA, ම?ද එය ඔබට -යවෙර? -යවර කළ යu4 ෙ= 
පවස2.


There is usually more than one way to solve a problem. There may be many different 
recipes to make a certain dish which looks different but ends up tasting the same when 
all is said and done. The same is true for algorithms. However, some of these ways will be 
better than others. 


An algorithm is a detailed, step-by-step process followed in order to 
accomplish a specific task or to solve a specific problem.

https://kids.kiddle.co/Recipe


ගැටKව* @සLමට සාමානMෙය? එ* Nමයකට වඩා PෙQ. එ*තරා කෑම* සක3 ARමට ෙවන3 ෙලස 
ෙපෙනන @@ධ වCෙට6E PTය හැක. ඇ"ෙගා&තම සඳහාද එය එෙ3ම ෙU. ෙකෙ3 ෙවතV, ෙමම සමහර 
මාWග අෙන* ඒවාට වඩා ෙහාඳ වනu ඇත.


If a recipe needs lots of complicated ingredients that you do not have, it is not as a good 
as a simple recipe. When we look at algorithms as a way of solving problems, often we 
want to know how long it would take a computer to solve the problem using a particular 
algorithm. When we write algorithms, we like our algorithm to take the least amount of 
time so that we can solve our problem as quickly as possible.


වCෙට6Eවකට ඔබ ස4ව නැP සං[Wණ අමu\වM ෙගාඩ* අවශM න^ එය සරල වCෙට6Eව* තර^ ෙහාඳ 
ෙනාෙU. ගැට_ @සLෙ^ Nමය* ෙලස අ- ඇ"ෙගා&තම ෙදස බලන @ට, ෙබාෙහ6 @ට අපට දැන ගැ`මට 
අවශM ව?ෙ? Aaය^ ඇ"ෙගා&තමය* භා@තා කරc? ගැට_ව @සLමට ප&ගණකයකට ෙකාපමණ කාලය* 
ගතෙUද ය?න2. අ- ඇ"ෙගා&තම dයන @ට, අපෙe ඇ"ෙගා&තමයට අවම කාලය* ගත ARමට අ- 
කැමP2. එ@ට අපෙe ගැට_ව හැA ඉ*මg? @සඳා ගත හැAය.


• Let’s write Algorithms (අ5 ඇ$ෙගා-තම 6යමu) 

Following is an example algorithm for a child's morning routine.

පහත දැ*ෙව?ෙ? දEෙවhෙe උදෑසන චWයාව සඳහා උදාහරණ ඇ"ෙගා&තමයA.


1. Wake up and turn off alarm

2. Get dressed

3. Brush teeth

4. Eat breakfast

5. Go to school


Activity 1 

• Write all the steps you should follow to make a cup of tea.

   ෙV ෙක6jපය* සෑkමට ඔබ අනuගමනය කළ යu4 aයK -යවර dය?න.


Now you have written an algorithm by your self. So compare your algorithm with your 
friends when you come back school.

දැ? ඔබ @a?ම ඇ"ෙගා&තමය* dයා ඇත.


Activity 2 

1. Write an algorithm to make a kite. (සEංගලය* සෑkමට ඇ"ෙගා&තමය* dය?න.)

2. Write an algorithm to cross the road. (මාWගය තරණය ARම සඳහා ඇ"ෙගා&තමය* dය?න.)




• What is a Flowchart? (ගැ78 සටහන0 යනu 2ම0ද?) 

A flowchart is a type of diagram which can be used to represent an algorithm.

ගැl^ සටහන* යනu ඇ"ෙගා&තමය* gmපණය ARම සඳහා භා@තා කළ හැA mප සටහනA.


Flowchart symbols (ගැ78 සටහනක සංෙ0ත) 



• Let’s draw Flowcharts (ගැ78 සටහ> අ?මu.) 

Here is a simple flowchart, which shows what to do, when a lamp does not work.

   පහන* nයා ෙනාකරන @ට කළ යu4 ෙ= ෙප?වන සරල ගැl^ සටහන*.


Here is another sample flowchart to make an order.

   ඇණවuම* ARමට අඳාල තවV ගැl^ සටහන*.




Following is a flowchart to log in to your Facebook account.

   පහත දැ*ෙව?ෙ? ඔෙQ ෙo3බu* pqමට rෙUශ sම සඳහා වt ගැl^ සටහනA.


Activity 3 

• Complete the following flowchart by putting the steps in to the correct symbol & to the 
correct order. 


   gවැරu සංෙ*තයට සහ gවැරu අනu-vෙවලට -යවර තැwෙම? පහත ගැl^ සටහන ස^පූWණ කර?න.


Activity 4 

• Draw flowcharts for the algorithms you have written in activity 1 & activity 2.

   nයාකාරක^ 1 සහ nයාකාරක^ 2 y ඔබ dයා ඇP ඇ"ෙගා&තම සඳහා ගැl^ සටහ? අ>?න.
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