PROJECT1

'LEARN TO DO TRUTH TABLES'

Goal

By meeting the following objectives students will develop an application that will be useful when taking logic, discrete mathematics and computer science classes.

· The application will determine if students know how to construct truth tables for AND, OR, CONDITIONAL and BICONDITIONAL connectives.

· The user will enter a connective (AND, OR, CONDITIONAL, BICONDITIONAL) and the truth values (T, F) associated with this connective. The user cannot enter a connective different from AND, OR, CONDITIONAL or BICONDITIONAL for a connective. The user cannot enter a value different from T or F for a truth value.

· The application will check if the user entered the correct truth values with respect to the connective.

· The application will give precise visual and written feedback indicating correct or incorrect answers. The user must be able to see where he or she made a mistake such that he or she could improve his or her skills. The user must be able to test his or her skills on several connectives without exiting the program. 

· You will design an appropriate graphical user interface to solve this problem. The user interface must be friendly and make the application easy to use.

Guidelines

This project is a common project for CIS 101 and PHI 153.

This project is due on Thursday October 31st 2002.

You can complete the project alone or with one other student.

Each student, whether working alone or with a partner, will submit a disk containing all the Visual Basic Code and an executable file for the program. You can use the drop box of Blackboard instead. 

You will also hand in a hard copy containing a user manual explaining how to use your application and the error messages that may appear when running the application, and a listing
 of your program.

You will also have an opportunity to give a demonstration of your application.

Important elements 

Your user manual has to cover all the points concerning the use of your application.

Your user manual must be clear, focused and well-organized. 

You may want to provide examples. For example you may want to provide screen snapshots to accompany your text.

You user manual must be coherent (no contradictions). 

Your user manual must be interesting to read.

An amateur must be able to read your user manual.

Your user manual must be free of errors, i.e., misspellings, sentence fragments; run-on sentences; comma splices, other errors in punctuation and word choice.

� The listing of a program is the code written in a programming language.





