Modulul Sequences

La iesirea de |la scoala baietii trec printr-un parc

Baietii "cuminti” urmeaza secventa Good_Sed: in parc isi cumpara o inghetata
merg linistiti prin parc si apoi arunca hartia la cos.

Baietii “rai” urmeaza secventa Bad_Seq: intra in parc, dau cu pietre

intr-un caine fara stapan, se stropesc intr-o balta si arunca gunoaiele

in iarba parcului.
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Doua valori de tip Static sunt definite in
Sequences: timpul Route Time pentru a
ajunge la modul si Process Time -timpul
consumat in modul.
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intrarea in parc, , .
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Sequences:

<End af lizt>

Qk. Cancel

Sequence:
Edi...

Stepz:

Delete intrarea in parc, . .

Dog. ..

Stropire cu horoi, |,
Guroiul iniarba, | .
<End of list:

Help
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Steps

Station:

Step Mame:
Hecipe:

Mext Step:

Azzighments:

Static, Route Time, 1
Staticz, Procezs Time, UMIF[3.7]
Picture Set, Bad Boy Pics, 2

<End of lizt:
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Good B ay Pics
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