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Getting Started with the Flowol 3 Demo 
A brief [three page] Tutorial 

Flowol3  is a program which allows the user to create the instructions for an automatic system to work effectively. 

The user would normally explore a series of simulations [mimics] showing real situations allowing the student to gain 

their programming skills in stages.  In this Demo version of Flowol3 however there is only one mimic [a fairground Big 

Wheel] which will allow you to experience some of the features of the program.  To make the best use of the Demo 

read through pages 1 & 2 and then open the Flowol3 demo program.  Follow the steps indicated in the yellow boxes. 

 

Step 1 Select mimic icon and 

open the Big Wheel mimic. 

Step 2 Show the labels on the mimic. 

Step 3 Click on the red 

buttons on the post to 

toggle the inputs on and 

off [click again].  Also 

observe the monitor 

bars at the bottom left 

of the window.  

Step 4 The mimic labels 

show three outputs [1-3] 

and a motor [A].  Now click 

on the appropriate 

monitor bars at the 

bottom of the page and 

observe the effect on the 

mimic.    

Step 5 Building the program  

Select the first 

flowchart symbol from 

the left toolbar.  Move 

to the workspace and 

click again to position it 

[not click and drag]. 

{ŜƭŜŎǘ Ψ{ǘŀǊǘΩ ŦǊƻƳ ǘƘŜ 

Prompt box that 

appears at the bottom 

of the window. 

Select and position the 

output symbol, and 

select the instructions 

from the new prompt 

box which appears. 

Follow a similar process 

for the other three 

symbols.   

Step 6 These symbols now need linking in the correct order to 

work effectively.  Select the 'line' tool and click on the 'Start' 

symbol to begin the line. Now click on the next symbol [Turn 

Output 1,2,3 on] in the sequence.  Click on this second symbol 

again and then on the third and so on, finally click from the 

bottom symbol back ǘƻ ǘƘŜ Ψ¢ǳǊƴ hǳǘǇǳǘ мΣнΣо ƻƴΩ symbol to 

form the main loop [use the Undo if a line error is made] 

 

Step 7 Click on the Run/Stop 

to see the effect of your 

program.  

Students using the full version of Flowol3, will have created a similarly structured program when exploring the road traffic 

ǎƛƎƴŀƭǎ ƻŦ ŀƴ Ψ!ƭƭ {ǘƻǇΩ, Ψ/Ǌƻǎǎ ²ŀƭƪΩ ŀƴŘ ƛƴǘŜǊǎŜŎǘƛƻƴ Ψ¢ǊŀŦŦƛŎ [ƛƎƘǘǎΩ ώǎŜŜ ǇŀƎŜǎ фΣ мл ϧ мм ƛƴ ǘƘŜ main Tutorial after you have 

finished page 2 of this demo]. 

To make the light flashing routine more exciting and having control of it with a switch, students would be able to use their 

experience of the work with subroutines and the input symbol ǿƘŜƴ ŜȄǇƭƻǊƛƴƎ ǘƘŜ Ψ[ƛƎƘǘƘƻǳǎŜΩ ώtŀƎŜ мрϐΦ  

http://www.flowol.com/Flowol3Tutorial.aspx
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Most mimics have several functions which can be controlled separately, e.g. the lights and motor control on the 

fairground Big Wheel.  In Flowol3 this multiple control is best achieved by building separate flowcharts which run 

simultaneously.  We therefore need to build another flowchart to control the wheel rotation which uses the input 

button 2 on the mimic to control the motor A.  

  

Step 8 Click on the Run/Stop icon again to stop the ΨlightsΩ flowchart 

running.   Position these 5 new symbols as shown and for each one, 

use the prompt boxes which appear to create the instructions. 

Step 9 ¦ǎŜ ǘƘŜ [ƛƴŜ ǘƻƻƭ ǘƻ ŎƻƴƴŜŎǘ ǘƘŜ Ψ{ǘŀǊǘΩ ǎȅƳōƻƭ ǘƻ ǘƘŜ ŦƛǊǎǘ Ψ5ŜŎƛǎƛƻƴΩ ǎȅƳōƻƭ ǘƻ ŘǊŀǿ ǘƘŜ ŦƛǊǎǘ ƭƛƴŜΦ   ²ƘŜƴ ȅou 

click on this decision symbol to start the next line a YES/NO context menu will appear for you to make a selection.  

Choose YES and click on the Ψ¢ǳǊƴ aƻǘƻǊ ! ŦŘΩ ǎȅƳōƻƭΦ /ƭƛŎƪ ƻƴ ǘƘŜ ǎŀƳŜ ŘŜŎƛǎƛƻƴ symbol again and a floatinƎ ΨbhΩ ǿƛƭƭ 

appear, click on this Decision symbol again and the line will loop back on to the same symbol.  Continue drawing the 

lines finishing by connecting ǘƘŜ Ψ¢ǳǊƴ aƻǘƻǊ ! ƻŦŦΩ ōŀŎƪ ǘƻ ΨLǎ LƴǇǳǘ н ƻƴΩ ǘƻ ŦƻǊƳ ǘƘŜ Ƴŀƛƴ ƭƻƻǇΦ 

  
Step 10 Click the Run/Stop again to see both flowcharts running together [Click the ΨIn 2Ω button on mimic] 

¦ǎƛƴƎ ƳǳƭǘƛǇƭŜ ŦƭƻǿŎƘŀǊǘǎ ƘŜƭǇǎ ǎŜǇŀǊŀǘŜ ǘƘŜ ŘƛŦŦŜǊŜƴǘ ŦǳƴŎǘƛƻƴǎ ƻŦ ǘƘŜ ŎƻƴǘǊƻƭƭŀōƭŜ ǎƛǘǳŀǘƛƻƴ ŜΦƎΦ ǘƘŜ [ƛƎƘǘƘƻǳǎŜΩǎ Ƴŀƛƴ 

flashing light and inside light [page 14-15], and the different functions of the Auto-Home [page 24].  Often these can be 

graded so some solutions can be achieved by most students while the more gifted and talented students can explore 

more challenging examples.  

When several flowcharts are used it ƛǎ ǳǎŜŦǳƭ ǘƻ ŀŘŘ ƭŀōŜƭǎΦ  ¢Ƙƛǎ ƛǎ ŀŎƘƛŜǾŜŘ ōȅ ǎŜƭŜŎǘƛƴƎ ǘƘŜ Ψ¢Ω ¢ŜȄǘ ¢ƻƻƭΣ ǇƻǎƛǘƛƻƴƛƴƎ ǘƘŜ 

text box on the workspace and writing your label or description. 

LŦ ŀƴ ŜǊǊƻǊ ƛǎ ƳŀŘŜ ǿƘƛƭŜ ōǳƛƭŘƛƴƎ ǘƘŜ ŦƭƻǿŎƘŀǊǘ ǘƘŜ Ψ¦ƴŘƻΩ ƻƴ ǘƘŜ ǘƻǇ ǘƻƻƭōŀǊ ǎƘƻǳƭŘ ōŜ ǳǎŜŘΦ  !ƭǘernatively a symbol or 

ƭƛƴŜ Ŏŀƴ ōŜ ŜŘƛǘŜŘ ƻǊ ŜǊŀǎŜŘΦ  {ŜƭŜŎǘ ǘƘŜ Ψ9ŘƛǘΩ ǘƻƻƭ ώƘŀƴŘ ƛŎƻƴϐΣ ŎƭƛŎƪ ƻƴ ǘƘŜ ǎȅƳōƻƭ ƻǊ ƭƛƴŜ ǘƻ ōŜ ŜŘƛǘŜŘ ώƘƛƎƘƭƛƎƘǘ ōƭǳŜϐΣ 

ŀƴŘ ŜŘƛǘ ƻǊ ŜǊŀǎŜ ώΨ·Ω ŀǘ ǘƻǇ ƻŦ ǘƻƻƭōŀǊϐΦ  Lǘ ƳƛƎƘǘ ōŜ ƴŜŎŜǎǎŀǊȅ ǘƻ ŎƭƛŎƪ ǎŜǾŜǊŀƭ ǘƛƳŜǎ ǘƻ ǎŜƭŜŎǘ ǘƘŜ ŎƻǊǊect item.  

Controlling physical models:  With the full version of Flowol3 this program can control a model through a control 

interface or the program downloaded to a microcontroller to operate a physical model.   
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Exploring The Demo Further 

¢ƻ ŎƘŀƭƭŜƴƎŜ ƳƻǊŜ ŀōƭŜ ǎǘǳŘŜƴǘǎ ƛǘ Ƴŀȅ ōŜ ǳǎŜŦǳƭ ǘƻ ŜȄǇƭƻǊŜ ǎƻƳŜ ƻŦ CƭƻǿƻƭоΩǎ ŀŘŘƛǘƛƻƴŀƭ ŦŜŀǘǳǊŜǎΦ 

It is probably wise at this stage to close and re-open the Demo so you have another 15 minutes available but before 

doing so, please read this sheet through and also pages 20-21 in the main Tutorial. 

As a starting point re-build the flowchart for the motor control.  You may wish to stretch the size of the mimic by 

dragging its bottom corner.  To make more space available on the workspace the flowchart size can be zoomed to 80%. 

You will find you can also insert a new symbol by simply placing it between two other vertically positioned symbols. 

 

 

Step 1 Open the Big 

Wheel mimic and click 

on the blue gate to 

close it and click again 

to open it.  You should 

notice that Input 3 on 

the bottom monitor 

bar comes on when 

the gate is closed.  

Step 2 /ƭƛŎƪ ƻƴ Ψ!Ω ƛƴ ǘhe lower 

monitor bar to make the wheel 

rotate.  You should notice that the 

yellow triangle on the steps 

becomes brighter each time a seat 

passes, and Input 4 comes on. 

LƴǇǳǘǎ о ŀƴŘ п ŀǊŜ ΨVirtualΩ inputs 

triggered by the mimic itself. 

Step 3 The 

challenge here 

is to only allow 

the wheel to 

turn if the gate 

is closed and to 

stop if the gate 

is opened. 

Step 4 The virtual input on the steps can be 

used to count each seat as it passes.  Build 

ǘƘƛǎ ǎŜǇŀǊŀǘŜ ΨŎƻǳƴǘŜǊΩ ŦƭƻǿŎƘŀǊǘ ώǎƛƳƛƭŀǊ ǘƻ 

that on page 21] which increases the 

ǾŀǊƛŀōƭŜ ΨȅΩΦ  ¢ƘŜ ŎƘŀƭƭŜƴƎŜ ƛǎ ǘƻ ƳƻŘƛŦȅ ǘƘŜ 

flowchart to stop the ride automatically 

after 3 rotations.     

Further extension:  

Extra fun can be obtained from the Big Wheel mimic by making the ride go forward and reverse by inserting extra 

output symbols. 

Also the speed of the motor can be changed as shown on page 18 and the movement of the wheel made more 

realistic if it is speeded up and slowed down gradually. [Page 22] 

http://www.flowol.com/Flowol3Tutorial.aspx

