Objectives

To understand how computers can help solve
real problems

To further explore numeric expressions,
variables, and assignment To understand the
accumulator pattern

To utilize the math library

To further explore simple iteration patterns

‘0 understand simple selection statements

‘0 use random numbers to approximate an area
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What is PI?

Ratio of circumference to diameter

3.1415926535897932384626433832795028841
9716939937/510...

math.pi from the math module
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The Archimedes Approach

* Use many sided polygon to approximate
circumference of a circle.

* Requires a bit of geometry
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Leibniz Formula

e Summation of terms
* Use accumulator pattern to add up the terms
 More terms makes the approximation better
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Monte Carlo Simulation

Use random numbers to compute an
approximation of pi

Simulation of a special game of darts
Randomly place darts on the board

pi can be computed by keeping track of the
number of darts that land on the board
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