Computing

Lesson 4: Planning a Quiz

Selection in Quizzes

Josh Crossman

1 Materials from the Teach Computing Curriculum created by the National Centre for Computing Education
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- Planning a quiz - part 1

Task: Create an interactive quiz using selection.

What will the theme of your quiz be?

Write down two questions and answers that you will use in your quiz

Question 1.

Answer:

Question 2:

Answer:
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- Planning a quiz - part 2

Task: Create an interactive quiz using selection.

Possible outcomes that will be given if the question is answered correctly.

Possible outcomes that will be given if the question is answered incorrectly.

| @



- Tracing Algorithms

Trace the algorithm and identify the outcomes for the user inputs.

Ask:  Whotis3yx27?
l The answer
Answer: 2 given was: 6
True False

'

Action: Say ‘Well done!
Spin aroond

'

Action: Say ‘Incorrect.
Change colour
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- Tracing algorithms

v
Ask:  Whatis 2 ¥ 67
l The answer
Answer: 12 .
given was: 11
True False

'

Action: Say 'Well done!’

Change size bigger

l

Action: Say ‘Incorrect.
Move 30 steps
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- Tracing algorithms

v
Ask:  Whatis7x27
l The answer
Answer: 14 .
given was: 24
True False

'

Action: Say Terrific!
Spin aroond

l

Action: Say 'Not quite!’
Change colour
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- Tracing algorithms

v

Ask:  Whatis2x 27

l

The answer

Answer:

at

True

given was: 4

False

l

Action: Say "You're correct!
Change size bigger

'

Action: Say 'Next time.
Move 30 steps
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- Programming two outcomes

Use the branching structure below to plan out the questions your sprite will ask and the

outcomes that will be carried out If the condition is true and false.

Ask:
!
Condition Answer:
True - if correct False - if incorrect
\ 4
Action(s): Action(s):
\j
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- Programming two outcomes

\ 4
Ask:
!
Condition Answer:
True - if correct False - if incorrect
Action(s): Action(s):
\j

| &



- Programming two outcomes

10

\ 4
Ask:
!
Condition Answer:
True - if correct False - if incorrect
Action(s): Action(s):
\j
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- Programming two outcomes

1

Ask:

Condition

True - if correct

Answer:

Action(s):

False - if incorrect

Action(s):
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