Computing

Lesson 2: Selecting Outcomes

Selection in Quizzes

Josh Crossman

1 Materials from the Teach Computing Curriculum created by the National Centre for Computing Education
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Task 1 - Using repetition with selection

Open oaknat.uk/comp-p5b2-]

when clicked

Run the program - what
happens?

Credit: Scratch

then
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https://www.google.com/url?q=http://oaknat.uk/comp-p5b2-1&sa=D&source=editors&ust=1620293549356000&usg=AOvVaw0FZaqPU0wnP-6wLogOwYxO

Task 2 - Using repetition with selection

Add a forever loop to the code
and run the program _ What when clicked

happens?

Credit: Scratch

pressed?

then
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Task 3 - Different outcomes

Create a program for the dog
sprite using the algorithm.

Some of the blocks have been
provided for you.

if key a is pressed then
move 10 steps
else

turn clockwise
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Task 4 - Programming two outcomes

Pick a condition, a true outcome and a false outcome. Construct a program.

Condition

Outcome if true

Outcome if false

key h = pressed?

key space w pressed?

key q w pressed?

key leftarrow » pressed?

key 2 = pressed?

Credit: Scratch

turn C G degrees
IS G degrees

move @ steps

if on edge, bounce

change color » effect by @

SV Hello! el a seconds

play sound Meow = until done
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Task 4 - Programming two outcomes

Use the template below to support you.

. e Condition (must be true or
false)

e Outcome iIf the condition is

else true
[:] e Outcome If the condition s
false (else)

| &



