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Task 1: F

er of flowcharts in this -q--;"__ y. You

There are @ numb
g of the flowchart symbols’

your understandin

what each chart is doing.
Also discuss the difference e
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Look at the Nowcharts below. With a partner, t‘* f g
your finger e

1. With a partner, discuss what is ha P

2. Can you remind your partner what S5y ]
i .










Task 2 Flowchart for “How to use a jump rof
'mmmuihwhmwmwmummnml: ;
Road the ateps ani follaw the sequence. 5

* Now try to make the flowchart
0N yOur own,
Write the steps above in the
right place in the symbols
below
Try to make the Arrows of the
chart on your own to show the
flow of steps







Task 4: Correct the Flowchart

The following flowchart has

e Some shapes are incorrect _
ing the wrong way

some mistakes in It'

Some arrows are missing or point
some steps are out of order

Your Task:

identify 04 mistakes in the given flow

Redraw the corrected flowchartin th

Is the
Computer on?

No




Task 5:Q & A

1. Why do you think iterators are useful in programming?
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2. Which block in Scratch allows you to make an ‘input variable’? lg'\‘!‘b the code
1_ Fo r mulbi PLe by mes
&) create  a 0ew  varibilable exclicks an

3. Define “operators”? VOJ | b}ﬁ block and bhen seleck make o
ar i ble L7
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4. What is the difference between arithmetic and comparison operators? e
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5. What is the difference between a “forever’ block and a ‘repeat [10]’ block in Scratch
e

_ Forever block: BeapRepeak the inshrukion
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Read each of th

NOTE: There can be.

CEnario 1: iViak 1
You are writing a |
follows exact step:

* Take two

* Spread pear

* Spread jelly o

¢ Putd 'S tog

P"Og'fam Chm i .}:E': ;

e Ifitis sunny, stue

cenaric ounting D

You are writing a p e




Scenario 4: Playing a Guessing Game

You are designi
signing a numbe -
r guessing game where 2 player has to guess a cecret number between 1

and 10.
e The player enters a guess.
e If the guess is correct, display "You win!"
e If the guess is Wrong, tell them to try again.

e Repeat until they guess correctly.

u 1 . -
Question: What programming construct/constructs should you use? celeckian

Scenario 5: Watering Plants with a Robot

A robot needs to water plantsind garden. The robot moves 10 each plant and checks if the soil is

dry.

For each plant in the garden:
o |f the soil isdry, water the plant.
e |fthe soilis wet, do nothing.

e Repeal until all plants are checked.

nstructs should you use? S e | A( b] D

ming construct/co

Question: What program

Sequence, selection,
ireration, var .ables, sprue

arithmetic operators,
You have learnt SO many

as! Don't worry =
them all in every

J\leractlon,

programmmg constru

. youd 'y need to use
\ program Think of them \ike tools
W ghat you can use 10 help you
S when progmmmmg
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Tack 8: Usage of Variables

A variable is li
i1s like a box th
: that stores a value. This value can change during, for example, 3 game
Consider the following game .
e Thisi
S 3 quiz game in which you must answef guestions

L]
You get 1 point for each correct answer

e Th :
e score of the quiz game is 0 before the game stans

What you must do:

. Wri : :
- rite down the initial value of the variable Score = -~

2. Inthef
~ OHUWF”g table some 'Ja'T'B]e questions and their answers are given Eill in the value of

score after each question

# Sample Questions Answer Score

1 The Earth revolves around the Sun

2 Bats are blind.

3 The human body has 206 bones Correct ;_l
4 Lightning never strikes the same place twice Incorrect 3

5 Mount gverestisin Africa. Incorrect a

e value of the variable score when the answer 1S Incorrect:

at happens to th




Identify the d

String:
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Task 10: Operator Challenge
Part1: S l
: Sort the Expr
essions. Look at each expression below. Decide if it's doing a calculation
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i Expression Type (A or R) \

6+4

8>3

BlwW|N| =
on
-
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9==10

15/3

121=7

20-4

O |3 || PP P~

|~ W

10/<=9

Part 2: Fill in the operator.

Choose the correct operator from those given below and fill in the blank to make the statement

correct. Operators you can use:

+ % == = > / - <
# | Expression c;::;::;r Final Expression
= S ia b T13=10
2| sde-1s | K g ¥ 2-1b
P ST I g=C=lruf
a| 1226=2 | [/ 14 h=2
5 |0z 0=Fke| 2 q7 o= fals€
e« Whatdo arithme‘cic'opf-'ﬁ's‘tf’rS do? o hmr}ht(d) ¥ 1 | | o
Theu qxe. llSEd' ]:OM
e What do relational operators do? 7% A .. o4 -
They ('nm_P;LQ___-@Bﬂ; o
i
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Task 11: Loop and Operator Detective

Look at the block below and answer the following questions:
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Task 13: Uéage of Variables an§1 Algorithm (Partcé) '

Here is an

algorithm that uses two vari
ia
o bles. Read the steps to Understang what th
€ algorithm |

=

When green flag clicked
2. Set Score to 0
3. Set Lives to 3

4. Say "Welcome to this quiz!" for 2
seconds

5. Ask "What is 3 + 47" and wait
6. IF answer =7

7. THEN change Score by 1

8. ELSE change Lives by -1

Answer the following questions:

Look at the above steps of the program and answer the following questions. These questions will
help you understand variables and their changing states inside a program.

1. What are the names of the two variables the programmer has created?

Scoyre and. lives i
2. What data does each variable store at the beginning?

’

' L
e O  and lives3 | _
3. %Vﬁa?\:ould happen to the variables if the player entered 5 as their answer?

(5 £ 7) (livec decrmses by @/’/

?
“What would happen to the variables if the player entered 7%s their answer?
a. a

f;l '2): qrore  INCrence 1, lives Shays bhe

that you started with 5 lives? SmQ -
\"How could you change the program so y

cteP 3 i Ihe aquar&hh e | e Repmuv

that the player would rec®ive 2 points for the correct &€ -
6l How could ygu change the program so tha p t E
o
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Objective:
Learn how multiple variables can be used to track a g

You are designing a quiz game in Scratch. The followin|

= Each correct answer gives +2 points
= Each wrong answer takes away 1 life
You have two variables:
score
» lives (starts at 3)

Fill in the following table based on the play '




Scenario Sy
You are i
'"'“*"""‘hmmﬂmhsam —
The sprite says: “What s < , 2
A box
2PPears for you to type your answer
Your Task:
1. Label the “ P
parts below as “Prompt” or Interface”:
Description Prompt or Interface
The message: "Welcome to the 1" :
game!
INter face
The text box that appears for typing ' . c
'nter ace
The green flag to start the game .
inEer Cace
The question: “What is your name?” P
romP L
The score display at the top corner '

l‘llbeng‘cgé | |

a. Why do you think we need a prompt in a quiz game? 1

Need o PmmP}LK 0 g aguz game :
bne Player Knolw 1ohat Eo do

least two things you can see in a game interface: N eXt:

[ o and bex box

2. Think and Write:




