1. A selection control structure is a programming structure used to make a decision based on one or
more conditions./ @=30® iE® DxHEES 1Y) EIBIeCE O 0wl BBsw ©n BeHmH®D
Boenws 91 B0 910w 05 HOeCERD DXDEE.

2. Simple selection has one condition with two possible options. If the condition is true, one option is
selected:; if it is false, the other option is selected./ e e36@mE guies’ O emiiedw:s ww»

g @8 IDCEH 0B, emBecn o »H® I DWEBE eICINE) CRD GJ, OB PLIDB
20 e DWEHG @Iy C1eR.

3. Tossing a coin is an example. If the result is Head, display “Head”; otherwise, display “Tail.”/
208w o8 ¢®® JO condennS. gBOEs Bes »® "Head™ ege clama emel; dedd
@208 »® "Tail” ece Cams emeb.

4. Selection out of many options means selecting one option from more than two possible options./
eend G @m0s3 esiers B8® vy DWES ¢ D& 98 VRS O SwEow:
30 ©(SO&.

5. Tossing a dice is an example. The value can be any number from 1to 6, and a different action can
be performed for each value./ ¢o¢ 0wz 88 BE® IO ceowdencsS. 8 agonws 1 80 6 ¢33
R® oS B WS avd, O3 O @06 8w DML Fwd B¢ we v e.

6. Repetition is an action that is performed again and again until a specified condition is no longer
satisfied./ gm0 me ©E BEDD emBedus HOESOS wygdicsiens’ (8 O» Bt
OB OB B OB FwdS.

7. At the beginning, the condition is checked. If the condition is true, the repetitive work starts./
2000l emiedn uber 0y CeR. eiedin wms O, ML FwDE®
g0®» ©d.

8. When the condition becomes false, the repetition stops and the program proceeds to the next step
or ends./ emsiede gwms § B0, HWSDEBHEG S B D1DLOHD Sg®» 8w @wxig ed
e®f gdews’ ed.

9. The pump is operated and water flows into the tank repeatedly. The condition “Is the tank full?” is
checked: @@ Fwr@m G OB BEG godm JDEB »HOm »H@» 8¢ emel.
"0 88 Bede?” um emisiedtc «fer emeb:

e No - Continue filling the tank./ oy — O1oS8w 808® EvO® v WHI®.

e Yes - Stop the water pump./ @8 — &SE ©310s6 HOBOEID.

10. The student's name is called and the condition “Is the student present?” is checked: &¢oied »H®
e "800 @€ 83¢?” wm emisiedBn ol emeb:

e Yes - Mark 1for presence./] @0 — =(8&® e 1 0EL BERE DOTD.

e No - Mark 0 for absence./ m» — ©505(8&® ey 0 ©RL BERE DOTD.

e Then the next student's name is called until all students are checked./ @z3sey Bog 8egs3 8z
D0 ¢des’ O ot Se® 85died »HO® dD) CreR.
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11. Answer:

e Repetition with a definite number of times/ B&8» 910 v DTG BE©

e Repeating until a given condition is satisfied/ ©® emisiedBuss wegdicm DT YSOTHHS
B8®

e Repeating an infinite number of times (Forever)/ &&88» £10 v (31©80®/Forever)
300 mE BE®

12. The Repeat block is used to execute a set of instructions a specified number of times./ ‘Repeat’
(23520000%) @003 100 WOWeS cBeced @R BEdm D10 vernmrs Hui3en SEOOE.

13. The Repeat Until block repeats instructions until a specified condition becomes true./ ‘Repeat Until’

(3® emsieduis ©80ie POT HHOVEHDE) @0t OB B® emsiediuis wms D5
RO coect §mcDTHmE DIE.

14. The Forever block repeats a set of instructions an infinite number of times, until the program is
stopped./ ‘Forever’ (e351®800) @00t ®853 918095 3 OB POT et @0 g8
90 ®eBBS HWSVTHHG DIE.

15. Start with the number of times as 1. Check whether it is < 12. If true, calculate:

Multiple = Number x Number of times

Then display the multiple and increase the humber of times by 1. Repeat until the number of times
becomes greater than 12./ ‘910 ®€er’ 1 @E ¢0®® WOBH. A6 120 @1 @0 120 &) (
12) ¢(8 8Pz 0535, ems3edin wmn »H®, svm 868 verma WIBIB:

QREDEB = P23 X DIC OB

@53sey OO Q&G ZBOHG 0, D10 ver 1853 D8 WOBIB. D0 Her 120 D8 OB O
e e®® FDE®@ O OD 8¢ DOBIB.

16. Generating and displaying random numbers from 1 to 100 continuously is an example of an infinite
repetition program./ 1 £0 100 ¢2300 @@ o> aReBLD Smms BB &y gebams B8O oy
BB BN DRBOHWO CLIDT DS,

17. Nested repetition means placing one repetition structure inside another repetition structure./
DG VTG 37 O DHGVTHD DP[HGES DO LD D¥YES BE MPOE.

18. Creating a circular pattern using repeated movements and turns is an example. An outer repetition
contains another Repeat block inside it./ 9® »@® ¢ 20 OE® @y HE® »WIT»EESS
Dar30200 00 BU@orencs BE® O on0ennS. @@BE BS DD DPHG BE DO
5O ©0083%3 ¢8o@ ©d.

19. Repetition with selection is a control structure where repetition is combined with conditional
decisions. For example, in a Snakes and Ladders game, the program checks whether the player has
reached a ladder or a snake and performs the appropriate action./ em3coo5® 8
5BHOVEHBDG BT HHHOTHHG 83 eedt w8n Hoen o530 dBemm BOATL ewedm
BED DPNEE. LD HBIS @R, bnns’ 6w @&h®0 SdWE, BLwwr 9&hOWDO e®d
wbsewrn edm e & a8 D1R®dns 83 sl w0 SO ate §wid e »I&.

20. The program: &&edwx:

o Tosses a dice and gets its value./ ¢og 0w ¢@ 98 avw R ©F.

e Moves the counter forward according to the dice value./ ¢og 100@ ¢®kd 850 B R
98810 ev® &é.
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e Checks whether the counter has reached the bottom of a ladder./ §&) R &G sHE
eEDI0 € B 38 b 3.

e If yes, moves the counter to the top of the ladder./ e ®, o R 9&hO®ed gve
eEDI0 ev® &.

e Checks whether the counter has reached a snake's head./ §& e wbsevned Bes 883
eBE0 g B aie B3 sz »I&.

e If yes, moves the counter to the snake's tail./ ®etd 8, o s wbowed dE®n 883
BB @® 8.

e Repeats until the counter reaches square 36./ & cR€s 36 O @900 €I O PO OB
O OB B¢ »IE.

o Displays the end of the game./ §&o® @des’ D ews3DE.

21. An array is a data structure that can store many items using a single name./ g¢el 9= vy »8
DO »IBers’ ¢l (¢5fm) des eRt BE DB ¢ DXDES.

22. Arrays reduce the need for many separate variables and make programs simpler and less complex,
especially when storing a large number of values./ Sedsens’ BmE ¢®ws’ §®Iennzs OREN
BBe®E, @l ©i0m6 @853 0 eOm® SOEBWE DRIE @B $10m BEe® D@D
&8) 0D @m0 DO’ DL eOE ©Y woSRben @205 Jr DO & SE.

23. An array can be created using a List in Scratch: Scratch 8 ‘List’ ((8e9D) ©»idnecs’ ¢l O
BB@rences e H:

e Select Make a List from the Data category./ ‘Data’ (¢53m) woedtds 823 ‘Make a List' em3idzsiz.

e Give the array a name./ ¢eb 90 »H® Ca) e¢sm.

e Select For this sprite only if required./ @®as »® ©®enz3 ‘For this sprite only’ e»icziz.

e Click OK./ 'OK B3E =i,

24. An array is called a List in Scratch programming./ Scratch m@eGEamede et &=z ‘List’
(C8EnD) ece »(€sied.

25. ltems can be added to a list using the add [item] to [list] block. For example, to enter five country
names, the program can repeat five times, ask for the country name, and add the answer to the
Country list./ ‘add [item] to [list] ecis & ©18newks’ EiEeEROO aln® Sy Be V.
CEINCEHHES @R, CODE v O armes B8O, D1RwH OB wed DD HSDEDBIS
&8¢ 085 Ced »® d®e, OO 8o ‘Country’ c8end0 Do »e .

26. The program can use the length of [list] to repeat through all items and the item [number] of [list]
block to display each item./ 8ee® a88m® ©H0® S Emme @O ‘length of [list]' ¢, 925 23
88m00 gebamas B8O ‘item [number] of [list] oS O ¢ D1RBOHHO DD BDE BVUD.

27. Using individual variables requires a separate variable for each value, while an array stores multiple
values under one name. Therefore, arrays can make programs shorter and easier to manage./ =
B BOEBBSS 910 BBe® O 98 avnn B eOHE® DOELLE ¢das O »HYS, el

O OB 20wrs’ B8snis »8 »@ o ®RLI ewel. OB, el WIDmnewrsd
D(D8O»S @23 Y BEOIDTEHBO Wy SO VDO B8 DE WID.

#ICT an32:69 g
(2§7(/] ] r@,

BSc, ngher lol Information and Comipunication chnology (SLIIT)
page 03 Bachelor of Information and Communication Te (Unlversny of Colombo-UG)



28. Problem analysis means dividing a programming problem into smaller sections or steps so that the
problem becomes easier to solve./ ®0cgd ddeCueens B8O ¢y ©1OEd Be€® wmnyy BE®
8T DOECEAD VOGS R EI0BOEO el BuOTDERD e eds’ BEOE.

29. The problem can be divided into four steps: @®® ®OED Bw@dS HHIWO @RCH DB BB es:

e Input the ten numbers./ eo@10 ¢o@ gres BT©.

e Find the total of the ten numbers./ ®® 0B ¢l OPPD @e0wI ORE.

o Divide the total by 10 to find the average./ €0®izn3 @301 ©(5O ¢wr dmnd 1053 e8e.

e Output the average./ e0@i»se gBcoms B8O.

30. Nested repetition is repetition placed inside another repetition. It is used when one repeated set of
instructions needs to be performed within another repeated process./ m8®m »cDTHHE BB

DO 3HSOTHDEE e BBYD @B GO THBHEE. OB BT FprdEw BE ©®
DT e @RS Bnuisi®n BEO0 ¢des § 80 0®w 9idm emel.
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