
1. A selection control structure is a programming structure used to make a decision based on one or 

more conditions. / f;aÍï md,k jHqyhla hkq fldkafoais tlla fyda lsysmhla u; mokïj 

;SrKhla .ekSug Ndú;d lrk l%uf,aLk jHqyhls' 
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. / ir, f;aÍul§ we;af;a tla fldkafoaishla iy 

ta wdY%s; úl,am folls' fldkafoaish i;H kï tla úl,amhla f;dard.kq ,nk w;r" th wi;H 
kï wfkla úl,amh f;dard.kq ,efí' 

3.  Tossing a coin is an example. If the result is Head, display “Head”; otherwise, display “Tail.” / 

ldishla Wv oeóu Bg WodyrKhls' m%;sM,h ysi kï ˜ Head ˜  f,i o¾Ykh flf¾¦ tfia 

fkdue;s kï ˜ Ta il˜  f,i o¾Ykh flf¾' 

4.  Selection out of many options means selecting one option from more than two possible options. / 

fndfyda úl,am w;ßka f;aÍula lsÍu hkq úl,am follg jvd jeä .Kklska tla úl,amhla 
f;dard .ekSuhs' 

5.  Tossing a dice is an example. The value can be any number from 1 to 6, and a different action can 

be performed for each value. / odÿ leghla úis lsÍu Bg WodyrKhls' tys w.h 1 isg 6 olajd 

´kEu wxlhla úh yels w;r" tla tla w.h i|yd fjkia l%shdjla isÿ l< yelsh' 
6.  Repetition is an action that is performed again and again until a specified condition is no longer 

satisfied. / mqkrdj¾;kh  hkq ksYaÑ; fldkafoaishla ;jÿrg;a imqrd,kafka ke;s jk ;=re 

kej; kej;;a isÿ lrk l%shdjls' 
7. At the beginning, the condition is checked. If the condition is true, the repetitive work starts. / 

wdrïNfha§ fldkafoaish mÍlaId lrkq ,efí' fldkafoaish i;H kï" mqkrdj¾;k l%shdj,sh 
wdrïN fõ' 

8.  When the condition becomes false, the repetition stops and the program proceeds to the next step 

or ends. / fldkafoaish wi;H jQ úg" mqkrdj¾;kh k;r ù jevigyk B<Õ mshjrg fhduq fõ 

fyda wjika fõ' 
9.  The pump is operated and water flows into the tank repeatedly. The condition “Is the tank full?” is 

checked:  fmdïmh l%shd;aul lr gexlshg c,h mqrjk l%shdj,sh kej; kej; isÿ flf¾' 

˜ gexlsh msÍ ;sfío@˜  hk fldkafoaish mÍlaId flf¾( 

• No → Continue filling the tank. / ke; → gexlsh msrùu È.gu lrf.k hkak' 

• Yes → Stop the water pump. / Tõ → c, fmdïmh kj;ajkak' 

10. The student's name is called and the condition “Is the student present?” is checked:  isiqjdf.a ku 

le|jd ˜ isiqjd meñK isào@˜  hk fldkafoaish mÍlaId flf¾( 

• Yes → Mark 1 for presence. / Tõ → meñŒu i|yd 1 f,i i,l=Kq lrkak' 

• No → Mark 0 for absence. / ke; → fkdmeñŒu i|yd 0 f,i i,l=Kq lrkak' 

• Then the next student's name is called until all students are checked. / bkamiq ish¨  isiqka mÍlaId 

lr wjika jk ;=re B<Õ isiqjdf.a ku le|jkq ,efí' 
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11. Answer:  

• Repetition with a definite number of times / ksYaÑ; jdr .Kkla mqkrdj¾;kh lsÍu 

• Repeating until a given condition is satisfied / hï fldkafoaishla imqrd,k ;=re mqkrdj¾;kh 

lsÍu 

• Repeating an infinite number of times (Forever) / wiSñ; jdr .Kkla ^ieuúgu$Fore ver & 

mqkrdj¾;kh lsÍu 

12. The Repeat block is used to execute a set of instructions a specified number of times. / ‘Repeat ’ 

^mqkrdj¾;k& fldgi Ndú;d lrkqfha Wmfoia ud,djla ksYaÑ; jdr .Kkla l%shd;aul lsÍughs' 
13. The Repeat Until block repeats instructions until a specified condition becomes true. / ‘Repeat  Unt il’ 

^hï fldkafoaishla imqrd,k ;=re mqkrdj¾;kh& fldgi u.ska hï fldkafoaishla i;H jk 
;=re Wmfoia mqkrdj¾;kh lrhs' 

14. The Forever block repeats a set of instructions an infinite number of times, until the program is 

stopped. / ‘Fore ver ’ ^ieuúgu& fldgi u.ska jevigyk k;r lrk ;=re Wmfoia ud,djla wiSñ; 

jdr .Kkla mqkrdj¾;kh lrhs' 
15. Start with the number of times as 1. Check whether it is ≤ 12. If true, calculate:  

Multiple = Number × Number of times  

Then display the multiple and increase the number of times by 1. Repeat until the number of times 

becomes greater than 12. / zjdr .Kkz  1 f,i wdrïN lrkak' th 12g iudk fyda 12g wvq ^≤ 

12& oehs mÍlaId lrkak' fldkafoaish i;H kï" my; mßÈ .Kkh lrkak( 
.=‚;h } wxlh ×  jdr .Kk 

bkamiq tu .=‚;h m%o¾Ykh lr" jdr .Kk 1lska jeä lrkak' jdr .Kk 12g jvd jeä jk 
f;la fuu l%shdj,sh kej; kej; isÿ lrkak' 

16. Generating and displaying random numbers from 1 to 100 continuously is an example of an infinite 

repetition program. / 1 isg 100 olajd wyUq wxl  wLKavj ckkh lsÍu iy m%o¾Ykh lsÍu hkq 

wkka; mqkrdj¾;k jevigyklg WodyrKhls' 
17. Nested repetition means placing one repetition structure inside another repetition structure. / 

ldjeoa¥ mqkrdj¾;kh hkq tla mqkrdj¾;k jHqyhla ;j;a mqkrdj¾;k jHqyhla ;=< ;eîuhs' 
18. Creating a circular pattern using repeated movements and turns is an example. An outer repetition 

contains another Repeat block inside it. / kej; kej; isÿ lrk p,k iy yeÍï Ndú;fhka 

jD;a;dldr rgdjla ks¾udKh lsÍu Bg WodyrKhls' fuys§ ndysr mqkrdj¾;k jHqyh ;=< ;j;a 
mqkrdj¾;k fldgila wvx.= fõ' 

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. / f;dard.ekSu iys; 

mqkrdj¾;kh hkq mqkrdj¾;kh iy fldkafoais iys; ;SrK .ekSï tlsfkl iïnkaO flfrk 
md,k jHqyhls' WodyrKhla f,i" zi¾mhka iy b‚uxz l%Svdjl§" l%Svlhd b‚uÕlg fyda 
i¾mfhl= fj; <Õd ù we;aoehs jevigyk u.ska mÍlaId lr Bg wod< l%shdj isÿ lrhs' 

20.  The program:  jevigyk( 

• Tosses a dice and gets its value. / odÿ leghla oud tys w.h ,nd .kS' 

• Moves the counter forward according to the dice value. / odÿ legfha w.hg wkqj l%Svd ,l=K 

bÈßhg f.k hhs' 
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• Checks whether the counter has reached the bottom of a ladder. / l%Svd ,l=K b‚uÕl my< 

fl<jrg <Õd ù we;aoehs mÍlaId lrhs' 
• If yes, moves the counter to the top of the ladder. / tfia kï" l%Svd ,l=K b‚ufÕa by< 

fl<jrg f.k hhs' 
• Checks whether the counter has reached a snake's head. / l%Svd ,l=K i¾mfhl=f.a ysi msysá 

ia:dkhg <Õd ù we;aoehs mÍlaId lrhs' 
• If yes, moves the counter to the snake's tail. / tfia kï" l%Svd ,l=K i¾mhdf.a j,s.h msysá 

ia:dkhg f.k hhs' 
• Repeats until the counter reaches square 36. / l%Svd ,l=K 36 jk fldgqjg <Õd jk ;=re fuh 

kej; kej; isÿ lrhs' 
• Displays the end of the game. / l%Svdj wjika nj fmkajhs' 

21. An array is a data structure that can store many items using a single name. / wf¾ tlla hkq ;ks 

kula Ndú;fhka whs;u ^o;a;& /ila .nvd l< yels o;a; jHqyhls' 
22.  Arrays reduce the need for many separate variables and make programs simpler and less complex, 

especially when storing a large number of values. / úfYaIfhka úYd, w.hka m%udKhla .nvd 

lsÍfï§" wf¾ Ndú;h u.ska fjk fjku úp,Hhka úYd, ixLHdjla Ndú;d lsÍfï wjYH;dj 
wvq lrk w;r jevigyka jvd;a ir, iy ixlS¾K fkdjk tajd njg m;a lrhs' 

23.  An array can be created using a List in Scratch:  Scratch  ys ‘L ist ’ ^,ehsia;=j& Ndú;fhka wf¾ tlla 

ks¾udKh l< yel( 
• Select Make a List from the Data category. / ‘Data ’ ^o;a;& ldKavh ;=<ska ‘Make  a L ist ’ f;darkak' 

• Give the array a name. / wf¾ tlg kula ,nd fokak' 

• Select For this sprite only if required. / wjYH kï muKla ‘For  this  spr ite only ’ f;darkak' 

• Click OK. / ‘OK ’ la,sla lrkak' 

24.  An array is called a List in Scratch programming. / Scratch  l%uf,aLkfha§ wf¾ tlla ‘L ist ’ 

^,ehsia;=j& f,i ye¢kafõ' 
25.  Items 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 [l ist] ’ íf,dla tl Ndú;fhka ,ehsia;=jlg whs;u tl;= l< yel' 

WodyrKhla f,i" rgj,a myl kï we;=<;a lsÍug" jevigyk u.ska mia j;djla mqkrdj¾;kh 
isÿ lrñka rfÜ ku úuid" tu ms<s;=r ‘Country ’ ,ehsia;=jg tl;= l< yel' 

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. / ish¨ u whs;u yryd mqkrdj¾;kh ùug ‘length  of  [list] ' o" tla tla 

whs;uh m%o¾Ykh lsÍug ‘item  [number]  of  [list] ’ íf,dla tl o jevigykg Ndú;d l< yel' 

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. / ;ks 

;ks úp,Hhka Ndú;d lsÍfï§ tla tla w.h i|yd fjku úp,Hhla wjYH jk kuq;a" wf¾ 
tlla u.ska w.hka lsysmhla ;ks kula hgf;a .nvd flf¾' tneúka" wf¾ Ndú;fhka 
jevigyka flá iy l<ukdlrKhg myiq tajd njg m;a l< yel' 
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28.  Problem analysis means dividing a programming problem into smaller sections or steps so that the 

problem becomes easier to solve. / .eg¨ jla úYaf,aIKh lsÍu hkq .eg¨ j úi£u myiq lsÍu 

i|yd l%uf,aLk .eg¨ jla l=vd fldgiaj,g fyda mshjrj,g fnod fjka lsÍuhs' 
29.  The problem can be divided into four steps:  fuu .eg¨ j mshjr y;rlg fnod oelaúh yelsh( 

• Input the ten numbers. / ixLHd oyh we;=<;a lsÍu' 

• Find the total of the ten numbers. / tu ixLHd oyfha tl;=j fidhd .ekSu' 

• Divide the total by 10 to find the average. / idudkHh fidhd .ekSu i|yd tl;=j 10ka fn§u' 

• Output the average. / idudkHh m%;sodkh lsÍu' 

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. / l+vq.; mqkrdj¾;kh  hkq 

;j;a mqkrdj¾;khla ;=< msysgqjd we;s mqkrdj¾;khls' ;j;a mqkrdj¾;k l%shdj,shla ;=< hï 
mqkrdj¾;k Wmfoia ud,djla l%shd;aul lsÍug wjYH jQ úg fuh Ndú;d flf¾' 
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