Project 44

D P School

EDUCATION

| Coding knowledge
quiz app

How It Works




Let's prepare the Coding knowledge quiz application as follows.

.
000

7 screens have been used in the design of this application. The first screen
is as follows.

Coding knowledge
quiz app

This is named as “start”

+* Questions are included from the second screen to the sixth screen. There

are 5 questions in those five screens and two answers are included for each

question. The 5 screens are as follows.
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This is named as “Ans3”
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This is named as “radio_Ans5”
_ This is named as “Ans5”
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This is named as “Ans8”
This is named as “radio_Ans7”
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“— This is named as “Ans9”
This is named as “Ans10”

This is named as “radio_Ans9”
This is named as “radio_Ans10”

\ This is named as “submit”

++ The final screen includes four labels and four images and is designed as
follows.




Your Result
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+———This label is used to indicate the number of marks you

will get.This is named “Marks1”.
You are weak

‘\rhere are four labels here. They are named “Weak”,

= “Good”, “Clever” and “Talented”.

' \There are four images here. They are named
— “imagewinl” “imagewin2” “imagewin3” “image4”..

Let's prepare the blocks as follows to create the coding knowledge quiz app.

++ Set a variable as Score as below.
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“* When you click on the Start button, apply blocks as follows to go to the
second screen.

onEvent (Y “Start", ¥'“"click", |f—|m@h10n{ AL J

o
‘ r.;s-.\:Screen (Y "screen2”):|
et 1 ;

¢+ The correct answer to the question on the second screen is the answer in
front of the radio button named “radio_Ans2”. The answer in front of the
radio button named “radio_Ans1” is the wrong answer. When you click on
the radio button related to the correct answer, 10 points will be added and
if you click on the radio button related to the wrong answer, 10 points will
be deducted. The required blocks are as follows.




onEvent (¥ "radic Ans1", ¥ "eclick", ! ﬁ]ngt,im(_] {

When you click on the button named "Next1", apply the blocks related to

going to the third screen as follows.
function( ) |

I_s;gtSc:reen { ¥ "screen3”); |
A - AT
The correct answer to the second question is the answer in front of the
radio button named “radio_Ans4”. The answer in front of the radio button
named “radio_Ans3” is the wrong answer. When you click on the radio
button related to the correct answer, 10 points will be added and if you
click on the radio button related to the wrong answer, 10 points will be
deducted. And when you click on the button named "Next2", the blocks

required to go to the fourth screen are as follows.
onEvent (¥ "radic Bns3", V"click~, [SUSEESSE( JE

onEvent (¥ "radic Ansd", ¥"click", fy;gctisn;f{ i |

onEvent(Y "Next2", ¥ "click", |.£@tﬂ2§”im(_ )‘ { J
| r;etSc‘_'een [Y "screend");

T |

The correct answer to the question on the fourth screen is the answer in front
of the radio button named “radio_Ans5”. The answer in front of the radio
button named “radio_Ans6” is the wrong answer. When you click on the
radio button related to the correct answer, 10 points will be added and if you
click on the radio button related to the wrong answer, 10 points will be
deducted. And when you click on the button named "Next3", the blocks
required to go to the fifth screen are as follows.
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onEvent (¥ "radio Ans5", ¥ 'click",
L B);)
onEvent (¥ "radio Anse", ¥ "click";

m

onEvent (¥ "Next3", ¥ "click"”,

gsetScreen( v "screend”) ]
h' Vel

The correct answer for the fourth question is the answer in front of the radio
button named “radio Ans7”. The answer in front of the radio button named
“radio_Ans8" is the wrong answer. When you click on the radio button
related to the correct answer, 10 points will be added and if you click on the
radio button related to the wrong answer, 10 points will be deducted. And
when you click on the button named "Next4", the blocks required to go to
the sixth screen are as follows.

onEvent (¥ "Nexti",

I satScreen| ¥ "screeng") ;J

<+ The correct answer for the fourth question is the answer in front of the
radio button named “radio_Ans10”. The answer in front of the radio button
named “radio_Ans9” is the wrong answer. When you click on the radio
button related to the correct answer, 10 points will be added and if you
click on the radio button related to the wrong answer, 10 points will be
deducted. The blocks required for that are as follows.

onEvent (¥ "radio_Ans%", ¥"click", } o1 .

¥ "click”,
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“* When you click on the submit button, the seventh screen should be
displayed and the four images named as "imagewin1" "imagewin2"

"imagewin3" "image4" and "weak" "good" "clever" that you have used in

the design. Named as "Talented", the four labels should not be visible. For

that, the following blocks are prepared.

gnEvent { ¥ "Submit™, ¥ "click", ﬁmﬁm{j {_ I
B — — -

setScreen (VY "screeni"); J
| hideElement (¥ "Weak"): |

| hideElement (¥ "clever™) ;|

| hideElement (¥ "good") :J
| hzdeElgment{ v "Talented" )z |

1 _hil-:leE.lement (¥ "imagewinl") 7 |

hideElement (¥ "imageWinz") |

_h:lj:leEJ.ement{" "imagewin3"); |

< To display the amount of marks you get in the label named "Marks1",
arrange the blocks as follows and connect them inside the on event block..

setText (¥ "Marksl", 1"Score"FF sc-::arej} ; ‘

<+ If the score you get is equal to 50 points, prepare the blocks related to the
label named "Talented" and the image named "imagewin1" and connect
them inside the on event block.

showElement (¥ "Talented"): |

1o

| showElement (Y "imagewinl"):|

“+ If the score you get is equal to 40 points, prepare the blocks related to the
label named "Talented" and the image named "imagewin1" and connect
them inside the on event block.

e = 40§

- showElement (¥ "clever");

showElement ( ¥ "imageWin2") ; |




%+ If the score you get is equal to 30 points, prepare the blocks related to the
label named "good" and the image named "imagewin2" and connect them
inside the on event block.

scorel=—N30

showElement (¥ "good") ; I

ol -
showElement (¥ "imagewin3") :J

-l

¢+ If the score you get is 20 or less than 20 points, create the blocks related to
the label named “weak” and the image named “image4” and connect them
inside the on event block.

scorel &= 20

showElement (¥ "Weak") i

_sthElement (¥ "imaged") :J

Select The correct answer.

1. In addition to losing 10 points when you click on a wrong answer, what
blocks should be applied to remove the colorful background image used in
the design and make the background red?

onEvent{¥ "radic Ansi", ¥"click",

screend”; ¥ "ilmage™, ¥ "Red Color.jpq™ki

A

¥ "click™y

Property (¥ "screen2®,; ¥ "hackground-colar', ¥ "red"};

_ 5

2. When you get 20 or less than 20 points, select the relevant blocks set to
display a hidden Try again button in addition to the events you have coded.

(scorel@=ts ) [scor=leall>0

showElement (¥ "Weak™) ;| Sh.ﬁh'E‘_:emE'nt (¥ "Weak" )z
S inayed T

showElement (¥ "imaged"); J

showElement (¥ "Tryagain"}; showElement (¥ "Tryagain") ;|




showElement (¥ "Weak") FJ

showElement (¥ "imaged"); I

hideElement (¥ "Tryagain");

3. 9wm wewsd Try again button &= @ click ¢ 82 »©»= Coding
knowledge quiz app dem8 §E BIO cab o B@0 acg blocks set
emICHTH.

onEvent (¥ "Tryagain", ¥ "kesyup", _

setScreen( Y "screenl”) :J
o |

onEvent (Y "Tryagain™, V¥ "click", _

setScreen(Y "screenlm);
vl

onEvent (¥ "Tryagain®, ¥ "kevdown", |

creen( ¥ "screenl”);
|
When you click on the above Try again button, select the related blocks set to get the home page of the

Coding knowledge quiz app again.
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