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FIGURE 1 

 

film  "Godzilla vs. Kong" 

year  2021 

OUTPUT "Please guess a letter" 

letter  USERINPUT 

 

 

FIGURE 2  

 

 

1    num  USERINPUT 

2    IF NOT(num > 1) OR num > 20 THEN 

3       OUTPUT "False" 

4    ELSEIF num > 1 AND num < 15 THEN 

5       OUTPUT "Almost" 

6    ELSEIF num MOD 5 = 0 THEN 

7       OUTPUT "True" 

8    ELSE  

9       OUTPUT "Unknown" 

10    ENDIF 

  



3 
 

BLANK  PAGE 

 

 

[Turn over]



 
4 

F
IG

U
R

E
 3

  

 1
 

 
 
 
i
m
p
o
r
t
 
r
a
n
d
o
m
 

2
 

 
 
 
 

3
 

 
 
 
p
r
i
n
t
(
"
E
n
t
e
r
 
a
 
n
u
m
b
e
r
"
)
 

4
 

 
 
 
u
s
e
r
N
u
m
b
e
r
 
=
 
i
n
t
(
i
n
p
u
t
(
)
)
 

5
 

 
 
 
w
h
i
l
e
 
u
s
e
r
N
u
m
b
e
r
 
<
 
1
 
o
r
 
u
s
e
r
N
u
m
b
e
r
 
>
 
1
0
0
:
 
 

6
 

 
 
 
 
 
 
p
r
i
n
t
(
"
I
n
v
a
l
i
d
 
n
u
m
b
e
r
"
)
 

7
 

 
 
 
 
 
 
u
s
e
r
N
u
m
b
e
r
 
=
 
i
n
t
(
i
n
p
u
t
(
)
)
 

8
 

 
 
 
p
r
i
n
t
(
"
V
a
l
i
d
 
n
u
m
b
e
r
 
e
n
t
e
r
e
d
"
)
 

9
 

 
 
 
i
f
 
r
a
n
d
o
m
N
u
m
b
e
r
 
=
=
 
u
s
e
r
N
u
m
b
e
r
:
 

1
0
 
 
 
 
 
 
 
p
r
i
n
t
(
"
N
u
m
b
e
r
 
g
u
e
s
s
e
d
 
c
o
r
r
e
c
t
l
y
"
)
 

 
 



 
5 

B
L

A
N

K
  

P
A

G
E

 

  [T
u

rn
 o

v
e
r]

 
 

 



 
6 

F
IG

U
R

E
 4

  

 n
u
m
b
e
r
O
f
G
u
e
s
t
s
 

 
U
S
E
R
I
N
P
U
T
 

n
u
m
b
e
r
O
f
R
o
o
m
s
 

 
U
S
E
R
I
N
P
U
T
 

c
h
a
r
g
e
 

 
2
5
 

I
F
 
n
u
m
b
e
r
O
f
G
u
e
s
t
s
 
>
 
5
0
 
T
H
E
N
 

 
 
 
t
o
t
a
l
C
o
s
t
 

 
n
u
m
b
e
r
O
f
G
u
e
s
t
s
 
*
 
2
 

E
L
S
E
 

 
 
 
IF
 n
um
be
rO
fG
ue
st
s 
≥ 
25
 T
HE
N 

 
 
 
 
 
 
t
o
t
a
l
C
o
s
t
 

 
n
u
m
b
e
r
O
f
G
u
e
s
t
s
 
*
 
4
 

 
 
 
E
L
S
E
 

 
 
 
 
 
 
t
o
t
a
l
C
o
s
t
 

 
n
u
m
b
e
r
O
f
G
u
e
s
t
s
 
*
 
5
 

 
 
 
E
N
D
I
F
 

E
N
D
I
F
 

t
o
t
a
l
C
o
s
t
 

 
t
o
t
a
l
C
o
s
t
 
+
 
(
n
u
m
b
e
r
O
f
R
o
o
m
s
 
*
 
1
0
0
)
 

I
F
 
t
o
t
a
l
C
o
s
t
 
<
 
1
4
0
0
 
T
H
E
N
 

 
 
 
t
o
t
a
l
C
o
s
t
 

 
t
o
t
a
l
C
o
s
t
 
+
 
c
h
a
r
g
e
 

E
N
D
I
F
 

O
U
T
P
U
T
 
t
o
t
a
l
C
o
s
t

 

 
 



 
7 

F
IG

U
R

E
 5

 
 s
w
e
e
t
I
D
 

s
w
e
e
t
N
a
m
e
 

b
r
a
n
d
 

S
1
 

W
I
N
E
 
G
U
M
S
 

M
A
Y
N
A
R
D
S
 

S
2
 

C
O
L
A
 
C
U
B
E
S
 

B
E
R
R
Y
M
A
N
S
 

S
3
 

S
T
A
R
B
U
R
S
T
 

W
R
I
G
L
E
Y
 

  [T
u

rn
 o

v
e
r]

 
 

 



 
8 

F
IG

U
R

E
 6

 
 d
a
y
s
 

 
[
1
0
,
 
1
5
,
 
4
]
 

s
a
l
e
s
 

 
[
2
0
,
 
3
3
,
 
1
2
]
 

w
e
e
k
s
 

 
[
0
,
 
0
,
 
0
]
 

F
O
R
 
i
 

 
0
 
T
O
 
2
 

 
 
 
d
a
y
s
T
o
t
a
l
 

 
d
a
y
s
[
i
]
 
+
 
s
a
l
e
s
[
i
]
 

 
 
 
w
e
e
k
s
[
i
]
 

 
d
a
y
s
T
o
t
a
l
 
D
I
V
 
7
 

E
N
D
F
O
R
 

w
e
e
k
s
T
o
t
a
l
 

 
w
e
e
k
s
[
0
]
 
+
 
w
e
e
k
s
[
1
]
 
+
 
w
e
e
k
s
[
2
]
 

O
U
T
P
U
T
 
w
e
e
k
s
T
o
t
a
l

 

  
 



 
9 

T
A

B
L

E
 2

  

 

1
 

2
 

a
u
t
h
o
r
 

B
1
 

B
2
 

B
o
o
k
 

b
o
o
k
N
a
m
e
 

i
 

R
e
a
l
 

O
U
T
P
U
T
 

S
t
r
i
n
g
 

B
o
o
l
e
a
n
 

   [T
u

rn
 o

v
e
r]



10 
 

FIGURE 8 
 

def First(p1, p2, p3): 

   v1 = p2 + p3 

   print(Second(v1, p1)) 

 

def Second(p1, p2): 

   v1 = p1 + p2 

   if v1 > 12:     

      v1 = v1 + Third(p1) 

   return v1 

 

def Third(p1): 

   if p1 > 3: 

      return 2 

   else: 

      return 0 
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FIGURE 9 
 

USERNAME PASSWORD 

Yusuf5 33kk 

Mary80 af5r 
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FIGURE 10  
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FIGURE 14 
 

if getTile(1, 0) == 0: 

   move(2, 0) 

if getTile(2, 0) == 0: 

   move(2, 1) 

displayBoard() 

 
 
 
FIGURE 15 
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FIGURE 16 
 

   for i in range(3): 

      for j in range(3): 

         if getTile(i, j) == 0: 

            ref1 = i 

            ref2 = j 

 
 
FIGURE 17 
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FIGURE 21 

 

• The player starts at position 0 in a row of cells. 

• The aim of the game is for the player to reach the 

end of the row. 

• At each turn the player must enter either 1 or 2  

− if the player enters 1, the player’s position 

increases by 1 

− if the player enters 2, the player’s position 

increases by 2 

• If the player’s position goes beyond the end of the 
row or contains an X: 

− the message Bad move is displayed 

− the player goes back to position 0 

• These steps are repeated until the player reaches 

the end of the row. 

• If the player reaches the end of the row the game is 

finished. 
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FIGURE 22 
 

pos = 0 

lastPos = len(row) - 1 

while pos < lastPos: 
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