Test -Analysing and Solving Problems (ACCA4019)

1. What is the primary purpose of problem decomposition in computational thinking?

a. To break down a problem into smaller, more manageable parts
b. To ignore the problem
c. To solve the problem in one step
d. To make a problem more complex

2. Which of the following best describes an algorithm?

a. A programming language
b. A single step in a process
c. A random guess to find a solution
d. A step-by-step procedure for solving a problem

3. What is abstraction in computational thinking?

a. Removing unnecessary details to focus on the main idea
b. Adding more details to a problem
c. Focusing on the specific details of a problem
d. Ignoring the problem entirely

4. In problem decomposition, what is the next step after breaking down the problem?

a. Combine all sub-problems into one
b. Ignore the sub-problems
c. Solve each sub-problem independently
d. Start over with a new problem

5. How does pattern recognition help in problem-solving?

a. It ignores the data
b. It helps identify trends and regularities
c. It complicates the problem
d. It makes the problem unsolvable

6. What is the result of the expression 5+3×2 in most programming languages?

a. 11
b. 14
c. 16
d. 12


7. What is the purpose of the 'else' clause in an if-else statement?

a. To define a function
b. To declare a variable
c. To execute code when the if condition is true
d. To execute code when the if condition is false

8. Which of the following is a control structure used to repeat a block of code?

a. Switch case
b. If-else statement
c. Function call
d. For Loop

9. What is a variable in programming?

a. A fixed value that cannot be changed
b. A symbolic name associated with a value and whose associated value may be changed
c. A storage location identified by a memory address
d. A type of data structure

10. What is the purpose of the 'return' statement in a function?

a. Double
b. Integer
c. Character
d. Boolean

11. In pseudocode, which keyword is used to indicate the end of a loop?
a. Stop
b. Finish
c. Endwhile 
d. Terminate

12. In a flowchart, which symbol is used to represent a process or action step?

a. Oval
b. Diamond 
c. Rectangle
d. Parallelogram

13. In pseudocode, how would you represent the assignment of the value 10 to a variable named 'count'?

a. 10 = count
b. 10 -> count
c. count = 10
d. count := 10
14. Which of the following is a correct example of a FOR loop in pseudocode?

a. FOR i IN 1..10
b. FOR i = 1 TO 10 DO
c. FOR i FROM 1 TO 10
d. FOR i = 1, 10

15. Which flowchart symbol is used to represent input/output operations?

a. Oval
b. Diamond
c. Rectangle
d. Parallelogram

16. Which of the following is a common technique used for gathering software requirements?

a. Debugging
b. Coding
c. Brainstorming
d. Compiling

17. Which of the following is a method used to validate requirements?

a. Code review
b. System testing
c. Stakeholder review
d. Debugging

18. What is the primary difference between functional and non-functional requirements?

a. Functional requirements describe how the system should behave, while non-functional requirements describe constraints on the system.
b. Functional requirements are related to hardware, while non-functional requirements are related to software.
c. Functional requirements are optional, while non-functional requirements are mandatory.
d. Functional requirements are always more important than non-functional requirements.

19. In the MoSCoW method, what does the 'C' stand for?

a. Critical
b. Complete
c. Can have
d. Could have

20. Which of the following is NOT a requirements gathering technique?

a. Interviews
b. Compiling
c. Prototyping
d. Surveys

21. Which of the following is a common prototyping technique?

a. Wireframing
b. Agile methodology
c. Waterfall model
d. SWOT analysis

22. What is an important step in understanding user needs?

a. Ignoring user feedback
b. Prioritising design trends over user requirements
c. Conducting user interviews and surveys
d. Focusing only on competitor analysis

23. Which of the following is an interaction principle?

a. Profitability
b. Consistency
c. Complexity
d. Exclusivity

24. What is a usability goal in design?

a. To make the product as complex as possible
b. To focus solely on the visual appeal
c. To ensure the product is efficient and easy to use
d. To increase the production cost

25. Which of the following is an example of a bad design?

a. A product with clear instructions and user-friendly interface
b. A website with intuitive navigation and clear labels
c. A device with adjustable settings for user preferences
d. A mobile app with small, hard-to-read text

26. What is the first step in moving from a conceptual model to physical design?

a. Conducting user testing
b. Developing a prototype
c. Identifying key user interactions
d. Creating a detailed project plan



27. What is an interface metaphor?

a. A visual representation that helps users understand a system
b. A programming language used for interface design
c. A type of user interface hardware
d. A method for testing user interfaces

28. What is the ultimate aim of understanding and conceptualising interaction in design?

a. To ensure user satisfaction and usability
b. To reduce the cost of production
c. To create the most complex system possible
d. To implement cutting-edge technology

29. What is the primary goal when understanding the problem space in interaction design?

a. To implement the latest technology
b. To develop a marketing strategy
c. To create a visually appealing interface
d. To identify user needs and constraints

30. Why is it important to consider user feedback when understanding the problem space?

a. It ensures the design aligns with user expectations
b. It helps in reducing the number of features
c. It is not important
d. It allows for quicker development

31. What is a key characteristic of a command-based interface?

a. It requires text input from the user
b. It uses virtual reality for interaction.
c. It relies on voice commands.
d. It uses icons and windows for interaction.

32. Which of the following is a primary feature of multimedia interfaces?

a. They rely solely on virtual reality.
b. They use only text for interaction.
c. They are limited to command-based inputs.
d. They incorporate audio, video, and graphics.

33. Information visualisation interfaces are designed to:

a. Use voice commands for data input
b. Present data graphically to enhance understanding
c. Simulate virtual environments
d. Display data in a textual format
34. Which of the following is a benefit of speech interfaces?

a. They allow hands-free operation.
b. They are only used in gaming.
c. They are limited to visual outputs.
d. They require extensive typing.

35. Which interface type is most suitable for data analysis and visualisation?

a. Speech interface
b. Information visualisation interface
c. Virtual reality interface
d. Command-based interface

36. What is the main purpose of using sampling techniques in data gathering?

a. To reduce the cost and time of data collection.
b. To collect data from the entire population.
c. To ensure data is always qualitative.
d. To avoid ethical considerations.

37. What is the main difference between qualitative and quantitative data?

a. Qualitative data is descriptive, while quantitative data is numerical.
b. Both are descriptive but analysed differently.
c. Qualitative data is numerical, while quantitative data is descriptive.
d. Both are numerical but collected differently.

38. What is the main purpose of a pilot study in research?

a. To collect data from the entire population
b. To test and refine the research design
c. To publish the research results
d. To finalise the research findings

39. What is the main purpose of conducting an interview in data gathering?

a. To gather in-depth insights and personal experiences
b. To collect numerical data
c. To observe participant behaviour
d. To distribute questionnaires

40. Which of the following is a benefit of using questionnaires for data collection?

a. They are always conducted in a controlled environment.
b. They require face-to-face interaction
c. They provide in-depth qualitative data.
d. They are cost-effective and can reach a large audience.
41. Which of the following is a characteristic of low fidelity prototyping?

a. High level of detail and realismQuick and inexpensive to produce
b. Quick and inexpensive to produce
c. Provides a final version of the product
d. Requires advanced technology

42. Which of the following is a benefit of high fidelity prototyping?

a. It is very inexpensive
b. It requires no technical skills
c. It is quick to produce
d. It provides a realistic user experience

43. What is a prototype primarily used for in the design process?

a. To determine the product's price
b. To test and refine ideas
c. To finalise the product's colour scheme
d. To market the product to consumer

44. Which of the following is an example of a low fidelity prototype?

a. A 3D printed model
b. A paper sketch
c. A fully functional app
d. A digital simulation

45. In conceptual design, what is the importance of brainstorming?

a. To finalise the design
b. To test the product
c. To create a marketing plan
d. To generate a wide range of ideas

46. Which habit from the 7 Habits of Highly Effective People focuses on continuous improvement and renewal?

a. Synergise
b. Be Proactive
c. Begin with the End in Mind
d. Sharpen the Saw

47. Which of the following is a characteristic of the 'Coordinator' role in Belbin’s Team Role theory?

a. Challenges the team to improve
b. Creative and imaginative
c. Encourages team members to contribute
d. Focuses on completing tasks

48. Which of the following is a key aspect of the 'Monitor Evaluator' role in Belbin’s Team Role theory?

a. Generates ideas
b. Provides logical analysis
c. Ensures deadlines are met
d. Motivates the team

49. What is the primary focus of Gardner’s Theory of Multiple Intelligences?

a. Emotional Intelligence
b. Diverse Cognitive Abilities
c. Academic Achievement
d. Logical Reasoning

50. Which of the following best defines a team?

a. A group of people working independently
b. A group of people with a common goal
c. A collection of individuals with similar skills
d. A set of people with the same job title
