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Will Your Logic Control the Bot? Advanced 4th Grade Code Quiz

Design efficient systems by nesting logic and managing dynamic data inputs for a complex space-exploration 
simulation.

1. A rover uses a sensor to detect its exact distance from a crater. To handle this changing information, 
which programming concept is most effective?

A. A static function
B. A variable
C. A permanent string
D. A boolean hardcode

2. If you want a smart light to turn on ONLY when it is dark and someone is in the room, you are using 
a _________ concept.

A. Looping
B. Conditional
C. Variable
D. Naming

3. Using a function is helpful because it allows you to write a complex set of instructions once and reuse 
it many times.

A. True
B. False

4. Imagine you are coding a digital clock. Which structure would you use to move the 'second' hand 
forward every 1,000 milliseconds forever?

A. A single-use function
B. An if-else statement
C. A loop
D. A global variable

5. A game designer needs to keep track of how many 'Gold Coins' a player has collected. The best tool 
for this is a _________.

A. Variable
B. Loop
C. Comment
D. Bracket

6. A conditional statement must always result in either 'True' or 'False' to determine which path the 
code takes.

A. True
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B. False

7. You have a list of 1,000 students and need to print a name tag for each one. What is the most efficient 
way to write this code?

A. Write the 'print' command 1,000 times
B. Use a variable for every student name
C. Use a loop to iterate through the list
D. Use an IF statement for each name

8. To organize your code into small, manageable pieces that act like 'mini-programs,' you should use 
_________.

A. Variables
B. Loops
C. Logic Gates
D. Functions

9. In programming, a variable can only store numbers and cannot store words or sentences.
A. True
B. False

10. Which of these is an example of 'nesting' code concepts?
A. Putting life-jackets on a boat
B. Placing an IF statement inside a Loop
C. Deleting a function after using it
D. Naming a variable 'score'
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