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All Candidates' performance across questions

Question Title N Mean S D Max Mark F F Attempt %
1 2089 1.6 1 3 55 100
2 2089 5.3 3.1 10 52.6 100
3 2089 2.2 3 9 24.5 100
4 2089 1.4 1.4 5 28.5 100
5 2089 4.4 3 9 49.1 100
6 2089 2.9 1.5 4 73.3 100
7 2089 1.9 1.5 5 38.5 100
8 2089 6.8 5.3 15 45.6 100
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Sticky Note
Usually the question number

Sticky Note
The number of candidates attempting that question


Sticky Note
The mean score is calculated by adding up the individual candidate scores and dividing by the total number of candidates. If all candidates perform well on a particular item, the mean score will be close to the maximum mark. Conversely, if candidates as a whole perform poorly on the item there will be a large difference between the mean score and the maximum mark. A simple comparison of the mean marks will identify those items that contribute significantly to the overall performance of the candidates.
However, because the maximum mark may not be the same for each item, a comparison of the means provides only a partial indication of candidate performance. Equal means does not necessarily imply equal performance. For questions with different maximum marks, the facility factor should be used to compare performance.


Sticky Note
The standard deviation measures the spread of the data about the mean score. The larger the standard deviation is, the more dispersed (or less consistent) the candidate performances are for that item. An increase in the standard deviation points to increased diversity amongst candidates, or to a more discriminating paper, as the marks are more dispersed about the centre. By contrast a decrease in the standard deviation would suggest more homogeneity amongst the candidates, or a less discriminating paper, as candidate marks are more clustered about the centre.


Sticky Note
This is the maximum mark for a particular question


Sticky Note
The facility factor for an item expresses the mean mark as a percentage of the maximum mark (Max. Mark) and is a measure of the accessibility of the item. If the mean mark obtained by candidates is close to the maximum mark, the facility factor will be close to 100 per cent and the item would be considered to be very accessible. If on the other hand the mean mark is low when compared with the maximum score, the facility factor will be small and the item considered less accessible to candidates.


Sticky Note
For each item the table shows the number (N) and percentage of candidates who attempted the question. When comparing items on this measure it is important to consider the order in which the items appear on the paper. If the total time available for a paper is limited, there is the possibility of some candidates running out of time. This may result in those items towards the end of the paper having a deflated figure on this measure. If the time allocated to the paper is not considered to be a significant factor, a low percentage may indicate issues of accessibility. Where candidates have a choice of question the statistics evidence candidate preferences, but will also be influenced by the teaching policy within centres.
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This question required candidates to apply html markup tags to demonstrate their 
knowledge and understanding of markup languages. 


This candidate had implemented all of the requirements of the task and was awarded 
full marks. 
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2. Award one mark for each correct pair in the correct location: 
i.e: <h1> </h1>  
 
<a href=”url”> </a> (Note http:// is required or the link will not work 
correctly on many devices) 
 
Accept alternative tags e.g. <big></big> instead of <h1></h1>, etc 
 
Accept alternative HTML (not CSS) solutions which work (only if the 
identical formatting would be achieved). 
 


  2b  10 


 <html> 
<head> 
<title> 
 
CompSci  
</title> 
</head>  
 
<body>  
 
<h1>  
Computer Science! 
</h1> 
 
<p> In this technological age, a study of computer science, and 
particularly how computers are used in the solution of a variety of 
problems, is essential. 
</p> 
 
 
<img src="eduqas.jpg"> 
 
<p> Learn about: 
 
<ul> 
<li>Programming</li>  
<li>Algorithms</li>  
<li>Assembly</li>  
</ul> 
</p> 
 
<p> Click the link below to find out more: </p> 
<p>  
<a href= 
"http://www.eduqas.co.uk/computerscience">  
 
www.eduqas.co.uk/computerscience 
 
</a> 
</p> 
 
</body>  
</html> 
 
Final correct layout.  (Matching the example given in the paper with 
carriage returns and centre etc) 
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This question required candidates to apply html markup tags to demonstrate their 
knowledge and understanding of markup languages. 


This candidate had implemented all of the requirements of the task and was 
awarded full marks. 


Question 2 
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1.	 State the HTML tags needed for each of the following:	 [3]


	 (a)	 Centre align a section of text.


	 (b)	 Setup the most important heading.


	 (c)	 Indicate a section of text that is quoted from another source.


	 Enter your answers in the electronic answer document.


2.	 A draft design for an HTML web page is shown below.	 [10]


Computer Science!


In this technological age, a study of computer 
science, and particularly how computers are used in 
the solution of a variety of problems, is essential.


Learn about:
Programming 
Algorithms 
Assembler


Click the link below to find out more:


www.eduqas.co.uk/computerscience







Turn over.
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	 The design was then improved using various HTML tags to provide the formatting and content 
shown below.


Computer Science!
In this technological age, a study of computer science, and particularly how 
computers are used in the solution of a variety of problems, is essential.


Learn about:


	 •	 Programming
	 •	 Algorithms
	 •	 Assembler


Click the link below to find out more:


www.eduqas.co.uk/computerscience


	 Copy the text from the electronic answer document into a basic text editor.


	 Insert the HTML tags that would be needed to display the content and formatting shown in the 
improved design. 


	 The image file you require is called eduqas.jpg


	 The page title should be set to CompSci


	 Save your new web page as finalCompSci.txt
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7. Award one mark for each item correctly identified.   2b  5 
(a) World OR Actor 


 
1     


(b) Ground OR Counter OR Egg OR Meerkat OR Snake 
 


1     


(c) totalCount 
 


1     


(d) “cell.jpg” OR 8,8,60 OR amount  
Accept: int amount(not int on its own) 
 


1     


(e) /**     Act */ 
Ignore carriage returns 
Accept // 


1     


8. Award one mark per bullet point below:    3b 15 
(a) World is pre-populated on load with: 


• one snake only 
• one or more meerkats 
• one or more eggs. 
 


 
1 
1 
1 


    


(b) • meerkats move randomly around world. 
• egg moves randomly around world. 
• random movement implemented using a function (such as 


getRandomNumber) 
 


1 
1 
1 


    


(c) • snake moves around world according to arrow keys. 
• snake moves with appropriate relative speed to egg (equal to 


or greater than the speed of the egg) 
 


1 
1 


    


(d) • egg is removed from world on collision with snake. 
 


1     


(e) • sound plays when snake and egg collide 
 


1     


(f) • counter added to world. 
• counter increments when snake and egg collide. 
 


1 
1 


    


(g) • counter decrements when meerkat and egg collide. 
• implementation via parameter passing as opposed to wholly 


new method. 
 


1 
1 


    


(h) Greenfoot world saved correctly as finalSnake8 
 


1     
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This was a new style of question and required candidates to demonstrate an understanding 
of object oriented programming. 


This candidate had identified most of the classes/objects/methods required. 


The candidate scored 4 marks. 
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7.	 Open the Greenfoot world WJECSnake7 and familiarise yourself with its contents.  


	 From the Greenfoot world WJECSnake7 identify an example of each of the following:	 [5]


	 (a)	 superclass


	 (b)	 class


	 (c)	 private property


	 (d)	 parameter


	 (e)	 comment.


	 Enter your answer in the electronic answer document.
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7. Award one mark for each item correctly identified.   2b  5 
(a) World OR Actor 


 
1     


(b) Ground OR Counter OR Egg OR Meerkat OR Snake 
 


1     


(c) totalCount 
 


1     


(d) “cell.jpg” OR 8,8,60 OR amount  
Accept: int amount(not int on its own) 
 


1     


(e) /**     Act */ 
Ignore carriage returns 
Accept // 


1     


8. Award one mark per bullet point below:    3b 15 
(a) World is pre-populated on load with: 


• one snake only 
• one or more meerkats 
• one or more eggs. 
 


 
1 
1 
1 


    


(b) • meerkats move randomly around world. 
• egg moves randomly around world. 
• random movement implemented using a function (such as 


getRandomNumber) 
 


1 
1 
1 


    


(c) • snake moves around world according to arrow keys. 
• snake moves with appropriate relative speed to egg (equal to 


or greater than the speed of the egg) 
 


1 
1 


    


(d) • egg is removed from world on collision with snake. 
 


1     


(e) • sound plays when snake and egg collide 
 


1     


(f) • counter added to world. 
• counter increments when snake and egg collide. 
 


1 
1 


    


(g) • counter decrements when meerkat and egg collide. 
• implementation via parameter passing as opposed to wholly 


new method. 
 


1 
1 


    


(h) Greenfoot world saved correctly as finalSnake8 
 


1     
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This examination assesses practical computer science skills. Any code that achieves the 
required outcomes is awarded credit. There is no “correct” way of accomplishing many of 
these tasks and any working code is awarded credit. 


The below example are meant to exemplify different amounts of work and how they would 
be marked. They do not show the WJEC “preferred” method (as there is not one) and they 
are from candidate work. 


This candidate had implemented the world and populated in accordance with the 
requirements of the task in the exam paper.  


This candidate was awarded full marks for the following code: 
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2 








 


 


 


 


 


 


 


 


 


 


 


  


 


 


 


  


3 








(C500U20-1)


8


© WJEC CBAC Ltd.


8.	 Open the Greenfoot world WJECSnake8 and familiarise yourself with its contents. Complete the 
world as instructed below:	 [15]


	 (a)	 Populate the world with a snake, meerkat and at least two eggs.


	 (b)	 Edit the meerkat and egg classes so that they turn and move at random. 


	 (c)	 Edit the snake code so that it moves at an appropriate speed in the direction of the arrow 
keys when pressed.


	 (d)	 Edit the snake code so that it “eats” an egg when they collide (removes the egg from the 
world).


	 (e)	 Add a sound which will play every time the snake “eats” an egg.


	 (f)	 Add a counter. Edit the code so that the counter displays how many eggs have been 
“eaten” by the snake.


	 (g)	 Edit the code so that the counter loses a point (1 point is deducted) if the meerkat 
collides with the egg.


	 (h)	 Save your completed world as FinalSnake8


END OF PAPER











