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é-A-Day — Computer Science GCSE (p2.5-2016)

Q1 Heath is researching how long, to the nearest minute, each student in his class spends playing
computer games in one week (Monday to Friday). He is storing the data in a 2D array.

Fig. 2 shows part of the array, with 4 students.

Fig. 2
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For example, student 1, on Monday (day 0), played 30 minutes of computer games.
(d) Heath has the day of the week stored as a number e.g. 0 = Monday, 1 = Tuesday.

Write a sub-program that takes the number as a parameter and returns the day of the week
as a sinng.
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Q2
(e) Heath needs to work out the average number of minutes spent playing computer games each
day for the class, which contains 30 students. Write an algorithm to output the average
number of minutes the whole class spends playing computer games each day.
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