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USING EXTERNAL JAVASCRIPT
QUESTION POOLS
Moving question content out of the Version 4 HTML engine without breaking the game
	Bottom line
An external JavaScript file separates the question bank from the game engine. It makes large banks easier to maintain, but it does not simplify the question-writing work and it does not hide answers from students.



1. What an external question pool changes
The standard faculty template stores the question bank inside the HTML file. That is the safest setup for a single game because faculty can download one file, replace the content, and publish it. An external JavaScript question pool moves the content declarations into a separate .js file while leaving the interface and engine in the HTML file.
The browser still loads both files. The difference is organizational: the HTML contains the engine, while the JavaScript file contains the authored questions, learning-objective labels, and remediation pools.
	Embedded bank
	External JavaScript bank

	One main HTML file contains engine and content.
	The HTML engine and question content are maintained as separate files.

	Simplest option for first-time users and one-off games.
	Cleaner option for large banks, repeated revisions, and shared content workflows.

	Fewer file-path problems.
	Requires correct filename, location, load order, and publishing.

	Editing can become unwieldy when the bank is large.
	Question writers can work in the bank file without touching most engine code.



2. When to use it
Use an external pool when
The question bank is large enough that the HTML file is difficult to navigate.
Several people will revise question content while one person protects the engine.
You want to replace or update content without scrolling through the full engine.
You are maintaining several related games and need a cleaner content workflow.
You understand basic file paths and can test the published version before launch.
Keep the bank embedded when
You are building one game and only need to replace the supplied questions.
The faculty member is uncomfortable managing multiple files.
The game will be copied frequently and missing-file mistakes are likely.
There is no clear benefit beyond making the repository look more complicated.

3. Recommended folder structure
Keep the HTML game and its JavaScript question pool in the same game folder unless you deliberately configure another path. Boring paths work. Clever paths create support tickets.
	Single-game folder
course-game/
|-- index.html
|-- question_bank.js
|-- graph_1.webp
|-- graph_2.webp



For a course hub, place each game in its own subfolder. Each game may have its own question_bank.js file.
	Hub with separate games
course-hub/
|-- index.html                 // multi-game hub
|-- game-1/
|   |-- index.html
|   |-- question_bank.js
|-- game-2/
|   |-- index.html
|   |-- question_bank.js



	Same-origin rule
The hub and games should be published from the same GitHub Pages site or web origin if they are expected to share browser progress. External question pools should also be served from that same site.



4. What belongs in question_bank.js
The exact content block depends on the game template. In the current Version 4 engine, the external file should contain the authored data declarations. Engine-generated routing functions should remain in the HTML file.
	Move to question_bank.js
	Keep in index.html

	questionBanks
	Adaptive selection functions

	objectiveLabels
	Object.assign(microSkillRepairPools, skillRepairSeedPools)

	microSkillRepairPools
	buildDirectSkillRepairRoutes()

	skillRepairSeedPools, when present
	directSkillRepairRoutes creation

	microSkillBridgePools
	Progression, boss, mode, scoring, save, telemetry, and mastery-report logic



A minimal faculty template may use only questionBanks and objectiveLabels. A full game may also include repair and bridge pools. Do not invent empty replacements for content structures that the engine expects to use.
Basic external file pattern
	// question_bank.js
// Do not add <script> tags, Markdown fences, import, or export.

const questionBanks = {
  easy: [],
  medium: [],
  hard: [],
  elite: [],
  legendary: [],
  easyBoss: [],
  mediumBoss: [],
  finalBoss: [],
  legendaryBoss: []
};

const objectiveLabels = {
  "LO1.1": "Replace with a readable objective label"
};

const microSkillRepairPools = {};
const skillRepairSeedPools = {};
const microSkillBridgePools = {};



5. Connect the external file to the HTML engine
Step 1: Create the JavaScript file
1. Create a plain-text file named question_bank.js.
2. Paste the required data declarations into the file.
3. Remove all HTML script tags and any Markdown code fences. A .js file contains JavaScript only.
4. Save the file in the same folder as index.html unless the script path says otherwise.
Step 2: Load it before the engine
Place this line immediately before the main engine script. Use a normal classic script. Do not add type="module" and do not add async.
	<script src="question_bank.js"></script>
<script>
  // Version 4 engine begins here
</script>



	Load order matters
The question-bank file must finish loading before the engine runs. async can reverse the order. type="module" changes scope and loading behavior. Neither belongs in the basic setup.



Step 3: Remove duplicate declarations from index.html
Delete the embedded declarations that were moved into question_bank.js. Leave the surrounding engine logic alone. If questionBanks remains declared in both files, the browser will stop with a duplicate-identifier error.
	Remove from index.html:
const questionBanks = { ... };
const objectiveLabels = { ... };
const microSkillRepairPools = { ... };
const skillRepairSeedPools = { ... };
const microSkillBridgePools = { ... };

Keep in index.html:
Object.assign(microSkillRepairPools, skillRepairSeedPools);
function buildDirectSkillRepairRoutes(){ ... }
const directSkillRepairRoutes = buildDirectSkillRepairRoutes();



6. Question-file rules that still apply
Externalizing the bank changes the file location, not the question standard. Every item still needs valid JavaScript syntax and the metadata required by the engine.
Every ID is unique across routine, boss, elite, Legendary, repair, and bridge pools.
Every question has exactly four options and a zero-based correct-answer index from 0 to 3.
Tags, types, objectives, primarySkill, repairSkill, commonError, conceptCluster, and difficulty values use consistent spelling.
Image filenames and capitalization match the uploaded files exactly.
Feedback explains the reasoning instead of merely announcing the correct letter.
The bank is audited for duplicate wording, answer accuracy, weak distractors, and answer-length bias.
	Do not convert the file to JSON
The current engine expects JavaScript declarations, not raw JSON. JSON cannot contain const declarations and cannot be loaded with a normal script tag as a question bank.



7. Publishing and testing
GitHub Pages
1. Upload index.html and question_bank.js to the same game folder.
2. Confirm that GitHub shows the exact filename and capitalization used by the script tag.
3. Wait for GitHub Pages to rebuild.
4. Open the published game and perform a hard refresh after replacing the question bank.
5. Use the browser Network panel to confirm that question_bank.js loads with status 200 rather than 404.
Required simulation checks
[ ] Start every student-facing mode.
[ ] Answer correctly and incorrectly in routine rooms.
[ ] Force a miss that should trigger repair, bridge, and retest.
[ ] Reach each boss checkpoint.
[ ] Confirm Legendary Mode draws from the intended pool and does not receive ordinary remediation.
[ ] Complete a run and inspect the mastery report.
[ ] Reload the published page and confirm the external bank still loads.

8. Troubleshooting
	Symptom
	Likely cause
	Fix

	questionBanks is not defined
	The file did not load, loaded after the engine, or uses the wrong path.
	Move the script tag before the engine and verify the filename and folder.

	Identifier questionBanks has already been declared
	The bank is still declared in index.html and again in question_bank.js.
	Keep one declaration only.

	Unexpected token <
	The script URL returned an HTML error page, often a 404.
	Open the script URL directly and correct the path or capitalization.

	The page loads but the game never starts
	JavaScript syntax error in the external bank.
	Open the browser console and repair the first reported error.

	Routine questions work but remediation fails
	Repair or bridge pools were not moved, were renamed, or use inconsistent skill metadata.
	Restore the expected pool names and audit routing metadata.

	Old questions still appear
	Browser or GitHub Pages caching.
	Hard refresh, wait for deployment, or temporarily use a versioned filename such as question_bank_v2.js.

	Images are missing
	The external bank points to a filename that is absent or capitalized differently.
	Match the exact image filename and location.



9. Final launch checklist
[ ] The script tag points to the correct JavaScript filename.
[ ] The external script loads before the Version 4 engine.
[ ] No moved declaration remains duplicated inside index.html.
[ ] The external file contains JavaScript only, with no script tags or Markdown fences.
[ ] All required question and remediation pools are present.
[ ] The published Network panel shows the JavaScript file loading successfully.
[ ] All five modes and the mastery report have been tested.
[ ] Forced misses confirm that repair, bridge, and retest routing still works.
[ ] A clean copy of the working HTML and JavaScript files has been saved before further editing.
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