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3. Explain Concept

In the MoleMash game, the mole picture moves about the canvas in a random fashion. Explain how this is

accomplished.
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Figure 3-4. Positions of the mole on the screen, with coordinate, height, and width information; x
coordinates and widths are shown in blue, while y coordinates and heights are shown in orange
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Use the provided text boxes to state the purpose of each of the four main parts of the Design Page.
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3. The purpose of the emulator window shown at the right is iQ fggi an CEZT) =)
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4. Give a step-by-step explanation of how each of the following could be accomplished:
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(c) Inthe MoleMash app, a “bonus image” is occasionally displayed for a brief time. The player receives bonus
points for tapping the bonus image.
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(d) In the MoleMash app, a “penalty image” moves ab8ut the canvas in proximity to the mole image. If the player
taps the penalty image instead of the mole, the player loses points.
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