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Grade 11 Computer and Information Science
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1. Refer to the following App Inventor block diagrams to complete the table given on the next page.
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For each name given in the tables, circle the letter that corresponds to the term that best describes it.
(12 APP)

A. Procedure B. Event Handler C. Argument D. Variable

E. Event F. Method G. Component H. Property

Mole A. B. C. D E F @ H. MoveSprites B. C. D. EE F G H
MoleX |A. B. C.(D)E F. G H. | |MissesCountLabel |[A. B. C. D. E F (G)H.
MoveTo | A. B. C. D. E @ G. H touchedSprite A. B. @ D. E£E F. G. H.
Canvasl |A. B. C. D. E. F @ H. Canvasl.Touched | A. @ C. D. E F G ﬂ
Width |A. B. C. D. E. F. G. (H)| |Height A B C D E F G (H)
Touched |A. B. C¢. D.(E) F. G. H.| |randominteger [A) B. C. D. EE F. G H.

2. Give a step-by-step explanation of how the following could be accomplished: (10 TIPS)

In the MoleMash game, once the player has hit the mole 10 times, five skull and crossbones sprites
appear and move randomly about the canvas. The user loses points if he/she...

e ...accidentally taps any of the skull and crossbones pictures.

e ...if any of the skull and crossbones pictures collide with the mole when the user has fewer than 20 hits. Once the
user accumulates more than 20 hits, the user is no longer penalized when the skull and crossbones pictures collide
with the mole picture.

0, every Fime the # of hits changes, The Mole Crushers$
(t must be checled to see £+ Ags
t::eac}\cd 10 ov &0 (dene throu |

P9 LlocK placed withn all the™
Pmaecﬂurej tﬁfm‘t— chanﬂewf\;m W 070 h;{*s)

@ when the # of hits is behveen 10 and RO
_ the skull ard crossbonas I:D‘famvfj 2 houl

I e visible and movin mmdamz Abou
q":’i'EQ/bC&VI\/Ct_S ( co-ordinates MS'% “mymi{)m lﬂ'l'%ﬂ"[l

-~ the Skul\ m«m{ QfOSSLDMS P;Gl’Wfé can be_ 'vnoveo[
uSinj the somme event hawdler that i's uSed to move

m 'l‘be,\/@lfl'l‘lf\amd;l@" or s mglfz evei
TZJM}{%Z}SQ/ Of eigc,'lim:;(ull ( What would” be ﬁjja diHference 7

_ CONI\S{ﬂ)’lS be—‘-\n/eeh the/ mole ourﬂ‘ C(Vl\/ 9{_" W Sk“”ﬁ )’1864
+o0 be oletected (hjs conm bedone using event handlers

Jor the "Collidedwith" evert) .
~wheneuer o collision takes plac | the p!ayer [osg )”YLS

@ whew the num/;:ef 070 /)I"IL.S 5'5 X0 ar mDive
~Collisions cye fgl’loy‘eo( . @

(o) comp /&kllc.!.S
b) clarity

~all else remaiue “tho saml - es



