Programming for Multimedia

A3/A4  13 November, 2008

14 Days ‘till Thanksgiving!

Room Properties Quiz
1. We have discussed variables several times in class.  The rooms and objects in Game Maker have several predefined (built-in) variables.  Tell me what a variable is.    Answer true or false for each of the following statements:
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a. a variable is a named memory location       TRUE  FALSE
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b.  a variable is an if-statement                         TRUE  FALSE
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c. a variable’s value can be changed when       TRUE  FALSE 

     a program is executed
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d. a variable stores data (information)              TRUE  FALSE
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e.  variables by themselves permit the               TRUE  FALSE

      program to make decisions
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f. the variable’s value (the data that is                TRUE  FALSE
    stored in the variable) is used by the 

    program when the program is run (executed)


g.  variable’s are stored in computer memory      TRUE  FALSE


h.  variables are used to hold information             TRUE  FALSE

     that the program uses when the program

     is executed.

i.  variables are used to remember information  TRUE  FALSE

2. Each room we create in Game Maker has several predefined variables.  We have used two of these variables in our programs so far.  These two variables are room_width and room_height.  Tell me what information these two variables store as values.  How is this information used?
The variable room_width stores the value of the width of the Game Maker room.   So instead of having to use a definite number like 640, we can use the variable room_width instead.  We want to use variables instead of definite numbers in programming because the numbers can change.  For example, we can change the width of the room.  If we change the width of the room, room_width remembers the new room_width.  This helps us because we don’t have to go back and change code.  Instead the variable room_width takes care of this for us.

Similarly room_height remembers the current height of the room.

3. Label the following room’s coordinates:
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For the next two questions select the correct relationship between the x and y variables.
4. As an object moves from left to right in a room (straight across the room):
	the object’s x value
	decreases



	
	stays the same



	the object’s y value
	increases


5. As an object moves from top to bottom in a room (straight down the room)
	the object’s x value
	decreases



	
	stays the same



	the object’s y value
	increases


6. Draw a line between the concept on the left and it’s meaning on the right:

	Concept
	Meaning

	An object instance’s x and y variables

	A variable that keeps track of the score of a game

	room_width

	A variable that keeps track of the height of the room

	room_height

	Variables that keep track of the location of an instance in the room

	score

	A variable that keeps track of the width of the room


7. In the room below the dashed lines indicate four specific x and y values.
Select the code that will keep an object in the room from moving outside of the room:
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a. {

if (x > 40) {

       x = x – 5;  // this lets an object move to the left as long as the 
}                       // object’s current x value is greater than 40
                  }

b. {

if (y < room_width - 20) {

       x = x – 5;

}

                  }

c. {

if (y >  10) {

       y = y – 5;  // this code lets the object move up the room until it’s
}            // y value equals 10
                  }

d. {

if (x < room_height - 20) {

       y = y – 5;

}

                  }

e. {

if (y < room_height - 20) {  
       y = y + 5;                        // this lets the object move down the room.  
}                                       // The object will stop moving down the room 
}                              // when it’s y value is equal to room_height - 20
f. {
`
if (x < room_width – 40) {

                    x = x + 5;     // this code lets the object move to the left as long as

}          // the object’s x value is less than room_width - 40
      }

