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FTask 1: \ ope
What do the following tiles do? Circle the correctanswer.

1.9

E:‘ el .;;HH ’@ o

koyboard Arrows move quickly

Move the character using the arrow keys
B) Move the keyboard using the character

1.2

l:‘ u 3b @—' ﬁ:‘:::

keyboard  Space

WHEN

jump high

A) The character will Jump over any spaces

(BYThe character willjump when th
C) Spacebar controls the terrain

"1
\
|
|
|
j
C) Arrows move the Position j\
W

e spacebaris pressed

1.3

1@'@64} ®

bumped  apple eal I

B) The character will eat itself when it bumps into an apple

@The character will eat any apple it bumps into |
1
C) The bump will eat the apple j

1.4

EXEEEET \
2 b 1 |

A) The apple will lose a point when it is bumped

B) The character will earn 1 blue point for every apple bumped

@T he character willearn 1 red pointfor every apple

bumped
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e =

scored

=elzef

A) The screen will t

urn red when the score reachéa 05

B!j The character wins when theyhave five points
) The character wins 5 Points when they turn red

1 mark foreach correctanswer \

el o714 |

Open Kodu Game Lab create a New World and add a Kodu

character.

1 mark for completing the

task correctly as shown
aside,

— e

1 mark
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Task 3: \

* 1ake the following changes to your program

Change the colour of your Kodu character to RED.

31| 1 mark forcompleting 1 mark
the task correctly as

shown aside.

|
|
| Add a hill to your game.

1 mark for completing 1 mark
the task correctly as
shown aside.

| 3.2

Add a pond or lake to your game.

2 marks

1 mark for completing the task (only creating
the pond area) correctly as shown aside.

2 marks for completing the task (creatingthe
pond area and filling it with water) correctly

as shown aside.
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: ~“ake the following changes to your program

Create a second Kodu character to be controlled by another player:

» Use Copy and paste using your original character
41 » Change your new character's colour to BLUE
‘ * Make your new character controlled using the WASD keys
» Make sure your new character collects BLUE points when it
bumps an apple
Make sure when the score = 5, the player wins

L

5 marks

1 mark for copy and
pasting the original

character correctly.

1 mark for changing the
character's colour to blue
as shown aside.

' | « 1 markforchanging
controls to WASD

« 1 markforchanging 01

| scoretoblue

"« 1 markforchanging
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The objective of the game you h :
player to collect5 apples, y ave created is to be the first

Write your answer below and then add them to your game.

My game needs at least 27 10 __apples. |

0 markif a studentmentionsa value less
than 5 in the blank above and adds them
respectively in the game as shown aside.

1 markif a studentmentions a value

hetween 5 - 8 in the blank above and adds

them respectively in the game as shown
aside.

' 2 marks if a student mentions avalue >=9in
the blank above and adds them respectively

in the game as shown aside.

- Read the following question once you have completed your game.
Circle the correct answer below.

Who will jump when the spacebar is pressed? T e

A) Red Kodu character
B) Blue Kodu character

">JRed and Blue Kodu characters

1 mark for correctanswer

I
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