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= Wihen the world starts,
S do worldmy first method

@ sixShooter.mysteryMethod

sixShooter.mysteryMethod [E] [ ‘ create new parameter |

@ d=10 ‘ create newvariahle |

[Emile d- <c
“[=|Dotogether
sixShooter.hammer — turn backward — 0.1 revolutions —  divatfor =1 second —  more...

| create new variahle |

capture pose

“color =

sixShooter.trigger turn Fforward 0.05 revalutions duration =1 second mMore...

sixShooter.barrel roll left — 0.25 revolutions — dwradfon =1 second —  more...
“opacity = 1(100%)

Zwehiclel= world i: sizShooter.hammer — turn forward — 0.1 revolutions — dwration =0.1 seconds = more...

kintexture/= sixShooter texture sixShooter.trigger turn backward — .05 revolutions —  duration =.4 seconds = more...

lingStyle = solid ‘= 7 sixShooter.h — > 0

“pointOfiew = position: -3.62, 1.54, 5.8 “ decrement sixShooterh — by 1 duration =0 seconds — more...

risShowing = true
: Else
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sixShooter say | done run out of bullets! — dwration =2 seconds —  more...

increment by 1 dwration =0 seconds = MOTe...
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woHd.my first method Mo parameters ‘ create new parameter |
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Mo variables ‘ create newvariable |

ZmysteryMethod c
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create new method |

EEEELuup 6 times times show complicated version
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= gixShnnter | turn



The first page of the exam contains the code we will analyze for the exam. The following questions
refer to that code. The program begins with a call to world.my first method.

1. Variables

(a) (4 points) What are the parameter variables of sixShooter.mysteryMethod?
(4 points) What would be a better name?

(b) (4 points) What are the instance variables of sixShooter.mysteryMethod?
(4 points) What would be a better name?

(c) (4 points) What are the local variables of sixShooter.mysteryMethod?
(4 points) What would be a better name?

(d) I have saved SixShooter as its own class. Suppose that I create a new world with 3 objects of
type SixShooter in it. Next, suppose that I am in the middle of running the mysteryMethod
for one of the objects.

(4 points) How many variables named “b” are in my world?
(4 points) How many named “c”?
(4 points) How many named “d”?

2. Structure: For any method that does not have an explicit duration, you may assume that it takes
0 seconds. Show work for partial credit if your numbers are off, but make your answer
clear. Be careful here: a mistake on one part can really hurt all of your answers.

(a) (6 points) In the entire program, how many times is sixShooter.mysteryMethod called?

(b) (6 points) How long does it take sixShooter.mysteryMethod to run the 1st time it is called?

(c) (6 points) How long does it take sixShooter.mysteryMethod to run the 2nd time it is called?

(d) (6 points) How long does it take sixShooter.mysteryMethod to run the 3rd time it is called?

(e) (6 points) How long does it take sixShooter.mysteryMethod to run the 4th time it is called?

(f) (6 points) How long does it take sixShooter.mysteryMethod to run the last time it is called?

(g) (6 points) How long does the entire program take to run?



3. Generic questions

(a) (8 points) Describe, in simple language, what the mysteryMethod does. Don’t go line-by-line
through the code to describe it, one or two sentences total will be enough.

(b) (8 points) Suppose that I wanted the gun to shoot objects of the class FlyingToaster, and
thus I wanted to add a method named “shoot”. Should shoot be a method of toaster, or of
SixShooter? Why? What parameters should it take? (Note, I may accept more than one answer
here, depending on the explanation.)

(c) (6 points) Assume now that the shoot method is written. Where would the call to it go, within
the mysteryMethod method?

4. Bonus

(a) (6 points) What is the bad (or at least strange) initial value in the program? What should it
be?

(b) (6 points) Related to the above, is there any simple value change that would make the animation
itself “more accurate”?



