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D ARAB EMIRATES DT Assessment Development Unit

Grade 6 - Kodu

Student Name -

Grade -

Student ID No. -

Task 1: 5 marks

What do the following tiles do? Circle the correct answer.

g ) i 5 ®o =

keyboard  Arrows move quickly
1.1 | A) Move the character using the arrow keys
B) Move the keyboard using the character
C) Arrows move the position
| +00 N
keyboard  Space jump high
1.2 A) The character will jump over any spaces
B) The character will jump when the spacebar is pressed
C) Spacebar controls the terrain
= - 4 b |
oo © +§ © s
bumped apple eat it
1.3 A) The character will eat any apple it bumps into
B) The character will eat itself when it bumps into an apple
C) The bump will eat the apple
= I \ £ - W o Pann| ~
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bumped apple score red point
1.4

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

B) The characterwill earn 1 blue point for every apple bumped

C) The characterwill earn 1 red point for every apple bumped

DT — Summative Assessment—G3 — Term 1(2018 —19) Page 1 of 4




GEESR)  UNITED ARAB EMIRATES DT Assessment Development Unit

MINISTRY OF EDUCATION
o ‘
¥ § = ;
=
scored édj) equals points Fad

1.5 A) The screen will turn red when the score reaches 05
B) The character wins when they have five points
C) The character wins 5 points when they turn red

WHEN

Task 2:

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

2.1 1 mark
Program your new Kodu character by adding the following tiles:

OfE &
koyboard | Arrows
Ol= o

2.2 _ keyboard  Space 2 marks
o] XL
bumped apph

bumped  appe
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scorad y Bquaks palnes
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Task 3:

Make the following changes to your program.
Change the colour of your Kodu characterto RED.

3.1 1 mark
Add a hill to your game.

3.2 1 mark
Add a pond or lake to your game.

3.3 2 marks
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Task 4:

Make 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

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

e Make sure when the score = 5, the player wins

4.1

5 marks

The objective of the game you have created is to be the first player to collect
5 apples.

What is the minimum number of apples your game needs for TWO players?

4.2

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

My game needs at least apples.

2 marks

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

4.3 Who will jump when the spacebar is pressed?

A) Red Kodu character

B) Blue Kodu character

C) Red and Blue Kodu characters

1 marks
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