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1. Which of the following methods allows for user interaction
in the drag and drop program?
A. mouseClickMethod()
B. mouseUpMethod()
C. mouseDragMethod()
D. mouseMoveMethod()

2. How often is the function draw called in the initial code
snippet?
A. Every 50 milliseconds
B. Every 20 milliseconds
C. Every second
D. Every 10 milliseconds

3. What is the purpose of the "setTimer" function in the
animation examples?
A. To slow down animation
B. To control the speed of the animation updates
C. To permanently stop the animation
D. To reset the animation timer

4. What is a sprite sheet and its purpose in animation?
A. A collection of audio files for sound effects
B. A sequence of images used for background design
C. A single image file containing multiple sprite frames, used to

optimize performance by reducing image loading
D. A template for user interface design

5. How does time-based animation compare to frame-based
animation in terms of flexibility?
A. Time-based animation offers more flexibility for changes over

time
B. Frame-based animation is more flexible in terms of visuals
C. Both are equally flexible
D. Neither provides flexibility
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6. What does the addSprite() function do in the context of
CodeHS?
A. It renders all existing sprites
B. It adds a new sprite to the game or animation display
C. It removes a sprite from the display
D. It copies an existing sprite

7. What happens to the ball's speed when it hits the left wall
in the programs?
A. The speed doubles
B. It stops completely
C. The direction reverses
D. It accelerates

8. What is the result of the provided animation code that
moves a ball down and to the right every 20 milliseconds?
A. It makes the ball disappear
B. It animates a ball by moving it down and to the left
C. It animates a ball by moving it down and to the right
D. It freezes the ball in its original position

9. Which of the following are good examples of things that
should be stored as global variables?
A. A ball for a game that is used in multiple functions
B. A counter that keeps track of how many times the user has

clicked the mouse
C. A for loop counter variable
D. The color of a rectangle that is only used in one function

10. What color is the new ball created in the drawCircle
function of the Trail program?
A. Red
B. Cyan
C. Green
D. Blue
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Answers
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1. C
2. B
3. B
4. C
5. A
6. B
7. C
8. C
9. A
10. B
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Explanations
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1. Which of the following methods allows for user interaction
in the drag and drop program?
A. mouseClickMethod()
B. mouseUpMethod()
C. mouseDragMethod()
D. mouseMoveMethod()

The method that enables user interaction specifically for drag-and-drop functionality is
the mouseDragMethod(). This method is designed to respond when the user clicks and
drags a mouse over a specific area in the program.   During a drag-and-drop operation,
the user typically clicks on an item (like an object or sprite), holds down the mouse
button, and moves the mouse to a new location while dragging the item. The
mouseDragMethod() detects and processes this active dragging motion, allowing the
program to update the position of the item being dragged, giving the user immediate
feedback about their actions.   The other methods serve different purposes. For instance,
the mouseClickMethod() is often used to detect standalone clicks, while the
mouseUpMethod() identifies when the user releases the mouse button, and the
mouseMoveMethod() detects movement without necessarily engaging the drag function.
These methods don't capture the continuous interaction typical during a drag-and-drop
operation.

2. How often is the function draw called in the initial code
snippet?
A. Every 50 milliseconds
B. Every 20 milliseconds
C. Every second
D. Every 10 milliseconds

The function draw is typically called at a rate that allows for smooth animation and
responsiveness in graphical applications. In many programming environments,
particularly those related to animation and games, a common default is to invoke the
draw function every 20 milliseconds. This frequency translates to approximately 50
frames per second (FPS), which is a standard frame rate that balances performance and
visual fluidity, making animations appear smooth without putting too much strain on
system resources.  This rate is often selected because it provides an effective compromise
between performance and visual quality. If the draw function were called more
frequently, such as every 10 milliseconds, it could lead to unnecessary CPU load without
significantly enhancing the fluidity of the animation to the human eye. Calling the draw
function every second would simply not be practical for animation purposes, as it would
result in very choppy visuals. Thus, the choice specifying an interval of 20 milliseconds
aligns perfectly with the requirements for a responsive and visually appealing experience
in graphics programming.
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3. What is the purpose of the "setTimer" function in the
animation examples?
A. To slow down animation
B. To control the speed of the animation updates
C. To permanently stop the animation
D. To reset the animation timer

The "setTimer" function is designed to control the frequency at which an animation is
updated. This function allows you to specify a time interval, which dictates how often the
animation's frame will refresh or update. By adjusting this interval, you can create faster
or slower animations, effectively controlling the speed at which animations progress.
This is crucial in creating smooth visual transitions and ensuring that animations run at
a consistent pace, which enhances the overall user experience.   In the context of the
other options, slowing down animation (first choice) might be a result of using
"setTimer" with a longer interval, but it does not capture the essence of the function's
purpose. Similarly, stopping the animation (third choice) and resetting the timer (fourth
choice) are not functionalities provided by "setTimer." The primary role of this function
is to manage how quickly the animation updates, making the second choice the most
accurate description of its purpose.

4. What is a sprite sheet and its purpose in animation?
A. A collection of audio files for sound effects
B. A sequence of images used for background design
C. A single image file containing multiple sprite frames, used to

optimize performance by reducing image loading
D. A template for user interface design

A sprite sheet is a single image file that contains multiple frames or images of a
character or object for animation purposes. The primary function of a sprite sheet is to
optimize performance in animations and games by reducing the number of individual
image files that need to be loaded. When using a sprite sheet, the animation frames can
be displayed in quick succession to create the illusion of movement. This efficiency is
vital for enhancing performance, especially in environments where loading times or
memory usage need to be minimized.   Other choices do not correctly define a sprite
sheet. Audio files pertain to sound effects and do not involve visual components like a
sprite sheet. A sequence of images for background design does not fit the definition of a
sprite sheet, which focuses on character or object animation. Lastly, a template for user
interface design also does not relate to sprite sheets, as it pertains to the arrangement of
visual elements on a display, rather than the management of animated graphics.

9Sample study guide. Visit https://codehsanimationgames.examzify.com for the full version

SA
M

PLE



5. How does time-based animation compare to frame-based
animation in terms of flexibility?
A. Time-based animation offers more flexibility for changes over

time
B. Frame-based animation is more flexible in terms of visuals
C. Both are equally flexible
D. Neither provides flexibility

Time-based animation is designed to synchronize actions with real-world time, allowing
for smoother transitions and more precise timing in animations. This method enables
animators to easily adjust the duration of animations or modify the timing without
needing to redraw each frame. This aspect is particularly beneficial when adjustments to
the pacing of an animation are required, as the timing can be altered dynamically.  On
the other hand, frame-based animation is often tied to specific frames and relies on the
sequential rendering of these frames, making it less adaptable when needing to
implement timing changes. Therefore, in quick adjustments or when animators want to
align movements with specific events, time-based animation provides a clearer advantage
in flexibility.   In essence, the ability to modify animation based on time rather than
individual frames enhances the overall control over the animation process, making
time-based animation the more flexible option for animators.

6. What does the addSprite() function do in the context of
CodeHS?
A. It renders all existing sprites
B. It adds a new sprite to the game or animation display
C. It removes a sprite from the display
D. It copies an existing sprite

The addSprite() function is fundamental in CodeHS as it serves the specific purpose of
introducing a new sprite to the game or animation display. When this function is called,
it creates an instance of a sprite based on the defined parameters, such as its position,
size, and image. This action makes the sprite visible on the canvas, allowing it to
participate in the animation or game interactions. This function is crucial for dynamic
content since adding new sprites can enrich the gameplay or visual experience, enabling
the developer to bring characters, objects, or effects into the scene as needed.  
Understanding this function's role helps clarify how sprites are managed and
manipulated within the CodeHS environment, making it easier to design engaging
animations and games. The other options do not accurately describe the functionality of
addSprite().
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7. What happens to the ball's speed when it hits the left wall
in the programs?
A. The speed doubles
B. It stops completely
C. The direction reverses
D. It accelerates

When the ball hits the left wall in the programs, the direction of the ball reverses. This
occurs because, in many graphical programming environments, collisions with walls
result in the object reflecting off the surface it collides with. When the ball strikes the
left wall, instead of continuing in the same direction, it bounces back in the opposite
direction, maintaining its speed but changing its motion.   This phenomenon is
commonly used in game design and animations to create realistic interactions between
objects and boundaries. The other options may imply changes to the ball's speed or
status, such as stopping or doubling its speed, which do not accurately describe the
behavior typically programmed for such collisions.

8. What is the result of the provided animation code that
moves a ball down and to the right every 20 milliseconds?
A. It makes the ball disappear
B. It animates a ball by moving it down and to the left
C. It animates a ball by moving it down and to the right
D. It freezes the ball in its original position

The provided animation code achieves the effect of moving the ball down and to the right
at regular intervals of 20 milliseconds. This is accomplished by updating the ball's
position on each frame of the animation, leading to a smooth and continuous movement. 
In animation, changing the coordinates of an object such as a ball is essential for
creating motion. By specifying a downward and rightward shift in position, the code
instructs the ball to move in that specific direction. This results in the visible transition
of the ball across the screen, demonstrating basic principles of animation where
incremental changes create the illusion of movement.   Consequently, the correct option
accurately captures the essential behavior of the animation: the ball is animated and
consistently shifts its position such that it moves down and to the right over time. This
reflects fundamental animation concepts, effectively illustrating how frames and timing
can produce dynamic visual effects.
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9. Which of the following are good examples of things that
should be stored as global variables?
A. A ball for a game that is used in multiple functions
B. A counter that keeps track of how many times the user has

clicked the mouse
C. A for loop counter variable
D. The color of a rectangle that is only used in one function

Storing a ball for a game as a global variable is appropriate because it is an object that is
likely needed across multiple functions within the program. In game development,
objects like game elements (e.g., a ball, a player character, or an enemy) often require
access in various parts of the code—such as for updating position, checking for collisions,
or rendering on the screen. By making the ball a global variable, all functions that need
to interact with it can easily access and manipulate it without needing to pass it back and
forth, leading to cleaner and more manageable code.  In contrast, the other examples
illustrate situations that are less suited for global variables. A counter tracking mouse
clicks, while it might be used in multiple places, typically relates to user input events and
could be better managed in a more localized scope or as part of an object to encapsulate
functionality. A for loop counter variable is usually confined to the loop's context and
does not need to exist outside of it. Lastly, a rectangle's color that is only used in one
function does not require global scope, as it is pertained to localized logic within that
specific function. Keeping such variables local helps maintain code clarity and reduces
the risk of unintended side effects elsewhere in the program

10. What color is the new ball created in the drawCircle
function of the Trail program?
A. Red
B. Cyan
C. Green
D. Blue

In the context of the Trail program, the drawCircle function is specifically designed to
create a new ball that has certain properties, including color. The correct answer is
linked to the way the drawCircle function is defined, where it explicitly sets the color of
the ball to cyan. This is an important aspect of the programming logic, as it dictates how
visual elements are rendered when the program is executed.  The color cyan stands out in
this scenario because it is often used in programming examples to represent cool colors
and can create a nice contrast against other elements on the screen. This choice of color
also enhances the visual appeal of animations or games created in a programming
context. By understanding this specific detail about the function, one can gain a deeper
insight into how functions are used to define properties of objects in programming,
particularly in graphical applications.
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