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IntroductionIntroduction
Preparing for a certification exam can feel overwhelming, but with the
right tools, it becomes an opportunity to build confidence, sharpen your
skills, and move one step closer to your goals. At Examzify, we believe
that effective exam preparation isn’t just about memorization, it’s about
understanding the material, identifying knowledge gaps, and building
the test-taking strategies that lead to success.

This guide was designed to help you do exactly that.

Whether you’re preparing for a licensing exam, professional
certification, or entry-level qualification, this book offers structured
practice to reinforce key concepts. You’ll find a wide range of
multiple-choice questions, each followed by clear explanations to help
you understand not just the right answer, but why it’s correct.

The content in this guide is based on real-world exam objectives and
aligned with the types of questions and topics commonly found on
official tests. It’s ideal for learners who want to:

• Practice answering questions under realistic conditions,
• Improve accuracy and speed,
• Review explanations to strengthen weak areas, and
• Approach the exam with greater confidence.

We recommend using this book not as a stand-alone study tool, but
alongside other resources like flashcards, textbooks, or hands-on
training. For best results, we recommend working through each
question, reflecting on the explanation provided, and revisiting the
topics that challenge you most.

Remember: successful test preparation isn’t about getting every question
right the first time, it’s about learning from your mistakes and improving
over time. Stay focused, trust the process, and know that every page you
turn brings you closer to success.

Let’s begin.
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How to Use This GuideHow to Use This Guide
This guide is designed to help you study more effectively and approach
your exam with confidence. Whether you're reviewing for the first time
or doing a final refresh, here’s how to get the most out of your Examzify
study guide:
1. Start with a Diagnostic Review

Skim through the questions to get a sense of what you know and what
you need to focus on. Your goal is to identify knowledge gaps early.
2. Study in Short, Focused Sessions

Break your study time into manageable blocks (e.g. 30 – 45 minutes).
Review a handful of questions, reflect on the explanations.
3. Learn from the Explanations

After answering a question, always read the explanation, even if you got
it right. It reinforces key points, corrects misunderstandings, and
teaches subtle distinctions between similar answers.
4. Track Your Progress

Use bookmarks or notes (if reading digitally) to mark difficult questions.
Revisit these regularly and track improvements over time.
5. Simulate the Real Exam

Once you're comfortable, try taking a full set of questions without
pausing. Set a timer and simulate test-day conditions to build confidence
and time management skills.
6. Repeat and Review

Don’t just study once, repetition builds retention. Re-attempt questions
after a few days and revisit explanations to reinforce learning. Pair this
guide with other Examzify tools like flashcards, and digital practice tests
to strengthen your preparation across formats.

There’s no single right way to study, but consistent, thoughtful effort
always wins. Use this guide flexibly, adapt the tips above to fit your pace
and learning style. You've got this!
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Questions
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1. What are reasons to use a ViewModel?
A. A ViewModel and its data can survive orientation changes.
B. A ViewModel allows you to separate UI update code.
C. A ViewModel prevents automatic UI updates.
D. All of the above.

2. What happens if an abstract function is not implemented in
a subclass?
A. The program will compile successfully but throw an error at

runtime.
B. The subclass will also need to be marked as abstract.
C. The parent class will be required to implement it again.
D. The subclass will not compile successfully.

3. What is the expected output of the given Kotlin code?
A. Print one line of text
B. Print two lines of text
C. Print three lines of text
D. Print two lines of text separated by a blank line

4. What is the purpose of a ViewModel in an Android
application?
A. To handle UI rendering
B. To manage UI-related data in a lifecycle-conscious way
C. To simplify Android layout design
D. To manage background tasks

5. In Kotlin coroutines, what represents a lightweight thread?
A. Job
B. Deferred
C. Coroutine
D. Task
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6. Why is the Material Components for Android library used?
A. It only provides the basic UI components required.
B. It offers widgets that comply with Material Design

guidelines.
C. It improves the performance of the Android emulator.
D. It requires complex configurations for usage.

7. What is the purpose of the AndroidManifest.xml file?
A. To handle user input interactions
B. To declare application components, permissions, and other

metadata about the application
C. To define the user interface layout of the application
D. To manage external libraries used by the application

8. How do you typically end a block comment in Kotlin?
A. */
B. END
C. STOP
D. #

9. Which option correctly calls the function and passes valid
input arguments?
A. createMessage("Amy", "Australia", 20)
B. createMessage("Evan", England, 9)
C. createmessage("Tom", "Thailand", "40")
D. createMessage(Heather, "Haiti", 7)

10. Which of the following cannot be defined in an interface?
A. Abstract methods without a body.
B. Properties that can be set or modified.
C. Default implementations of methods.
D. Static methods.
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Answers
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1. D
2. D
3. B
4. B
5. C
6. B
7. B
8. A
9. A
10. B
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Explanations
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1. What are reasons to use a ViewModel?
A. A ViewModel and its data can survive orientation changes.
B. A ViewModel allows you to separate UI update code.
C. A ViewModel prevents automatic UI updates.
D. All of the above.

A ViewModel is a crucial component when developing Android applications, especially for
managing UI-related data in a lifecycle-conscious way. One key reason to use a
ViewModel is that it can hold and manage UI-related data that needs to survive
configuration changes such as screen rotations. This means that when an orientation
change occurs, the data in the ViewModel is retained, allowing for a smoother user
experience without needing to reload data.  Additionally, a ViewModel allows for a clean
separation of UI update code from business logic. It helps in organizing code by keeping
data and its business logic in one place, while the UI can simply observe the data and
update based on changes. This separation adheres to the principles of the MVVM
(Model-View-ViewModel) architecture, promoting maintainability and testability. 
Although a ViewModel does not prevent automatic UI updates, it ensures that the UI can
react to changes in the underlying data model, which is a critical aspect of modern app
development.   Thus, the reasons for using a ViewModel encompass its ability to retain
data through configuration changes and its role in separating business logic from UI
code. These characteristics prioritize a better architecture and user experience in
Android applications.

2. What happens if an abstract function is not implemented in
a subclass?
A. The program will compile successfully but throw an error at

runtime.
B. The subclass will also need to be marked as abstract.
C. The parent class will be required to implement it again.
D. The subclass will not compile successfully.

When a subclass fails to implement an abstract function, it results in a compilation error.
In Kotlin, abstract functions are defined in abstract classes, and these functions must be
overridden in any concrete subclass. If a subclass does not provide an implementation for
an abstract method, the compiler cannot guarantee the subclass behaves as expected,
leading to a situation where the code cannot compile successfully.  This strict
requirement ensures that all the necessary behaviors defined by the abstract class are
concretely available in the subclass, maintaining the integrity of the class hierarchy.
Thus, any attempt to instantiate a subclass that misses implementing the abstract
function will result in a compilation error, signaling to the developer that further action
is needed to complete the subclass properly.

Sample study guide, visit https://kotlinandroidfromscratch.examzify.com
for the full version with hundreds of practice questions 11

SA
M

PLE



3. What is the expected output of the given Kotlin code?
A. Print one line of text
B. Print two lines of text
C. Print three lines of text
D. Print two lines of text separated by a blank line

To determine the expected output of the Kotlin code, the structure of the program and
how it handles output should be considered. Typically, output in Kotlin is managed
through functions such as `println()` and `print()`, which dictate how many lines are
printed based on the number of calls and how they are formatted.  If the code provided
involves two `println()` statements, each producing an output line, then the function
would indeed generate two lines as output. `println()` adds a newline after printing, so if
there are two successive calls to this function, one for each line of text, the result will be
two separate lines.  Considering the options available, stating that the output produces
two lines of text indicates an understanding of how output functions operate in Kotlin,
particularly in terms of line breaks generated by the `println()` function. Thus, the
correct answer aligns perfectly with such a structure in the provided code.

4. What is the purpose of a ViewModel in an Android
application?
A. To handle UI rendering
B. To manage UI-related data in a lifecycle-conscious way
C. To simplify Android layout design
D. To manage background tasks

The primary purpose of a ViewModel in an Android application is to manage UI-related
data in a lifecycle-conscious way. ViewModels are part of the Android Architecture
Components and are designed to store and manage UI-related data that can be used by
the UI controllers, such as Activities and Fragments.   One of the key features of
ViewModels is that they survive configuration changes, like screen rotations. This means
that the data in a ViewModel is retained even when the associated Activity or Fragment is
recreated, allowing for a smoother user experience. When the UI is recreated, for
example after a screen rotation, the ViewModel provides the same data back to the UI
without requiring the data to be fetched again or reinitialized, which enhances
performance and user experience.  Additionally, ViewModels help to separate UI data
handling from the UI controller code, leading to a more maintainable, testable, and
modular architecture. By holding UI-related data in a ViewModel, you ensure that the
data is managed based on the lifecycle of the associated UI components, thus avoiding
memory leaks and other lifecycle-related issues.  In contrast, handling UI rendering more
directly involves more responsibilities typically assigned to the UI layers, while
simplifying layout design is focused on the graphical representation of data rather than
state management
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5. In Kotlin coroutines, what represents a lightweight thread?
A. Job
B. Deferred
C. Coroutine
D. Task

In Kotlin coroutines, the correct representation of a lightweight thread is a coroutine.
Coroutines are a fundamental concept in Kotlin's approach to asynchronous
programming, allowing developers to write non-blocking code that is easy to read and
maintain. Unlike traditional threads, which can be heavyweight and resource-intensive,
coroutines are designed to be lightweight and can be suspended and resumed without
blocking the underlying thread.  Coroutines facilitate the execution of long-running tasks
while keeping the application responsive. They help manage concurrency by allowing
developers to write sequential code while avoiding the complexities usually associated
with threading, such as synchronization issues and callback hell. This makes coroutines
an efficient choice for tasks like making network requests, performing computations, or
handling I/O operations.  In contrast, while Job, Deferred, and Task are related to
coroutines, they serve different roles within the coroutine framework. A Job is used to
manage the lifecycle of a coroutine, allowing one to cancel it or wait for its completion.
Deferred is a specialized type of Job that represents a computation that can return a
result, acting similarly to a future or promise in other programming languages. Task is a
term more commonly associated with other programming models and is not a direct
representation of a lightweight thread in the context of Kotlin coroutines.

6. Why is the Material Components for Android library used?
A. It only provides the basic UI components required.
B. It offers widgets that comply with Material Design

guidelines.
C. It improves the performance of the Android emulator.
D. It requires complex configurations for usage.

The Material Components for Android library is used primarily because it offers widgets
that comply with Material Design guidelines. This means that developers can easily
implement design components that adhere to Google's Material Design specifications,
which ensures a consistent look and feel across applications. By using these components,
developers can enhance the user experience with interactive elements that are not only
visually appealing but also intuitive to use.  The library includes a wide range of pre-built
components, such as buttons, text fields, and navigation drawers, which are designed to
be easily integrated into applications. This saves developers time and effort in creating
custom components from scratch while ensuring that the app aligns with modern design
principles.  The other choices present less relevant benefits. While the library does
include basic UI components, that is not its primary purpose. Furthermore, it is not
specifically aimed at improving emulator performance or requiring complex
configurations, both of which do not accurately represent its main features or
advantages.
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7. What is the purpose of the AndroidManifest.xml file?
A. To handle user input interactions
B. To declare application components, permissions, and other

metadata about the application
C. To define the user interface layout of the application
D. To manage external libraries used by the application

The AndroidManifest.xml file serves as a critical component in any Android application.
Its primary purpose is to declare the application's components, including activities,
services, broadcast receivers, and content providers. This declaration informs the
Android system about the application structure and allows it to properly manage these
components.  In addition to defining the application's components, the manifest file is
responsible for specifying permissions that the app may require to function
correctly—such as internet access or access to the device’s camera or location services. It
also includes essential metadata about the application, such as its name, version, and the
icon that represents it on the device.  Understanding this function is essential for
Android development, as it ensures that the app can run smoothly within the Android
operating environment and interact appropriately with system-level features and user
data. The other options focus on different functionalities that are important but do not
pertain to the specific role the AndroidManifest.xml file plays in the overall structure and
operation of an Android application.

8. How do you typically end a block comment in Kotlin?
A. */
B. END
C. STOP
D. #

In Kotlin, block comments are denoted by a specific syntax that starts with `/*` and must
end with `*/`. The correct option indicates that the ending of a block comment is done
using `*/`. This syntax is common across many programming languages, making it
recognizable for developers familiar with languages like Java or C.  The other options do
not align with the comment syntax used in Kotlin. For example, "END" and "STOP" are
not valid terminators for comments, as Kotlin has a defined structure for comments that
relies specifically on the `/*...*/` format. Similarly, the `#` symbol is used for single-line
comments in Kotlin, but does not serve as a block comment terminator. Understanding
the specific syntax for comments is crucial for maintaining clear and readable code,
which is essential in programming practices.
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9. Which option correctly calls the function and passes valid
input arguments?
A. createMessage("Amy", "Australia", 20)
B. createMessage("Evan", England, 9)
C. createmessage("Tom", "Thailand", "40")
D. createMessage(Heather, "Haiti", 7)

The function call that passes valid input arguments is accurately represented by the first
choice. In this scenario, `createMessage("Amy", "Australia", 20)` adheres to the
appropriate syntax and input types expected by the function.   To break it down further:
1. **String Arguments**: The first and the second arguments ("Amy" and "Australia") are
enclosed in quotation marks, indicating that they are string literals. This is crucial, as
functions that expect strings as parameters need them to be provided as such.  2.
**Integer Argument**: The third argument is the number 20, which is passed as an
integer. This implies that the function is designed to accept an integer value, likely
representing an age or similar count.  The other choices introduce problems that prevent
them from being valid calls: - The second choice includes `England` without quotation
marks, which suggests that it is being treated as a variable rather than a string. This
would lead to an error unless `England` was previously defined as a variable holding a
string value. - The third choice uses `createmessage` with a lowercase 'm', indicating a
potential typo or mismatch with the function's defined name, making it unrecognizable
to the compiler. Furthermore,

10. Which of the following cannot be defined in an interface?
A. Abstract methods without a body.
B. Properties that can be set or modified.
C. Default implementations of methods.
D. Static methods.

In Kotlin, an interface can provide declarations for abstract methods, properties, and
even default implementations for methods. However, one key point is that properties
defined in an interface cannot be mutable, meaning they cannot have a backing field or
setter method.   While you can declare properties in an interface, they must either be
read-only or have getters that are implemented in the classes that implement the
interface. This means that a property that allows for setting or modifying, such as a
variable with both a getter and a setter, cannot be defined within an interface's context.  
Thus, the option highlighting properties that can be set or modified accurately
represents what cannot be done in a Kotlin interface. In contrast, abstract methods
without a body, default implementations, and static methods (though static methods per
se aren't directly allowed in interfaces, companion objects can provide similar
functionality) are all permissible within the constructs and design of Kotlin interfaces.
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Next StepsNext Steps
Congratulations on reaching the final section of this guide. You've taken
a meaningful step toward passing your certification exam and advancing
your career.

As you continue preparing, remember that consistent practice, review,
and self-reflection are key to success. Make time to revisit difficult
topics, simulate exam conditions, and track your progress along the way.

If you need help, have suggestions, or want to share feedback, we’d love
to hear from you. Reach out to our team at hello@examzify.com.

Or visit your dedicated course page for more study tools and resources:

https://kotlinandroidfromscratch.examzify.com

We wish you the very best on your exam journey. You've got this!
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