The Walker School – Technology Department – Games and Simulations
Quiz: Piano Simulation
Name: _____________________________________________________ Period: _______ Date: ___________________
Fill in the Blank:
Word Bank: 
Abstraction

Argument

Boolean

Constructor




Constant

Instance Variable
Integer


List



Local Variable

Loop


Parameter 

Public


Statement

String


Void
1. Used to create an instance of an object. _______________
2. Returns true or false. _______________
3. Makes a method usable in more than one class. _______________
4. Strived for by programmers so that classes can be used from one project to another and avoid the duplication of coding. _______________
5. Works only while the method is being executed. _______________
6. A variable that does not change. _______________
7. A data structure that holds an order set of numbers or text. _______________
8. Text characters that are treated as individual elements in list.  _______________
9. A variable used in a constructor. _______________
10. Used to pass information from the constructor to various classes and methods. _______________
Write the Code:

11. Write the code to add a key to the piano world.  Make sure to include a specific location. (2 pts.)

12. Write the code for a method found in this project. (3 pts.)

13. Write the code for a constructor and include 2 assignment statements that are used to pass variables from the constructor to another class. (5pts.)

14. Write the code for a “for” loop. Make sure to include a local variable and a counter to go through the loop          (5 pts.)

15. Write the code for a conditional statement to check if a key is pressed on the keyboard. (2 pts.)

Short Answer:

16. List 3 instance variables used in this program (3 pts.)

17. Explain what a loop is and why it is an important construct for the piano project. (2 pts.)

18. Explain what abstraction is in computer science and why the concept is important to the piano project. (3 pts.)

