(2) Skeleton Code - Possible Paper 1 Questions
Q1 (3 marks)
Explain why the simulation stores the grid as a one-dimensional list instead of a two-dimensional list.

Q2 (4 marks)
Explain how the program uses object-oriented programming to model ants and nests.
You should refer to:
· classes 
· objects 
· methods 

Q3 (4 marks)
Describe how encapsulation is used in the Nest class and why it is useful.

Q4 (3 marks)
Explain why the method __GetIndex() is important in this program.

Q5 (4 marks)
Explain how inheritance improves code reuse in this program.
Refer to:
· Ant 
· WorkerAnt 
· QueenAnt 

Q6 (4 marks)
Describe what happens when an ant carries food and reaches its own nest.

Q7 (5 marks)
Explain how pheromones influence the movement of worker ants.
Include:
· how pheromone strength is stored 
· how ants choose a direction 
· what happens if no pheromone exists 

Q8 (3 marks)
Explain why random numbers are used in this simulation.

Q9 (4 marks)
Explain what happens when a pheromone’s strength reaches 0.

Q10 (5 marks)
Explain how the program prevents ants from moving outside the grid.
Refer to:
· neighbour list 
· boundary checks 
· -1 values

