COMPUNTNG: PROGRAMMING Variables ih Games
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More Complex Variables

Vorionbles in Gomes

- Programmmiing i when we make and input o set of
irntructian: far computers to folloas.

-Wariables o= changeable =lzments of o progrom.

Serotch i ome apg in which we con exglore variables.

-Whe ure algorithms which we can plon, rmadel, trial and
debug, in order to oreote ooourote comrmong seousnoe:,

thot amable variable: o be 2nocted in garmes.

Basnec Variakles

-Variobles: & variable i rarmebhing that is chargeable. & wariable
can be st onmd chomged throwghowt the rurming of o prosram.

In cormputer pregromiming we uss variables o store informotion
that might chamge and con be wed lefer in our prograom. Eg. in a
game a warible could be the current socore of the ploysr; we would
add 1 te the variable wheneper the plover goined a point.

= Wariables showld alwoys hove o valus ond an oppropricte norme.
-Bdding Colloawts: Select 'Loak:’ from Hre menu om the b=f Add it 3o the
variable program. Edit the text o chanoe the callowt. .

-Adding Mation: Mamy gormes reguire sprdss to change position. This &
achigwed wing the "Wotion' commands. Select fotion” fram the

| =m.
s =

. ] |
-Adding Motion: Marmy gorme: reguire sprte: to change position. This
5 achieved wing the 'Motion' commands. S=lect ‘Motion” from the menu on the =

renu an the left. Choose from the availoble mabicn comrmand:.

Chaowe from the owoilable reotion command:

-Adding Comments: Cammant: are a gaod way of showing thot vou ﬁ:

—
wrtderitand what pour code is doirse Right click on the blods that vou = -
wart to comment an, and add in vour commeant. F—

Sequencing and Algorithms Trialing and Debugging

Moking Yarigbles in Scrotch — The Bosics

=& sequence i a pottesn or process inwhich | -Prograrmresrs do no? put Sheir compuber

ane thing fellew: onother.

pragrarm draishk to
work. They tral them

~We design olgorithms (et first to find any =rrors:

of imEructians for T |

-helect Wariables' {dovle orange circle) from the menu an the l=f. [ ] perfarming o b=k} 3o help " -Sequence arrors fn
Either chooee from the cuailable variables or o= & Yarakbl= ' hicincinins R T — istruction in the sequence is wrong or in
-Select ‘Bventy’ (ight crange circled from l'_h': mienu on the l=f. imeching mukiple output devices (=.o. LED: | Hhe wrong place.
Choore what nead: to happen for the woariakle ta chones, E.a. el e ——— -Haying asvars: Typing in the wrong code.
AWnen this sprite clicked' or “when spoce key presed. -Lagical errors: Mistake: in plonfhinking.
=Select Wariables' cogain from the mienu o the l=ft. Chopse what ~Programming i Bhe procen of keving in
will hape=n when the svent hoppens, &g ‘cthonze score by 1* (o l ] | the code recognized by the compuder into -If wour algorithrn doe=s not wark correcthy
odd o point} or ‘thange score by - to remowe o gaint. the wofbwore (uring vouwr aloorFhm]. the firtk tirme, remember bo debug 2.

Importont Vooobwlory
[ Variglle Charmge  Maorme Uobue Smk  Dhesiam Evant Code Tk Tast Wlaion Collowut




