Year 6 - Programming A - Variables in Games

Ownernview

M.ore Complzjx V ariahles

- Programming is when swe make and input a set of, instructions
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app in which we can explore mariables.

-We use algorithms which mwe can plan, model, trial and debug, in

order to create accurate command sequences, that enable sariables

V.ariables in Games

Jor computers to Jollow.
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Lrom the available motion commands

B.asic V.ariables
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In computer programming we wse variables o store information
that might change and can be used Later in owr progrom. E.g. in a
game a variable could he the current score of the player; mwe would
add. | to the variable whenenver the player gained a point.
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wont to comment on, md@ddinxd,owmmm.

- Variables should always hawve a malue and an appropriate name.
- Adding Callouts: Select Looks’ from the menu on the left. Add it fo

the variable program. Edit the fext to change the callout.

- Adding Motion: Many, games require sprites to change position. This is

achieved using the ‘Motion’ commands. Select ‘Motion” from the menu

o the left. Choose from the auailable motion commands.

- Adding Mokion: Many games require sprifes fo change position. This

is achieved using the Motion’ commands. Select Motion’ from the menu on the Left. Choose
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Making V ariahbles in Scratch - The Basics

-Select Vaariables” (dark orange circle) from the menu on the left.
Either choose from the anvailable variables or ‘Make A V.ariable.
-Select Eaents” (Light orange circle) from the menu on the left.
Choose what needs to happen Jor the mariable to change. £ g.
‘When this sprite clicked’ or ‘when space key pressed.

-Select 'Vaariables again Jrom the menu on the left. Choose what
will happen when the event happens, e.g. change score by | (fo add
a point) or change score by -1 to remone o point.

V ariable Change
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- I) your algorithm does not work
correctly the Jirst time, remember fo debug
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