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Key Vocabulary

Variable: something that can be changed or adapted 
Change: adapting something to make it different 
Name: what something is called
Value: what something is worth
Set: to put something in a position
Design: a plan or drawing produced to show the look and function of something before it is made 
Event: a thing that happens or takes place, especially one of importance
Algorithm: a set of rules or instructions
Code: program instructions 
Task: something that needs to be carried out
Artwork: drawings photos or other non-written materials
Programme: A series of coded instructions to control a machine such as a computer 
Project: a collaborative piece of work that has a mutual aim
Test: to make sure something works properly 
Debug: to remove anything that does not work in an algorithm 
Improve: to make something better
Evaluate: to say how good or bad something is
Programming – variables in games
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Variables in programs

What do you think will happen when

the score gets to five? when  clicked
The program is using the value of forever

the variable to determine whether to

change the sprite’s costume. i Score

next costume
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Design your algorithms

Add algorithms for the two new sprites to the design template. Each algorithm
should include a drawing and a description.

Game design suggestions:

e FEach sprite should change the score by a different amount (you could use

a negative number)
e FEach sprite can move at a different speed
e Sprites can be different sizes

Make sure that any design choices are included in your algorithms.
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What can a variable hold?

A variable is a placeholder in the
memory of a computer. It can hold
one value at a time.

Favourite_food

Each variable in a program is
named.
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Write down the name and value of
these variables.

Name: Number Value: Name: Favourite_food Value:

i is ¢ > ez Chocolate cak
Question: Why is ‘Number’ not a ocolate cake

useful name for a variable?
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Different variables

In the example you looked at earlier in the lesson, you identified that there are
two variables for ‘Score’.

There are also variables for the teams — these are letters. Just like the
score, these can change.

ESPOEY . =

Home_score Away_score Away_team

Home_team
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The games design cycle

e Create: Implement your design in code

® Run the code: Try your project. Does it
work in the way that you expected?

o Debug: Use the activity sheet to review
your algorithms and fix and find errors
in your code, then test again.

e Improve: Make notes of any ideas to
make your game more fun or
challenging next time.

debug

run the
code

Does it
match the
design?

f not, why not?

How will you fixt?

Yes /No

Yes /No
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Share your project
Name your project and click on
Share.

Write your name and the nine-digit
number at the end of the project’s
URL on the activity sheet.

Pass your sheet to another learner.

My catching game] ¢ share )

scratch.mit.edu





