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@  Vvariables
The variables tab in Scratch 3.0 has a preset variable set up called Mation

‘my variable’, along with all of the associated blocks. . Make a Variable
. . . Looks. :
You can create as many variables as you like in Scratch, and each my variable
block can be amended using its drop down menu depending on @
which variable you want to use. Sound | NN o

O

You can delete the variable that Scratch has created, or you can — ——

rename it. We recommend using two main variables for this

(=3
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activity — ‘heads’ and ‘tails’. .
Checking the box next to each variable as shown below will keep ®
track of and display its current value on the game screen. This Sensing
may no always be relevant or necessary, depending on the .
programme being created. Operaiore Make a List
@  myBlocks
~o olm| = Variables Variables
Tails D Make a Block
Heads (D .
Mﬂkﬂ a -u. - I I My Blocks
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Code Playground 4 Previous |2| Nextpage p



Introduction The Code Notes

Introduction to Variables

Scratch project

To allow the scores to reset to zero on each turn, use A different input should be used to track each variable —
this code. The children may not consider this code one for heads and one for tails. We suggest two different
initially, and it may present as a challenge after first key presses. On each key press the value of the variable
trying their programme. Any event block could be used. will increase by one

when space = key pressed

change Heads * by 0

st Headsz = io n
et Talsv fo o
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If the valuable of the variable is displayed on the game
screen as shown on the previous page, there is no need when this sprite cicked
to add any code to the programme to recall the values

repeat undil Time
for heads and tails. However further code could be :
added to the script to recall the values when a certain it @ seconcs
condition is met**. For example, when another key is change Time ~ by (@)

pressed, or after a one minute countdown.

broadcast Stop! =

Script for timer

when | receive Siop! =

say  join Heads for o seconds
say  join Tails for o seconds

when lefi amow + key pressed

change Tails v by o

when space + key pressed

change Heads = by o

**See our Intro to conditionals lessons for further
learning here. Combine variables and conditionals to
have your programme ‘choose’ heads or tails for you
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