1. Variable definition: A storage area used in a computer program that contains a value.

2. Steps for adding a variable to your program code. (Create, set, use)


1. Create (define)
a. Use the “create new variable” button in the method you wish to use a variable.

b. create a descriptive name for your variable.

c. click on the proper data type for the value that will be stored.

d. Optionally change the initial value for the variable.

e. Click OK and you will see the variables listed at the top of the method.
f. Example:  moveDistance = 1 , legStepAmount = 0.2


2. Set (assign)

a. Drag the variable down into the program code.
b. In the pop-up window select “set” and then choose a value. 

c. Often for the value, I use 1 as a temporary placeholder and then I drag functions in to calculate the value.
d. Example: moveDistance set value to ( ( ( spiderRobot distance to rock ) - ( ( ( ( ( subject = rock 's width ) + ( subject = alienOnWheels 's width ) ) ) / 2 ) ) ) )


3. Use

a. Variables can be used in many places: augments, expressions, decisions, ...
b. Examples: Use in places that makes expressions simpler to handle.

spiderRobot move forward moveDistance meters duration = 1 second
c. Example: Variables often are used so that you can set a value in one place that is used in multiple places.

spiderRobot.body.backLeftLegBase.backLeftLegUpperJoint turn forward legStepAmount revolutions duration = 0.5 seconds
spiderRobot.body.backLeftLegBase.backLeftLegUpperJoint turn backward legStepAmount revolutions duration = 0.5 seconds
d. These examples (we are looking at) are using local variables. Local variables are temporary variables that are only used in the current method. In future programs we will use global variables that are defined in either class properties or the world properties.  These are helpful because they can be used in all methods of the program.  A good example is a count.  You can count how many times a frog jumps by adding 1 to it each time it enters a frog.jump method.  Then you can use the jump count in other methods, such as a summary method to print the total number of jumps.
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