INg In Scratch

ations &
Assigning Values to Variables



atical Operations
Scratch

allable In Scratch:
LR

subtraction

multiplication

division



using Scratch

er of Operations (BEDMAS)
are doing. You can use

0 ensure calculations are done In the
order you want.

Consider the following:

2-3+4 (2-3)-4 2-(3+4)



Math using Scratch

In Scratch, each of the operator "bubbles” is like a
set of brackets.

Consider the following:

2-3+4 (2-3)+4




. Using Brackets
I of Operations

3+4
2—5
ach calculation? Which is

3+44/2-5

3+ (4/2) -5
3+4/ (2 - 5)
(3 + 4) / (2 - 5)



Example: Using Brackets
for Order of Operations

3+4
2l

A fraction Is treated like there are brackets around
the numerator and denominator, so the correct

calculation Is: ; H , !
0+ 86
a8

(3 +4) / (2 - 5)

‘e-0/@ 0



External & Internal Variables

When we use the ask command to assign a
variable, the information Is external — the user
provides the data directly.

It IS often useful to have variables that are used
internally in the program.

As programs become more complicated, it
becomes necessary to do extra calculations and
store useful information.



EXample: Ask the user to enter 2 numbers and

Malke a wariable

Delete a variable

E nuni 1
E nuni
E ST

then display the sum.

CE S W hat is the first number? B RTETE:

set numl |to answer

P WY R at is the second number? BELL BT ETE

set numzZ |to answer

cet UM |tu ) numnil + num?

4

'
say join BLEENGRER SUm



EXample: Ask the user to enter 2 numbers and
then display the sum.

Make a wvariable

Delete a variable
E ‘numl
E num2

= sum

* numl Is an external

variable, because we
ask the user for this
value

num?2 Is external

sum IS an Internal
variable, because our
program determines
this value, not the
user




ent Operator

1tor Is the command where
variable.

1stant or the result of a

Lyl HWW |
mmﬂwwmn



Ing to the Same Variable

e set X to zero
e calculate 0 + 1

say x' e set x to result (1)

* it Is possible to use the same variable In the
assignment operation and the calculation

* this Is self-assignment

* always do the calculation first (right side), then
replace the variable with the new value
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