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Play Lab: Variables
Lesson time: 30 Minutes

LESSON OVERVIEW
In this activity, students will have the opportunity to play with variables in a situation that illustrates just how useful they can be.
Students will edit games to give themselves the advantage and make their characters more powerful using variables as parameters.

TEACHING SUMMARY
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LESSON OBJECTIVES
Students will:

Identify the numbers that are responsible for specific elements of a program
Create a game that incorporates numerical parameters
Replace numbers with descriptive variables

GETTING STARTED
Introduction
Review the previous lesson, paying particular attention to the use of variables.

What is a variable, and how many ways can you think to use them?
Now you're going to create games online using variables instead of entering numbers.

ACTIVITY
Play Lab: Variables
This lesson will guide the students from a place where they are playing a game programmed using numbers traditionally, to a place
where they substitute variables for numerical values so that their program is easier to read.

The challenges with this stage come about most when they are trying to remember to use variables in free play at the end. It may be
helpful to walk around and ask the students to show you where and how they are using variables, and why they chose the names
that they came up with.
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EXTENDED LEARNING
Use these activities to enhance student learning. They can be used as outside of class activities or other enrichment.

Variable Surprise
Bring your students back to Play Lab and have them create any game they want, with the requirement that they each have variables
called "step" and "fly".

Once students have had a chance to make something, encourage the class to walk around to look at one another's programs.
Did any of the games have similarities?
How might the variable names have influenced the creation of the games?

Have the students go back to edit their games.
Ask the students to set "step" to 2 and "fly" to 20 and share out how that changed their original creations.

Did it affect anyone in a way that was unexpected?
Note that the students all had the same variable names, but they likely used them differently.
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