
Using Variables

Commands:

→



Stores a value to a variable

DelVar



Deletes a variable
Input



Allows user to store data to a variable

Prompt



Allows user to store data to a variable

rand



Returns a random decimal value

randInt(


Returns a random integer value
Using the Commands:

Variables, used for storing data, are a vital part of nearly any program.  With → you can manually store a value to a variable, or you can allow the user to store a value to a variable by using Input or Prompt.  The syntax for Prompt is:
Prompt variable
where variable is a character from A to Z or Á (theta).  Prompt pastes the name of variable to the home screen and then allows the user to enter data.  Input is similar to Prompt, but allows you to display custom text on the home screen.  The syntax for Input is :

Input “text”, variable
where text is the text you want to paste on the home screen and variable is the name of the variable you want to store data to.

If you need to generate random numbers, use rand or randInt(.  To store a random decimal value to a variable, use:

:rand→variable
where variable is the name of a variable.  The syntax of randInt( is:

randInt(lower limit, upper limit, [trials]
where lower limit is the smallest possible value, upper limit is the largest possible value, and trials (this is optional; default is 1) is the number of trials you want to conduct.

DelVar is used to delete a variable.  Use this to save memory at the end of a program or to reset the value of a variable to 0.  The syntax for DelVar is:

DelVar variable

where variable is the name of a variable.

Sample code:




Output:
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:0→A
:Lbl 1

:ClrHome

:Disp “THE VALUE OF A”,“IS:

:Output(2,5,A

:Pause

:ClrHome

:Menu(“DO WHAT?”,“INCREMENT A”,2,“DECREMENT A”,3,“QUIT”,4

:Lbl 2

:A+1→A




Output:
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:Goto 1

:Lbl 3

:AÞ1→A

:Goto 1

:Lbl 4

:DelVar A

:ClrHome

Explanation:

In the first line of the program, 0 is stored to variable A.  Next, text is displayed to tell you the value of A.  A menu comes up that allows you to increment (add one to) or decrement (subtract one from) variable A.  If “INCREMENT A” is selected, the program jumps to Lbl 2, adds one to variable A, and jumps back to Lbl 1.  If “DECREMENT A” is selected, the program jumps to Lbl 3, subtracts one from variable A, and jumps back to Lbl 1.  If “QUIT” is selected, the program jumps to Lbl 4, deletes variable A from memory, and clears the home screen.

Next, we will make a program that allows you to find the distance between two points on a graph.

Sample code:




Output:
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:ClrHome

:Input “X1:”,A

:Input “X2:”,B

:Input “Y1:”,C

:Input “Y2:”,D

:(AÞB)Ü+(CÞD)Ü→E

:ð(E) →F

:Disp “”,“”,F

:Output(6,1,“ð(

:Output(6,3,E

:Pause

:ClrHome
Explanation:

First the program clears the home screen.  Next, it asks for the coordinates of the points.  After all coordinates have been entered, the program performs the distance formula and stores the result to variable F.  Then the program displays the distance between the two points in both square root form and decimal form.

Next, we’ll make a program that performs the quadratic formula using Prompt.

Sample code:
:ClrHome
:Disp “QUAD FORMULA”,“”

Output:
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:Prompt A,B,C

:(úB+ð(BòÞ4AC))/(2A) →D

:(úBÞð(BòÞ4AC))/(2A) →E

:Disp D,E

:Pause

:ClrHome
Explanation:
First the program clears the home screen, then asks for the values of A, B, and C.  Notice that A, B, and C can be prompted with only one prompt command.  The quadratic formula is then performed with the variables and the solutions are displayed.

Sample code:




Output:
[image: image5.png]wese )




:ClrHome
:Input “LOWER LIMIT:”,A

:Input “UPPER LIMIT:”,B

:Input “TRIALS:”,C

:randInt(A,B,C

:Disp Ans

:Pause

:ClrHome

Explanation:

The program clears the home screen, then asks for values to use as arguments for randInt(.  After generating random integer(s) using the criteria input by the user, the program displays the value(s) that randInt( returned using Ans (more about Ans will be covered in future tutorials).  The program then pauses, clears the home screen, and ends.

Conclusion:
That may seem like a lot of stuff, but every bit of it is important to making a good program.  Real numbers can be stored into variables A through Z and Á using →.  If you want to delete a variable, use DelVar.  Input and Prompt are both useful for getting user input.  You can use rand and randInt( to generate random numbers.  More will be covered about random numbers used in conjunction with conditional operators in the next tutorial.  Next, go to “Using Conditional Statements”.
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