Lesson 2
You all know that a variable is a letter or symbol that can hold values that can change.

In computer programming, when you want to use a new variable, you have to declare the variable.

Variables are still used to hold values or expressions, and can also be names of items. In Smalltalk, the names must be lowercase, and can be short (like x) or more descriptive, like spider.
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You declare a variable in a script (program) by putting it between vertical lines.  You type a vertical line using Shift Backslash:

We will call the first variable pica. This is short for Picasso (tell Mrs. Hesse, she’ll like that), because art is so important in computer graphics.

To declare the variable, in the script box,  type
| pica |

You have now told the computer that you are going to call something pica. 
We need to tell the computer what pica is. In other words, we need to assign a value to the variable.
In Smalltalk, you assign a value using a colon and an equals sign.  :=
We tell the robot that pica is a new robot. We do this by saying that it is a new object created by the class Bot (which is like a Bot factory). All classes begin with a capital letter – you will only use two classes in this course – Bot and Color. All statements in the script after the first one end with a period.
pica := Bot new.
I have created pica and told the computer that it is a new bot. Now I can give the bot the same commands that I gave it in the voice bubble.

pica go: 200.

pica turnLeft 90.

pica go: 100.

To see the script running, click on ‘Do It All’. 

You will see that you created a new bot, which went 200 pixels in the direction it is facing, turned 90 degrees to the left, and went 100 pixels in the new direction it was facing.

To make the bot move without leaving a trail, send the message jump: instead of go:
