
Identifying Components of a Program 

   

 

In this activity, you will review the components of a program.  

The Scratch game shown in the figure plays a sound, then the wizard sprite asks the user to multiply two 

random numbers. When the answer is submitted, the program checks the answer and indicates whether 

the answer was correct or incorrect. The whole process is repeated five times. When the game ends, it 

displays the final score.  

Label the following items in the picture using the letters below. 

a. A variable 

b. A variable value 

c. An expression 

d. An event 

e. A loop structure 

f. A selection structure 

g. A sequence structure 

h. A concatenation 

i. An operator 

 

 

 

 

 

 

If you would like to play the game, open Scratch and search for "Multiplication Game – Teaching Variables," 

or type http://scratch.mit.edu/projects/25138260/ in the browser address bar. 

 

http://scratch.mit.edu/projects/25138260/

