
A variable can store one value, a list can store 

many. Each value will have a place in the list. 

Programming lists are 

like shelves where  

every place has a name which identifies its 

precise location. Just like shelves you can 

put something into a specific place on a 

shelf or just add it to the last empty shelf.  

 

Programmers can refer to, remove or  

replace a specific value in a 

list. Simple lists could be 

used to store users high 

scores in a game, collect 

data from a sensor or 

store names in a class. 

Lists & Shelves 

The user can adds their own name to a list. 

A user can check to see if a name is in the list. 

Add a name to the top of the list. 
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