
 

Turtle Playground E - Challenge Cards

1. Roll a dice & flip a coin

Using the random integer block.

2. 100 random stars

Make sure you have done Card 1 before this one.


1. Using Text and Maths blocks make 
and run this short program:


2. Now make a program that says: 
"Heads" or "Tails".

1. Write a  
program to  
draw a starry  
night similar  
to this one:


Some of the blocks you will need:
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3. Divide two numbers

4. Sharing sweets

Make sure you have done Card 3 before this one.

Write a program that

1. asks "How many sweets?" and 

stores the answer in a variable,

2. asks "How many people?" and 

stores the answer in a variable,

3. prints out how many sweets each 

person gets,

4. and prints out how many sweets are 

left over.

1. Make this program:


2. Now use the "create text with" 
block to put the numbers into a 
sentence.
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6. Spinning squares

Using maths and turtle.

5. Stick animation

Using maths and turtle.

1. Make this program:


2. Run it at different speeds. 

3. Make it colourful with the "random 
colour" block.

Avoid if you have fits or seizures.

1. Make this program.

 
 
 
 
 
 
 
 
 
 

2. Try running this with different 
shapes.
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8. Noughts and crosses

        Card 2 of 3

7. Noughts and Crosses

        Card 1 of 3

1. Write a program to draw this grid.

1. Open your program from Card 7.


2. Add a hide turtle block 

3. Add a red circle like this:


4. Add a blue circle at another position. 

5. Find a friend to play with and take it 
in turns to program your circles.

2. Save your program for Card 8
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10. Painting with circles

 Makes a nice animation and a pattern at the end.

9. Noughts and crosses

        Card 3 of 3

1. Open your program from Card 7.


2. Add these code blocks to the right and 
below the top of your program from Card 7. 
 
 
 

3. Complete the program so that, after asking 
for the colour and position, it draws that 
colour circle and then asks the next player. 

4. Play a game of Noughts and crosses.

  Press cancel a few times to end the game.

1. Make this program:


 
 

 

2. Experiment by changing the values 
of the variables.
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12. Bar charts (Card 1 of 3)

            Make a bar chart with only one bar!

11. Colourful wallpaper


1. Make this program:


 
 
 
 
 
 
 
 
 

2. Can you make any other patterns?

1. Set starting values and a random height: 

 

2. Add this code to draw the bar: 
 
 
 
 
 
 
 

3. Can you make the bar a random colour?

4. Save your program for use in Card 13.
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14. Bar charts (Card 3 of 3)

            Make a bar chart with user input.

13. Bar charts (Card 2 of 3)

            Make a bar chart with three random bars.

1. Open the program you saved in Card 12.


2. Edit the code at the top so it makes three 
random values. (The heights of the bars.) 
 
 
 
 
 

3. Edit the code so that it draws three bars 
next to each other like this: 

4. Save your program for use 
in Card 14

1. Open the program you saved in Card 13.


2. Edit the code at the top of your program. 
Your new code blocks should replace the 
three random blocks with blocks that ask for 
three numbers between 0 and 10. 

3. Save your program and then, if required, 
debug it.
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16. Pie charts

            Card 2 of 2

15. Pie charts

            Card 1 of 2

1. Start a new program with this code:

 
 
 
 
 

2. Write the maths code:

    You will need a Total which stores the sum of  

    First, Second and Third.

    The number of degrees to turn for the first

    slice can be calculated with this formula:

        angle = ( round( First ÷ Total ) ) x 360

    The other two can be calculated in a 
    similar way.


3. Save your code for use in Card 16.

1. Open your program saved in Card 15.


2. Add the code to draw the pie chart.


3. Bug test your program until it looks just right.


4. Save your program.



