
E 3.4 Dog Trainer

D E S C R I P T I O N In this challenge card, students will be familiarized with the advanced concept of functions in programming. Students will be required to use the "Function" and

"Call" blocks to create reusable codes for Dash.

O B J E C T I V E S Students will be able to understand the advanced concept of functions in programming. They will use the "Function" and "Call" blocks to create reusable codes for Dash.
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L E S S O N Today, we will be helping to train Dash to turn in circles by using function.

S T U D E N T
A C T I V I T Y

Students will be using the "Function" and "Call" blocks to help Dash perform its tricks. Students will demonstrate the ability to understand the advanced use of functions in

programming to help Dash get more practice..

P O S T
A C T I V I T Y

Great job at using functions to help Dash perform its tricks! Now let's think about the following questions:

1. A function is a coding shortcut. Instead of writing the entire code sequence each time

you want to use it, you can create a function. Whenever you’re ready to use the coding sequence, just use the Call block. When is it helpful to use a function instead of

a Repeat or When block?

2. What other tricks would you like Dash to perform? What kind of functions would you need to make for each trick? What blocks would you use?
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E 3.4 Dog
Trainer

Dash is acting like a puppy and you are the
trainer. Train Dash to turn in a circle!

Steps

1
Welcome to Challenge E 3.4.

Let’s take a look at the instructions and see how to train Dash to turn in a circle!

Suggested Solution

When Start

Call FCircle

All Lights    

All Lights    

All Lights    

Say Dash Ta Da!

Call FCircle

Function FCircle

Set Wheel Speed

Left forward very slow

Right forward normal

Animal Dash Dog

Stop Wheels

Assessment


