
E 3.5 Tricks Galore!

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 teach Dash two different tricks.

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 teach Dash two different tricks! Now let's think about the following questions:

1. What would this program look like if you did not use functions?

2. How could you teach Dash a third or fourth trick? Would this be difficult or easy to do?
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E 3.5
Tricks
Galore!

As a trainer, you are responsible for teaching
a variety of tricks. Teach Dash two different
tricks.

Steps

1
Welcome to Challenge E 3.5.

Let’s take a look at the instructions and see how to teach Dash two different tricks.!

Suggested Solution

When Start

Call FSpeak

Call FGuard

Call FSpeak

Call FGuard

Call FSpeak

Call FGuard

Function FGuard

Animal Dash Lion

Forward 70 really fast

Repeat 3 times

All Lights    

All Lights    

Function FSpeak

Say Dash Hi

Say Dash Ta Da!

Animal Dash Dog



Assessment


