Student workbook

Drawing
shapes with
EduBlocks

Code Playground
% BARCLAYS

Exp"
iy

gy, S
Brnup

int

¥ 0o,
Oroupine,

For

SO

< group

For (j

)

'
Bactive - o

SR at gthe end -add YR B Yopstee)s

EXPORTSYMBOL (groupsfree) ;

» h.select= 1
N ob.select=1 =
W ext, scene.objects.active

e

it 9

Wrrorob.selé S alintaiiforour: _couser(5ia.t
o

- o it B

jgt i;

count - qroupinfo->ngroups:
unsignet
ot 13

- et
e B

pu—
'.'

Pl

Freepage( (,

kfreegar,
.

upingq

kfree(groupinfo);

gneq
aroup

9ned longdgraupingo

up

info

9roup_ingq,

infg

long)

llHu‘

o “lected” + str(modifier:ob)):modd e s { ocr tory

int 1

unsigned

for (3

(

unsi
ynsi

const _struct gr

int count

o i

cpcoun
int CP'
,,nuuv‘;"‘, qroup.

£FA
et cer

gned int 10
gnl’\l T

grou

group_inf

t
inf

count
cp

LT
?qrﬂw

wrs

cpeow
4 L

p_inf

struct group_info

pinfo

nbloc

>ablor

o =gr

infa)

SRall higey)

Small_block)

3 dee

>ngroups;

snblocks;

i n(NGROUP

n
i

ablocks

 ncaoUrSPER

scount *

grouplis

grist.

oup
gro

oupinfo-p),
ks: iee)

o wgroup_info)

S H

SPERBLOCK, COUN

(=

pof (=07

ouplist):
K

Pblocks[i]);

Next page P



Introduction The Code Notes

Drawing shapes with EduBlocks
EduBlocks project

EduBlocks is a free tool that helps anyone learn how to code
with text-based languages like Python, using familiar block
coding as used in Scratch.

This session will allow you to use blocks to create colourful
stars and circles and be able to see what block coding looks
like in Python coding language.

This project is designed for EduBlocks 4.0 and will allow you to
code a simple stars and circles pattern.

Hope you enjoy the project!
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Drawing shapes with EduBlocks

EduBlocks project

Step 1

“Turtle” is a Python feature like a drawing board, which lets Block code
us command a pen to draw and move around the board
using set functions.

To get started, we need to build the background for our pen,
or turtle as we will now call it.

Import the t'urtle, then we need to identify the turtle and S
screen settings.

The numbers (255, 0, 0) in the screen colour block are the turtle + = Turtle()
Red, Green, Blue (RGB) colour values, so:
255,0,0 ?S Red screen * = Scoreen()
0, 255, O is Green
0, 0, 255 is Blue B} B
We have changed the screen background colour to “black.” Sl CEECEI )

You can experiment with the different RGB colour values to
make your own, or alternatively add the name of the colour
in quotation marks. Quotation symbols are used to create a
string object in Python which assign it to a variable. In this
code, “black” is assigned to the screen background and the
list of colours to the colours variable.

The final step here is to add a block to alter the speed of the

turtle. 3 turtle Turtle()

4 screen = Screen()

5 screen.bgcolor("black™)
6 turtle.speed(18)
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Drawing shapes with EduBlocks
EduBlocks project

Step 2

Now we have coded the background and defined the turtle,
we need to add code to tell the turtle where to move to.

First though, we are going to ask the player if they would like
to play. If they answer Y, then the code inside the if condition

will run.

We'll start by adding the code for the stars using definition,
loop and turtle movement blocks.

Then we do the same for the circles.

Python code
input("Would you like to play? Answer 'Y'
star():
i range(5):
turtle. forward(45)
turtle. left( )

turtle.right(45)
circle(r):

turtle.circle(r)

turtle.right(45)

Code Playground

Block code

C' Would you like to play? Answer 'Y or 'N 'T;l

turtle =

circle r

turtle = .circle( o )
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Drawing shapes with EduBlocks
EduBlocks project

Step 3 Block code
We now need to add code to tell the turtle what colours we would
like to use. First though, we are going to ask the player what size
circles they would like drawing, by using an input block and
assigning the integer to a new variable called number.

Add a loop to draw 4 stars in each colour, set their colours, then
add another loop to draw the 8 circles.

The number variable in the circle code will draw the size circle
that the user has chosen.

)

We now need a separate piece of code if the player chooses N
(or anything else).

By adding an else condition, we can then add some text to be
printed instead.

Python code P — ]
number = input("What is the radius of your circle?") | -

i range(4): 'Q:Ej
turtle.pencolor("red")
star()
turtle.pencolor{"blue")
star()

i range(28):
turtle.pencolor("white")

circle{number)

print("0K, Bye!™)
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Drawing shapes with EduBlocks
EduBlocks project

Step 4

That’s it! You have coded the shapes! Now run
your code to see what it looks like!

al

owered by ~ Ptrinket
Would you like to play? Answer 'Y' or "N’
What is the radius of your circle?
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Notes
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