
Racket Programming Assignment #2: Racket Functions and Recursion

Learning Abstract: We have seven tasks with commands and limitations in this racket

assignment. For our first work, we had to design a home and a row of houses to assist me

in doing so. I examined and applied the majority of the code we learnt in lesson 2 for

producing a checkerboard. I used what we learned in lesson 3 with the flip coin to

produce a roll dice for the second job. Task three was unquestionably the most difficult of

them all. I used what we learned in lesson 3 with the tiles to assist produce the hirst dots

for the fourth task. For the stella form, I took the stella square code as a guide but

changed it to a circular shape. For the remainder of the work, we utilized the code

provided to us to produce them and modified them. Finally, I utilized the function

overlay/xy to make a Mario head for my creation.



Task 1: Colorful Permutations of Tract Houses
Demo for house:



Demo for tract:



The code for house and tract:



Task 2: Dice

Demo for Dice:





The code for dice:







Task 3: Number Sequences:
Demo for Number Sequences:



The code for Number Sequences:



Task 4: Hirst Dots

Demo of Hirst Dots:



The code for Hirst Dots:



Task 5: Channeling Frank Stella:
Demo of Stella Circle:



Code for Stella Circle:



Task 6: Domino:
Demo for Dominos:





Code for Dominos:



Task 7: Creation

Creation (image)(Mario Head):



Creation (code):


