
Racket Programming Assignment #1: First
Interactions

Learning Abstract

This assignment takes a glimpse into the programming language of Racket.
All that is seen is done through the interactions of DrRacket PDE. The first section is
about the mathematical properties of Lisp.  The second and third sections show a
blue square encasing a red dot. The second section talks about using Racket
programming to mathematically solve the blue square while the third section takes
some of the details of the shapes and illustrates the blue square and red circle and
overlaying the red circle on the blue square. The last 2 sections illustrate the
mechanics of making 5 consecutive circles with interchanging colors. The fourth
section shows the visual image while the fifth section goes over the calculation of
the blue area. Throughout the assignment, the binding values to variables was the
theme

Interaction: Simple Numeric Processing



Interaction: Solution to the blue and red tile area problem
The blue and red tile area problem: A tile of side 200 is blue, except for a centered
red disk of radius one-third the side of the tile. What is the area of the tile which is
blue?



Interaction: Painting the blue and red tile



Interaction: Painting the blue and red concentric disks image





Interaction: Computing the area of the concentric disks image which is
blue


