
Georgine plays with TurtleArt and an 
adjustable kaleidoscope at an 
invitation from Liam to see a new 
prototype activity at the LEGO Idea 
Studio. The two are friends and  
colleagues.

Georgine, The Turtle, and the Mirror



”What do I do?” 
asks Georgine as 
she comes over 
to the table. 
She’s excited to 
try out this new 
activity, so the 
question comes 
with curiosity 
about how to 
engage with it.

“To start out, just 
see if you can 
make the same 
shape with the 
kaleidoscope as 
with the ipad.” 
says Liam.

”What do I do?”

Actively Engaging: 
Chooses to try the activity.
Asks how to engage.



Liam demonstrates on the 
ipad how TurtleArt code 
blocks are dragged around 
and snapped together to 
make the turtle move around
and draw.

Georgine has played with 
Scratch in the past, so 
although the blocks look 
different, she’s familiar with 
the paradigm of block based 
programming.

These code blocks tell the 
turtle to move forward 
100 pixels, then turn right 
90°. Repeating this code 4 
times makes a square.



After making a 
digital square in 
TurtleArt, Liam 
shows the same 
shape made with 
a drawing and the 
two mirrors of 
the 
kaleidoscope. 



As Georgine 
makes the 
connection 
between the 
digital shape and 
the shape in the 
mirror, Liam 
moves the paper 
and the shape 
changes form.  

“Can you code 
the same 
shape?” Liam 
asks this to invite 
Georgine to play 
with the code, 
but also to finish 
answering 
Georgine’s initial 
question about 
the nature of the 
activity; “what do 
I do?”

”Can you make the same shape with the ipad?” 



Facilitation note:

Of all the 
possible shapes 
you can make 
with two mirrors 
and a drawing of a 
square, Liam 
chooses this 
shape as the 
invitation for 
Georgine to 
program because 
only small 
adjustments to 
the initial code 
for the square 
can create this 
new shape. 

Each corner is 
still at 90°, 
though several 
new lines need to 
be drawn.  



Observing the 
shape, Georgine 
notices it is 
symmetrical, so 
she need only 
code half of the 
turtle’s 
movements then 
repeat the 
instructions to 
draw the second 
half.

This connects 
with her previous 
experience 
coding with 
Scratch, and she 
seems happy to 
be able to use 
this powerful 
idea of looping in 
this new project.

“After halfway I can make a loop!”

Meaningful: 
Connects to past experience 
and utilizes a complex idea in 
a new context.

Joyful: 
Finds joy and pride 
in knowing what to 
do to achieve goal.



Using the initial 
code to draw a 
square, she adds 
a new left turn 
block, and 
adjusts the 
length of  the 
shorter lines of 
the shape.

“I just make that part shorter”
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Georgine 
completes the 
initial goal, 
replicating the 
kaleidoscope 
using TurtleArt, 
and starts to 
imagine how else 
to explore using 
these tools.

She imagines 
making a shape 
digitally, then 
replicating it by 
drawing with the 
kaleidoscope 
mirrors; the 
reverse of what 
she’s just done.

“I could do it the other way around, too!”

Meaningful: 
Takes ownership 
over the direction of 
play. 

Joyful: 
Excitement over 
completing a goal and 
inventing a new one.

Iterative: 
Continues play, 
building on new 
knowledge.



“How do I change 
the color?” 
Georgine asks, 
imagining 
another new 
direction to 
explore with the 
tool.

“Look in the blue 
blocks” Liam 
answers. 

“How do I change the color?”

Socially Interactive: 
Asks for help.

Iterative: 
Explores a new feature.



“Now I need a 
new pen” 
Georgine says, 
pointing out that 
the shape in the 
kaleidoscope 
should also 
change to green 
in order for the 
two shapes to 
mirror each 
other. 

Liam offers her 
other colors to 
draw with, but 
Georgine is 
finished playing 
and walks away.

“Now I need a new pen.” 

Socially Interactive: 
States Observations. 
Feels comfortable to end 
play on own terms.



The blue text boxes used in this document are used to indicate 
moments of the learner experiencing the five characteristics of play, 
as defined by the Center for Creativity, Play, and Learning at the 
LEGO Foundation. The LFC finds that children build a breadth of skills 
in playful learning experiences when they are:

• Joyful, 
• Meaningful
• Actively Engaging 
• Iterative
• Socially Interactive

Learn more at LEGOFoundation.com

Characteristics of playful experiences

Example Indicator:
These text boxes are used 
throughout this document to 
tie Georgine’s experience to 
the 5 characteristics of playful 
learning.


