Name Date

Figure Skating Code

Follow the code. Draw the track the skate leaves on the ice.

Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot. b
‘\[\ curveleﬂ:] ::’(f:[fcurveright] "‘[‘1 turnleft]
«\ - [ bigcurveleft | - {» (/7 big curve right ] ;" [ turnright |
- J
e ™
1. [ /> curveright ] Cm Tt e
[ /> curveright ] °c ot °
[4‘ curve left ] ct e °C
[\ curve left ] ct T °
\ Y,
e A
2. [\ curve leﬁ:] e e e e e
[4\ curve left ] ¢ e e
[\ curve left ] st
[4\ curve left ] * s 0P o o
\ Y,
e A
3. [‘\ big curve left ] © 0 0 o0 0 O O 0
[‘\ big curve left ] cot e e e e
[\ curve left ] cot st
[4‘ curve left ] s s
o o o @Ps o o o
\ J
/ ™
4. [4\ curve left] A
[ /> curveright ] ¢ e e
[ /> curve right ] cot st
[\ curve left ] R & <L L
\ J
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Name Date

Figure Skating Code

Which code made each track? One code is not used.

Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot. b
‘\[\ curveleﬂ:] ::’(f:[(curveright] "‘[‘1 turnleft]
«\ [‘\ big curve left ] f» [/’ big curve right ] ;" [ > turn right ]
- J
e N N
1. Code A
cor st [\ curve left ]
ORe o o s Code [ /> curve right ]
. . o o [\ curve left ]
o o e o o [ /> curve right ]
\ J
' Codes |
- 7 [ /> curveright ]
e ™
2. [\ curve left ]
cor st [\ curve left ]
° ° ° ° ° COde [ f curve I"Ight ]
\ J
[ ] [ ] [ ] [ ] ( \
e O o ° ° C] Code C
e o o o o o [\ curve left ]
[\ curve left ]
- 7 [ /> curve right ]
e ™
3. [ /> curveright ]
° - J
. Code ( Code D b
J [\ curve left ]
. [ /> curveright ]
R [ /> curveright ]
[ /> curveright ]
. J J
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Figure Skating Code

Draw each track. Then count the curves the skate makes.

\
Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.
‘\[\ curveleﬂ:] ::’(f:[(curveright] "‘[‘1 turnleft]
0 S [‘\ big curve left ] N SO [/’ big curve right ]: "’ [ > turn right ]
- J
e N
1. repeat 2 times LA S S A S
» curve right ] Curves in all 5 0 0 0 ALYS0 o o o
/> curveright ] 2 x 2 = 4 °c e ° °c e
—l ) ) ) ) ) ) ) )
s )
e ™
2. repeat 3 times e e e e e e e
4 curveleft | Curvesinall e e e e e e e e
\ curve leﬂ ] [ ] [ ] [ ] ) ) ) ) ) )
x =
4 turn left ] e o o @Pe o o o e
I—
\ J
e ™
3. repeat 2 times
/> curveright ] e o o o e o o o o
h Curves in all e o o o o e o e o
/> curveright ] 4
4 curve lef't] x = ® o o o 0 e 0 e e
\ curve left ] ° ° ° ° ° ° ° ° °
I—
. J
e N
4. repeat 4 times e e e e e e e
/> curveright ] Curves in all e e e e e e e e e
|" turn right ] N _ e e e o @Pe o o o
/> curveright ] - 5 0 06 o0 o0 O o o o
I—
. J
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Figure Skating Code

Each code has one wrong step. Circle it. Write the right step.

~
Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.
‘\[\ curveleﬂ:] (f:[(curveright] "‘[‘1 turnleft]
Y oo (S bigeurveleft | ;[ : (* bigcurveright |: - ®* (> turnright |
-
( N
L/ e oo oo oo [{’ big curve right ]
: " [/ big curveright ] The right step:
: curve left curve left
. 5 | /> curveright |
\ - ~ J
( 2
2. (- - ©oC repeat 3 times
: /” big curve right ] The right step:
I —
\ J
( N
3. repeat 4 times
bi left .
o C N big c:urve = The right step:
: repeat 4 times
o o . e /> curveright ]
I —
\ J
( 2
4. repeat 2 times
L] L] L] L] L] L] L] L] L] \ curve leﬂ
» curve right ] The right step:
4 curve left ]
L] L] L] L] L] L] L] L] L] \ Curve leﬁ ]
I —
\ J
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Figure Skating Code

Write the code for each track. Use repeat to make it shorter.

\
Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.
‘\[\ curveleﬂ:] ::’(f:[fcurveright] "‘[‘1 turnleft]
Y oo (S bigeurveleft | ;[ : (* bigcurveright |: - ®* (> turnright |
~ y,
e N A
] 2
repeat 4 times:
curve right
repeat 4 times:
A curve left
° [ ) °
\ AN J
e N R
3. 4.
\ J L Y,

Find worksheets, teacher tools, and more at animalmath.com
NlMAL MATH © 2026 Eggroll Games

(5)



Name Date

Figure Skating Code

Write your own code. Then trade codes with a partner.

\
Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.
‘\[\ curveleﬂ:] ::’(f:[fcurveright] "‘[‘1 turnleft]
Y oo (S bigeurveleft | ;[ : (* bigcurveright |: - ®* (> turnright |
~ y,
( N
1. My code My track
° ° ° ° ° o> o ° ° ° °
N J
( N
2. My partner's code My partner's track
° ° ° ° ° o> ° ° ° °
\ J
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Figure Skating Code

Follow the code. Draw the track the skate leaves on the ice.

/> curveright ]

<4 curve left ]

Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot. A
‘\[\ curveleft] ::’(f:[fcurveright] "‘[‘1 turnleft]
‘\ o [‘\ big curve left ] o {» [{’ big curve right ] ;" [ [ turnright ]

- )
( N
1. [ /> curveright ] Cm (o o o e o)

[ /> curveright ] o o o e o o
[4\ curve left ] o o o o o o
[4\ curve left ] ° e e o o
L \* * Y, )
( N
2. (4 curveleft | (o e o o o 0 e e o)
[4\ curve left ] c e e e e e e e e
[\ curve left ] c e e e e e e e e
[4\ curve left ] o o o o @Pe o o o
L \® * * * e e e ey )
( N
3. [‘\ big curve left ] (v e o o o o e e )
[‘\ big curve left ] o e o s e o e o
[4\ curve left ] e o o e o o o o o
[4\ curve left ] e o o o o o o o o
o © c ePe o o o o)

- J
( N
4. [4\ curve left ] (o e o o o o e e )

( # curveright ] c e e e e e e e e
[ e o o o o o o o
[

J

g
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Figure Skating Code

Which code made each track? One code is not used.

Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot. A
‘\[\ curveleft] ::’(f:[fcurveright] "‘[‘1 turnleft]
‘\ [‘\ big curve left ] {» [{’ big curve right ] ;" [ > turn right ]
- J
e N Code A ™
1. ode
f' cor e °\ [4\ curve left ]
R o o e Code [ 2 curve right ]
. . o o [4\ curve left ]
o o e o o [ /> curveright ]
\ J
~ 7 ' Code |
> < [ /> curveright ]
2. [\ curve left ]
(v 0 o o o ) [4\ curve left ]
° ° ° ° ° COde [ f curve I'Ight ]
[ ] [ ] [ ] [ ] \ )
° Q=) ° ° ° C] : Code C )
e o o o o [\ curve left ]
\ / [4\ curve left ]
> < [ /> curveright ]
ight
3. ~ 3 [ /£ curverig ] )
. Code ( Code D )
J [\ curve left ]
. [ /> curveright ]
. [ /> curve right ]
/ [ /> curveright ]
\ RN Y,
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Figure Skating Code

Draw each track. Then count the curves the skate makes.

~
Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.
‘\[\ curveleft] ::’(f:[fcurveright] "‘[‘1 turnleft]
‘\ : [‘\ big curve left ] L [{’ big curve right ]: "’ [ > turn right ]
o J
-
1. | repeat 2 times * o o o e+ o e
» curve right ] Curves in all e o o _L@Pe o o
/> curveright ] 2 x 2 = 4 ° ¢ ° e
—l [ ] [ ] [ ] [ ] [ ] [ ]
]
p
2. repeat 3 times e e e e .
4 curve left ] Curves in all e e e e e e
4 curve lef't] e e e e e e
x =
4 turn left ] o o @Pe o o e
I—
- J
e A
3. repeat 2 times
/> curve right ] cs s e
: Curves in all e o o o o o o
/> curveright ]
4 curve lef‘t] x = cos e
4 curve lef't] ot
I—
. J
e ™
4. repeat 4 times e e e e e .
/> curveright ] Curves in all e e e e e e e
[* turnright ] x _ e o o @Pe o o
/> curveright ] - e o o o o e e
I—
. J
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Figure Skating Code

Each code has one wrong step. Circle it. Write the right step.

Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.

‘\[\ curveleft] EE:(f:[fcurveright] "‘[‘1 turnleft]
\?ﬁ: : [‘\ big curve left] : {» [{’ big curve right ]: "’ [r’ turn right]

~

[{’ big curve right ]

[ (> big curve right ] The right step:
curve left curve left
| /> curveright |

repeat 3 times

/” big curve right ] The right step:
I —

repeat 4 times
“\ big curve left ]

|
repeat 4 times

The right step:

/> curve right ]
I—

repeat 2 times

<4 curve left

/> curveright | The right step:

<4 curve left ]

4 curve left ]
—
_ J
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Figure Skating Code

Write the code for each track. Use repeat to make it shorter.

~
Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.
‘\[\ curveleft] ::’(f:[fcurveright] "‘[‘1 turnleft]
: :x o [‘\ big curve left ] o z: : [{’ big curve right ]: "’ [ [ turnright ]
N y,
e N N
] 2
repeat 4 times:
curve right
repeat 4 times:
4 curve left
° [ ] °
\ J J
e N ™
3‘ 40
J J
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Figure Skating Code

Write your own code. Then trade codes with a partner.

~N
Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.
‘\[\ curveleft] ::’(f:[fcurveright] "‘[‘1 turnleft]
‘\ . [‘\ big curve left ] L [{’ big curve right ]: ad [ > turn right ]
-
( N
1. My code My track
f. [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] .\
° ° ° ° ° o> - ° ° ° °
\. [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] .j
N J
( N
2. My partner's code My partner's track
f. [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] .\
° ° ° ° ° o> - ° ° ° °
\. [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] [ ] .j
\ J
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ANSWER KEY

Figure Skating Code

Follow the code. Draw the track the skate leaves on the ice.

Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot. A
‘\[\ curveleft] ::’(f:[fcurveright] "‘[‘1 turnleft]
‘\ .. [‘\ big curve left ] o {» [{’ big curve right ] ;" [ > turn right ]

\ J
( N
1. [ /> curve right ] ( Example ) (v« . e o o)

[ /> curveright ] o o o e o o
[4\ curve left ] e o o e o o
[4\ curve left ] e e o e
Q (] . ° . y
N J
( N

curve left

curve left ] ¢ ¢
curve left ] e o o O e o o
] ° ° ° o w@P o ° ° °

YY)

2 | [ [

curve left
\ o C e e o) )
e N
3. [‘\ big curve left ] (« - . o)
[‘\ big curve left ] e o
[4\ curve left ] ° ot ° ot
[ . . . e

4, curve left ]

. J
e N
4. [4\ curve lef‘t] ﬂ ¢ ¢ m
[ /> curveright ] ° " ©
[ /> curve right ] ° ° o c
[ o o o

<4 curve left ]

J

g
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ANSWER KEY

Figure Skating Code

Which code made each track? One code is not used.

Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot. A
‘\[\ curveleft] ::’(f:[fcurveright] "‘[‘1 turnleft]
‘\ [ 4\ big curve left | {» (/7 big curve right ] ;" [ turnright |
- J
e N Code A ™
1. ode
f' cor e °\ [4\ curve left ]
R o o e Code [ 2 curve right ]
. . o o [4\ curve left ]
o o e o o [ /> curveright ]
\ J
~ 7 ' Code |
> < [ /> curveright ]
2. [\ curve left ]
(v 0 o o o ) [4\ curve left ]
° ° ° ° ° COde [ f curve I'Ight ]
[ ] [ ] [ ] [ ] \ )
e @OP o ° ° @ : Code C )
e o o o o [\ curve left ]
\ / [4\ curve left ]
N\ J .
p N % /> curve rlg:t %
ight
3. ~ 3 [ curverig )
. Code ( Code D )
J [\ curve left ]
. [ /> curveright ]
. [ /> curve right ]
/ [ /> curveright ]
\ RN Y,
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ANSWER KEY

Figure Skating Code

Draw each track. Then count the curves the skate makes.

Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.

‘\ : [\ curveleft]

\‘\ [ 4\ big curve left |

s

1. repeat 2 times

/> curveright ]

/> curveright ] 2
—

Curves in all

x 2

2. repeat 3 times

4 curve left ]

"| turn left ]
—

3

4 curve lef‘t] Curves in all

x 2

3. repeat 2 times

/> curveright ]

/> curveright ]

4 curve left ] 2

4 curve left ]

Curves in all

x 4

I—
L J
p ™
4. | repeat 4 times e e e e e e
¢ curveright | Curves in all . o . .
[* turnright ] o e o o o
: 4 x 2 = s
/> curve right ] . . o o
I—
L J
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ANSWER KEY

Figure Skating Code

Each code has one wrong step. Circle it. Write the right step.

~
Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.
‘\[\ curveleft] ::’(f:[fcurveright] "‘[‘1 turnleft]
‘\ . [‘\ big curve left ] L [{’ big curve right ]: ad [ > turn right ]
-
N
[{’ big curve right ]
[ (> big curve right ] The right step:
curve left curve left
| /> curveright |
= ~ J
N
repeat 3 times
W ? big curve right The right step:
— repeat 4 times
J
™
repeat 4 times
bi left .
1 big c,urve c ] The right step:
repeat 4 times curve left
(- curveright
J
A
repeat 2 times
<4 curve left
p curve right The right step:
4 curvelett ) curve right
I—
\ J
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ANSWER KEY

Figure Skating Code

Write the code for each track. Use repeat to make it shorter.

\
Skate code Start on the dot, facing the arrow. A turn spins the skate on the spot.
‘\[\ curveleft] ::’(f:[fcurveright] "‘[‘1 turnleft]
‘\ e [‘\ big curve left ] [ . [{’ big curve right ]: ad [ > turn right ]
- J
e N N
1. 2. One way:
repeat 4 times: repeat 4 times:
curve right big curve right
repeat 4 times: repeat 4 times:
: curve left curve left
\ J J
e N [ ™
3. One way: 4. One way:
curve left curve right
curve left curve left
big curve left curve left
big curve left curve right
curve right
curve left
. J J
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