
WEEK TWO: ALL ABOUT CIRCLES 

Compass and Straightedge 

1. Use your compass to make this daisy design on a sheet of paper. 

 

2. Draw two random points, A and B on a sheet of paper. Use your compass to find a point 

that is equidistant from both. How do you know it is equidistant? Do you need to draw 

complete circles to find the point? 

3. Use your compass to find more points that are equidistant from A and B. What do you 

notice about the collection of these points? 

4. Draw a segment 𝐶𝐷̅̅ ̅̅ . Use your compass and a straightedge to find the midpoint of 𝐶𝐷̅̅ ̅̅ . 

5. Construct an isosceles triangle. 

6. Construct an equilateral triangle. 

 

Web Sketchpad 

Do construction 1 on page 1 of the websketch found here. Do construction 2 on page 2 of the 

websketch, and so on. 

1. Construct some circles. How can you change their size? How can you move them without 

changing their size? Construct points that sit on the circumferences of the circles. What 

happens when you drag these points? 

 

2. Use the Compass tool to make the daisy design. All the circles should remain interlocked 

when you drag each point in your design. Dragging some points will cause the circles to 

grow and shrink in unison. 

 

3. Experiment with the Circle by Center+Radius tool to see how it works. 

 

4. Use the Circle by Center+Radius tool to construct five circles whose radius is r. Drag the 

endpoints of r to check that the circles change size when their radius changes size. 

http://sineofthetimes.org/2025/circles


 

5. Construct two circles with radius r to find two points that are equidistant from points A 

and B. Vary the length of radius r so that the circles grow and shrink in unison. Trace 

their intersections to find all points that are equidistant from A and B. 

 

6. Construct the midpoint of AB. Use the Length tool to check. Drag the endpoints of AB to 

be sure the midpoint always exists regardless of the length of the segment. 

 

7. Construct two concentric circles so that no matter how you drag them, the radius of one 

circle is always twice the radius of the other. Construct another two circles so that the 

radius of one circle is always four times the radius of the other. 

 

8. Construct a circle. Label the center of the circle as A and the point on the circumference 

as B. Construct radius AB. What happens to the radius when you drag point B? Now, 

construct a point C that sits on the circumference of the circle. Construct radius AC. What 

happens to the radius when you drag point C?  

 

9. Construct a circle and a radius that does not change the circle’s size when you drag its 

endpoint that sits on the circumference. Construct several points on the radius. Animate 

the endpoint of the radius so that the radius spins around the circle. Trace the path of the 

points that you placed on the radius. 

 

10. Construct an arbitrary triangle. Construct a circle. “Merge” the vertices of the triangle 

onto the circle so that the triangle becomes isosceles. Check that the triangle remains 

isosceles when you drag its vertices. Hide the circle. 

 

11. Construct an equilateral triangle. Check that the triangle remains equilateral when you 

drag its vertices. Hide its construction parts. 

 

12. Construct a diameter of a circle. Animate a point on the diameter so that the diameter 

spins around the circle. 

 

13. Construct a circle and compute its area and circumference. When you change the size of 

the circle, the area measurement should update automatically. 

 

14. Construct a triangle, two of whose lengths are equal to AB and CD. 

 

15. Construct a triangle whose lengths are equal to AB, CD, and EF. How can you use your 

finished model to explore the triangle inequality theorem? 

 



16. Construct a circle that passes through points A, B, and C. No matter how you drag the 

points, the circle should continue to pass through them. 

 

WEEK FOUR: QUADRILATERALS 

Do construction 1 on page 1 of the websketch found here. Do construction 2 on page 2 of the 

websketch, and so on.  

Make sure all your constructions are “UnMessUpAble.” (i.e., they pass the drag test.) 

1. Construct a kite.  

2. Construct a parallelogram. 

3. Construct a rhombus. 

4. Construct a rectangle. 

5. Construct a rhombus. Make sure to use the Reflect tool. 

6. Construct a rhombus. 

7. Construct a square. 

8. Construct a square. 

 

 

 

 

http://sineofthetimes.org/2025/quads

