
L@LecturelliTurt1ememombtableL.n
Main

q÷:÷±÷Tgoto → fun

Make- tutte →
fun

w 1000 int

h 800 Mt a line 21

-

Main
screen

q÷:÷I÷Ti÷::.÷:÷goto → fun

"

jet
""

Iggy!÷!JYes!! g.bint symbol table
screen object 2) Add entry in main table

as arrow to object table



Main
screen object

Nanne value HI INamevsluet.TT

I:÷÷÷÷÷÷÷÷÷Ii÷÷÷.
Object Setup C)

I:÷÷÷÷⑧ int

steps :

1) Creole function symbol
table setup C )

2) w/ hints from main copied to setupc)

3) Setup) copies width height
values to object .

4) Setup C) table goes away .



1in
Main

Screen object
Name value type /Namevshet-#- -

-

- -
-

turtle → module int:.÷÷÷Jt÷÷h 800 int

make- turtle
screen Obie't

Shape
'

tutte
' Str

SHI : peredo,
'while

' St

1) Creole table for make- turtles .

2) make entries based on default parameter values



lined
Main

screen object
Name value type INamevsluet.TT- -

-

- -
-

turtle → module int:.÷÷÷÷]i÷Elh 800 int

make- turtle
screen Obie't

Shape
'

tutte
' Str

ei
"

'

i'In.
- -

-

shape
'

tutte
' Str

color →
fin

got → fun

steps :

1) Creole table for
turtle object

2) Copy parameter ( Shope )

3) mate entry / connection
in make - tutte



line
Main

screen object
Name value type /Namevshet-#- -

-

- -
-

turtle → module ya int:.÷÷÷÷]e¥iE¥h 800 int

make- turtle
screen Obie't

Shape
'

tutte
' Str

Ii so:c.- -
-

is:c:&: ¥: . **own
!
.

.

got →

Color
'

while ' Str

steps :

1) Creole color )
table

2) copy parameters : pacolor→ color

3) color copies value to object .
4) color) table goes away



Into
Main

screen object
Name value type /Namevshet-#- -

-

- -
-

turtle → module ya intIn÷÷÷÷]t÷lh 800 int

Screen object

ti object make- turtle

1 I Shape '

tutte
' Str

Tutte Ob,ect

÷qi"
'
"
'

so:c.
- -

-

shape
'

tutte
' Str

1%1:: Isin ' II '

got → fun

steps .

-

1)make - turtle returns reference to turtle object (crow)
2) main adds entry called tl

,
gets returned Connection

to object



3) make- turtle table goes away

line26-l.ie#7 [ skipping steps until before return

statement)
Main

Screen object
Name value type /Namevshet-#- -

-

- -
-

turtle → module ya intIn÷÷÷÷]E÷tIlh 800 int mate- turtle

screen object
Shape

'
crow

' Str

ti object St

J 4191:
'"""

object

Turtle object I

i÷÷÷7
I color '

while
' Str i Ine frow . III

color →
fin I color

'

black
' Str

goto → fun color →
fin

got → fun



1m④
Main

Screen object
Name value type /Namevshet-#- -

-

- -
-

turtle → module ya int4I.vn?...E:7JEiiioiiEilh 800 int

Screen object

ti object
+ 2 ) at

,Turtle objectI:÷÷÷÷¥7
I
goofy,

'

while
' II l

Turtle object

sis :

→ t"

1) make- turtle
sends arrow '

arrow
'

to the turtle Object it made . I cow,
'

black
' Str

2) man adds entry for
the

color →
fin

in table . got → fun

3) make-turtle table goes away



"

Main
Screen object

Name value type INamevsluet.TT- -
-

- -
-

turtle → module int÷*÷:÷7J÷÷÷ii¥h 800 Mt f- I. Color )

screen Object /Namevshet- -
-

toy
Sir

+ 2 Object

Turtle
of,cttie object
i÷÷÷t÷÷⇒
I color Str l l color

'

black
' Str

color →
fin

' red
'

got → fun

steps :
1) Make color c) table

2) color copies parameter value
to object ti's table ,

replaces value fur color .

3) color ) table goes away



lively [Skip to 1st line of Soto]
Main

Screen object
Name value type INamevsluet.TT- -

-

- -
-

t÷÷÷÷÷÷÷÷÷÷÷i÷÷goth )

t . t÷±I¥x lo int
+ 2 ) object Y lo int

tie object
Turtle object

÷:÷÷t÷I÷÷÷÷I
\ Color - red

,
Str l l color

'

black
' Str

color → fin

goto → fun-
ti - goth )

|NamevsluetI To Tht
Y lo int



steps :

1) Create table fur got
C )

2) set fort to reference of tl
's table

,
X. y int values

copied over

3) create tart . got C) table by looking up
1- I → goto ,

copy X. y
values to its table

.

After line 11 executes
, t I.got table goes away ,

we return to mom code C line 29)
, go to

C) table

goes away .
We are left wits :



Main
Screen object

Name value type /Namevshet-#- -
-

- -
-

turtle → module ya int4Iet.ie?..E.7JIxeiitiElh 800 int

Screen object

ti object
+ 2 I

tie object
Turtle object

|NeIne Ine . ⇒ Fee Trow .

'

II)
\ color - red

,
Str l l color

'

black
' Str

color → fin

goto → fun


