
Blt Branching when drawing trees
-

Let's say we're drawing a a TBM 2 we're struck l
- -

i

tree branch I
egt but. to

0 the main branch and confine
onto branch 2 ?

goto !

But go to where ? At
what heading ?

rumrunner

Beirne we leave 0 and go up to 1
,

we should Save our state ( position + heading) .

then.at# drawing 1
,
we can restore th state,

going to 0
,
before we hit a dead end

.

then continue drawing branch 2
.

In summery :
-

Before embarking down a branch
,
Sane position t heading,

then restore this state after drawing the branch



Implement with 2 new
t - system symbols :

[ Save current state ( heading + position)

] Restore previous saved State

( heading + position)
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How to implement [ and 7 Symbols to save stele ?

Stack the information in
a list :

stalk =L ) V
or

stack . append(heading) 41Stack . append ( position) •

Stack : [heading , position)

per Pos -- stack . pope )
Stack : [heading) •}#
peu Head : stock . pope )
stalk =L )

* If we append a position after heading,
we need to pot position Keke heading

practice : what is the L -system string to draw this ?

•
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L - system project note :

-

why do we loop Cher -by - char to apply
replacement rules - and not use replace
string method ?

⇒ If there are 71 rule, results
will be

different fin undesirable way)
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A key : replace may change the result of

previously applied rules mid - iteration

⇒ Not what we went !

AT
×

An 't want to modify In
mid - iteration - let it be !


