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Remember :
dot nothin means hop between symbol tables

⇒ we currently are doing the 3 , so inside - - init- -

self . name = name
w

hop to
'

self
' table (jane

,
Creek variable here . Assign

value name, the parameter passed into --
hit-- constructor

-

'
jane

'

.

Before 4) starts
:

•
- -
init - - table goes away

• jane variable
added + Main, Connection

to jane

object table



< student class >
Main

N type VIfÉ±±;÷É÷Student (Class >
jane object getNam i.

Set yet 11

I
< stunt object) Jane

than
type Uatu

-- init
--

Tetro

getrare
"

get yer
' '

set year
"

/ name '

Jane
'

year 2024

1
N Value*name '

Janet

year 2024
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5) jane .
Set Year ( 2023)
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• lecture 27 : L - systems

'

KochSnowflat↳•
Start with initial Shape in mind↳
that turtle will draw

:

• Represent
. finny III.using,a/drwsinitial shape

string :#
abase string 6

Each character is interpreted as a §÷qdCommand used to move turtle : oooo

•
'

F
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means turtle move toward by Dan

[ . .IE?::e7.netunrisntby#T
an angle O .
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o
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•
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t
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means tutte turn left by

•⇒oo
't '

an angle O .(
symbols represent L - system alphabet

Bk-

• d can be anything fur Koch snowflake) differentfur different
• 0 Should be 600 L-systems

✓for Koch Snowflake


