Scribbler 2    Project 6   Simple Figures, Loops
Now that you’ve drawn graphic “primitives” (lines, curves, angles) and created subroutines we are going to again pick up the pace. In this project you will write your own program that uses all of your newly learned skills, plus you’ll learn about loops.

A string of pearls

Please do the following in step-by-step fashion

1. Starting with a blank worksheet, create a subroutine that draws a 4 inch square. Assume that the starting point is the lower left corner and that you start heading toward the right. When your subroutine finishes be sure your robot is at a point 2 inches from the lower right corner, again heading toward the right. The output of this subroutine should look like this
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2. In the main section create a call to this subroutine. Upload and run your program using a pen

and board/paper. Refine the subroutine to do exactly what you want.

3. Create a subroutine that draws a 4 inch diameter circle. Again assume that you are starting at a point at the lower left of the curve, and that you finish at a point 2 inches from the lower right bottom, heading to the right. The output of this subroutine should look as follows:
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4. Change the call in your main section to call this new circle subroutine. Upload and refine.

5. Create a subroutine that draws a triangle that is 5 inches on a side. Again assume that you are starting at a point at the lower left of the triangle, and that you finish at a point 2 inches from the lower right bottom, heading to the right. The output of this subroutine should look as follows:
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6. Change the call in your main section to call this new triangle subroutine. Upload and refine.

7. Modify main to call all three subroutines in any order you like. Your output may look something like this:
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Loops – powerful and easy

You are now going to add a “loop” to your program. A loop is a simple way to repeat a section of code a controlled number of times. In the following example you will use a loop to draw a series of figures.

8. Clear your main program section and insert a program loop. It looks like this: [image: image5.png]



. Be sure NOT to delete your subroutines. After you place it in your program a window will appear asking you to set the “Loop counter”. If you leave it unset, the loop will repeat indefinitely (more on this later). Set the loop to 4 repetitions and click OK. You will see loop beginning and end blocks as shown:
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9. In between the two loop blocks insert a call to your triangle subroutine. Now the main portion

will look something like this (not including the subroutines):
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Upload and run the program. Did it do as you expected? If not, edit the program and try again.

Congratulations you have now used your own subroutines to create a simple graphic and a loop to repeat an operation.

Your Assignment is to program the robot to draw your own initials.
