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Activity: Draw a line.

STEP 1:

Al Connect | Basic Coding

[

Variables Create variable...
Go to the ‘variables’, click on the
nput set line » to ‘create variable’ and enter the
Output name as “line”. Click on ok.
° > Data Types
k Y > Draw
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Activity: Draw a line.

STEP 2:

Al Connect | Basic Coding

) (B D

Variables
) Drag and drop the ‘set line’ to the
script area.

Input

Output

» Data Types

k P} » Draw
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Activity: Draw a line.

STEP 3:

Al Connect | Basic Coding

B - =
F Y
Variables v
[

«
\

\

> Data Types

v Draw [ <
Turtles |

Motion Extend the draw category, click on turtles and

Control select ‘create new turtle’. Drag and place it with
Colors the variable block in the space provided.
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Activity: Draw a line.
STEP 4:
Al Connect | Basic Coding
g - I
Variables " v
Input
Output set  line * to | create new turtle .
> Data Types make turile move forward by @
v Draw
Turtles 4
2 From draw, select motion. Drag the ‘make turtle
sone move forward by’ and make a stack of code.
soer Change the value accordingly. .
Logic
Loops ‘
Math
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Activity: Draw a line.

STEP 5:

Al Connect | Basic Coding

B - D

Variables v
o

Input

set line * to  creaie new turile
Output

> Data Types make turtle line * move forward by l

~ Draw
Turtles I

Motion

From the variable, drag and drop the ‘line’ and
place it in the blank space.

Control

Colors
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Activity: Draw a line.

STEP 5: Click on (B3 .

NOTE: The default position of the turtle is at the
centre of the screen, pointing towards the right.
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Thank you!!
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