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Loading the World

Open a new world, with any template
Save it in a directory that you can find again,

After you have opened the file go into the
"Layout” mode by clicking on the green button
Add Objects (toward the middle of screen)

Click more controls. Click drop a dummy at the
camera. Rename the dummy 'originalPosition.’
To leave the layout mode, click done



Adding the Objects

e Go to the gallery and
add four evilNinjas to
your world (from the
People folder)

e Add two other people
to your world

> |’'ve added the scientist:

man and scientist-
woman ‘%" ‘%‘ n OBECTS




Part 1: Making a List

 We will use a list to make all four of the ninjas
jump up and down together and then kick and
spin one at a time

e Click on the world in the object tree and on
the properties tab

 Click create new variable
e Name it ‘characters’

> See the screenshot on the next slide for an
illustration



* llworld Events |create new event
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Making a list (cont 1)

Select “object” as the type
Check the box “make a List”
Click the “new item” button four times

or itemO se
or item1 se
-or item2 se
-or item3 se

ect evi
ect evi
ect evi
ect evi

Ninj
Ninj
Ninj
Ninj
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Making a List cont(2)

e Now, thereis a

world's details

“characters” list variable

fpruperties "methods [functions

at the top of the world

“oroperties” tab - o8i]| characters = | evilNinja, evillir -

create new variabhle




Part 2: Writing the method

 Drag “for all together” into “world.my first
method”

@ world.my first method

world.my first method hoparameters create new parameter

Mo vatiahles create new variable

(04 For all together

“Doin order Do together ‘IfElse Loop While ‘For allin order| For alltogether |  Wait = print | i




Writing the method (cont 1)

* |nthe drop down menu,

select “expressions”, [o woriamy first metrod NN

then Select the ||St world.my first method No parameters
world.characters

Mo warlables

(Do Nothing

list

» “For all together” S payre—
means that all of the create new st
items in the list will
perform the
instructions at the same
time.




Step 1: For all together

e Click on “item_from characters”

* And drag it on top of the “Do nothing”

@ world.my first method

world.my first method o parameters

Na variahles

E| For all world.characters — , eve

item_from_characters

together

|oki| item_from_characters




For all together (cont 1)

* In the drop down menu, select “turn to face”
and then select “camera”

e Click on “more" to change the duration to 0.25

 Drag “item_from_characters” again and select
the “move” up and “move” down instructions.

* Play your world. Your method should look like
this:

EIFur all world.characters — ,every [obi| item_from_characters together

: tem_from_characters turn to face camera airation =0.25 seconds more...

tem_from_characters move up 1 meter aguration =0.25 seconds Mmore...

tem_from_characters move down 1 meter aguration =0.25 seconds more...



Step 2: For all in order

* Now drag “for all in order” underneath the
“for all together” and select “expressions’,
then world.characters

Nowvariables

world.my first method No paramelers

create new parameter

create new variable

El For all world.characters
itern_from_characters
itemn_from_characters

% item_from_characters

, BVETY . itetn_from_characters together

turntoface camera duration =0.258 seconds more...

move up 1 meter diration =0.25 seconds More...

move down 1 meter aquration =0.25 seconds mMore...

“For all in order

“Doinorder :Dotogether “ifElse ‘Loop :Vhile

“For allinorder] For alltogether Wait | print

it



For all in order (cont 1)

» For all in order means the ninjas will perform
all of the instructions, one right after the
other (in the order that they were added to
the list)

 We want the ninjas to each turn their left leg
and spin one at a time.

e However, “item from characters” does not
have any parts

e We will have to use a class level built in
function to turn only a part of the object.



For all in order (cont 2)

e First, drag “item from characters” into the
“for all in order” and select “turn backward”

1/4
e Click on “evilNinja” in the object tree.

e Select the “functions” tab and scroll down to
“evilNinja’s part named key”



Step 3: Object part named key

* Drag that function on top of the
item from character in your instruction

evillinja's details

fprnper‘[ies fnethods | functions

- evilNinja is above
 evilNinja is below
- evilNinja is in front of
~ evilNinja is behind
=] point of view
 evilNinja s point of view
evilNinja 's position
evilNinja 's quaternion
=] other
evilNinja 's current pose

L

Mo varlabies

world.my first method Noparameters

EI For all world.characters
 item_from_characters
 item_from_characters

7 item_from_characters

EI For all world.characters

, BVETY item_from_characters together
turn to face cammera aqration =0.25 seconds more...
move up 1 meter qration =0.25 secands more...

move down 1 meter duration =0.25 seconds more..

, ONE §§§ item_from_characters at a time

~ evilNinja "s part named key [Clers

turn backward 0.25 revalutions more...

evillinja 's part named key

- evilNinja s variable named

|

“Doinorder :Dotogether :IElse Loop :‘While :Forallinorder :For alltogether ' Wait



Object part named key (cont 1)

1) In the object tree, expand the + beside
evilNinja to see that it’s body part is named
“leftLeg”

2) In the turn backward instruction, click on the
box and type leftLeg with the same
capitalization and spacing as it appears in the
object tree — no spacing, the second L must
be capitalized

> See the screenshot on the next slide for an
illustration



Object part named key (cont 3)

=1 %m
[H :E:L?_)tursu
[BrertLeg
- [QyrightLeg

evildinja's details

§;§ evilNinja
- evilNinja
- evilNinja

- evilNinja

functions

= = 3y ugpgg
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§§§ item_from_characters = turntoface camera —

§§§ item_from_characters = | move up —

§§§ item_from_characters =  move down — 1 meter —
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E| For all world.characters = , one . item_from_characters at atime
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[t




For all in order (cont 1)

 Drag “item_from_characters” on top of

evilNinja

El For all world.characters

. ONE

:|0bj| tem_from_characters

= [|owi item_frnm_[:haractersl leftLeg

turn backward

at a time

0.25 revolutions more...

 Drag “item_from_characters” into the “for all
in order” again and select “turn right” 1

revolution



For all in order (cont 2)

e Then drag “item_from_ characters” again and
select “turn forward” 4. Your loop should look
like this so far:

“[ElForall world.characters — , one [obi| item_from_characters at atime
~ item_from_characters — 'spartnamed leftLeg turn backward — 0.25 revalutions —  duration =0.25 secand:

item_from_characters turn right 1 revolution diration =0.25 seconds more...

item_from_characters turn forward 0.25 revalutions dration =0.25 secands more...



For all in order (cont 3)

e That last instruction should be for the leftLeg
only.

e So drag the function “evilNinja’s part named

key” on top of the “item_from characters”
and type in leftLeg again.

 Drag “item_from_characters” on top of
evilNinja in the “part named key”



The complete method

e Here is the complete method. Don’t forget to
comment your code

/f created by Deborah Nelson

EI Forall world.characters — ,every  [obi| item_from_characters together

: /# all of the ninjas move up and down at the same time

item_from_characters turntoface camera duration =0.25 seconds more...
tem_from_characters move up — 1meter —  dwralfon =025 seconds —  more...

item_from_characters move down 1 meter dration =0.25 seconds Mmare...

' EIFor all world.characters — , one [obi| item_from_characters at a time

/f the ninjas each kick and spin
~ item_from_characters — s partnamed leftLeg turn backward — 0.25 revolutions — | diration =0.25 seconds
item_from_characters turn right 1 revolution duration =025 ceconds more...

~ item_from_characters — s partnamed leftLeg turn forward — 0.25 revolutions — | duration =0.25 seconds



Play your world now




Step 4: Objects with different parts

e So far, our list only has evilNinjas in it. Add the
other objects to the list:

1) Click on world in the object tree
world's details

2) Go to the “properties” tab o e mmm
and click on the box beside “”‘""‘“F

create new variahle

characters

1) Click on “new item” and select the object you
want to add

> See the screenshot on the next slide for an
illustration
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Warning

Play your world.

If you did not use the same objects as this
demonstration, you may get an error
highlighting the “parts named” function.

Adding the scientist-man and scientist-woman
to the list only works because they both have
eftLeg as the label for one of their body parts

f your character does not have a part named
eftLeg you get the error




Fixing the error

 For example, I've added
the Samurai (from the

web gallery People
folder).

e When I add him to my
list and play the world, |
get the following error:

» Because the Samurai
does not have a part
named leftLeg

ﬁ Problem Detected

[;3 Alice has detected a problem with your world:
3
subject must not be null.

oK

Mo variabies

EIFor all world.characters — , every : [obil item_from_characters together

4 all of the ninjas move up and down at the same time

item_from_characters turnto face camera auration =025 secol

itermn_from_characters move up 1 meter =  dwration =0.25 seco

item_from_characters move down 1 meter auration =025 s¢

_[ElFor all world.characters — ,one [obi| item_from_characters  at atime

# the ninjas each kick and spin

I itern_from_characters — 's part named leftLeg Iurn backw;



Fixing the error (cont 1)

* In the object tree, click on the + beside
Samurai

 Double click on the body part named Lleg

* Rename it leftleg  |=/ i@ samurai

A orico
;g;l.?_)ﬂleg

 Now play your world
e Success!



How to remove an obj
 To delete an object from your list:
1) Click on world in the object tree
2) Go to the “properties” tal werk's details

]’pruperties ‘methods [functions

and click on the box beside

[ﬂhl | characters = inja) evilNir—

C h dal'd Cte I'S create new variable

> See the screenshot on the next slide for
details.



Deleting an object from your list

e 3) Drag the item you
want to delete to the
trash can.

 This object is still in
your world, but it was
removed from the list

e = evillinja

“item 1 = evilNinja2
I_EEEitem 2 = evilNinja3
| item 3 = evilNinja4
'_Eitem 4 = Scientist_man

ditem 5 = Scientist_woman

OK




Recap

Lists are useful for having multiple characters perform the
same set of actions.

For all together means everything in the list will perform at
the same time

For all in order means everything in the list will happen one
right after the other

To make the sub parts of an object move, use the function
part named key. But make sure all of the characters have the
same parts labeled the same way

WARNING: Do not add too many objects to your list because
doing so will slow your world down significantly



