UPBGE

Python Scripts

.....
******

Co-funded by < Tl ) P
the European Union s

\ / 2024-1-PLO1- KA220-VET-000243150




POWER OF AR AND VR

the European Union

W Act w Link W State

Add Sensor

Keyboard

yboard

Keyboard

R‘("{)::\ 'n’\”




POWER OF AR AND VR

the European Union

w0
Camera Perspective
(1) Collection | Cube

Properties

o State

) Add Garme Propesty




POWER OF AR AND VR

Co-funded by
the European Union

IN THE RIGHT WINDOW
CHOSSE TEXT EDITOR
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CLICK ON NEW
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DETEMINE THE NAME
AND SAVE THE SCRIPT

Jext Edit Select Format Templates

Reqister

Live Edit

Run Script
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WE CHOOSE PYTHON
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THIS POSITIONS SHOULD BE
THE SAME

Edit

Options ~ p r l n t

File: C:\Users! ABGE Game in Blen
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THIS IS GETTING
logic THE SETTINGS
cont = logic.getCurrentController() FROM CONTROLLER
WHICH IS
THE PYTHON SCRIPT
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Cube Add Sensor » Add Controller
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_ HERE WE
INDICATE

cont = logic.getCurrentController()

scene = logic.getCurrentScene SCENE

tController()

ntScene
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be logic ACCESS TO OBJECTS
cont = logic.getCurrentController() WITH
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cont = logic.getCurrentController() A VARIABLE

scene = logic.getCurrentScene() To

objects = scene.objects
THE OBJECT NAME

cube = objects!"Cube"
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ASSIGNING
left = cont.sensors|'left’] VARIABLES

right = cont.sensors|'right’] To
forward = cont.sensors| 'forward' |

backward = cont.sensors/| 'backward'] NAMES IN
SENSORS

cube = objects|"Cube" ]

4 Act  Link v State

Add Sensor
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SENSORS TO CONTROLLERS
CONNECTION

3
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left = cont.sensors/|'left']

right = cont.sensors| 'right']

f ward = cont.sensors|'forward' |
be ard = cont.sensors/| 'backward’]

left.positive:
cube.position.x -=
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MOVIN RIGHT

left.positive:
~ube.position.Xx

right.positive:
cube.position.x +=
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left.positive:
cube.position.x

right.positive:
“Ibe.position.x +

forward.positive:
cube.position.y -
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MOVING BACKWARD

left.positive:
cube.position.x

right.positive:
cube.position.Xx

forward.positive:
~ube.position.y

backward.positive:
cube.position.y
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CHECK BY RUNNING THE GAME

=) File Edit

##. W) ObjectMode ~ View Select Add Object T, Global ~ (2~ &0~

Profile
Frametime :
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Rasterizer:
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WITH THE P KEY

Window Help Layout

(59.9fps)

o Act ¥ Link o State Controllers ~ ¥ Sel

Add Sensor ~ - Cube

[— Ev View Text Edit Select Format Templates Ev Move.py

bge logic
cont=1logic.getCurrentController()
scene=Llogic.getCurrentScene()
objects=scene.objects
cube=objects|"Cube"]

left=cont.sensors[ 'left'
right=cont.sensors|'right’
forward=cont.sensors|[ ' forward"' ]
backward=cont.sensors|[ 'backward'

left.positive:
cube.position.x -=0.5
right.positive:
cube.position.x +=0.5
forward.positive:
cube.position.y +=0.5
backward.positive:
cube.position.y -=0.5

File: C:\UserstVIVE208\Desktop\UPBGE_Scena\002_Phyton_Script\Move. py
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TO MAKE CONTINUOUS MOTION
FOR SENSORS WE
TURN ON THE STRANDS

A T W x / i w | forward

Level Tap Invert i) Leswaz|
Left Arrow All Keys ey Up Arrow

First Modither:

Target:

o Link o Slate

backward

Level Tap 0 Level Tap

Right Arrow All Keys ey Do Arrone

Target:
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YOUR ATTENTION

S

.....
******

Co-funded by il )
the European Union R =

\ / 2024-1-PLO1- KA220-VET-000243150




	Slide 1
	Slide 2
	Slide 3
	Slide 4
	Slide 5
	Slide 6
	Slide 7
	Slide 8
	Slide 9
	Slide 10
	Slide 11
	Slide 12
	Slide 13
	Slide 14
	Slide 15
	Slide 16
	Slide 17
	Slide 18
	Slide 19
	Slide 20
	Slide 21
	Slide 22
	Slide 23
	Slide 24

