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ENTER TO THE PLANE EDIT MODE AND
SPLT THE WINDOWSBY SELECTING
UV EDITOR
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User Perspective
(1) Collection | Plane
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PRESS SHIFT+A
AND ADD IMAGE TEXTURE

¥ Usze Nodes
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¥ Use Nodes




POWER OF AR AND VR

SELECT TEXTURE
FROM UV EDITOR

» Use Nodes
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VIEW IN SHADING
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IF YOU DON’T SEE THE GRAPHIC
CLICK ON
MATERIAL PREVIEW
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SPLIT WINDOW
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SAVE THE SCRIPT
NAME IS VERY IMPORTANT
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IMPORT FROM COLLECTIONS
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REFERENCE TO
CLASS MOVEMENT

bge
collections OrderedDict

Movement (bge.types.KX PythonComponent):
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WE DETERMINE THE ARGUMENTS

bge
collections OrderedDict

Movement (bge.types.KX Pyt, o=~ ‘ponent):
args = OrderedDict(
("Move Speed", 0.2),
("Turn Speed", 0.04)




POWER OF AR AND VR
DETERMINING
THE STARTING MODE

Movement (bge. types.KX PythonComponent):
args = OrderedDict (|
("Move Speed", 0.2),
("Turn Speed", 0.04)
)

start(self, args):
self.move speed = args| 'Move Speed']
self.turn speed = args|'Turn Speed']
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DETRMINING THE UPDATEING MODE

Movement (bge. types.KX PythonComponent):
args = OrderedDict(|
("Move Speed", 0.2),
("Turn Speed", 0.04)
)

start(self, args):
self.move speed = args| 'Move Speed']
self.turn speed = args|'Turn Speed']

update(self):
keyboard = bge. logic.keyboard
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WE DETERMINE HOW
THE DATA IS ENTERED

start(self, args):
self.move speed = args|'Move Speed']

self.turn speed = args|'Turn Speed']

update(self):
keyboard = bge.logic.keyboard
inputs = keyboard.inputs
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Numberpad Keys

bge.events.PADO Function Keys
bge.events.PADL

bge.events.PADZ bge.events.F1EEY
) N bge.events.PAD3 bge.events . F2KEY
Mouse Keys Alphabet keys boe.events PADE bee . events . FIKEY
bge.events.PADS bge.events . F4EEY
bge.events. LEFTHOUSE bge.events=. Y bge.events.PADE bge.events.FS5EEY
bge.events .MIDDLEMOUSE bge.events. T bge.events.PADT bge.events.FEEEY
bge.events . RIGHTHOUSE bge.events. ¥ bge.events.FADS bge.events.FTEEY
hge.events . WHEELUFPHOUSE bge.events. Y bge.events.DADS hge.events.FEEEY
bge.events.WHEELDOWHMOUSE bge.events. 4 bge.events. PADPERIOD bge.events.FOEEY
bge.events . MOUSEX bge.events. 4 bge.events. PADSLASHEEY bge.events.F1O0KEY
bge.events . MOUSEY bge.events. k4 bge.events.PADASTERKEY bge.events,F11EEY
bge.events . HEEY bge.events, BADMINUS bge.events.F12KEY
bge.events.IKEY bge.events. PADENTER bge.events.F13KEY
bge.events. ¥ bge.events.PADPLUSEEY bge.events.F14FKEY
EGE-E'-IE-“-ES- E i: bge.events.F15EEY
ge.events=. bge.events.F16EEY
Number keys bge.events.MKEY bge .events,F17XEY Other Keys
bge.events . ZEROKEY bge.events. ? bge.events.F18KEY _ —
. nts. ZERURZ bge.events. ¥ bge.events.F19KEY bge.events ., ACCENTIGRAVEEEY
bge.events.ONEEEY bge.events. Y bge.events.BACEKSLASHEEY
bge.events . TWOEEY bge.events. ¥ bge.events . BACKESPACEEEY
bge.events.THRE bge.events. Y bge.events . COMMAEEY
bge.eventz. FOUREEY bge.events. v . bge.events.DELEEY
bge.events,FIVEEEY bge.events. ¥ Modifiers Keys bge.eventz,.ENDEEY
bge.events.SIXFEEY bge.events. v _ bge.events . .EQUALEEY
bge.events.SEVENKEY bge.events. v Ege-ejefz3 E“;;griifii bge.events.ESCKEY
bge.events .EIGHTKEY bge.events.WKEY bg:::-:-:;t::LEFer;_z} bge.events ,HOMEKEY
bge.events . NINEFKEY bge.events . XKEY bge.events ., RIGETALTKEY bge.events . INSERTEEY
bge.events . YEEY bge.events . RIGHICTRLEEY bhge.events.LEFTEBRACEETEEY
e S bge.events . RIGHISHIFTEEY .events . LINEFEEDEE?
bge.events. ZEEY bge.ea-'e:ts LEFTSHIFTKEY Eg::':':“E:;:EUg?EE' !
bge.events . PAGEDOWHEEY
Arrow Keys bge.events . PAGEUPEEY
bge.events.PAUSEEEY
EG:::"E:EEE&E:EG? bge.events,PERIODKEY
.BVEn 2] EE ~
bge.E'-.-'e::ts RIGHTARROWKEY bge.events. QUOTEREY

bge.events, JPARROWEEY bge.events . RIGHTERACEETEEY
bge.events .ENTEREEY
bge.events.SEMICOLONEEY
bge.events. ]
bge.events.
bge.events.
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COMPONENT ZEROING

update(self):
keyboard = bge.logic.keyboard
inputs = keyboard.inputs

move = 0
rotate = 0
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THE W KEY

move = 0
rotate = 0

inputs bge.events.WKEY .values|[-1]:
move += self.move speed
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inputs[bge.events.WKEY]..= :>[-1]:
move += self.move spee
inputs|bge.events.SKEY].values|[-1]:
move -= self.move speed
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ROTATE THE A AND D KEYS

inputs|[bge.events.WKEY].values|[-1]:

move += self.move speed
inputs|[bge.events.SKEY’ lues[-1]:
move -= self.move s

inputs|[bge.events.AKEY].values|[-1]:
rotate += self.turn speed

inputs|[bge.events.DKEY].values|[-1]:
rotate -= self.turn speed
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MOVEMENT ON
LOCAL AXES

inputs|[bge.events.AKEY].values|[-1]:
rotate += self.turn speed

inputs|[bge.events.DKEY].values|[-1]:
rotate -= self.turn speed

self.object.applyMovement (0, move, 0),
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SAVE THE SCRIPT
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‘e Speed", 0..

'n Speed", 0.

start(self, args)
self.move speed =
self.turn speed =
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WE WILL
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Game Properties
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WE ENTER
THE GAME OBJECT
PROPERTIES

UV Maps

Vertex Colors
Face Maps
Attnibutes
Normals
Texture Space

Remesh

Geometry Data

Custom Properties
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CLICK ON ADD
AME COMPONENTS

Game Componerts

Ao

e Property
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ENTER THE FILE NAME
AND AFTER THE DOT
THE NAME OF THE CLASS

v Components

my component I‘"nt)'.femer'.d

OK
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SAVE THE SCRIPT AGAIN

0

s yt{bge. types.
~ -deredDict(|

‘e Speed", 0.

'n Speed", 0.

start(self, args)
self.move speed =
self.turn_speed =
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B tank

Game Object

+) Select (+] Create
Game Components

Add (4] Create

Game Properties

(4] Add Game Property
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THESE TWO ARGUMENTS
THEY WERE DOWNLOADED THERE

args = OrderedDict (|
"Move Speed", 0.2),
("Turn Speed", 0.04)

start(self, args):
self.move speed args| 'Move Speed']
self.turn speed = args['Turn Speed']

update(self):
keyboard bge.logic. keyboard
inputs = keyboard.inputs

move
rotate = (

Add Game Property

inputs[bge.events.WKEY].values|[-1]:
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args = OrderedDict (|
("Move Speed", 0.2),

("Turn Speed”, 0.04),
"My Var®, 3
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AND WE WILL
SAVE THE SCRIPT

0

| 1t (bge.types.
~ -deredDict (|
‘e Speed", 0.
'n Speed", 0.(

start(self, args)
self.move speed =
self.turn speed =
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A THIRD VARIABLE
WILL APPEAR IN GAME COMPONENTS

A Game Property
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WE ADD A LOCAL ROTATION
VECTOR ARROUND THE Z AXIS

self.object.applyMovement((0O, move, 0), True)
self.object.applyRotation( 0, O, rotate , True)




SAVE THE SCRIPT

Ternplates T enontt QOoOE*x »
ard = bge loglc keyboard
s = keyboard.inputs

= 0
e =0

iputs[bge.events.WKEY] .values|
move += self.move speed
inputs[bge.events.SKEY].values| -
move -= self.move speed

inputs[bge.events.AKEY].values|-:
rotate += self.turn speed

inputs[bge.events.DKEY].values]| -
rotate -= self.turn speed

self.object.applyMovement( (0, move, 0), True
self.object.applyRotation((0, 0, rotate), True)
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START THE GAME WIDTH
THE P KEY
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