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CREATE A MODEL AS SHOWN
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CONNECT WIDTH CTRL+P
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ENTER THE OUTLINER
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RENAME
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ENTER TO THE PLANE  EDIT MODE AND 

SPLT THE WINDOWSBY SELECTING 

UV EDITOR
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CLICK ON NEW
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SELECT UV GRID
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APPROVE OK
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PLANE VIEW IN UV EDITOR
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GO TO VIEW SHADING
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CLICK ON NEW
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PRESS SHIFT+A

AND ADD IMAGE TEXTURE
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CONNECT NODS
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SELECT TEXTURE 

FROM UV EDITOR
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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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GO TO LAYOUT
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SPLIT WINDOW
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SELECT TEXT EDIT
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SAVE THE SCRIPT

THE NAME IS VERY IMPORTANT
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ENTER 

THE NAME OF THE SCRIPT 

HERE
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IMPORT FROM BGE

Blender Game Engine
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IMPORT FROM COLLECTIONS 
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REFERENCE TO

CLASS MOVEMENT
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WE DETERMINE  THE ARGUMENTS
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DETERMINING 

THE STARTING MODE
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DETRMINING  THE UPDATEING MODE
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WE DETERMINE HOW 

THE DATA IS ENTERED
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COMPONENT ZEROING
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MOVE 

THE W KEY
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MOVE 

THE S KEY
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ROTATE THE A AND D KEYS



POWER OF AR AND VR

UPBGE

MOVEMENT ON 

LOCAL AXES
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SAVE THE SCRIPT
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WE WILL NOT CHANGE THE NAME
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WE ENTER

THE GAME OBJECT 

PROPERTIES
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CLICK ON ADD

IN GAME COMPONENTS
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ENTER THE FILE NAME 

AND AFTER THE DOT

THE NAME OF THE CLASS
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SAVE THE SCRIPT AGAIN
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WE OPEN MOVEMENT
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THESE TWO ARGUMENTS 

THEY WERE DOWNLOADED THERE
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IF WE ADD A THIRD
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AND WE WILL 

SAVE THE SCRIPT
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AFTER REFRESHING
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A THIRD VARIABLE 

WILL APPEAR IN GAME COMPONENTS
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WE ADD A LOCAL ROTATION 

VECTOR ARROUND THE Z AXIS
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SAVE THE SCRIPT
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START THE GAME WIDTH 

THE P KEY
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THANK YOU FOR 

YOUR ATTENTION
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