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Part 1:
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gender:
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life stage: "Toddler =  Child Teen Adult Elder | & generate random person

gender:  Female  Male
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In setup scene choose the monkey (black) in biped class
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% this.seaweed ¥
new GoldenMonkey( _

¥ 4 this,seaweed's Properties
o seaweed

Paint
Opacity
Vahicle =

Poumon

Siue

iR

Show Jointa:
* Object Markees (0)
» Camera Markers (0)

Browse Gallery By Class Hierarchy |

Al Classes m | ANgped dlasses m 1 ﬂnewGoldenMonkey |V

- new Goldentlonkey( BLACK ) | /new Goldenblonkey( BROWN ) |- new Goldenhonkey( GOLD ) |/ new Goldenbonkey( SNOW )



In setup Scene Choose tiger and new jaguar (black) in quadruped class

en( _ )‘ : E nevs_/Tiger( )

Browse Gallery By Class Hierarchy

| All Classes m ® Quadruped classes [!J R new Ja

Ty

new Jaguar( _ ) i l new Jaguar(BLACK) || newJaguar(SPOTTED) |
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Choose coconut palm , and bayLaureTree in prop class

new AdelaideBus

new AlienHelmet( »

new A xnfTempleArchi _
new AncientTempleBlockl(
new |: | rci { a g an | _ :, new AncientTemplely

new AncientTemplePiece( _
new Cliffivall | — :' new AncientTemplePillar( _
new AncientTempleTile(

new ClothingR:

new A nifTempleTre

new A =ntTemple (_)
new Al 2 fell( ]
new Armi _ )

new Armoirel _

new Arrow( )

new Arrows( )

new Cloud( _ )
new Coal( _ )
new CoatRa
new Coconut( } new Bambao

new CoconutPalm( _ )

new BananaTlree
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new BaobabTree( )

new CoffeeMaker( )

new BathSink( _

new Bathtub( _

new BaylLaurelTree( _
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new BedDouble( _

-

new Be 1gle(
new Bell( )

new BiotechStation( )
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Choose the savanaGrass and bamkhoo

Browse Galery By Cass Herarchy

e S| GRASSY_BRIGHT_GREEN

:Mew BavanaGrass(

/

GRASS1_DARK_GREEN)

e SavanaGr

235( GRASS1_GREEN)

new Savanatrass( GRASST)

Mew SavanaCrass( GRASS!_

new Bananal )

Bamboo{ CLUSTER1)

 new Bamboo( CLUSTERZ )

 newBamaoa CLUSTER3)

 newBamboo| CLUSTERY) |-

new Bamboo( SHOOTT)




PART 2 :

L}
« w Setup Scene

Edit Code

¥

declare procedure m yFirstM ethod

doin

order

~:do together

[;Q  Cinis.mowgli _getLefiShoulder| turn CBACKWARD) |, add detail ]
[ (this. mowgli say SfLookatiger!] | textScale , bubblePasition , duration add detail ]
[Esay , textScale , duration , bubblePosition add detail ]

v

W

Procedures

| Bamboo ) ‘s Editable Procedures (1)
edit [ (this.bamboo| setBambooResource bambooResource

Prop | s Editabie Procedures (0)

say, think

s samoos say
. (i bamog think
position

_' (this.bambad move direction: £222) , amount =97 ]
this.bamboo moveToward farget amount @ ]

- (this.bamboo moveAwayFrom target: " amourrt@
- (this.bamboo meveTo target: ]

- (this.bamboo place sparrarﬁeranon.@ , target:

this.bambog| turn direction

. ., amount @ ]
- (this.bamboo| roll direction @ , amount: @ }
(this.bamboo turnToFace target:
- (this.bamboo orientTo target:
- (this.bamboo orientToUpright }
- (this.bamboo pointAt farget

position &

™ & & m i

group by category | ¥

do in order
2 moveToward , 505 add detail ]

add detail |

© (this.baguera say S['Get Back Mowgli and run |
moveToward (thistiore
moveToward !
((jnisnaw getR\ghIShaulder] turn (BACKWARD] , 50.25/"  add detail ]

this balou say STRun Mowgli!"l | bubblePosition add detail ]

Ef; (this. mowgli  orientTo Cthis.cameral  add detail }

add detail |

add detail |

E
E
E
[

E (this. mowgli moveTo Cihis.oambog/  add detail ]

do in order

x3

for each in _ “iicom

=«

ach in _ together
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choose do in order at the bottom of the screen to be able to add multiple actions

; bamboo| orientTo target ©292) |
mboa orientToUpright |

s bamboo| pointAt target: €229 |

position & orientation
| (this.oambod moveAndOrientTo target 229 |

Rejoindre le

[ an tnnather Foaarhin | taasther L variahle o aceian B groupe Pl

size | doinorder| [Ycount _ | while _ | foreachin _| [1if_| [ dotogether | eachin _together| | variable..| assign| |




. A~ EXNRNT :
R VR A P deciare proceaure myFirstM ethod

do in order

( Cthis. mowgli getLeftSnoulder“ turn [ BACKWARD ' , 50.25 add detall

this.mowgli © say STLookatiger!] | textScale 1.0 , bubblePosition [ LEFT)" , duration 51.0°  add detail

: : Setup Scene | _Lthis tigre Vsay 'Grrrer) | textScale 21.0° | duration 52,07 |, bubblePosition [ RIGHT)  add detail



="

declare procedure M yFirstM ethod

do in order I
- dotogether

o 1,’ ¢ . |
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' | ( Chhis.mowgli* getteftShoulder|  turn [BACKWARD ', £0.25 add detail

(this.mowgli* say SfLookatiger!y' , textScale 51.0/" , bubblePosition [ LEFT|" , duration 51.0°  add detail
i

| M”Y JFGrmri" | textScale 510 |, duration 2.0/ , bubblePosition CRIGHT  add detail

kX
« u Setup Scene




this.mowgli © say JLookatiger!] , textScale =1.0 , bubblePosition [ LEFT ' , duration =1.0 add detall

::SetupScene | thushgresay \Grrrer |, textScale 1.0 |, duration —2.0° , bubblePosition [ RIGHT "  add detail




this.mowgli © say /"Look atiger!]" | textScale 51.0° , bubblePosition [LEFT " , duration 51.0°  add detail

::SetupScene | tmstngresay \'Grrrrr) |, textScale 1.0 |, duration =2.0 |, bubblePosition | RIGHT ~  add detail




[ doin order

this tigre. ' moveToward Cthismowgli , 505  add detail

this.baguera ' say /GetBack Mowgliandrun®" add detail

Procedures :
this.baguera moveToward (thistigre |, 5025  add detail

group by category l
this.balou  moveToward (thistigrel , 510  add detail
Bamboo ) 's Editable Procedures (1)

adit | - (this.bambool setBambooResource bambooResource this.balou = getRightShoulder| turn [ BACKWARD ', =025  add detail

i 1 in
Prop ) 's Editable ) this.balou = say STRun Mowgli " , bubblePosition LLEFT)"  add detail
this.mowgli © orientTo (this.camera  add detail
£ (fhis bamboo say "?"j ] i (this.mowgli © moveTo (this.bamboo ' add detail

5

| (this.bamboo) think /777) |




do in order
| \;"jf this_bamboo l thistigre  moveToward (thismowgli , =05  add detail




this.baguera ' say /[ GetBack Mowgliandrun”® add detail

Procedures




rocrs O
' (Ihis.aguera moveToward (histgre ", 2025 add delall
0roup by category |

' (hisbaloy” moveToward (thistgre , =10 add detal

gamboo ) Eable Procedutes ) I
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Bamboo ) 's Edtable Procedures (1)

edit this. bamboo setBambooResource  bambooResource this.balou * getRightShoulder| turn | BACKWARD ', =0.25 add detail

Ight shoulder a baloo




this.bal \"Run Mowgli T}, bubblePosibion | LEFT I
Prop | §Edtable Procedures (0 s.0alou " say /[Run Mowgli"]" , bubblePosiion | LEFT)"  add deta

this mowgli* orientTo (this camera ™ add deta

eau fhink




38y, inK

this.bambdoo think /1777




I'HE END

ongratulations you
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