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|| use snap > Snap details
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Positioning of a chest

* Place a chest juste like this picture
« ATTENTION !!! A new treasureChest(TREASURE_CHEST_OPEN)

ﬂ is below a new treasureChest(DEFAULT)



* The point of view in setup scene is a point of view for a camera for a film

Position of camera




Go
programming

Lue sun Liuew pwn s e

% Starting Camera View | ¥

" EditCode

andleslyie:g g % g‘

Default Rotation Move Resize
|| use snap > Snap details

his.treasureChest2 ¥
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myFirstMethod

aeciare procedure m yFirstM ethod
do in order

delay 20
turn , 5025  add detail
say sffoundthe chest’  add detail

dolay 025

"l trn CRIGHT , 5025 add detail ]

4B this treasureChest? o )| FEE |
wrn , 5028 add detail
Procedures think 71 elght sis leader ] add detail

| group by categary | * Cinis odin]  turn . 5025 add detail
( TreasureChest s Editable Frocedures (1) Ciamol' moveToward 5100 add detal

.
st | (ihisreasureChestd setTreasureC rea)
. Cthisinor turn CRIGHT] , 50.125  add detail
(Prop ) 's Editable Procedures (0)  Cthis.odin| moveToward (thisfirTreeTrunks , 5150  add detai

fhisthor - moveToward Cihis.cedarPolel , 510.0)  add detail
(ihis reasureChestd say fext 1{22)  Cfhis.odin moveToward (fhis.firTreeTrunks) , S5.0)  add defail
this treasureChest2| think text /{292)

: Cihisthor  moveToward CihisArTreeTrunkMimordl , 5100  add detail

oo : tum [ add detail
(fhis reasureChest2 move direction . amount £799) | -
: turn [ add detail

‘his treasureChestel moveToward farget .| amount =3
1 d

‘his reasureChest2 moveAwayFrom farget amount this thor - say JfI FOUND THE CHEST ] add detail < P rog ra r ' I r ' ' e

‘his treasureChest2) moveTo farget fhisthor - moveToward Cihis.treasureChesi| add detail ]

this treasureChest2| place  spatiaiRelation: 292 , target 77 moveToward (ihis firTreeTrunks| add detail ]

orientation turn ! ada detail |
this reasureChestd| turn  irection: E#9%) , amount 5393) crve Tawar] s frtresTrunic) ) 201} 2dd detai ]
‘this treasureChest roll direction: £/292) , amount E722
turn CRIGHT) , 50125 add detail ]
his treasureChesto) turnToFace target
fhis reasureChest2) orientTo target fhis thof) | move [UF)', =201 _ add detai ]
this thof© move [DOWN ', 20"  add detail

this reasureChest?) orientToUpright
this thorl say JTWE FOUND THE TREASURE I add detail

say, think

this treasureChest?] pointAt farget

position & orientation move 520 add detail ]
(inis IreasureChest2| moveAndQrientTo target e 20 adddetai
size move 520 add detail
- s reasureChest setWidth width: 5729 (fhis treasureChest?  move [ aoggetail |

his treasureCheste| setieight height =999)

doin order | { ‘count _[while _ | foreachin _|

[ dotogether | ‘each in _ together | { variable... | ‘assign| { /icomment]

Module for a
programme




Chose your
object or me

. this treasureChest2

Procedures

| group by category TJ

{ TreasureChest ) s Editable Procedures (1)

edit E his treasureChest2| setTreasureChestResource trea

| Prop ) 's Editable Procedures (0)

=

say, think

3 i roasureChestd say text (399 |

| is.veasurecnestz think et 799 |

position

move dr’recfr’orr: L amount@ ]
moveToward target: , amount =9
moveAwayFrom farget , amount
moveTo farget ]

i place sparr'aﬂ?efarr'on: , target: @
orientation

turn direction: E.222) , amount E997) ]
roll direction £299] | amount =729 ]
turnToFace target: ]

orientTo farget: ]
orientToUpright ]

pointAt taget (779

position & orientation

[ moveAndOrientTo target ]

size

 (ihis reasureChest?| setWidth wigtn =727 |

(this treasureChest?| setHeight height =772) |

Object or
men

Programming

Value or
direction




—
- myFirstMethod

declare procedure M Y FirstM ethod

do in order

second

Odin say « found
the chest »

Thor think « |
eight sis leader »

__'E say J[found the chest add detail

:E this odin delay ]

| Chisodin tum [LEFT =025 adddetail |

A

E this cedarTreelog delay =0 25| ]
| Chisthof tum CRIGHT) , 5025 adddetail |
E thisthof  say SFokleader| add detail ]
| Chisthoy tum (LEFT) , 5025 add detail |
» (thistho think /71 sight sis leader | add etail |

=

d

: tun [RIGHT , 5025  add detail |
E thisthorf  moveToward (ihis.cedarTreeLog , 510.0)  add detail

yu

=

=
[l
=1
=3
=

| Chisthor tum CRIGHT , 50125  adddetal |

The start of
programme

Odin turn 0,25%
of a turn at left

Thor move toward
to this.cedarTreelog
of 10




E moveToward 5130 add detail ]

moveToward , 5100 add detail ]
moveToward , 550 add detail ]

moveToward , 5100  add detail ]

! turn [(EFT , 50125 add detail |

: turn [(EFT , 5025  adddetail |

say J1FOUND THE CHEST | add defail |

moveToward , 565 add detail ]

i moveToward , 5100  add detail ]

turn [LEFT , 5025  adddefail |

moveToward , 540  add detail ]

turn [RIGHT , 50125 add detail |

move [UF , 520 adddetail |

move [DOWN , 520 adddetail |

X say SWE FOUND THE TREASURE I} add detail ]
Odln move move [UF| , 520  add detail ]

to down of 2 move [DOWN , 20 adddetail |

move 520 add detail ]

move [UF| , 518  add detail ]

say SfWe are rich’  add detail ]

 (hisodin say JfNo.lamricn]  add detail |

Odin move
o up of

This is for create a

Impression that
Odin shift

=

=

End of a
programme
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The value can is not good
in function of you place a
object en men in start

Programme




Test your

| Scelemmmn oo
programme e

say
inis cedarTreeLog  delay 0

500 detai

Inishor e (RIGHT) | 5028 add deta

Inis thor* say Jfokleader  add detad

thisthof turn (LEFT . (026 add detail

nis mor think 1 eight sis leader ) a0d deta

Inis odin* tuem [RIGHT!, 025"  add detal

4B this treasureChest2

Procedures

isthor - moveToward s cedarTrestog 100/ add detall

thisthor  turn [RIGHT] , 0.1

adddeta” |

oroup by category ¥ Inis.odin© moveToward (s irTreeTrunks (130 d detall

|0 s w il Un I (a0 ]
[ (5o vesecrecnesc) eriemtTolipright Iisoi moveToward s ceduPola (100 add detai
[ (ihis WoasureChests polntAL target <999 Ihis.odiri© moveToward (Invs rfreeTrunks 50 add detail
s Mhisthor - moveToward s frTreeTrunkdimorst 100/ add detad
[ s teasureChestz moveAndOrientTo farget <995 inia ol tum (LEFT , 10125  add detal
= s thor* tum [LEFT) . 029 20d detail
s treasureChest sotWidth wiotn =99 is o say 1 FOUND THE CHEST )’ add detal
sureChest sathelght neignt =999

e Honsurecher Inismor - moveToward <Bus keasureChest (65 add detal
Ihis WoasureChest? setDopth deptn =999
. Inis odin* moveToward (s BrTreeTrunk 1100 add detall

{
[ s
|
|

N treasureChesta resize factor 999,
[ (inis troasureChests resizeWidth factor 5999 Inis.odiy ' tum (LEFT)' . 7026 add detal
| (inis WoasureChest resizeHelght factor =999 s odin - moveToward (inus trireeTrun? (40 add detal

Ihis WreasureChestz resizeDepth factor <957 Tnis.odin * twrm (RIGHT | (0126 add dotad
oppearance inis ol move [UR ", 120 add detall

| (inis reasureChost2 sotPaint paint 15%9) | Ius o move (DOWN ', (20  add detal

[ his weasureChests vetOpocity opacty <999

this thor say JFWE FOUND THE TREASURE 1l add detall

i

Inis.odin* move [P, 120  add detall
Ihis roasureChosts) sotVehiclo vonicie <999

Ihis.odin* move [DOWN (20" add deta

§

Inis. reasureChost ' move (DOWN ', 201" add detall

s troasureChestz playAudio audoSource 999
his beasureCnestd - move [UP (16 add detall

i

Inis thor* say JWe ararichl’  a0d detail

s treasureChestz delay duraton <999
this.odini say (No 1am ricni add detail

i

s roasureChestz stralghtenOutJoints

doinorder| | count_ | while . | foreachin | | .| [ dologether| eachin _ togeter| | variavle. | assign




