CompSci 94

Introduction to Events Announcements
Mouse Events » Assignment 5 due Thurs, Nov 7
October 31 : 2024 * Videos and online quiz for Tuesday
» Today we start event programing and building
games
— We are using all the programming concepts we have
learned

Prof. Susan Rodger
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Q1. How do I setup an object marker Q1. How do I setup an object marker
for the bunny? for the bunny?

Go to scene setup

Select the bunny first!
Add objectMarker

Should see it on the
bunny
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Q2. How do I use an object marker?
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Q3. Consider the following

» Have 3 animals in an array named animals,
and three object markers in an array called
objectMarkers. They are in the order in the
array as shown from left to right.
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Q2. How do I use an object marker?

» Use it just like a camera
marker.

* Bunny moveAndOrientTo
objectMarkerBunny
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Q3: Suppose the animals have moved as shown.
What does the mystery procedure do?

anch (8Bigea) onohnimel o [ i animals)
 ConsAmmaj  moveAndOrientTo ( (g ovjectiarkers [ number ]

‘number <5 éﬁnumheﬂ*‘ + gﬁ]l']r ]
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Q3: Suppose the animals have moved as shown.
What does the mystery procedure do?

3 “{ Add Parameter... |

- ( WholeNumber /= number <& ]
each “oneAnimall in
-. ConeAnimal  moveAndOrientTo L{ (this| ' objectMarkers © [ number i
“number <= éﬁnumbeﬂ" + =1 ] ]

position and orientation.
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Q4. What does the following code do?

© doin order

| (hispandd move [RIGHT , 510 adddetail |

| Chispandd move (LEFT =10 adddetal |
| ispancal delay 20 |

- E (this.pandal turn CRIGHT) , 505  add detail ]

» Panda moves right, then panda moves left

* Then there is a delay of 1 sec, the
doTogether has to finish.

* Then the panda turns.

CompSci 94 Fall 2024 11

Q4. What does the following code do?

“doin order

- [ (hispsnddl move LRIGHT , 510 add detai }
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Q5 - How do you fix the code below so you only
click on cow and moose for them to turn around?

» A scene has bear cub, cow, dalmatian and moose.

Edn in arder

[ (: geﬂ.ﬂodeiﬂﬂumﬂmﬁm] turn [RIGHT) , 510 addde

v MY =
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Q5 - How do you fix the code below so you only
click on cow and moose for them to turn around?

» A scene has bear cub, cow, dalmatian and moose.

do in order

| | e oemosemtouseLocaton] w [RGH) L S10 sssoeian |

* Add Detail — Visual array of cow and
moose
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Q6 What does this event do?

il ad jectListener, setOfvisuals [iz_&ewvi‘suaﬂ]{"c:mis.dalmaﬁan]?ﬂ‘

 Levent gethlodelAtilouseLocation| =

| do in order
if [ € s, daimatian_getOpaciy| > 5095 | is true then
ithis.dalmatianl  say Thello?’  add detail ]

 (this daimatian|  setOpacity 09 add detail |

e

 (ihis daimatiar| setOpacity 510 adddstail |

» Every other time you click on the
dalmatian, it says hello.
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Q6 What does this event do?

(-1his| addMouseClickOnObjectlistener, setOfisuals [:ﬂew Visualll { (this.dalmatian] ﬂ

gethlodelAtMous eLocation |

: |doin order

115 s damatian_getOpacy| > 0385 | istrue then
. (this daimatiar|  say JThello}  add detail ]

s dalmain_seiOpacity 03 _adddelai |

e

(ihis damatian  setOpacity 510 add detail |
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Class Today

» Make a simple game

Click on me to start the game
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