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Ril8 Project 4:

Dancing Deadpool

Objective

In this guide we are going to learn about using animated 3D objects in the Hatch workspace,

and learn about cursor events, and how to code cursor/mouse interactions in a game.

You will create a project using an animated character that can dance with lots of 3D text
placed around the object. You will learn how to switch between the animations of the object

as the mouse/cursor interacts with different 3D text objects

Concepts covered:

Basics of cursor/mouse events
Adding and controlling animated objects

Play/Stop sounds using code

Final Output Link:

https://kids.hatchxr.com/@XR4schools/G25-FC-S4

Student Template Link:

https://kids.hatchxr.com/@XR4schools/G25-FC-S4-template

& hatch

X
GLOBALS

HipHop_text w

set Deadpool_dancing animationclipto hip =

set Deadpool_dancing animation speed to .

Ymca stopsound w

Objects Gangnam_style stopsound w V m c q P Hi p — Hop

SCENE LAYERS Chicken_dance stopsound w ChiCkEn DG nce Ga nq num StUh

Hip_hop playsound =
i+ Player

set Deadpool_dancing animationclipto gang *

set Deadpool_dancing animation speed to .

Ymca stopsound w



https://kids.hatchxr.com/@XR4schools/G25-FC-S4
https://kids.hatchxr.com/@XR4schools/G25-FC-S4-template

& hatch

How it works?

Let's first understand what we are going to be building in this session.

Open the completed project link: https://kids.hatchxr.com/@XR4schools/G25-FC-S4

You will a screen as shown below:

@ hatch
o

GLOBALS

HipHop_text w

set Deadpool_dancing animationclipto  hip =

set Deadpool_dancing animsationspeed to .

¥mca stopsound w

Objects Gangnam_style stopsound w V m c q ; WL Hi p -— Hop
SCENE LAYERS Chicken_dance stopsound w ChiCkEn Dcnce Gongnum StUh

Hip_hop playsound w
1= Player

£xn Camera

Cursor

Gangnam_text w

set Deadpool dancing animationclipto gang *

set Deadpool_dancing animsationspeed to .

¥mca stopsound w

Click on the green play button to play the project

Once you click on the “Green Play Button”, you may not notice anything happening in the

game.

Move your mouse over the game screen, press and hold the left button of your mouse, and

drag your mouse around the game.
As you move your mouse around, you will notice that there i a black circle at the center of the

screen that moves with you. That black circle is called the “cursor”, and you can use it to

interact with other 3D objects.
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As you hold down the left button of your mouse, and drag it around in the game, the black

circle (cursor) moves along with you.

You will notice, the moment the cursor enters any of the 4 words placed around the deadpool

character in the game, our character starts dancing and some music starts playing.

As you move the cursor over each of the text, and you will hear a different music play and the

character performing a different set of animations.

And as you bring the cursor inside the deadpool character and then click on the character, the

music stops, and the character goes back to its standing position.

You will be learning how to build this project, and as you build this project, you will learn more

about the cursor and how it can be used to interact with 3D objects.

Let's start building.
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Objective 1: Understand cursor interactions

Step 1: We will start by opening the template link of the project mentioned here.

Student Template Link: https:/kids.hatchxr.com/@XR4schools/G25-FC-S4-template

Step 2: The link above will open up an empty project with no code in the hatch workspace,

that looks as shown here. Let's understand the scene.

@ hatch _

GLOBALS

Yymca ] Hip-Hop.
Chicken Dance Gangnam Style

SCENE LAYERS

On the left panel 3D object by the name

you Wwill see the list “Deadpool”. We are

of objects added in going to code it to
the game change animations
based on where the

cursor iIs located

As you can see, the code window of the hatch workspace opens up, and this is where you can

use blocks to define how your game would work.
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The black ring, that is the cursor, can be used to interact with all the 3D objects in your

game.

Step 3: In the bottom half of the left panel you will see an object by the name “cursor”. Click

on it and a list of blocks associated with our cursor object will appear. At the bottom of the list,

there will be a block called “when cursor enters object”

e hgtch 0
D

GLOBALS

positionx =

world positionx %

Text gaze direction

Sounds
cursor color
Colours

Objects isvisible w

YMCA Hip-Hop.
SCENE LAYERS Chickzn Dance Ganqnam stl‘h

& Player set Cursor cursorcolor to

n Camera
set Cursor visible W =."="-'?".‘5.'._"
«» Cursor i —

Step 4: Click and drag the “when cursor enters object” block into the workspace.

@ hatch
Fi .ill'.'

GLOBALS

Text
Sounds
Colours

Objects

vymca Hip-Hop -
SCENE LAYERS Chicken Dance Ganqnam StUh

i+ Player
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Let's understand how can we use this cursor object to interact with other 3D objects in a 3D/
VR/AR game.

The cursor object moves along with you and always points in the direction you are looking at.

As you look around in a 3D scene, the cursor can:

1. enter an object
2. leave an object (after entering that object)

3. click on an object (while its inside an object)

Your computer knows where any of these three things happens, and whenever any of these
events happen, you can tell the computer to perform a set of activities like you have learnt to

do for other events in previous projects.

For eg: Let's say we want something to happen when the cursor enters the text in the game

that reads “gangnam style”.

For this, we have tell the computer to detect when the cursor is entering the gangnam style
text. Since we already have the “when cursor enters object” block present in the workspace,

we just need to define the object name in the code block.

Step 5: In the bottom half of the left panel, find the name “Gangnam_text”. That is the name
of the text object that spells “Gangnam style” in the game. Click on the name
“Gangnam_text” in the left panel and at the top of the list of block that appears, you will see a

block that only says, “Gangham_text”

& hatch

GLOBALS
Gangnam_text *

Gangnam_text move forward = for . metres

Gangnam_text move forward " for . seconds

Gangnam_text turnleft * by e degrees

YMCA Hip-Hop.
change Gangnam_text X ¥ by . ChiCan ancc Ganqn‘am stUh

change Gangnam_text X % scale by .
change Gangnam_text X ¥ rotation by °
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‘H‘

Step 6: Click and drag the bock that says “Gangnham_text” and attach it in the empty circular

space inside the “when cursor enters object” block

@ hatch
'.
' Al

GLOBALS

==x)

J

YMCA ~ Hip-Hop
Chicken Dance Gangnom Style

SCENE LAYERS

i.'_ 525-FC-S4-templats Desi «/» Code Pla q v

GLOBALS

* Reload [E 0

Gangnam_text w

Objects

YMCA Hip-Hop.
Chicken Dance Gangnaom Style

SCENE LAYERS

(LT

The combined block says, “when cursor enters object gangnam_text”, and you can see it has

some empty space below it.

INn that empty space you can define what you want to happen in the game, and then once you
run the code,, anytime the cursor will enter the gangnam style text, the computer will end up

performing your specified set of activities.

Let's try it out.

You have already learnt in the previous project, how to make characters speak with each other.

Let's make the Deadpool character say something when cursor enters the gangnam style text.
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Step 7: In the left panel, click on the name “Deadpool”, and find the block that reads,

“Deadpool say hi for 1 second”.

Step 8: Click and drag the “Deadpool say hi"” block and attach it inside the “when cursor

enters object gangnam_text” block.

e hitch e
(M

GLOBALS

Text
Sounds
Colours

Objects

SCENE LAYERS

. Light

2 Environment

#: StarSystem

Deadpool

e hitch e
(M

GLOBALS

Text
Sounds

Colours

SCENE LAYERS

Deadpool move forward w  for . metres

move forward w for . seconds ]
Deadpool turnleft = by ° degrees l

change Deadpool X w by .
YmcAa
change Deadpocl X w scaleby . Chicken ance

change Deadpool X w+ rotation by .

Deadpool say & - s for . seconds

Deadpool translate &speak | * &

in Japanese * |anguaje with female * wvoice

Gangnam_text

Deadpool say - »  for . seconds

YMcCA
Chicken Dance

Hip-Hop ;
Gangnam Style

Hip-Hop ;
Gangnam Style
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Click on the green play to run the code.

Initially you may not see anything happening in the game. Move your mouse over the game
screen, press and hold down the left button of your mouse, and drag your mouse around till

you see the cursor enter the “Gangnam Style” text.

The moment your cursor enters the “Gangnam style” text, you will see a speech bubble appear

over the deadpool object saying “hi".

& hatch
il

GLOBALS
B Events
B Loops&Timers

Logic

B Math

Text

[ ]
. .
— -
.
.
o Gangnam_text w |
Sounds
-
-

Colours

- ymea Hip-Hop
ken Dance - nam Style

SCENE LAYERS

Click on the green play

button to run the code

Anytime the cursor enters the “Gangnhanm style” text, the deadpool object will say “hi".

Now that you know how cursor events work, lets learn to control animations on an object. But
first, click on “reload” button to reset your game, and delete the “deadpool say hi” block form

your code, as we wont need it anymore.
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Objective 2: Interacting with animated objects

There are various different types of objects that can be added in Hatch workspace when you

are designing your own game. You can add

1. Simple 3D shapes - Cube, Sphere, Cylinder and more

2. Non animated 3D objects

3. Animated 3D objects

4. Environments - buildings, grass, ocean, ground, sky, rain, snow, and more
5. Lights

6. Texts (2D & 3D)

7. Images & Sounds

You will learn about each of these categories in detail while learning about the design

workspace. Let's focus on animated 3D objects.

Certain objects added in your game might already have some animations in-built in them.
They are called animated 3D objects. The deadpool object in the game is one such animated

3D object.
Let's learn how to control and change its animation.

Step 1: Click on the name “Deadpool” in the left panel of your screen. A list of blocks appear,

look for a block that says, “set Deadpool animation clip to static-pose”.

& hatch

SEL wredupoo Vislne - ‘*{:_%”mmf

set Deadpool position * x .

GLOBALS

set Deadpool animation clipto  static pose =

set Deadpoecl animationspeed to . . B vmcn . Hip-Hop )
Chicken Dance Gangnam Style

loop Deadpool animationto  static pose ¥ . times

make Deadpool rotate towards

move Deadpool towards object in . steps
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‘H ‘

Step 2: Click and drag the “set Deadpool animation clip to static-pose” block in the

workspace, and attach it inside the “when cursor enters gangnam_text” block.

@ hatch
dnlilh

GLOBALS

Gangnam_text ¥»

set Deadpool animationclipte  staticpose w

Objects . '\J m C n ._ . Hi p_ HOP
SEeE Ly Chicken Dance Gangnam Styile

Step 3: You will notice that there is a drop down menu option around the word “static-pose.”.
Click on the drop down menu option and you will see the list of animations present in the

deadpool object. Select the option that says “gang”

@ hatch
i.-;—!'*i 525-FC-S4-templat Desi «</>» Code
L il

GLOBALS

Loops & Timers
Logic

Math

Text

Sounds

Objects

vmca Hip-Hop -
Chicken Dance Gangnam Style

SCENE LAYERS

i HipHop_text
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‘H‘

&h itch i
D

GLOBALS

Text

Sounds

Objects

SCENE LAYERS

GCangnam_text w

set Deadpool animationclipto gang *

YMCA
ken Dance

:
C* Reload 0

-
mll®linl??

. Ingnam Style

Click on the green play button, and move your cursor over over to the “gangnam style” text,

and now you will see the deadpool objects starts dancing.

As mentioned earlier, there are animated 3D models that we can add in the hatch workspace.

The Deadpool character in the game is an animated 3D object, and it has an animation by the

name “gang”. The code block is telling the computer that anytime the cursor enters the

gangnam style text, the deadpool object would switch to the gangnam style dance animation.

We can also control the speed of the animation.

Step 4: Click on the name “deadpool” in the left panel, and click & drag the block that says,

“set deadpool animation speed to 1.5"

B8 Math
Text

Sounds

Ob jects

SCENE LAYERS

set Deadpool animation clipto  static pose *

set Deadpool animation speed to .

loop Deadpool animationto static pose w . times

make Deadpool rotate towards

YmcA
Chicken Dance

Hip-Hop - :
Gangnam Styie
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«/>» Code Pla q -
o

GCangnam_text =

set Deadpool animationclipte gang w

set Deadpcol animationspeed to °

YMCA - Hip-Hop.
Chicken Dance Gangnam Style

You can change the number “1.5" to any value. Click on the green play button, move the cursor
over the gangnam style text, and you will notice the deadpool character’'s animation has sped

up or slowed down based on the value you have entered in the number input box.

g2

ST

£8°8 CONGRATULATIONS. You have coded your very first cursor interaction and lerant to

g

control the animation of the a 3d object.&* ¥ &

G, 2
A

Let's now add some music to the game
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Objective 3: Adding music using sound blocks

If you look closely at all the names of the objects in the left panel, you will see that there are

four music files present in your game.

@ hatch
il

GLOBALS

B Logic
Gangnam_text w
B8 Math

Text set Deadpool animationclipto gang ¥

Sol is H H
FEREES set Deadpool animation speed to .
Colours

Objects

YMCA ~ Hip-Hop
SCENE LAYERS Chicken Dance Gangnam Style

One of the music files present is the gangnam style song, let's play in the game when the

cursor enters the gangnam style text.

Step 1: In the left panel, click on the music with Gangnam_style name. Scroll down in the list

of blocks, and you will see a block called “Gangnam_style play sound”

GLOBALS z .

B Events

B Locops&Timers
@ Logic Gangnam_style playsound w
B Math

Text
move Gangnam_style towardschbject in . steps

Sounds

Colours

glide Gangnam_style to position X . o 2 a0 "
Objects : : o - ‘a
, . : Yymca Hip-Hop

SCENE LAYERS

. Chicken Dance Gangnam Style

z
in steps .

Gangnam_text
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‘H‘

Step 2: Click and drag the “Gangnam_style play sound” block and attach it inside the “when

cursor enters object Gangnam_text"” block

& hatch
' il

GLOBALS

GCangnam_text w

set Deadpool animationclipto gang *
set Deadpool animationspeed to °

Objects - . .
= YmcaA Hip-Hop

SCENE LAVERS Chicken Dance Gangnam Style

Now when you click on the green play button, and run the code, as soon as you you move the
cursor inside the “Gangnam_text” object, the deadpool character starts dancing and you will

also hear the music playing in the background.

Let's add cusor interaction for other text objects placed around the deadpool character.

Click on the reload button to reset your scene.

Step 3: Right click on the “when cursor enters objects Gangnam_text” block, and select the

“duplicate” option from the drop down that appears.

B Logic
Cangnam_text =
B8 Math

Duplicate
Text
HOU O

Sounds Collapse Block

Colours Disable Block
Delete 6 Blocks

SCENE LAYERS Chicken Dance Ganqnam StUh

Gangnam_text
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‘H‘

A copy of your entire set of blocks will appear in the workspace.

& hatch

Gangnam_text =

set Deadpool animationclipto gang =

Text set Deadpool animation speed to .

Sounds
Gangnam_style playsound W

_ YMCA ~  Hip-Hop
SCENE LAYERS Chicken Dance Ganqnam StUh

1 HipHop_text set Deadpool animationclipto gang =

set Deadpool animation speed to .

Gangnam_style playsound =

Let's define what will happen when the cursor enters the “hip-hop text” object.

Step 4: In the new set of “when cursor enters object” block, click on the drop-down menu

option in the “Gangnam_text"” block.

Step 5: You will see a list of names of all the objects in the game appear. Select the name

“Hiphop_text”

A -r_l':-_ '.' - .
GLOBALS : . . .
= C* Reload 0
™ * ]

set Deadpool animation clip

Text set Deadpool animation spee
Sounds

Cangnam_style play sound
Colours

Objects

YMCA  Hip-Hop
SCENE LAVERS Chicken Dance Gangnam Style

Gangnam_text =

= l-iELe

set Deadpool animation clip to

set Deadpool animationspeed to .

GCangnam_style playsound w

] Gangnam_style

] Chicken_dance
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Your block will now say, “when cursor enters object Hiphop_text". Let's change the animation

of the deadpool object to a different dance for this one.

Step 6: Click on the drop-down menu option in the “set deadpool animation clip gang”

block and from the list that appears select the option that says “hip”

& hatch
= . a-
o

GLOBALS

GCangnam_text w

set Deadpool animationclipto gang *

Text set Deadpcol animationspeed to .

Sounds

Cangnam_style playsound =
Colours
Objects

YMCA ~  Hip-Hop
Chicken Dance Gangnam StUh

set Deadpool animationglipto gang *

set Deadpool animatior spe

SCENE LAYERS

Gangnam_style play sou
] Gangnam_style
| Chicken_dance

| Hip_hop

Step 7: Change the value of the animation speed to a different value in this new cursor enter

hiphop text block.

Text
Gangnam_style playsound W
Sounds

Colours

Objects ‘ ‘r’m n d Hip_HOp .
SCENE LAYERS Chicken Darice Ganqnum StUh

Gangnam_text
set Deadpool animationclipte hip =

7P HipHop_text
set Deadpool animation speed to E
A XL

Gangnam_style playsound =

Let's play a different music when cursor enters the hiphop text.
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Step 8: Delete the “Gangnam_style play sound” block from insde the “when cursor enters

object hiphop_text"” block

Gangnam_style playsound w

Colours

Objects . ‘r’m r n J Hip-HOp .
SCENE LAYERS Chicken Dan« Gangnam StUh

Gangnam_text

set Deadpool animationclipte hip =

Gangnam_style  play sound I R

Add Comment
| Cansrann st Collapse Block

Disable Block -
| Chicken_dance Delete Block

| Hip_hop

Step 9: In the left panel, click on the music file with the name, “Hip_hop"” and find the block
that says “Hip_hop play sound”.

@ hatch
i.'_ 525-FC-S4-templats Desi «/>» Code Pla q v
GLOBALS z . ® ~ . - .
| o

B Loops & Timers

@ Logic Hip_hop playsound =
B8 Math

Text
= move Hip_hop towards object in . steps

Sounds

Colours

glide Hip_hop to position

Objects

YMCA ~  Hip-Hop
Chicken Dance Gangnam Style

SCENE LAYERS

Gangnam_text

Click and drag the “Hip_hop play sound” block and attach it inside the “cursor enters
hiphop_text” block.
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& hatch

i. 525-FC-S4-templat Des </>» Code : q -
GLOBALS . L . __

| o
- L ] ')
Events .
& . "
YOS ¢

set Deadpool animationclipto gang ¥

set Deadpool animation speed to .

Gangnam_style playsound W

Objects

YMCA Hip-Hop
SCENE LAVERS Chicken Dance Gangnam Style

Gangnarn_text HipHop_text =
a2 1ip text

set Deadpool animationclipto hip =

gt NMeadnnnl _animatinon snesd_to .

Hip_hop playsound =

Click on the reload button to reset your scene, and then, click on the green play button to run

the new code.

As you move your cursor inside the gangnam style text, the deadpool character will perform its

mentioned dance animation and the gangnam style music will be playing.
No move the cursor over the “Hip hop” text in the game. You will notice that the deadpool
character changes its animation and starts performing a hip hop dance. And the new hip hop

music will also start playing.

But you will also notice that the previously playing gangnam style music doesn't stop when

the new hip hop music starts playing.

We will have to code this logic, to make the computer stop playing all other music files and

then start playing a new music file.

So, In our code we need to stop playing gangnam style music and then start the hip hop

music when cursor enters the hip hop text.

And similarly, we will also need to stop playing the hip hop music and then start playing the

gangnam style music when the cursor enters the gangnam style text.
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Step 10: Attach a new “Gangnam_style play sound” block above the “Hip_hop play sound”

block inside the “cursor enters hiphop_text” event block.

& hatch

GLOBALS . .

et at’ Yl

set Deadpool animation speed to .

Gangnam_style playsound W

Text

Sounds

Objects

set Deadpool animationclipte hip = LR ‘r’mcn b4 Hip-Hop .
SCENE LAYERS a STy A e e C.hickzn Dance anqnam Stuh

] Gangnam_style
1

| Chicken_dance

] Hip_hop

Step 11: In the Gangnam_style play sound block, click on the drop down menu option and you
will see a list saying “play sound”, “pause sound”, “stop sound”. Select the “stop sound”

option.

Gangnam_style playsound W

Logic

B8 Math
Text

Sounds

HipHop_text =

set Deadpool animationclipte hip = : A ‘l’m € n . ¥ Hip_Hop g

SCENE LAYERS set Deadpofl animationspeed to I ChiCken Dan i c anq nam StUh

Gangnam_text

H ; play sound
pause sound

stop sound

] Gangnam_style

Similarly now you will need to add a “Hip_hop stop sound” block in the “cursor enters

Gangnam_text” block.
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Your final code should look similar to the code in this image.

& hatch

set Deadpool animationclipto gang =
Text set Deadpool animation speed to
Sounds Hip_hop stopsound =

Gangnam_style playsound =

SCENE LAYERS

=5 Lok St set Deadpool animationclipte  hip *
set Deadpool animation speed to
Gangnam_style stopsound +

Hip_hop playsound w»

Hip-Hop "
Gaongnam Style

YMCA
Chicken Dance

Click on reload to reset your scene, and then click on the green play button to run your code.

As you move your cursor over the texts, you will notice that when one music starts, the

previously playing music stops.

Let's make all the music stop, and make the deadpool character stop dancing when the cursor

is clicked on the deadpool object.

Step 12: Right-click and duplicate the “cursor enter hiphop_text” block

B Loops&Timers

Text

Sounds

Objects

SCENE LAYERS

= Environment

“: StarSystem

Deadpool

«/>» Code Pla q -
- - s o

st Deadpodl amimation clip to gang w

Hip_hop stopsound W

Cangnam_style playsound

HipHop_text W

Duplicate into  hip w

Add Comment

Collapse Black p VYMCA S Hip-HOp

Disable Block

Delete T Blocks ChiCkﬁﬂ DOnCE Gq nqnam Stl‘"
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Your final code should look similar to the code in this image.

& hatch

set Deadpool animationclipto gang =
Text set Deadpool animation speed to
Sounds Hip_hop stopsound =

Gangnam_style playsound =

SCENE LAYERS

=5 Lok St set Deadpool animationclipte  hip *
set Deadpool animation speed to
Gangnam_style stopsound +

Hip_hop playsound w»

Hip-Hop "
Gaongnam Style

YMCA
Chicken Dance

Click on reload to reset your scene, and then click on the green play button to run your code.

As you move your cursor over the texts, you will notice that when one music starts, the

previously playing music stops.

Let's make all the music stop, and make the deadpool character stop dancing when the cursor

is clicked on the deadpool object.

Step 12: Right-click and duplicate the “cursor enter hiphop_text” block

B Loops&Timers

Text

Sounds

Objects

SCENE LAYERS

= Environment

“: StarSystem

Deadpool

«/>» Code Pla q -
- - s o

st Deadpodl amimation clip to gang w

Hip_hop stopsound W

Cangnam_style playsound

HipHop_text W

Duplicate into  hip w

Add Comment

Collapse Black p VYMCA S Hip-HOp

Disable Block

Delete T Blocks ChiCkﬁﬂ DOnCE Gq nqnam Stl‘"

111



& hatch

‘H ‘

We want to define what would happen in the game when the cursor clicks on the deadpool

character.

Step 13: So in the new set of cursor blocks that appear, click on the hiphop_text drop-down,

and select the option that says deadpool.

& hatch
= . a-
il 1

. Hip_hop stopsound +

o = : C* Reload r°'

GLOBALS

HipHop_text w

set Deadpool animation clip to hip =

set Deadpool animation speed to .

GCangnam_style stopsound = . . L

Hip_hop playsound + ’ vmcn Fy Hip_ Hop
Chicken Dance Gangnam Style

HipHop text w

set Deadpool animationclipta hip =

set Deadpool animation speed to .

Gangnam_style stopsound W

Hip_hop playsound =

& hatch
dndlll

.Hip_hnp stopsound w
GLOBALS

Ca 0u

set Deadpool animationftlip
set Deadpool animatiol

Gangnam_style  stop soun

Hip_hop playsound w : ! P vmcn ARy Hip'HOP
SCENE LAYERS i ChiCkGﬂ Dance anqnam Stuh

HipHop_text
set Deadpool animation'lis
set Deadpool animation speed to .

Gangnam_style stopsound *

. Light
ik Environment

“: StarSystem

Hip_hop playsound =
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Step 14: Click on the cursor enters object drop down and you will see three options appear.
- enters object
- leaves object

- is clicked at object

Select the option that says “is clicked at object”.

& hatch

GLOBALS

. Events

B Loops & Timers set Deadpocl animationclipto  hip +

B Logic set Deadpool animation speed to .

Gangnam_style stopsound w

Hip_hop playsound w

Colours

Objects ey . : ‘.’mcn Ny Hip Hop
SCENE LAYERS -. e - ChiCkEﬂ Dance Ga gnam Stl‘h

Hip_hop playsound w

Step 15: Inside the cursor is clicked at object deadpool block we need to define what will

happen upon clicking on the deadpool object.

Lets make the deadpool switch to a standing position -- In the set animation clip block select

the option that says, “mixamo.com”

We need to stop all the music files stop playing -- change all the play sound blocks to stop

sound.

For cursor on click at object to work, you will need to bring the cursor(the black circular

ring) inside the deadpool object, and then click on the deadpool object using your mouse.

Your final code should look as shown:
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L] IIF_IIUF FJEI)‘ AL I -
GLOBALS '

I I I . C* Reload '0
L]

Deadpool * l

set Deadpool animation clipto

Objacts set Deadpool animationspeed to . .. vmcn . v Hip-Hop
SN A G"’”g“ﬂm-ﬂy'e Chicken Dance Gangnam Style
Gangnam_text Hip-hop

Reset your scene first by clicking on the reload button, and then click on the green play button

to run your final code.

As you move your cursor over the “hip hop” & “gangnam style” text:
1. deadpool character should be changing its animation

2. the respective music file would be playing in the background

As you move your cursor back on the deadpool object and the click on the object using your
Mouse:
1. deadpool should switch back to standing position

2. any music file should stop playing

You have just completed your project.

As an additional task, you can try adding more cursor blocks to define what happens when

the cursor enters the “ymca_text” and the “CD_text” object.

The deadpool character has 2 more animations named, “ymca” & “chick”. You can code your
project so that each of these animations plays when cursor enter the ymca_text or the cd_text

object.

And then you can also play 2 more music files present in the game called “chicken_dance” &
“ymca”. Remember that when one music plays, the other files should stop playing, so before
starting a new music file you will have to stop the other three files.
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If everything is done correctly this is what your final code blocks should look like:

set Deadpool animationclipto chick

; . set Deadpool animation speed to °
set Deadpool animationspeed to

Chicken_dance stopsound w

set Deadpool animationclipto ymca »

Hip_hop stopsound w

Hip_hop stopsound ¥
Gangnam_style stopsound w

Gangnam_style siopsound W

Ymca stopsound w

Ymca playsound =
Chicken_dance playsound w

Gangnam_text * HipHop_text =

set Deadpool animationclipto gang = set Deadpool animationclipto hip *

set Deadpool animationspeed to . set Deadpool animationspeed to .

¥Ymca stopsound w ¥Ymca stopsound =
Chicken_dance stopsound W Chicken_dance stopsound w
Hip_hop stopsound w GCangnam_style stopsound w

Cangnam_style playsound w Hip_hop playsound w

Note: The number inside the animation

speed block may vary based on your
eadpool *

INnput.

set Deadpool animationclipto mixamocom

set Deadpool animation speed to .

¥mca stopsound ¥

Chicken_dance stopsound *

Gangnam_style stopsound

Hip_hop stopsound =
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Upon completion, run your code and ensure the code is functioning as you intended it to.

After that, you can give your project a name and login to your account and publish and share

your projects with everyone.

88 END OF GUIDE #fds
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