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/251 UPBGE [, BRINRE S Blender —%, T EGIFEMTXHE:
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© KPUE: BrRGFRPHAEVENERXR,
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. FRBME: HAE Shift + BT RIEH;
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o TNRE NBEIRENIET. BEEREFRE,
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4.2.1 bge &k

bge & UPBGE mytwiMRER, RH T ARIENSIZTENAAED, &ATEREHE:

° bge.logic: FKEURMEEMAXELE (MBRIHR. BHlHE. EEFE) |

° bge.scene:! ZHRMEREE (MHEBMBRHHMIE. HIE. VRkHRSE) |

* bge.objects: FKEUZRFHMIE, BIWAERIRE ID 37518,

* bge.types: EX T iHEXTEIZOEE (I KX_GameObject, KX_Sensor, KX_Controller

*F)

422 EANKRET.

- FEYFIiHE: scene = bge.logic.getCurrentScene();

« FREUYEIY{K: own = controller.owner (controller 4 X Fiizlzs)
- FREVERXEE: sensor = controller.sensors["{% g8 2" ;

o IE%EFEE): own.applyMovement([x, y, z], True) (True R <BEEP44ER, False Fortt
SLAERR)

« EHAkrEs: . own.applyRotation([x, y, z], True);
SRR BT AL RIRN positive /B 14 FINTIRE L S ALA (20 sensor.positive) .
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1. 780 Python 1= fl#s: iy “RANEHIEE"— Python”, #5& 4 “PlayerControl”, 7 “HIAK” it
iR HE”, SIRBIAS 4 “player_control.py”;

2. BEHARED:

import bge

def main():



# FRBUE B 0 S AT E
controller = bge.logic.getCurrentController()

own = controller.owner

# IRV E R

move_w = controller.sensors["MoveW"]
move_a = controller.sensors["MoveA"]
move_s = controller.sensors["MoveS"]
move_d = controller.sensors["MoveD"]

jump = controller.sensors["Jump"]

# ¥R 5 =R EAIBKER 1
move_speed = 0.1

jump_force = 5.0

# T EZRN 1
move_dir =[0, 0, 0]
if move_w.positive:
move_dir[2] -= move_speed # R Z i S a1 (RIEZSIEE)
if move_s.positive:
move_dir[2] += move_speed
if move_a.positive:
move_dir[0] -= move_speed
if move_d.positive:

move_dir[0] += move_speed

# N A%

own.applyMovement(move_dir, True)

#pkkiZE (NS EEhm L, B% k)

if jump.positive and own.onGround:



own.applyForce([0, 0, jump_force], True)
#Z1TERE

main()
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MRXE,

« kinematic (izz1%) | HMASMEIZFFENNDE, ARELEW, BEES53EDEL
ARfiE (. BHFES)
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4. 770 Python #2888, RS MIALINAIZEEMEINE LAY

import bge

def main():
controller = bge.logic.getCurrentController()
own = controller.owner

collision_sensor = controller.sensors["Collision"]

if collision_sensor.positive:
# [ REEX R ANE LAY
for obj in collision_sensor.hitObjectList:
if obj.name == "Player":
obj.applyForce([0, 0, 10], True)

main()
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813 Python AR T AVIRENE (NEH. L. BKEK) ¢

import bge
def main():
controller = bge.logic.getCurrentController()

own = controller.owner

# IR L R
move_w = controller.sensors["MoveW"]

jump = controller.sensors["Jump"]

# IREENE N TRR



walk_anim = controller.actuators["WalkAnim"]
idle_anim = controller.actuators["ldleAnim"]

jump_anim = controller.actuators["JumpAnim"]

# DB V) HRiB iR

if jump.positive:
controller.activate(jump_anim)
controller.deactivate(walk_anim)
controller.deactivate(idle_anim)

elif move_w.positive:
controller.activate(walk_anim)
controller.deactivate(idle_anim)
controller.deactivate(jump_anim)

else:
controller.activate(idle_anim)
controller.deactivate(walk_anim)
controller.deactivate(jump_anim)

main()
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import bge

def main():
controller = bge.logic.getCurrentController()
own = controller.owner

mouse_click = controller.sensors["MouseClick"]

if mouse_click.positive:
# PR BRI =
bge.logic.getCurrentScene().replace("GameScene")

main()
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8.1 i XX ALK
WA 2D HRT A BER S

BLTUR BREHREETANNE, WEER, SRR, HKES;
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8.2 AR FTW,

8.21 P REE

1. RE 2D #ifs: 7 3D YEFz 5 VIR EZNA, 21 UIHRIFIUNE, AREVNLE,
wRp=R=ZE 2D R,

2. PIgMEAE S EATEYERERS NS FSMEEXE)  2HhEDR

3. AR SE—RER (ZAWIEXRE) | iy ‘Player, REBRIERIRAKE
&,

4. RINER: SIEMREME (F7SIEERE) | R A “Coin”, RN
5. AR SR e (FSYIERE) | sy “Obstacle”;
6. AR IR PRETH (FRR¥IEXE) , &4 “FinishLine”,

8.2.2 ABINFIZE



Z% % 4 & Python BIARZRE], SKIW (BEEK) . A (£%) . D (%) &4, muBkkE
B (PRH Bk -

import bge
def main():
controller = bge.logic.getCurrentController()

own = controller.owner

# & Rkan
left = controller.sensors["Left"]
right = controller.sensors["'Right"]

jump = controller.sensors["Jump"]

# a5 H
move_speed = 0.15
jump_force = 6.0

move_dir =[0, 0, 0]

# 655
if left.positive:

move_dir[0] -= move_speed
if right.positive:

move_dir[0] += move_speed

own.applyMovement(move_dir, True)

# BRER (PR —ERBE)
if jump.positive and own.onGround:
own.applyForce([0, 0, jump_force], True)

main()

8.23 BRIKKE SR



1. BRI IEE =R, Wl 5ER (Coin) HIRLIE;

2. # Python AN M2BEE, FRAERLEF#EIEC

import bge

# ¥Rk 31

if "score" not in bge.logic.globalDict:
bge.logic.globalDict["score"] = 0

def main():
controller = bge.logic.getCurrentController()
own = controller.owner

coin_collision = controller.sensors["CoinCollision"]

if coin_collision.positive:
#IEER, 281, MBRER
bge.logic.globalDict["score"] += 1
coin_collision.hitObject.endObject()
print("Score:", bge.logic.globalDict["score"])

main()

8.2.4 Ul it 9 5k
1. & Ul AR, BR9EG
2. 75hA Python =%lg8, LR EFHDEE:

import bge
def main():
controller = bge.logic.getCurrentController()

own = controller.owner

#EHDHER
own.text = "Score: " + str(bge.logic.globalDict.get("score", 0))

main()



1. 528 (FinishLine) RINAHEZ AR, RNIKAIER TR ERG =

import bge

def main():
controller = bge.logic.getCurrentController()
own = controller.owner

finish_collision = controller.sensors["FinishCollision"]

if finish_collision.positive and finish_collision.hitObject.name == "Player":
# VRE SR =
bge.logic.getCurrentScene().replace("EndScene")

main()
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1. BT, WiXAeHs). k. BRKE. mERNFIEE,

2. tRikmEREY (MBBERRXRE. BN, FEERE) | FREER,

3. L RMteE, BMERZRYE, BHERDENRERIR,

4. ARINER (ER BEERITR BRERSCE) | RIERER.

8.3 KTl %k

1. ERMRESRN EL BIRH, REFROPER. BERE,

2. R TEW B > RN, EFERHFEE (Windows, macOS. Linux) ;
3. REBRMBEMXMR, R k%", UPBGE B4EMMFHRIER.

BB : SRKILGERIRAR
£ 9E: MREMAKRI

9.1 IR
O EHER BOBRPUENESHTEE HRTLENET;

© BFYER BENESYEEF I (EPERE Cridd) | RO REER RS FF
M,



fRELZ A (£ “BEE L RAR 5 Python BIA, RRiEEE BARYLILIZA9MiA.

9.2 #IEtk b

© EREERERR RERRET. RESEHRREERIR, Be A MENIERIR,

© BOMSYMEEE REFRLLVERABRSYIEXL HSYEBEEHESIEEE,

- IFERYIERE. TR BN WIE EI, BE YEREE (BA 60, TikA 30-
40) , RFHIEEE.

9.3 SERMAL
BEARSOE N R FARTEEEEBASE DR (40 1024x1024) ;
KANDERELRMR: WP%. k&, 5%, XEXBDELRA,

© EALOD (AFBRER) © WERAREUBZ B TRA, T REATRE,

F10 E: HFARSHRZH
10.1 F AT IREM 35

UPBGE &7 3#4: https://upbge.org/docs/ (W EZFEF APl 5:%) ;

 Blender &JEE: https://www.blenderkit.com/ (4% 3D #&# #E. LUI8) ;
o EZRKE: https://freesound.org/ (RBEZHHZR) ;

© FHEHEIRE: https://www.dafont.com/ (E#EFRFE) .

10.2 X X #F

UPBGE itix: hitps://forum.upbge.org/ (o], DEEZFZE) ;

+ Blender F3#t[X: https://www.blendercn.org/ (FRXHEMIR) |

« GitHub & : https://github.com/UPBGE/upbge (&2 bug. 57 %) .

Rt

UPBGE fEA—RITRRHANNSIZE, RES Blender (RESM, HFARERMET SUE
EAERTRBRTTR . RBMNERAIZIAB LA, REiH#E T UPBGE B9t TIsEAITT
RIS, FERERBIRRE EEFU T A8

BEXRITRB—D AW ISR, BIREZIARBRF, ST REBCHNER, T
RERMAE UPBGE MTist. MREFRIEFBR|EA, B KRIZT KE, ho
X7F UPBGE WETTEHT, T M&EMINEEMILIL.
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