Using Parameters with Methods
First, define the parameter in the method.

1. Create a new parameter in the method

2. Give it a meaningful name (“distance” in this example)

3. Select the type of parameter — number, Boolean (True/False), another Object, String, or others. In
this example, distance is meters to hop, so it’s a number
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The parameter should now show up both in the top of the method, and in the list of methods on the
left.
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To use the parameter in the method, just drag it to where you want to use its value. In this example, it
controls the hopping loop.
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You also need to “pass™ a value for the parameter when you use the method, in this example in the
world.my first method:
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Saving and Importing Objects with New Methods

To save your animated object:
1. Select the object in the object tree on the left
2. Right click on the highlighted object and select Save as...

s

When the world starts, do  workdmy first method

‘capturs pose
deote

@ world my first method [ @ bunny.hop

Novanabies Create new variable

hop aistance Ji Start and end gently; flow smoothly in middie jumps
hop o target = Datogether
hop near target bunmyJefiLeg — WM forwar — 0.4 reoNions — GUraNON = 0.8 38CONTS — MOMS...

Do WM forward 01 evousons — Gurato =05 sscongs — more.

bany ~ move fonward — 25 masters ~ sIyie - begin gently — mare...
bunay | mave

bansy © move up ~ 0.25melers — siyle-genlly  more..
bunay | turn

oo on rcne [ asmmee 22111 ) e [ rmcomeerran |
L I Hop 172 m forward

‘bunny | piay sound =IDo together
bunnylefiLeg ~ tum backward — 0.1 revolusons — duration = 0.5 seconds — more...

Lo nawt bunnyrightieg -~ tm backword 0.1 revaluions — duration =0.5 Seconds | more.

beney|meve towaed bummy | move forward |25 melers  style =abruptly  more.
by [ —humnu mews Aman 05 mabare  enie s kot moaes.
‘bunmy onent to Doinorder Doiogether WElse Loop While Forallinorder For all ingether Wait  print

3. Save it to your Y: drive; it should save as a .a2c file

To import someone else’s animated object:
1. Download the object from the SharedCS Dropbox to your Y: drive
2. Select File > Import and select the file you downloaded
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