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Making a reactive component 

We are going to make a component that arrays over a surface, but reacts to its local conditions. The actual 
responsiveness is quite basic for the purposes of getting the point across simply, but the limits of what you can do 
is pretty much just limited by your imagination. 

This tutorial introduces a LOT of concepts so take it easy and make sure you know what you.ve just done before 
you try the next step. 

 

As we are going to be making something that lives on a shape grid then we need to make a shape for our 
construction to be built on. A bit like making a workshop test rig. 

 

The first step is to make some points.  

¢ƻ ǉǳƛŎƪƭȅ Ǉǳǘ ƛƴ Ǉƻƛƴǘǎ ǿ Ŝ Ŏŀƴ ǳǎŜ ǘƘŜ Ψ/ǊŜŀǘŜ tƻƛƴǘΩ ǘƻƻƭ ōǳǘǘƻƴΦ  
Ƨǳǎǘ ǎƭŀǇ Řƻǿ ƴ п ǇƻƛƴǘǎΣ ƛŦ ȅƻǳ Řƻ ƛǘ ƛƴ ŀ ŎƭƻŎƪǿ ƛǎŜ ǿ ŀȅ ƛǘΩƭƭ Ƴ ŀƪŜ ƛǘ ŜŀǎƛŜǊ ŦƻǊ ȅƻǳ ǘƻ 
remember which was which later 

(  ) 

One very helpful thing to 
do is to make sure that 
you are near the baseCS 
when you put in the 
points so that when you 
zoom to extents it 
ŘƻŜǎƴΩǘ Ǝƻ ŎǊŀȊȅ 
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Now we need to add a shape 

Clicking tƘŜ Ψ/ǊŜŀǘŜ CŜŀǘǳǊŜΩ button takes you into a list of all the features that GC provides. If you scroll 
Řƻǿ ƴ ǘƻ ΨǎƘŀǇŜΩ ŀƴŘ ŜȄǇŀƴŘ ǘƘŜ ǘǊŜŜ ǘƻ ǎƘƻǿ  ŀƭƭ ǘƘŜ ǇƻǎǎƛōƭŜ ǿ ŀȅǎ ƻŦ ŎǊŜŀǘƛƴƎ ŀ ǎƘŀǇŜ όŀ ǎƘŀǇŜ ƛǎ ǘƘŜ Ƴ ƛŎǊƻǎǘŀǘƛƻƴ 
word for a closed, filled line, a bit like a 3Dface in acad or a poly in 3Dstudio) 

the points we have just drawn are at the verticies (corners) of 
ƻǳǊ ǎƘŀǇŜ ǎƻ ǿ Ŝ Ŏŀƴ ǳǎŜ ǘƘŜ Ψ.ȅ±ŜǊǘƛŎƛŜǎΩ Ƴ ŜǘƘƻŘΦ 
LŦ ǿ Ŝ ŜȄǇŀƴŘ ǘƘŀǘ ŀƎŀƛƴ ǿ ŜΩƭƭ ǎŜŜ ǿ Ƙŀǘ ǿ Ŝ ƴŜŜŘ ǘƻ ǘŜƭƭ ƛǘ to 
make the shape. 

¢ƘŜ ōƭǳŜ ǎŜŎǘƛƻƴǎ ŀǊŜ ƻǇǘƛƻƴŀƭ ǎƻ ǿ ŜΩƭƭ ƛƎƴƻǊŜ ǘƘŜƳ  ŦƻǊ ƴƻǿ Φ 

In the remaining box it wants a list of points (shown by 
ΨLtƻƛƴǘώϐΩύ  
{ƻ ǘƘŀǘΩǎ ǿ Ƙŀǘ ǿ ŜΩƭƭ ƎƛǾŜ ƛǘΗ ¢ƻ ǘŜƭƭ D/ ǘƘŀǘ ȅƻǳ ŀǊŜ ƎƛǾƛƴƎ ƛǘ ŀ 
list you need to put the list inside curly braces i.e.{} 

click between the curly braces and while holding the ctrl 
key down hover over your first point. 
it should now say {point1} 
now put in a comma (,) and repeat until it says 
{point1,point2,point3,point4} 

¢Ƙƛǎ ƛǎ ǉǳƛǘŜ ǘǊƛŎƪȅ ƛƴƛǘƛŀƭƭȅ ŀǎ ƛǘΩǎ ŀ ǳƴƛǉǳŜ motor skill that 
ŘƻŜǎƴΩǘ ŀǇǇŜŀǊ ƛƴ ŀƴȅ ƻǘƘŜǊ ǎƻŦǘǿ ŀǊŜ ǎƻ ƎƛǾŜ ƛǘ ǘƛƳ Ŝ ǘƻ ǎƛƴƪ ƛƴΦ 
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We need a point at the centroid of the shape so that we can make sure that the bump is in the middle. 

/ƭƛŎƪ ǘƘŜ Ψ/ǊŜŀǘŜ CŜŀǘǳǊŜΩ ōǳǘǘƻƴ ŀƎŀƛƴ ŀƴŘ Ǝƻ ǘƻ ΨǇƻƛƴǘǎΩ and then tƻ ΨŎŜƴǘǊƻƛŘ ƻŦ ǎŜǘΩ 

¢Ƙƛǎ ŀǎƪǎ ŦƻǊ ŀƴƻǘƘŜǊ ƭƛǎǘ ƻŦ ǇƻƛƴǘǎΣ ōǳǘ ŀǎ ǿ Ŝ ǿ ŀƴǘ ŜǾŜǊȅǘƘƛƴƎ ǘƻ ƘŀƴƎ ƻŦŦ ǘƘŜ ǎƘŀǇŜ ǿ Ŝ ŎŀƴΩǘ ǳǎŜ ƻǳǊ ƛƴƛǘƛŀƭ Ǉƻƛƴǘǎ 
ǎƻ ǿ ŜΩǊŜ ǎǘǳŎƪ ǊƛƎƘǘΚ !Ŏǘǳŀƭƭȅ ƴƻΣ ŀǎ ǿ Ŝ ŀǊŜ ƛƴ ŀƴ ŀǎǎƻŎƛŀǘƛǾŜ ŜƴǾƛǊƻƴƳ Ŝƴǘ ǘƘŜ ƻōƧŜŎǘǎ ƘŀǾŜ ǇǊƻǇŜǊǘƛŜǎΣ ŀƴŘ ǎƻ ǿ Ŝ 
can give the list that is asking for points the corners of the shape. 

¢ƘŜ ǿ ŀȅ ǿ Ŝ ŀŎŎŜǎǎ ǘƘŜ ŎƻǊƴŜǊǎ ƛǎ ǿ ƛǘƘ ǘƘŜ ΨŘƻǘ ƻǇŜǊŀǘƻǊΩ ǿ ƘƛŎƘ ŀƭƭƻǿ ǎ ǳǎ ǘƻ ŘǊƛƭƭ Řƻǿ ƴ ƛƴǘƻ ŀƴ ƻōƧŜŎǘǎ ǇǊƻǇŜǊǘƛŜǎΦ 
i.e.  
me.leftLeg.foot.shoesize =9.5 
me.rightLeg.foot.shoewidth =wide 
me.drivinglicence = false 

We can keep going and get properties out of stuffΦ ¢ƘŜ ƻƴŜ ǿ Ŝ ƴŜŜŘ ƛǎ ΨǎƘŀǇŜлмΦǾŜǊǘƛŎƛŜǎΩ 

Press enter and ǘƘŜƴ ƛŦ ȅƻǳΩǾŜ ŘƻƴŜ ƛǘ ǊƛƎƘǘ ǘƘŜ ΨŀǇǇƭȅΩ ōǳǘǘƻƴ ǿ ƛƭƭ ŀŎǘƛǾŀǘŜΦ /ƭƛŎƪ ΨŀǇǇƭȅΩ ŀƴŘ ŀ Ǉƻƛƴǘ ǿ ƛƭƭ ŀǇǇŜŀǊ ƛƴ 
the middle of the shape. 

Iǘ Ƙŀǎ ƴƻ ƘŀƴŘƭŜǎ ōŜŎŀǳǎŜ ƛǘǎ Ǉƻǎƛǘƛƻƴ ƛǎƴΩǘ ŘƛǊŜŎǘƭȅ ŜŘƛǘŀōƭŜ ōǳǘ ŘŜǇŜƴŘŀƴǘ ƻƴ ƻǘƘŜǊ ŦŀŎǘƻǊǎΦ 
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We need to put in a coordinate system to tell the component which direction the bulge goes in. 

¢Ƙƛǎ ƛǎ ŦŀƛǊƭȅ ǎƛƳ ǇƭŜΣ ǿ Ŝ ƴŜŜŘ ǘƻ ŎǊŜŀǘŜ ŀ Ψ/ƻƻǊŘƛƴŀǘŜ ǎȅǎǘŜƳ Ω Ψ.ȅhǊƛƎƛƴ·¸tƻƛƴǘǎΩ 

By using the same ctrl and hover technique as before set the origin to the point in the centre of the shape. 

² ŜΩƭƭ ǳǎŜ ǘƘŜ ǾŜǊǘƛŎŜǎ ƻŦ ǘƘŜ ǎƘŀǇŜ ŦƻǊ ǘƘŜ · ŀƴŘ ̧  ǇƻƛƴǘǎΦ LŦ ǿ Ŝ ǎƛƳ Ǉƭȅ ǎŀȅ ǎƘŀǇŜлмΦǾŜǊǘƛŎŜǎ ǿ ŜΩƭƭ ƎŜǘ ŀƴ ŜǊǊƻǊ 
because that is actually a list of points. We need to be bit more specific and say shape01.vertices[1] (if 1 is the 
corner we want). 

The complication arises from the fact that GC intentionally exposes lots of conventions from programming and so 
it counts from 0. So the corners of our shape are; 

shape01.vertices[0] 
shape01.vertices[1] 
shape01.vertices[2] 
shape01.vertices[3] 

put in the first and second corners (shape01.vertices[0] & shape01.vertices[1]) and it will give us what we need. 
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The next thing we need is a line to act a bit like a tent pole. 

¢Ƙƛǎ ƛǎ ŀ ΨƭƛƴŜΩ Ψ.ȅ{ǘŀǊǘtƻƛƴǘ5ƛǊŜŎǘƛƻƴ!ƴŘ[ŜƴƎǘƘΩ 

The start point is the new coordinate system 

¢ƘŜ ŘƛǊŜŎǘƛƻƴ ƛǎ ǘƘŜ ƴŜǿ  ŎƻƻǊŘƛƴŀǘŜ ǎȅǎǘŜƳ  ŀƴŘ ǘƘŜƴ ǇǊŜǎǎ ΨΦΩ ŀƴŘ ȅƻǳΩƭƭ ƎŜǘ ŀ ƭƛǎǘ ƻŦ ŀƭƭ ǘƘŜ ǇǊƻǇŜǊǘƛŜǎ ƻŦ ǘƘŜ 
coordinate system. Have a quick look and then gƻ ŦƻǊ Φ½5ƛǊŜŎǘƛƻƴ όƛŦ ȅƻǳ ǇǊŜǎǎ ȊŘ ƛǘΩƭƭ ǘŀƪŜ ȅƻǳ ǎǘǊŀƛƎƘǘ ǘƻ ƛǘύ 

Set the length as 2 for the moment. 

Click apply 
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We now have a 3x3 array of points (even if it looks like there are only 4) 

Tƻ Ƴ ŀƪŜ ŀ ΨōǎǇƭƛƴŜ ǎǳǊŦŀŎŜΩ Ψ.ȅtƻƛƴǘǎΩ it asks for Points:IPoint[][]. If you remember from making the shape [] means 
a list of things, taking this one stage further [][]means a list of lists. 

a [] wants {}  i.e.{thing1,thing2,thing3} 
a [][] wants {{},{},{}} i.e. {{thing1,thing2,thing3},{thing4,thing5,thing6},{thing7,thing8,thing9}} 

in our case we need to drill down for some of our points, but the important thing to remember is that as long as 
the statement returns a point GC will be happy. 

If you get stuck this is what I ended up with in the example file 

{{shpFrame.Vertices[0],ptCentroidOf_V0_V1,shpFrame.Vertices[1]}, 
 {ptCentroidOf_V3_V0,lnBulgeControl.EndPoint,ptCentroidOf_V1_V2}, 
 {shpFrame.Vertices[3],ptCentroidOf_V2_V3,shpFrame.Vertices[2]}}; 
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h ƴŎŜ ȅƻǳΩǾŜ ŎǊŀŎƪŜŘ ǘƘŀǘ όǘƘŜ ƻŘŘǎ ŀǊŜ ƛǘΩƭƭ ŎƻƳ Ŝ ƻǳǘ ŀ ōƛǘ ǘǿ ƛǎǘŜŘ ŀ ŦŜǿ  ǘƛƳ Ŝǎ ǳƴǘƛƭ ȅƻǳΩǾŜ ǇŜǊŦŜŎǘŜŘ ƛǘύ you can 
start adding a bit more complexity to it with conditional statements. 

 If question is true then do this otherwise do this 

This allows us to do something dependant on the local condition. In our example we are going to test if the 
centroid point of the shape is an odd or even distance from the ground plane, and because the endpoint of the line 
ŎƻƴǘǊƻƭǎ ǘƘŜ ΨōǳƳ ǇȅƴŜǎǎΩ ƻŦ ǘƘŜ ōǳƭƎŜ ƛŦ ǿ Ŝ ŎƻƴǘǊƻƭ ǘƘŜ ƭŜƴƎǘƘ ƻŦ ǘƘŜ ƭƛƴŜ ǘhen we can make it all dance! 

The way to this is another trip into programmer geek land. Modulo division gives the remainder after you divide 2 
ƴǳƳ ōŜǊǎΦ Lƴ D/ ǿ ƘƛŎƘ ƛǎ /І ōŀǎŜŘ ǘƘŜ ǎȅƳ ōƻƭ ƛǎ Ψ҈ Ω ƛΦŜΦ 

12 % 2 = 0 
13 % 2 = 1 
10 % 7 = 3 

So if we use %2 it will tell us if the answer is odd or even 

¢ƘŜ ǎȅƴǘŀȄ ƻŦ ŀ ΨD/ ƻƴŜ ƭƛƴŜ ŎƻƴŘƛǘƛƻƴŀƭ ǎǘŀǘŜƳ ŜƴǘΩ όǘǊȅ ǎŀȅƛƴƎ ǘƘŀǘ ŘǊǳƴƪΗύ ƛǎΥ 

(question that gives a true or false answer)? (do this): (do this) 

 

ptCentroidOfShape.Z % 2==0 ?    2     :      -2 

this all raises lots of questions about how to format these questions and the answer is way more complicated than 
the scope of this tutorial so if you want to know buy the c# pocket reference or search for some tutorials. 

 

We can go on adding layers of complexity into the statements, nesting them so that there are more than 2 possible 
outcomes or making the answers a bit more complex. 

The final bit of complexity we are going to use is to make the bulge depend on the size of the component. 

Distance(point1,Point2) returns the distance between the two points. We are going to use it like this... 

ptCentroidOfShape.Z%2==0?Distance(shpFrame.Vertices[0],shpFrame.Vertices[2])/5: 

 (Distance(shpFrame.Vertices[0],shpFrame.Vertices[2])/6)*-1 

 

if that all gets too much in the tiny window you have(and I  
expect that it will) you can click on the little blue box and go  
to a nice roomy text editor. 

h ƴŎŜ ȅƻǳΩǾŜ ŦƛƴƛǎƘŜd putting in the new statement for the length of the line, press apply   

Text editor 

Function builder 

 Just in case you were interested 
the green box hides loads of useful stuff 
to play with. It has a easy way of 
inserting file paths, a list of all the 
features in your model, and a few lists of 



Making a reactive component 8 Ben Doherty 
for Generative Components  Notion Parallax  

Creating a the component 

h ƴŎŜ ȅƻǳΩǾŜ Ǝƻǘ ǘƻ ǘƘŀǘ ǎǘŀƎŜ ȅƻǳǊ ǎȅƳ ōƻƭƛŎ ǾƛŜǿ  ǿ ƛƭƭ ƭƻƻƪ ŀ ōƛǘ ƭƛƪŜ ǘƘƛǎ όǿ ƛǘƘ ŀ ōƛǘ ƻŦ ǘƛŘȅƛƴƎύ 

use the Display tool to hide 
everything except the bspline 
surface and the initial points 
(shown in yellow) and a hve a good 
play with the positions of the 
points to fully understand the 
workings of your construction 
before we make it into a 
component. 

 

 

Click the  ΨGenerate feature 
typeΩ 

It will bring up the dialogue for 
component definition. 
You need to give you component a 
name. As components will appear 
in the new feature menu exactly 
like the line or circle tools I usually 
ǇǊŜŦƛȄ Ƴ ȅ ŎƻƳ ǇƻƴŜƴǘǎ ǿ ƛǘƘ ΨȊψΩ ǎƻ 
that I know that they will show up 
at the end of the list. Something like 
ΨȊψǇƛƭƭƻǿ лмΩ ƛǎ ƛŘŜŀƭ ŀǎ ȅƻǳΩƭƭ 
probably make several versions of it 
ōŜŦƻǊŜ ȅƻǳΩǊŜ ŎƻƳ ǇƭŜǘŜƭȅ ǎŀǘƛǎŦƛŜŘΦ 

 
 
 

/ƭƛŎƪ ƻƴ ǘƘŜ ΨŘŜŦƛƴŜ ƛƴǇǳǘǎΩ ōǳǘǘƻƴ ŀƴŘ ƛǘΩƭƭ ƧǳƳ Ǉ ǘƻ ǘƘŜ ǾƛŜǿ  above, but with all the nodes greyed out. If you click 
on our input (the shape) ŜǾŜǊȅǘƘƛƴƎ ǘƘŀǘ ƛǎ ŘŜǇŜƴŘŜƴǘ ƻƴ ǘƘŀǘ ƴƻŘŜ ǿ ƛƭƭ ƭƛƎƘǘ ǳǇΦ ¢ƘŜƴ ŎƭƛŎƪ ΨƻƪΩ 

¸ƻǳΩƭƭ ōŜ ōŀŎƪ ƛƴ ǘƘŜ ŘƛŀƭƻƎǳŜ ƴƻǿ  ŀƴŘ ȅƻǳΩƭƭ ƘŀǾŜ ŀƭƭ ǘƘŜ ƛƴǇǳǘǎ ƛƴ ǘƘŜ ǘƻǇ ōƻȄ ŀƴŘ ŀƭƭ ǘƘŜ ƻǳǘǇǳǘǎ ƛƴ ǘƘŜ ōƻǘǘƻƳ  
box. There are lots of features that we are just going to skim over for now, but you should come back and explore 
what these do. 

Click ok... ȅƻǳΩǾŜ Ƨǳǎǘ ƎŜƴŜǊŀǘŜŘ ŀ ŎƻƳ ǇƻƴŜƴǘΗ 

Shape ς 
everything is 
dependent on 
one node 
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b ƻǿ  ǿ Ŝ ƘŀǾŜ ŀ ŎƻƳ ǇƻƴŜƴǘΣ ƭŜǘǎ ǎŜŜ ǿ Ƙŀǘ ǿ Ŝ Ŏŀƴ Řƻ ǿ ƛǘƘ ƛǘΦ ² ŜΩƭƭ ŀǊǊŀȅ ƛǘ ƻǾŜr a surface in order to get it out of 
our system so that you never have to do it again. 

If you remember how we started off making the initial construction, we had four points and then we made a 
shape. Those points were in space, but we want points attached to the surface so that when the surface changes, 
so do the points. 

/ƭƛŎƪ ǘƘŜ Ƴ ŀƪŜ Ǉƻƛƴǘǎ ōǳǘǘƻƴ ŀƎŀƛƴΣ ōǳǘ Ƙƛǎ ǘƛƳ Ŝ ƘƻƭŘ Řƻǿ ƴ ǘƘŜ ŎǘǊƭ ƪŜȅ ŀǎ ȅƻǳ ƘƻǾŜǊ ƻǾŜǊ ǘƘŜ ǎǳǊŦŀŎŜΣ ȅƻǳΩƭƭ 
see the point with spiky handles change to one that looks like a ball. Click. 

ƛŦ ȅƻǳ ŎƭƛŎƪ ǘƘŜ Ψ9Řƛǘ CŜŀǘǳǊŜΩ ōǳǘǘƻƴ ŀƴŘ ǘƘŜƴ ŎƭƛŎƪ ƻƴ ǘƘŜ Ǉƻƛƴǘ ǿ Ŝ Ƨǳǎǘ Ƴ ŀŘŜ ȅƻǳ ǿ ƛƭƭ ōŜ ŀōƭŜ ǘƻ ŜŘƛǘ ƛǘΩǎ 
ǇǊƻǇŜǊǘƛŜǎΦ ̧ ƻǳΩƭƭ ǎŜŜ ǘƘŀǘ ƛǘ Ƙŀǎ ŀ ǎǳǊŦŀŎŜ ǘƘŀǘ ƛǘ ōŜƭƻƴƎǎ ǘƻΣ ŀ ¦ ǾŀƭǳŜ ŀƴŘ ŀ ± ǾŀƭǳŜΦ 

Understanding this hinges on getting two things. 
If you imagine a piece of rubber with a grid drawn on it, the lines in one direction represent the U values and the 
lines in the other are the V values. If the rubber is stretched around the grid points retain their relationships with 
each other, but the distances between them change. 
The other thing to understand is that curves and surfaces have a parameter space. Parameter space is always 
between 0 and 1, on a line it is easiest to understand as a point that is 40mm along a 100mm line is at 0.4 in 
parameter space. The same applies to surfaces along a U or V line 

Ok, back to our point. A the moment we have a single point at a given U&V value on the surface. One of the most 
powerful features of GC is replication, this means that we can make a single thing behave as if it is multiple things. 

If you replace the U value ǿ ƛǘƘ Ψ{ŜǊƛŜǎόлΣмΣлΦнύΩ  όƳ ŀƪŜ ǎǳǊŜ ȅƻǳ ƘŀǾŜ ŀ ŎŀǇƛǘŀƭ {Ηύ ŀƴŘ ǇǊŜǎǎ ŀǇǇƭȅ ȅƻǳ ǿ ƛƭƭ ǎŜŜ ǘƘŀǘ 
the point becomes 5 points over the surface. 
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The Series command is very useful, it breaks down to Series(fromValue, toValue, incrementValue) i.e. from the 
start to the end in jumps of 0.2. 

If you put exactly the same command into the V value and press apply it will, somewhat surprisingly, fill in all the 
diagonal points. 

 

ŎƭƛŎƪ ǘƘŜ Ψa ƛƴ a ŀȄ wŜǇƭƛŎŀǘƛƻƴΩ ōǳǘǘƻƴ ŀƴŘ ŎƭƛŎƪ ƻƴ ƻƴŜ ƻŦ ǘƘŜ Ǉƻƛƴǘǎ ŀƴŘ ȅƻǳΩƭƭ ƎŜǘ ǘƘƛǎΥ 

  



Making a reactive component 11 Ben Doherty 
for Generative Components  Notion Parallax  

 

We now have a point grid so we can go ahead and hide the underling surface ( ) 

² Ŝ Ŏŀƴ ƴƻǿ  Ǉǳǘ ŀ ǎƘŀǇŜ ƎǊƛŘ ƻƴǘƻ ǘƘŜǎŜ Ǉƻƛƴǘǎ ōȅ ǳǎƛƴƎ Ψ{ƘŀǇŜΩ Ψ.ȅtƻƛƴǘDǊƛŘΩ 

If we ctrl+hover over one of these points ƛǘ ǿ ƛƭƭ ǎŀȅ ΨǇƻƛƴǘώсϐώпϐΩ ƻǊ ǎƻƳ ŜǘƘƛƴƎ ƭƛƪŜ ǘƘŀǘΦ LŦ ȅƻǳ ǊŜƳ ŜƳ ōŜǊ L ǎŀƛŘ ǘƘŀǘ 
replication allowed one thing to be many things the double brackets is a way of being able to address individual 
ǇŀǊǘǎ ƻŦ ǘƘŜ ƻǾŜǊŀƭƭ ƛǘŜƳ Φ !ǎ ǘƘŜ Ǉƻƛƴǘ ƎǊƛŘ ǿ ŀƴǘǎ ΨƛǇƻƛƴǘώϐώϐΩ ŀƴŘ Ǉƻƛƴǘώсϐώпϐ ƛǎ ŀ ǎƛƴƎƭŜ Ǉƻƛƴǘ ȅƻǳΩŘ ōŜ ŦƻǊƎƛǾŜƴ ŦƻǊ 
beginning to despair, but all you need to do is delete the [][] and just leave point and press apply! 
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We can now apply our component! 

!ǎǎǳƳ ƛƴƎ ȅƻǳ ŎŀƭƭŜŘ ȅƻǳǊ ŎƻƳ ǇƻƴŜƴǘ ΨȊψǇƛƭƭƻǿ лмΩ ƻǊ ǎƻƳ ŜǘƘƛƴƎ ǎƛmilar it will now be in your feature list down at 
the bottom. 
LŦ ȅƻǳ ŀǇǇƭȅ ƛǘ ōȅ ƛǘΩǎ ŘŜŦŀǳƭǘ Ƴ ŜǘƘƻŘ ǿ ƘƛŎƘ ŀǎƪǎ ŦƻǊ ŀ ǎƘŀǇŜ ǘƘŜƴ ȅƻǳ ǿ ƛƭƭ ƎƛǾŜ ƛǘ ΨǎƘŀǇŜώмϐώлϐΩ ŀƴŘ ȅƻǳΩƭƭ ƎŜǘ 
something like the image above. 
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Again, if you delete the [][] it will replicate over the shapes. As the points are replicated, the shapes are 
automatically replicated and the component that hangs off them are replicated also. 

LŦ ȅƻǳ ƘƛŘŜ ǘƘŜ Ǉƻƛƴǘǎ ŀƴŘ ǘƘŜ ǎƘŀǇŜǎ ǘƘŜƴ ȅƻǳΩƭƭ ōŜ ŀōƭŜ ǘƻ ǘǳǊƴ ƻƴ ǘƘŜ ǎƘŀŘŜŘ ǾƛŜǿ  ŀƴŘ Ǉƭŀȅ ǿ ƛǘƘ the initial 4 
points with see all the components reacting. 

If you are feeling particularly sadistic you could apply the component to the back of one of the components, just to 
prove that there really is no magic at work here. 

 


