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camera_actor_name = camera_actor.get_actor_label()
print("actor label name i1s " + camera_actor_name)

for binding in sequence.get_bindings();
print("binding name is " + str(binding.get_display_name()))
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camera_actor_name = camera_actor.get_name()
print("actor name is " + camera_actor_name)

for binding in sequence.get_bindings()
print("binding name is " + binding.get_name())
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