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What is Alice?

® Alice is a visual programming
language.
e Alice is designed to teach you

how to program

® The output of Alice programs

are movies.

® The movies can be interactive
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Alice and Visual Programming

® Programming is done by pointing and clicking, dragging and

dropping, selecting from menus, and some typing

e Download Alice for free:

® WWW. alice.org

-
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Alternate Game - Eat The Hay

® Create a Game with a cow.

® The arrow keys on the keyboard control the cow.

® There are 3 bales of hay on the ground.

® When the cow gets close to the bales they disappear.
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Start Alice

® Double click on the Alice icon to start Alice

° |t may take a minute to start up Alice

tﬁ Welcome to Alice!

|'Tut0ria| rRecentWDrIds rTempIates rExampIes rOpenawand|

file: ‘ || Browse... |
e Cancel the opening
dialog screen
P
(G D
Show this dialog at start b
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Build the Scene

* Click on the add objects
button at the bottom right

of the scene

e Scroll to the Farm category

and clock on Farm —




Add Hay to World

* Click and drag 3 bales of hay : TT

Cornfield = FarmHouse

into the scene

® Once in the scene objects can

be positioned with the mouse

* on your computer _E_§E 0N your comjputer ) _E_§E 0n your computer )

® Object can be rotated by
selecting the proper option
from the menu in the upper
right

o If you want to get rid of an single view ) quad view

Chjects Lett and Right

object right click it and select
delete

|Turn Ohjects Left and Right with the Mouse.

more controls ==
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Add The Cow

® (Click on the Local Gallery to get back to the list of categories
® Open the Animals Category

e Scroll over to the Cow and add one to the world

= Animals

Class E Class
Chicken i3 Cow

A

|l onyour computer |7 onyour computer [




Make The Hay Bigger

® Click on the resize objects button

wale view ) gquad view
Feszize Ohje

LTI o

|| affect sResize Objects with the Mouse

® (Click on a bale of hay with the

mousc.

shift: resize more slowhy
more contre=———ry

® Move the mouse up to make it

bigger.

e Make all 3 bigger
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Exit Scene Editor

® (Click the Done Button

. EE=

@ single view ) guad view

Resize Ohjects

k| el &l € 8

[ ] affect subparts

more controls ==

loses the gallery and returns
0 the Methd and Event editors.
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Add Events for Cow and Camera

Click the create new event
button

Select the let the arrow keys

move <subject> choice

Click the create new event

button again.

Select the When the world

starts choice.

create new eve

When

When the world starts

When a key is typed

When the mouse is clicked on something
While something is true

When a variable changes

Let the mouse move <ohjects=>

1splay Menu of Hew Event Types

Let the arrow keys move <subject=
Let the mouse move the camera %

. Let the mouse orient the camera .

create new event

Whe|

Let

When the world starts %
When a key is typed
When the mouse is clicked on something

4 While enmaething ie tria




Events

e Events should now look like this:

Events

Ccreate new event

~ When the world starts, do  world.my first method
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Write program for eating Hay

® Drag a while icon from bottom of screen into the program.

® While is on bottom of screen

|§§§Du in order| | Do together " IfElse EE?WhiIT-\ “For allin order | For alltogether | WWait = print | [/

® Drag this to here pick true

@ world.my first

world.my first od Noparameters

No varizbl

(Do Nathing
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While Loop

@ world.my first method _

world.my first method Mo parameters

N varighles

[Elwhile  true
. (Do Mathing
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Add 3 ifs

® Drag 3 ifs from bottom into while loop.

® Pick true

| “Doin order §§§Dutugethup §§EWhiIT\ “For allinorder | For alltogether | Wait  print i/
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Program Looks Like This

world.my first method Vo parameters

No variables

;E;Ewnile true
: Eltf true

(Do Mathing

Else

(Do Mathing

Eltf true

(Do Nothing

Else

(D Maodhing

Eltf true

(Do Nothing

Else

(Do Mathing

. .2 Alice




Pick the Cow

® Click the cow in the object

® (Click the functions tab

cow's details

|§| world
Dﬁ camera
P iignt
[ uround

;;@ stralBale
[ strawBale2
[ strawBale3

[=lwhile true
: Eltf true
(Do Nothin

create new function

—| proxzimity
~ cow iswithin threshold othe Functions of the Selected Object.

gpopen the Functions Tab
nf the Selected Ohbject.

se this tab to view and edit

cow  is at least threshold away fr
~ cow distance to

cow distance to the left of

(Do Nothing

Else

(Do Mothing

=R trne
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Drag into if

® (Click and drag the cow is within
threshold of object icon to

replace the true in the first if

® When you drop icon select 1

meter and strawBale from list\ i within
1 meter

cow's details

propetties rmethnds rfun[:tiuns|

create new function

proximity

- cow iswithin threshold of object

cow is at least threshold a&yfrum i

- cow distance to

k| of

Else

(Do 2meters  » | camera —

smeters ¥ | jight

(Do Nothing cow M
Else strawBale

(Do Nothing strawBale2 %

strawBale3
[Iif true
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Complete ifs

® Repeat for other 2 ifs but pick strawBale2 and strawBale3

world.my first method Vo parameters

No variables

[Elwhile  true

ElIf cow —  is within 1 meter

of strawBale

(Do Mothing

Else

(Do Mothing

| cow — iswithin 1 meter

of strawBale2?

(Do Nothing
Else

(Do Nothing

Elh' cow —  is within 1 meter

of strawBale3

(Do Mothing

Else

(Do Nothing
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Make Hay Disa

ppear

® Click strawBale in object tree

® Click the properties tab

strawBale's details

properties

‘\rmethnds rfunctiuns I
N

create ne

Open the Properties Tah

the Selected Ohject.

capture g

LIse this tab to view and edit

he Properties of the Selected Ol

“color| =

“opacity = 1{100%)
“wehicle = world

“gkin texture = strawBaletexture

@ “fillingStvle = solid

i e strawBaIE

&) strawBale}

:5:% strawBale3
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Make Hay Disappear

e (Click and Drag the opacity icon into the first if
® Pick 0 (0%: invisible)

strawBale's details

]’pruperties rmethnds rfunctinns

create new variahle

capture pose

“color =
" opacity = 1(100%)

~wehicle = world

WAL IGYET

world.my first method Vo parameters

Na variables

EféElwnile true

Ellf cow is within 1 meter

of strawBale

(Do Nothing

" FElse

(Do Nothing

E||f cow —  is within 1 meter

of strawBaleZ?
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Result of Hay

@ world.my first method

world.my first method Mo parameters

No vatiables

EEEElWhiIE true

Elh' cow — iswithin 1meter — of strawBale

 strawBale — set opacity to 0 (0%)

Else

more...

(Do Mothing
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Repeat for other Hay

® Do the same for the other 2 strawBales.
® Select in Object tree, click and drag opacity icon, set to O

® Be sure to but strawBale2 into if for strawBale2

@ world.my first method

world.my first method Mo paramelers

Na variables

E;EWhile true

::§|E||f cow — iswithin 1 meter —  of strawBale

 strawBale —  set opacity to 0(0%) — more..

- Hise
- [Do Nothing

§E||f cow is within 1 meter of strawBale2
 strawBale2 —  set opacity to 0(0%) — more...

- Eise
(Do Nothing

§E||f cow is within 1 meter of strawBale3
A Games In Alice
- strawBale3 set opacity to 0{0%) — more...
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Create method for camera

® Click on World in the object tree

Q cow
% strawBale

[ strawBale2
[ strawBale3

® (Click on methods tab and then create

new method button.

No variables

world's
® name llleth()d propetties |[methods rfunctinns | E‘“"h'le tr
- myfirst method <l [
: 0Open the Methods Tab
move camera ;
T d"f the Selected Ohject. str
(] New Method @ Use this tab to view and edit o
the Methods of the Selected Ghject.ﬁ
o e L
Name: \nove Camera | | RN
ioEr
OK ’\l Cancel Games In Alice
L}

more... /




move Camera

e click and drag while loop into move

camera method

® select true

® click and drag wait icon from bottom

into while loop

® select other from the menu and enter 5

in the calculator and click okay

@ Okay Cancel /
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Mmove Camera

® select camera in object tree

® select the methods tab and scroll
down

e click and drag the camera turn to
face command into the while
loop after the wait

e Select cow -> the entire cow
from the menu

Ohject Tree

3 Cow The Object Tree shows a
;f;a of the objects in the worl
;g;a strawBSome objects have parts

ﬁ strawBale2
ﬁ strawBale3

target

the entire world

light
ground

cow ¥ the entire cow

strawBale bo wl,@ R
strawBale2 neck ,

strawBale3
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completed move camera

@ world.my first method @ world. move Camera

world.move Camera No parameters

Mo variables

;;;El".ﬂdhile true
Walt 5.0 seconds

“camera — turntoface cow -~ more...
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Set events

¢ |n the events click the camera in the
let the arrow keys control event and
change to the cow -> the entire cow

® click the world in the object tree and
then the methods tab

e click and drag the move camera icon
and replace the nothing event in the
bottom when the world starts event

@

Let

il

—— move Ccamera
= A =

: — ® CAmera

. When the world starts ,

3 ® Camera
light

.move Camera ground
cow
strawBale
strawBale?
strawBale3

the errtirhe cow

bochy L@

neck

k
»

Events |create new event

When the world starts, do - world.my first method

When the world starts , do - world.move Camera
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Final Events

Events |create new event

~ VWhen the world starts, do  world.my first method

Opens the play window and
starts the world running.




Possible changes and additions

Make the hay bales move

Make the camera move towards the cow when it turns to face

the cow

Change camera vehicle to cow

Add instructions

Add a message when player wins

Add more bales of hay or other objects

Play a sound when the bale is eaten
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