Programming With Alice

Mike Scott, Lecturer, Computer Science Department




Alice

» Alice is a simple programming

environment that allows you je _ _
to create 3D movies. ’ AUU@@ -
» If not logged in:
- move mouse to wake up computer
- click "Logon" button

- use your provided login id and password (FBO1 -
FB60), password, byte

- click the "OK" button

- Select Start -> Programs -> Programming - >
Alice

- It takes a minute to load



Creating an Alice Program

* You can either try to create a movie
onh your own

* OR the handout describes the steps
necessary to build an Alice program
with a simple version of the charades
scene from Finding Nemo

* Any questions, please askl




An Extended Example .

-

* These slides step you through an
extended example to learn the basics
of programming in Alice

» To do your movie you will need to
generalize some of these things.

- apply them in a slightly different way

* Feel free to try and do something
else



Getting Started

* Close the opening splash screen by
X-ing 1t out.

Look in: |3 scottm - | & |@&] |=3] [B8 e

] .alice

] .grasp_settings

1 .jeliot

1.ssh

43 .SunDownloadManager
] Application Data




Create an Alice World

+ Start Alice
- Select "File”, "New World"
» Click on Water picture

(&) Alice (2.0 04/05/2005) -




Find Fish objects

» Click on "add
objects”

- Scroll over to
"people” folder and
click on it




Add Blueminnow to World

. . &) Blueminnow
- Click on Blueminnow o
(f.or. Dor.Y) and you #: :':Z:.eled by:st::ccaDeutsch
Wl” see. y s ::::fdbv: :terling Ely

methods:  swim
move

» Click on "Add instance” [

* Blueminnow appears in
world

» Can also add my clicking
on object and dragging into
scene

UTES



Add Pinkminnow to world and adjust

- Click on Pinkminnow
(Marlin) and add to the
world

+ Click on arrow key

- Click and hold on fi
move.

» Click on move up and
down to move fish up (T 2
and down. (Okay if not in_——=2\ rarts
water.)




Position fish and camera so world
should look something like this:

Not sure why placed so high initially!
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Add Dummy Object

* When setting up a scene it is often
necessary to move camera and then

return to original position. [« .nueven o v

hlove Ohbjects Freely

- Click the more controls NEEEE

[_] affect subparts
button

+ Select the drop dummy
al camera

more controls ==
I~

43

aspect ratio: [4/3 E

lens angle:

:ﬂ-d: drop dummy at camera

‘ :D: drop dummy at selected obje

meove camera to dummy:

| fewer controls <<




Add More Fish

- Add 5 Goldfish to world to be the
school of fish

» Clicking and dragging into scene works
better.




Move School of Fish Down

- In our movie the school of fish

will appear later. We want
. i) Alice {2.0 04/05/2005) - [Modified
Them TO d'SGppear' HOW File Eit Tools ﬂel : :

Could use the move down arr il
to move below surface but wj|®zx

want them all Yo move down || Zie

same amount. |

@ blueminnow
@ pinkminnow

a ColdfishThe Ohject Tree shows all
= ——ofthe ohjects in the world.
555% Goldfistg, .. ohjects have pars.

H B
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Move School of Fish Down

+ Select each Goldfish from o et oo ey
Object Tree and drag into
scene

B worid
- ER camera
(Pt light

@ ground

[ blueminnow

[+

[ pinkminnow

* From pop up menu choose
move, then down, then 1
met

Chject Tree

- _[The Ohject Tree shows all
= : of the ohjects in the world.
EEEQ Goldfis|sorme objects have parts.

H

Goldfish move
Goldfish turn
Goldfish roll

direction

down amount

Goldfish resize left 1/2 meter
Goldfish say right 1 meter.
Goldfish think forward 5 meter%

- w w w w | ¥

Goldfish play sound backward

10 meters

Goldfish move to other...

Goldfish move toward

v v v - v v * ¥ v

Goldfish move away from
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Position Dory and Marlin

* Move Dory and Marlin a little to the
left as looking at the scene and
rotate them

15



Setup Donel

- All

world.

- Could move camera down to

see goldfish.

* To return camera to start
position drag camera into

scene and select moveTo

command and select dummy
from menu and then select
the orient to command to

return camera to original
position

UTES

goldfish are below surface
of water, but still part of

camera move
camera turn
camera rell

camera resize

camera say
camera think

camera play sound

camera get a good look at

asSeenBy

camera move toward | the entire world
camera move away from Pl e

camera orient to r light

camera turn to face » ground

camera point at L4 bluemihhow »
camera set point of view to » pinkminnow »
camera set pose » Coldfish »
camera stand up Goldfish2 b
camera set color to r Goldfish3 »
camera set opacity to *|  Goldfisha b
camera set vehicle to » Goldfishs »
camera set skin texture to

camera set fillingStyle to »
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Save World

+ Select the file option from the menu and
the select Save world: File -> Save World

i Alice (2.0 04/05/2005) -

File | Edit Tools Help

New World

a Open World...
[ | save worid

—~

» Type in a hame such as: hemo and then

» Alice will remind you to save your work
every 15 minutes
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Now Ready to program!

» Click on done
» Should now see myFirstMethod

@ world.my first method

world.my first method No parameters

No variables

(Do Mathing
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Make fish move

* This is the object tree, a
list of all your objects in
the world

* Now click on the word
"pinkminnow" to highlight
1t

 You should see methods
below it (things the
snowman can do) such as
move, turn, roll, ...

L nkminnow
@ coldfish iy

o - Ohject Tree
[ Goldfishz

Q Goldfish3d| [The Ohject Tree shows all
[ Goldfishe
@ coldfishs
] bummy Objects

of the objects in the world.
Some objects have pars.

(0w

pinkminnow's details

Iprnperties Imethuds Ifunn:tinns
swim

create new method

© pinkminnow move
: pinkminnow turn
: pinkminnow  roll

© pinkminnow resize

pinkminnow say
_ pinkminnow  think

pinkminnow play sound
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Add code to move fish

» Click left mouse button on
pinkminnow move AND HOLD IT
DOWN, then Drag it over to the
World.my first method and release
the mouse button

[Q world.my first method

world.my first method No paramesters

pinkminnow"s details

| propeies Imethuds rfunctinns | Mo varfables
| [DoN ’W&pinkmi nnnnnnnn

i

create new method

> © pinkminnow move

“ pinkminnow turn

: pinkminnow ro I

: pinkminnow resize



Move fish

From the pop up menu select forward

and then other

In the calculator that
pops up type in 0.5
You have added a
command!

[Q world.my first method

'IHQ

world.my first method ~o parameiers

No varigbles

pinkminnow move forward — .5 meters more...

direction

up »

down »

left ]

right 3

forward »|amount

backward » | 12 meter
1 meter
5 meters
10 meters

other...

FEREEEY
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Run the Program

£ Alice (2.0 04705/2005) - [Modified]

Events |crea

@’3’ light|starts the world running.
g ground

@ blueminnow

L Jpinkminnow

[ coldfish

[ coldfish2

[ Goldfish3

‘[ coldfisha

@ coldfishs

[ Dummy Objects

pinkminnow's details
methods

“swim

create nhew method |

_ When the

» Click on Play

HHHEHEHEE

@ world.my first method

world.my first method No parameiers

No variables

pinkminhow —  move forward - .5 meters — more..—

Close the movie player by x-ing it out when
you are finished to go back to programming.
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Have Dory move

Select the blueminnow in the object
tree and drag over a move command
for it. Place it after the command for
the pickminnow

(@ world.my first method

world.my first method nNo parameters

Code is now:

No varighles

Play again

pinkminnhow move forward - 0.5 meters more...

blueminnow move forward - 0.5 meters more...
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Sequential Execution

- Commands in the program are carried
in the order they appear.

+ Alter order of movement so Dory
moves first and play movie. Click and
drag commands in the My first
method screen

- See the difference?

(@ world.my first method

world.my first method Vo parameters

MO varighies

blueminnow move forward - 0.5 meters more...

pinkminnow move forward - 0.5 meters more...
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Movement

+ All movement for Alice objects is
based on their own frame of
reference.

* Moving fish forward based on what
they think is forward

» Blue: forward
Red: right
Green: up




Duration

» Can change duration of actions by
clicking on more drop down menu in
command and picking duration.

@ world.my first method

world.my first method o parameiers

No varahles

blueminhow move forward - 0.5 meters more...

pinkminhow -~  move forward - 0.5 meters 0.25 seconds
style »| 0.5 seconds
asSeenBy » 1 second
isScaledBySize r—
math% »
other...
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Changing amounts

Can also change amounts by clicking
on drop down menu for command.

Change movement from 0.5 to 0.75
meters

[Q world.my first method

world.my first method Vo parameiers

Mo variahies

 blueminnow — move forward - 0.75 meters — duration =2 seconds —  more...

pinkminnow — move forward - 0.75 meters - duration =2 seconds — more...

Play movie

27



Move together

* To get the fish to move together
drag a Do together command from
the bottom of the window into the
broaram

Do in ordgr Do together, IffElse ‘Loop While = Forallin order For alltogether ~ Wait  print

el

@ world.my first method

world.my first method No parameters

Mo vatighles

Do together
- (Do wothing

28



Move together

* Drag both move commands into the Do
together block

* Play!

@ world.my first method

world.my first method Mo parameiers

Mo variables

E1Do together
. pinkminnow -~ move forward - 0.75 meters - duration =2 seconds —  more...

: % blueminnow -~ move forward — 0.75 meters — duration =2 seconds - more...

* Order inside do together does not matter

UTES



turn to face

Click on pinkminnow to see
methods

Select the turn tfo face

method from lower in list and
drag into program after the

move commands

H =

e Object T
@ocoldfishz |

Q Goldfisha | [The Object Tree st

[ Colafishg |2 oRIetts inth
Some ohiects haw

target

Select blueminnow from the

the entire world

camera
light

ground

popup

[Q world.my first method

P I I world.my first method ~o paramefers
ay!
No variahles
i-IDo togeth
_ pinkminnow - move forward — 0.75 met duration =2 seconds — mo
blueminnow -~ move forward — 0.75 met duration =2 seconds m
pinkminnow turn to face blueminnow - more...

bluaminnow

pinkminnow

k

the antire bluemiRnow
b

Y tail
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Have fish talk

- Have fish talk to each other.

* Drag say command for pinkminnow
and pick other from menu.

- Type in question.

Enter a string:

= |This is the way to Sydney, right? |

OK Cancel

o i mE R T

+ Select blueminnow and ’rype in
response: What's Syndey?

31



Program so far

UTES

@ world.my first method

world.my first method No parameters

No vatizbles

EDo together
. pinkminnow -~ move forward -~ 0.75 meters -~ duration =2 seconds - more... -

: blueminnow — move forward — 0.75 meters — duration =2 seconds —  more... —

pinkminnow —  turn to face blueminnow - more...
pinkminnow — say This is the way to Sydney, right? — duration =2 seconds — more...

blueminnow — say What's Sydney? — duration =2 seconds = more... —

Play!
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Adding methods

* Program getting longer.

 We are going to have Marlin react to
Dory forgetting what Sydney is.

* We are going to repeat his reaction
twice

» To try and keep program simple and
to reuse commands we are going to
make a new method for Marlin,

33



Add a New Method

+ Select pinkminnow in object tree

- In method tab click the create new

method button.

Dworld pinkminnow's details

:iglca::era |prnpenies Imethuds rfunctiuns |
i I+ ]

[ ground swim_ | edit =
] = III (1 L)

+H

(+H

create new method ’
: ereate a New.f.ElI

world.m

Mo variah

‘F Do
P

» ank Methody
- pinkmihnow  moveand Open it for Editing.

[ coldfish2
[ coldfish3 .
EEEQGOIdfiSM ~ pinkminnow rell

;@;@Goldfishﬁ pinkmihnow resize
] Dummy Objects

: pinkmihnow turn

H & HH

~ pinkminnow say

* Name new method go crazy

- pinkr
 pinkr

 bluet
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Go crazy

* when creating new method a blank
program screehn pops up

[ @ warld.my first mathod @ pinkminnow.go crazy

pinkminnow.go crazy No parameters

Mo variahles

[ Do wothing

- Add commands to this method

- Have Marlin turn around 3 times to
the left in 1.5 seconds, then 3 times
to the right in 1.5 seconds while
saying NOIlIl at the same time

35



Completed go crazy

@ pinkminnow.go crazy

pinkminnow.go crazy No parameters

Mo variables

EDo together
. Do in order
[ pinkminnow —  turn left — 3 revolutions — duration =1.5 seconds -~ more...

pinkminnow —  turn right — 3 revolutions —  duration = 1.5 seconds —  more... —

36



Call go crazy

+ Select the My first method tab to go
back to the main program

» Call the go crazy method

* then have Marlin say "How could you
forget Sydney?"

* then call the go crazy method again
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Calling new method

world.my first method No paramefers

No vatiables

ElDo together
. pinkminnow -~ move forward — 0.75 meters — duration =2 seconds —  more...

blueminnow move forward 0.75 meters duration =2 seconds more...

pinkminhow —  turn to face blueminnow — more...

pinkminnow -~ say This is the way to Sydney, right? -~ durafion =2 seconds = more...
blueminnow — say What's Sydney? -~ duration =2 seconds — more...
pinkminnow.go crazy

pinkminnow say How could you forget Sydney? - durafion =2 seconds = more...

§§§pinkminnuw.gn crazy

UTES
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Move School of Fish Up

Now have the school of
goldfish appear.

They will all have to move up 1
meter at the same time.

When a method involves more
than one object it should be a
world level method. (go crazy
was a class level method.)

Select world from object tree
and create new method from
the object tab

he Ohject Tree shows all
:[of the ohjects in the world,
“150me objects have parts.

Iy pinkminnow
I r— NS

world's details

|prnpertiea Imethuds rfunctinna |

_my first method |[edit]

cceenon e O

Create a Mew Blank b
and Cpen it for Editim
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World Level Method

() CGI I T h e neW meT h O d [ (O world.ry first method @ world.school appearsL
S C h O O l Gp p ea r'S . world.school appears Vo paramelfers

Mo variables

* Add a do together
block and a
command to move
each of the goldfish
up 1 meter —

* Call the method in | Soctsgeme

. : Goldfish — move up — 1meter — more...
my fII"ST meThOd Goldfishz ~ move up — 1meter — more...

. Goldfish3 — move up -~ 1 meter — more...

* P l Clyl Goldfish4

_ Goldfish5 — move up — 1 meter — more...

UTES 40

™~

Q world my first method @ world.school appearsL

world.school appears No parameters

move up - 1 meter— more...




Get Attention

* The leader of thge
school of fish want
sto get the
attention of Dory
and Marlin

 He is going to move
forwards and
backwards 7 times
quickly while saying
"We know how to
get to Sydney!"
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Repeated Actions

* Create a method for the goldfish at the
front of the school named get attenetion

* One way would be to use multiple moves as
shown, but don't do this!

Q@ world.my first method @ Goldfish5.getAttention
ildfishb.getAttention No parameters

varighlies

=IDo together
. Goldfishs — say We know the way to Sydney!l!lll - duration =2.8 seconds

ElDo in order

N Goldfishs — move forward — 0.2 meters — duration = .2 seconds —  mot
i GoldfishS — move backward -~ 0.2 meters — duration =.2 seconds ~ m
' GoldfishS — move forward — 0.2 meters — duration = .2 seconds — mot
é GoldfishS -~ move backward - 0.2 meters - duration = .2 seconds = m
: Goldfish5 move forward — 0.2 meters — duration = .2 seconds — mot
| GoldfishS — move backward — 0.2 meters — duration=.2 seconds — m

. coldfishs - move forward 0.2 meters - duration = .2 seconds - mot

l l i S E L el dfie hE mauasa haslkwrar ol N2 rmotarce Airatiam = 9 cornnfc m 42



Loops

Previous approach is cumbersome
Instead, use a loop!

Drag Loop from bottom of commands to do
fogether in get attention method

Do in order ' Do together IfiElfe lRuop Wyhile For all in order ' For all together

and

+ Set number of times to 7 by 2 tnes
using other choice -

infinity times

2B times

0.2 times
other...
e




Loop

* Now add a single move = Tore—
for.war.d C(nd backwar.d  Goldfish5 —  say We know the way to Sydneyllilll — d
EELoop 7 times — |times [ show complicated ver... |

Command TO inSide The (Do wothing
loop. o

+ Call get attention

mQThOd in my fI.['Sf [z © worldmyfret m.emnd @ Goldfish5.getAttention
me fhod soldfishS.getAttention no parameters

Io variables

° P | GYI El Do together

i Goldfish5 say We know the way to Sydneyllllll — duration =28 seconds

* Make Sur'e Times ;E;ElLoop T times = times | show complicated ver...|
match forsay and e s et
total movement back | B
and forth. 2.8 seconds

UTES u



Saving new classes and objects

» Creating the get attention method for
one goldfish does not give the other
goldfish that method.

» But we could save a new class with the
get attention method and then add
objects of that new, smarter type to our
program.

UTES 45



Saving New Classes
* right click on

goldfish in object . gcownsns [
tree with ger || SEEEE .
attention method I '
and select save SIS Gamera geta good look atthis o
object e e

+ Name new class sewenton [Caveotlect ]

Smart Goldfish
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- Select file from the

Using New Classes

() Alice (2.0 04/05/2005) - C:\Docume
File | Edit Tools Help

* TO C(dd ObJQCTS Of The . New World
new type to a world go S
fo the add objects s P
window Exportie.. -

TOP menu (]nd Imporf Makegiuoard...

- Browse to the location of the file and select

it. A copy will be added to the world

» This feature can be used to allow people to
work on different parts of a world / movie.
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Charades!

- Create new world level method named
charades

» Start by having the lead goldfish say
"Guess what we are and we will tell you
how to get Sydney!"

() world.ry first method FO world.charades
rorld.charades No parameters Q
0 variahbles
Goldfish5 say "Guess what we are and we will tell you how to get Sydney!™ — m

48



Changing Properties in the Program

* The school of fish are going to
pretend to be a propeller.

» This can be done easily by
changing the vehicle property of
the fish

- Select each fish besides

the center fish from the
object tree

+ Select the properties

tab

* Drag vehicle pr'oper"rc}/ into
charades method and change to

goldfish at center

[ Yoouarisnz |
[ Goldfish3 R
= - Chject Tree
[ Goldfishd
Q Coldfishs [The Ohject Tree she

. of the ohjects in the
555Q Dummy Okc, . ohjects have

il s details

Bte new variable

capture pose

_color =

“opacity = 1 (100%)

:SkIn texture = Goldfish2.Textu
fillingStyle = solid
_pointOfview = position: -3.13,

_isShowing = true
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Change Vehicle Property

@ world.my first method | @ world.charades

° Selec-l- e”fi,ye ga/dfl'sh rorld.charades Mo parameters

o vatiahles

° RZPZC(T fOl" Cl” *he | Goldfish5 -~ say "Guess what we are and we will tell you h
other goldfish except

value
the one at the center
camera
of the group
ground
blueminnow >
@ world.ry first method @ world.charades L pinkminnow 3
vorld.charades No parameters Goldfish ¥ the entire Goldfish IE
{0 variables Goldrish2 " RigntFin
§ Goldfish3 M il
: Goldfish5 —  say "Guess what we are and we will tell y. Coldfishd b LeftFin
: Goldfish2 set vehicle to Goldfish - more... Goldfishs »
| Goldfish3 —  set vehicle to Goldfish — more... Dummy Objects »

. Goldfishd —  set vehicle to Goldfish — more...

. Goldfish5 —  set vehicle to Goldfish — more...



Effect of Vehicle

. NOW Tha"‘ The center when this 90|df|5h moves
goldfish is the vehicle ~ others move as if attached
for all the other
goldfish when it moves
the other goldfish

move as if they were
attached to that goldfish

* In charades method have center goldfish rotate
around 7 times

+ Call charades from my first method and PLAY!

» Other properties can be changed as well (Color,
isShowing, opacity)

UTES
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Completed charades method

@ world.charades

world.charades No parameters %

MO varigbles

Goldfishd Say "Guess what we are and we will tall you how to Q'E!t EFdHE'}F!" - mere...—
* Goldfish2 — set vehicle to Goldfish — more...

* Goldfish3 — set vehicle to Goldfish — more...

* Goldfishd —  set vehicle to Goldfish — more...

: Goldfish5 -  set vehicle to Goldfish — more...

Goldfish —  turn left — T revolutions — dwration =3 seconds = more...

© Goldfish5 —  say What are we?!??!— more...~



My first method so far

@ world.my first method
world.my first method J\Qparamefers

Mo varighles

ElDo together
~  pinkminnow - move forward — 0.75 meters - duration =2 seconds - more...

 blueminnow — move forward — 0.75 meters — duration =2 seconds —  more...

. pinkminnow — turn to face blueminnow — more...
- pinkminnow —  say This is the way to Sydney, right? - duration =2 seconds - more...
blueminnow say What's Sydney? — duration =2 seconds — more...
_pinkminnow.go crazy

- pinkminnow —  say How could you forget Sydney? - duration =2 seconds - more...
_pinkminnow.go crazy

“world.school appears

- Goldfish5.getAttention

~world.charades
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Affecting subparts

* Go back to the get

attention method for
the lead goldfish

+ We want the goldfish
to move its tail while
going back and forth

* Inthe object tree
select the lead
goldfish and expand
the object

D-H camera
(3 light
i ground
@ blueminnow
@ pinkminnow
Y Goldfish
[P Goldfish2
[P Goldfish3
@ Goldfisha
L JGoldfish5

- [ RightFin

B Tail

[y LeftFin

ke E e e E 2 2

CI Dummy Objects  |Some objects have parts.

he Chject Tree shows all
of the ohjects in the waorld.
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Affecting Subparts

* Most objects have subparts

* The goldfish has a tail and right and lef+
fins

» subparts can be given commands just like
the whole object

- Add a Do in order block to the inside of
the do together block in get attenetion

Do in order ' Dp together IfiElse ' Loop While Forallinorder For alltogether  Wait print |/




Affecting subparts

* In the object

tree select the
lead goldfish's

tail

pig camera
(Plight
[ ground
@ blueminnow
@ pinkminnow
[ Goldfish
[ Goldfish2
[P Goldfish3
[ Goldfisha
[ Goldfishs

o 2 = E=

—

@ world rmy first mathod @ Goldfish5.getAttention

Goldfishb.getAttention Vo parameters

Mo variahlies

EDo together
. Goldfish5 -~ say We know the way to Sydney!lll - duration =3 sec

‘FlLoop 7times — times [show complicated ver...|
Coldfish5 — move forward — 0.2 meters — duration =0.2 secon

Goldfish5 — move backward — 0.2 meters - duration =0.2 sect

Do in order
-+ (Do Nothing

| Goldfish5.Tail -~ turn right — 0.2 revolutions —
LA RightFin / ”
[~
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Moving the Tail

+ Add commands in the do together to move
the turn the tail left .1 revolutions

* Then a loop to move right and left .2
* Then right .1
* Make durations .1 seconds

» To make more realistic change style to
abruptly
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Completed get attention Method

@ Goldfish5.getAttention

Goldfishb.getAttention No parameters

Mo varighies

EDo together
more...

* Goldfish5

duration = 3 seconds

times | show complicated ver... |
duration =0.2 seconds —  more...

ElLoop 7 times

| Goldfish5 — move forward -~ 0.2 meters

dguration = 0.2 seconds more...

" Goldfish5 ~ move backward — 0.2 meters

ElDo in order
. Goldfishs.Tail style = begin gently — more...
FlLoop 14times - times |show complicated ver...

turn right - 0.2 revolutions

turn left 0.1 resvolutions duration = 0.05 seconds

_ Goldfish5.Tail duration =0.1 seconds —  style = abruptly —  more...
Goldfish5.Tail — turn left — 0.2 revolutions — duration =0.1 seconds —  style = abruptly — more...
style = end gently -~ more...

s

0.1 revolutions guration =0.05 seconds

* Goldfish5.Tail -~ turn right




Events

- Events are parts of the program that can
respond to user input

» Initially only event is when world starts
do the my first method method

 When the world starts, do world.my first method -
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Add an Event

IS | create new event

© When thE e mrts, do worl

- Click the create new
event button

* From the pop up menu
select when a key is
typed

Events |create hew evenﬂ

When the mouse is c ked ona® i

While something is true

When a variable changes

Let the mouse move <objects>

Let the arrow keys move <subject>

Let the mouse move the camera

L&t the mouse orient the camera
UTES 60



Change Event

» Result of creating Events

create new event

hew event show ——|

» Use drop down
menu to change any
key to letter A

When the world starts, do world.my first met|

When any key — is typed, do Nothing

Events

create new aevent

Space
Enter
Up
Down
Left
Right

When the world starts, do = world.my!

When any key - is typed, do Nothin:

letters r

numhers »

d.getAtter

s any key
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Change Event Handler

+ Select goldfish with
get attention method

* Drag the get attention

meThOd 1.0 r'eplace The Events |create new event

When the world starts, do =~ world.my first method

nothing in the event

» Dragging and dropping
can be used to replace
many thing in Alice.
Green means it is okay
to replacel

62



Finished Event

Events |create new event

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

When A |- istyped, do Goldfish5.getAttention

* Now, whenever program is playing and
A key is pressed get attention will be
carried out!

* Play and wait until movie plays out
then try the event
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Add 3D Text

+ 6o to the add
objects screen

-+ Go to end of
objects gallery to
the add 3d text
folder and click on
It




Add 3d Text

» Type in message to show at end of
movie and press okay

- Rotate 3d text so it faces camera

] Add 3D Text

= THE ENDII
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Make 3d Text Invisible

* 6o back to programming screen

* Change property of 3d text to make its
opacity 0. (Don't drag into program just
Change I.T) T:EEE::!!'S details

“fillinaStvle = seolid
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Make 3d Text Visible

* Next drag opacity property into end of
my first method to change to 100%

.+ Playll

THE END!!"s cletails

I’pruperties rmethuda rfunctinna |

create new variabhle

capture pose

_text = THE END!!

font =| Agency FB

~extrusion = 0.25

curvature = 2

“color =

~opacity = 0 (0%)

~skin texture = <None>

- THE ENDY!

set opacity to 1 (100%) — more...
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Add a Billboard

&) Alice (2.0 04/05/2005) - C:\Documents a

* Download an image
of the city of
Sydney from the
web and store it on
your computer

* From the File option
in the menu select
Make Billboard

File | Edit Tools Help

7 New World
£49 Open World...
[T] save world
Save World As...
Export As A Web Page...
Export Movie...
Export Code For Printing...

T Import...
Add 3D Text...
Make Billboard.

ChDocuments and Settinas'\scottipg




Add a Billboard

* Browse to the
location of you
image and select it.

* Once added the
billboard can be
moved, resized,
given commands, and
have its properties
altered just like
other objects

UTES

(&l Import...

Look in: 1 Desktop «| || &) 3] 85 ez |

] Backups of Charades

] VIL20095tate

[y 0-sydney master.jpy

K EAdProgrammingExam;%e.jpg

File name: |0-5ydney_master.jpg | |:

Files of type: |Image Files (GIF;JPGTIF;PNGEMP;JPEG;TIFF)
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Swim to Sydney

* Move Sydney billboard
to background

* Change opacity to O

*+ Add commands for
Dory and Marlin to

guess and goldfish to
direct them to Sydney

* Have Sydney appear
and fish swim towards
it

UTES
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Add Sound [

I’pruperties rmethnds rfunctinns |

Add Sound .l-o wor/d create new variable
Select world in

_ambientLightColor =

O b [ eCT Tr'ee ~ambientLightBrightness = 1

v _fogStyle = no fog

Select properties fegoensiy = 01

b _fogNearDistance = 1 meter
TG -fogFarDistance = 256 meters

Seldom Used Properties

click import sound .

button (wav or mp3)

record souncLoad a Sound File int

dr'Clg Sound inTO Texture Maps[fOU can play a sound
program to play ‘

E1Do together
. pinkminnow -~ move forward - 0.75 meters - duration =3.5 seconds - more...

“ blueminnow move forward — 0.75 meters — duration =3.5 seconds —  more...

world play seund world.directions (0:03.492) — more...



