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Game Making with Alice
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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




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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Object Tree World View Event Editor

| Alice [2 0 C 4705/2005) - C:\Documents and Settingsiscottm\My D/ cumentsi329eMlice Worlds\SnowmanExample.a2w

Eworld Events |create new eventl

»E2 camera
@}’Iight When the world starts, do §§§world.my first method —
@ ground :

[Ysnowman|

[ snowwoman
@ snowWwoman2

@ world.my first method

i showman move

world.my first method No parameters | create new parameterl
showman turn

showman roll No variables create new variable

‘ snowman resize

£ i Snowman turns towards showwomen —

‘ snowman say showman turn left .35 revolutions more...

* snowman think {i The snowman tries to catch the attention of the snowwomen by playing a note on his saxaphone and blinking his eye
B =IDo together

i showman play sound )

b i showman — | say "Toot" - duration =2 seconds — more... —

/snowman move to

i showman move toward

Hise :Loop| :WhileFor allin order| :For all together

Details Panel Control

Code Editor Primitives
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Alice Models

® Main programming data are 3d models

* Many built in and more on web

Home > Local Gallery =

Amusement Park Animals I Controls

Class
Tortoise

S
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Output

® Output are 3d movies
® run the program, play a movie
® can also add sound to programs
* A lot easier to recognize logic
errors
* "Why do my
ninja's arms
keep flying

away?"
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Sample Program - Bunny and Broccoli




Click the Cow

o Wonlll

| {id




Eat the Hay

(] Alice World

(

Sneed: 1%

Take Picture

Game Making with Alice
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Start Alice

® Double click on the Alice icon to start Alice

° |t may take a minute to start up

tﬁ Welcome to Alice!

Alire

|'Tut0ria| rRecentWDrIds rTempIates rExampIes rOpenawand|

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

Game Making with Alice
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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 Objects to Scene

® Click and Drag some objects : Class [ Cass

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 ==

ul




A Farm Background

® Yours can be different.

uame Making with Alice
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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 [




Back to Programming | ©smeve o mee

Turn Ohjects Left and Right

| €le € 8

[_| affect subparts

)

e Exit the scene editor by clicking the

done button

more controls ==

) Alice (2.2 BI1/2009) - [Modified]
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Events |create new event
:::%farmHnuse -

[ strawBale WWhen the world starts , do | world.myfirst method
%strawﬂalez

%strawﬂalea

%fem:e
“%fem:ez
“%fem:eﬁ
renced
@ scarecrow

@eow @ world.my first method

world's details world.my first method No parameters

properties [methods [functions

“myfirst method [edt |
L] (Do Nothing
create new method

[&2]

Doinorder Dotogether HiElse Loop While For allinorder = For all together

K Game Making with Alice /
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() Alice (2.2 BA1/2009) C:\Documents

Make a meth Od File Edit Tools Help

to hide the cow .
EééafarmHuuse

® Click on the cow in the object tree. ;gmrawaaue

® (Click on the methods in the details [ strawsaie3

Q fence

Q fence?
Q fence3
i fenced
Q) scarecrow

% -

cow's detailOhbject Tree

window

® (Click on the create new method button

-

e Name the method hide

properties |frhe Object Tree shows all
the objects in the world.

cow's (tails ‘walk time ome ohjects have parts.

i&] New Method |EE | propertidl [methods rfunctinns |

. [ “walk tifles speed
Name: |h||:|E| :
§§§waIkTuw s target times speed
oK Cancel EiétailSwis es |speed

create new methuqi
" cow move

@ Game Making with Alice /
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Add commands to the hide method

Click on the properties tab in the
detail window

Drag the opacity = 1(100%)
icon into the window for hide

Change the opacity to 0(0%)

cow's details

hide

methods rfunc:til:uns |

Eiéwalk times speed

EiéwalkTuwards target times speed

;i;taiISWish times speed

create new method

I @ world.my first method I@ cow.hide -
Click on the methods tab in the  cow.nide noparameters
details window No variabies
(Do Nothin
Drag over the cow move vawe
0 {0% : invisible)
Command i rant
direction
Select down for the directid w >
down F | amount
and other for the amount. DT
right ¥ | 1 meter
L Set t() 2 forward  * | 5 eters
backward * | 10 meters
other... Making with Alice
—




The completed hide method

@ world.ry first method '0' cow . hide

cow. hide Noparameters

Mo variables

cow set opacity to 0 {0%) more...

§§§ cCow move down 2 meters more...

@ Game Making with Alice /




Create the pop up method

® Click the cow in the object cow's details
fprnper’[ies methods | functions

tree =
“walk times speed
¢ Click on methods ~walkTowards target times speed
® Cll Ck the create new - tailSwish times speed | qdit ;
“hide [ edit |
method button
create new methug\sj

® name the method popUp

] New Method

0], 1 Cancel

SimpchamcInAlicc
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Move the cow randoml;r/

@ world my first method ro cow.poplp .

o Start by dragglng out cow move cow.popUp Noparameters

Mo vatiables

tiles

) cow —  move
® one for each of left, right, forward,

and backward

® (Click on world in the object cow  move

tree to select it

" cow - move

" cow —  move

world's details

left 1 meter more...
right 1 meter more...
forward 1 meter more...

backward 1 meter more...

cow.popUp Noparameh

® (Click on functions in the details functiong_ No variables
“myfirst method laltl;:rpen the Functions Tab =
window : of the Selected Object.

create new method

® Drag out random number and

drop it on the 1 meter

Use this tab to view and edit
the Functions of the Selected Object.

® select more and change max to 2

“cow - move left

“cow — move left —  random number more... More...

-t . minimum ¥
©COW move right 1 meter more.

i maximu »
o cow move forward 1 meter mc imEger(&r b

“cow —  move right — 1meter —  more...

1 metge_ Lmoce

V‘ﬁ random number

dElD»>




Add a comment

® You can add a comment to explain what you are doing in
English
® Draga // tile from the bottom of the method editing

window to where you wish to place the comment

® Click on the down arrow - - -
CWWait | print |

® Select other

{{ No comment

® Type in the comment

@ world.my first method @ cow.popUp

7/ No comment
cow.popUp Noparametors -

default string

Mo variables

* No comment

/# Move the cow randomly

cow — move left —  random number maximum =2 — more... more... move randomily
cow —  move right random number /madrn =2 —  more... more... other...
cow — move forward random number maamam =2 —  more... more...

\ cow move backward random number madmum =2 more... mMore...

-
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. EafarmHuuse
Showing the cow B
;Ega strawBale2 |
a strawBale3
® Click on cow in the object rence
. §§§afenc22 |
tree to select it @ fonces i
. . ngafen[:eal
® (Click on methods in the @ scarecrow
. . éaé
details window m—

[The Object Tree shows all

® Drag out a cow move tile

[ ]
select up 2 meters porprare

® Click on properties in the -—>“'““E“ieﬂm“m“ [fmctore |

create neQpen the Properties Tah
of the Selected Object.

details window

capture pUse this tab to view and edit
the Properties of the Selectec

® Drag out opacity = 0
® change to 1 (100%)

“color =

opacity|= 1 (100%)

“vehicle = world

SimpchamcInAlicc o




Completed popUp method

@ world.ry first rethod Q cow.popUp

cow.poplUp Noparameters

No varigbies

/' Move the cow randomly

Cow move left random number maxgrnn =2 More... MOre...

Cow move right random number maanen =2 more... More...

cow -~  move forward random number MEarnEn =2 —  more... More..
cow —  move backward random number maaren =2 -~ more... IOre...

“ i/ Move cow up
cow move up -~ 2 meters more...
i Make cow appear

cow set opacity to 1{100%) — more...




s

Adding a property (field)

We need to store the

number of time the om 2

0 werlo. my first method

COwW haS beel’l CliCked cow's details cow.poplUp Noparamstors

]’pruperties rmethnds rfunctiuns |

Nao variables

Click the cow in the object

il

create new variable =
ql:g 2 Move the cow randc

tree

Click on the properties tab

Click the create new
variable button

Hame:
name the variable Type:
num Clicks
® set the value to OM

alue:

SimpchamcInAlicc

%] create new variable

Open Hew Variahle Dialog.

Wariables allow you to store information.
You may choose among several types :
of information (like Humbers, Booleans, and Objects).

numClicks

(® Mumber
' Boolean
) Ohject

(_ Other... | |_|

0 [ Imakea |List |=

by

= — ) /




Increment the number of hits

e If the user clicks on the cow we want to add 1 to the

number of clicks so far

® Create a method that does this

® It should be a new cow method (cow selected in object tree)

® Drag num Clicks variable into method and select the increment

cow.numClicks by 1 option

@ world.my first method @ cowpoplp [ @ cow.incrementClicks

cow.incrementClicks No parameters

No variablgs

(D Methin

set value 3

increment cow.numcClicks by 1

decrement cow.numClicks by 1




When

_When _“ 9 isclickedon anything — , do Nothing
cow (the entire cow) o anything
camera
. ligght
o Change the nothlng to cow ;
ground
. . barn »
incrementClicks ormbouse
COW.INCrem¢ sirawBale -
‘ is clicked on cow =~ , do Mothing
i strawBale2
my first method strawBale3
cow P walk » fence b
walkTowards b fencez2 k
tailSwish ] fence3d ]
hide fenced ]
: : popUp scarecrow b
popln [ @ cowlincrementClicks incrementClicks N :
i cow the EMITR[:DW /
T —-

N

Respond to mouse click on cow

Events

¢ |n the events window click
the create new event button

® select When the mouse is

clicked on something

o Change the anything to the

create new event

When the world starts
When a Key is typed

When the mouse is clicked on something

While something is true
YWhen a variable changes




Method to run the game

B

® Click on world in the P ciiner
] - bject Tree
object tree R
Q gri he Object Tree shows all
¢ Select methods and edit the D e opleets  he o

my first method

world's details

® Pull up a while tile from
the bottom of the editor
window and drop into the

|| propeies fmethnds functions
myfirst method [ edit |

N

Open this metho
n

create new method

my first method

® select true

rinorder " Do together | IfElse L8op  While For Bllinorder ©For alltogether  Wait | print | 0

SimpchamcInAlicc
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Change while loop

® (Click on functions tab world.my first method No parameters

° drag out a <b and drop it on true  Novarabies

select 1 and 1 Elwnile  true
S (Do Nothing
Elhwile [
(Do Ne g 55 b
0.5 ]
1 ¥ h
- b 025
1} P 05
expressions » | 1 %
2
(1]




While number of hits < 5

® Clle on Cow ln the cow's details world.my first method Mo parameters

"’pruperties rmethnds rfunctinns

No variables

object tree

il

123 numClicks = 0

Elwhile | cow.numClicks — < 1

® Click on properties create new variable . Gowommw W

° drag out numClicks = 0

{£] Custom Number

and drop on the first 1

o Change the second 1
to5

® click on other and enter

5

Simplc GamelnAlice

Okay Cancel _/




Hide and wait a random amount of time

® Click on cow and then the
methods

* Drag out hide

® Drag up a wait tile from the
bottom of the editor
window

® select 1 second

¢ Click on world in the
object tree
® click on functions

° drag out random number and
drop on the 1 second

SimpchamcInAlicc

@ world.my first method | @ cowpopy

world.my first method o parameters

Novarlahies

;E;Elwmle cow.numClicks — < 5

~cow.hide

s

C Wait |
I

‘@ world.my first method | @ cowpop

world.my first method No parameters

No variables

Flwhile  cow.numClicks — < 5
“ cow.hide

© Wait  random number more...

/




pop up and wait for 1 second

o Change random number on wait to a min of 0.5 seconds
° Drag out a cow popUp
® Tryit out!

® What happens after you click on the cow 5 times?

@ world.my first method @ cow. popllp @ cowsincrementClicks

world.my first method No parameters

Mo variables

;;;EW‘IﬂlE cow.numcClicks — < 5
“cow.hide

Wait random number mimirmen =05 — madaman =1 more...

\ “cow.popUp . /
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(] Alice (2.2 B/1/2009) C:\Documents and

Te” the user they WO  [ge] Edt Tools e

J5

| New World
® Add some 3D text that tells the &3 open World..
@ Save World
user she or he won
Save World As...
® (Click on File and then on Add 3D Export As A Web Page...
Text Export Video...
. Export Code For Printing...
* Typein the text ;‘l g
~ Import...
you can change the font
Add 3D Text...
® Place it where you want it to Make Eilllcmrslrd---k

| Add Text extruded into 3D -

L o A - L LT {Sp—— p———— gy ¥ e AT

appear
® Click on add objects to get to the

mouse controls

® (Click on done when done

Simple GamelnAlice
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Make the text invisible to start

® Click on the text in the

object tree

® Click on properties
® Modity opacity to 0 (0%)

3D Text's details

properties [ methods [functions |

b

create new variahle

capture pose

“text = You VWon!!

“font = | Comic Sans MS

“pxtrusion = 0.25

“curvature = 2

“color| =
“opacity = 0 (0%) % |

“'gKin texture = <None>

HHHHH

3D Text's detailsCPIECt Tree

prnper‘[ies metThe Object Tree shows all
of the objects in the world.
3D Text digome objects have parts.
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When the user wins show the text

® Drag out opacity = 0 to the
my first method
® change to 1 (100%)

o Play the game!

@ world.my first method

world.my first method Noparameters

Na variables

Elwnile | cow.numcClicks — < §
“ cow.hide
 Wait  random number minimum =0.5 — madmum =1 more..

“cow.popUp

\ 3D Text — set opacity to 1(100%) — more..
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Speeding things up in hide method

e All animation commands takes 1 second by default

® you can change this using the more. ..

® Draga Do together block from the bottom and then drag both

commands into it

@ world.roy first rethod @ cowpoplp | @ cow.hide

cow. hide Woparameters

No wvariables

~|=IDo together

- COW move down 2 meters deration =0.5 seconds more...

cow set opacity to 0({0%) — dwration =0.5 seconds more...

\ SimpchamCInAlicc o
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Speeding things up in popUp method

® Remove the random move left and forward

° Right click commands and select delete
o Change minimum on random move right and back to -2

® Set duration on random moves to O

® Put move up and set opacity to 1 commands to a do together
block and change duration to 0.5 seconds
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Finished popUp method

@ world.roy first method @ cow.popUp

cow.popUp Noparameters

No varigblas

/' Move the cow randomly

Cow move right random number madmum =2 — JuRimum =-2 - more... diration =0 seconds more...
cow move hackward random number madmm =2 i =-2 - more... duration =0 seconds more...
;@;EIDD together

:/f Move cow up
cow move up 2 meters duration =0.5 seconds mMore...
// Make cow appear

cow set opacity to 1{100%) -~ more...




Add instructions .
® Create 3D text that tells

the user what to do in the - R '

X

game

e When the game starts wait

for 1 second oE R

® then make the text invisible

can set Opacity to 0 |0 world.my first method | @ cowpopUp _

world.my first method Noparameters

No variables

Wait 1 second

3D Text2 — set opacity to 0(0%) — more..
E|w11||e _ cow.numClicks — < 5

. " cow.hide

Wait random number mipinaen =05 maxdanuam =1 maore...

SimpleGamelnA - cow.poplip

3D Text —  set opacity to 1{100%) — more... /




s

Show the number of hits

® (Create 3D text that says Hits and one that says O

e Use the mouse controls to position the text

® Click on Add Objects to see the mouse controls

when done click on done

Hits ]

-

Slick-ond e colw S Himes to.win:

- 4
o

tda §




Create World incrementClicks method

® Add an incrementClicks method

to the world

e call the cow incrementClicks
method

® click on the 0 3dText object then
properties
drag out text = 0 S
¢ select default string

replace the default string with the
what as string function in the world

to convert the number to a string

choose expressions and pick COW

numClicks as what to convert
ML UL LD

incrementClicks

eXpressions ¢ | cow.numClicks

HitCounter's details

properties | methods | functions

create new variable

capture pose

“text = 0
.-. h
“font = | Ageficy FB

world's details

fprnpemes methaods |[functions

* random number
(=] string
~a joined with b
~ what as a string

= ask user

- ask user for a number




Change when mouse clicked

@ waorld.my first method |' @ cowpoplp [@ wnrld.incrementﬂlicksl

wrld.incrementClicks No parametars

vatlables

“cow.incrementClicks
HitCounter cet text to default string more...

o Modify then when mouse is clicked on the cow to call the

world's incrementClicks method

® TI'y 1t' Events |create new event

When the world starts , do  world.my first method

When ; ;’5 is clicked on cow . do “cow.incrementClicks

my first method
Cow ]

incrementtlicks%_
¥

»




Other Ideas

e Have the cow play a sound when hit
° modify cow incrementClicks method

* use play sound in methods

you can also record your own sounds
click on properties for the cow
click on the + next to Sounds

and record a sound and name it

¢ Count the number of times the cow has appeared

® Add a way to lose
® maybe it will only run till it appears 10 times
® maybe add a timer and a time limit
* maybe add other cows that if you click on these you lose, change color of
target cow to something like orange
® Make the amount of time you give the user to click on the cow a
random amount from 0.5 to 1 second

@ SimpchamcInAlicc




Summary

® Alice can be used to create simple 3D games

* Concepts covered
® creating methods
® creating a property (field)
® creating a variable
® using a while loop

o creating a comment

@ SimpchamcInAlicc




