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Hello! I’'m Alice, and I’'m
going to teach you how to use
the Alice program. With Alice, you
can make your own animations,
using tons of different
characters.




Starting Off

eQOur first step is to choose
a background.

*When you open Alice, a
box will pop up that has six
different choices of
background. It looks like
the box to the right.
*Select the space
background, because our
world will be in space.
Click on space and then
click Open.
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After you click Open, your screen will look
like this:

Events |create new cvent

_ Wimen the world starts, do  warliLmy first method

[ @ world.my first method
world.my first method No paramelers
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Do Wothing
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Saving your world

*Before we do anything else, let’s save our world. You should also

always do this before you close out of Alice.

*Click on File at the

top left-hand corner o @onmsnms -

dit Tools Help

of your screen, and
then click on 3 Open World...

New World

Save World. [*,| save wiorld

Save World As...
Export As A Weh Page...
Export Movie...

Export Code For Printing...

- Import...

Add 3D Text...
Make Billboard...
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Saving your world

°|n the box that pops
up, name your world
spaceWorld, and save
it in a place that you
will be able to find
again, such asin a
folder on your
Desktop.

f‘% Save Wiforld As..,

Look in:

1 Desktop

File name:

Files of type:

1 Alice Worlds

|spaceWurld|

Save

AN (Alice World Files)

Cancel




Saving your world

*Also, while you’re working on your Alice world, this box will pop up
about every 15 minutes.

¥ |
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You have not saved in more than15 minutes.
= it is recommended that you save early and often to avoid losing work.

Save right now Remind me later

*You should always click Save right now. This way, if Alice crashes, or
if your computer crashes, you will have backups of your world and
will not lose all of your work!



Adding objects to your world

*Now, we will add
some objects to the
world.

Just below the
picture of your
empty space world,
there is a small green
button that says Add y. 2+ A
Objects. Y v N

*Click on this button. \




Adding objects to your world

A new screen will appear, on which there is a large selection of
objects below the space screen that you can add into your world.

This is called the Local Gallery. Each folder of objects in the gallery
has a different theme.

more controls ==

| Search Gallery




Adding objects to your world

*Scroll to the right until
you see the Vehicles
folder, and click on it.

*Scroll to the right again until
you see the Humvee.

*Click on the Humvee.

*On the box that pops up, click
Add instance to world.

*The humvee will appear in the
center of the space screen.

i on your computer




Adding objects to your world

The humvee takes up
most of your screen, but
we will re-size it later.
First, let’s add another
object to your world.

Home : Local Gallery » Vehicles [

Class I Class I Clags
DumpTruck 5 Firetruck i Helicopter

\:

DU computer || on your computer iz onyour computer

Class

Humee

£ DN your computer

Click on Local
Gallery above the
pictures of objects
to go back to the
gallery starting
screen.



Adding objects to your world

*Next, scroll to the right
until you see the Space
folder.

Click on this folder.
Click on the Astronaut.

Class
Astronaut

> oh your computer

*Click Add instance
to world on the box
that pops up.

*The astronaut will
be added to your
world, but you won’t
be able to see
him/her yet.



Adding objects to your world

Your space world will look the same after adding
the astronaut. This is because he/she is being
hidden by the humvee!




The Object Tree

*When you add objects
to your world, they will
appear in a list on the
left of your screen,
called the Object Tree.
°The humvee that you
added will be on the
object tree.

*Even though you can’t
see the astronaut yet,
his/her name will also
appear in the object
tree. That way you
know that he/she is
actually there.




Now we have

added two objects to our
world. The next step is to position
them!




Positioning the objects

eLook at the right side of

your screen @ single view ' gquad view

*There is a group of Reszize Objects

buttons with faces on ‘ ‘ ‘ ‘ .J
butto €l e € SlEl®
*These buttons are used |_| affect subparts

to position objects.

*The first thing we will Click on the humvee, and hold
do is make the humvee down your mouse. Move your
smaller. Click on the mouse around, and the humvee
resize button, which is will get bigger and smaller!

the one with the four *Downsize the humvee until you
arrows coming out of can see the astronaut’s feet.

the face.



E Positioning the objects

*Now, click on the button
with the white arrow on
it, as pictured above.
Click on the humvee and
move it to the left of the
astronaut.

*Then, click on the
astronaut and move
him/her to the right.
*Move the humvee to
the right so that it is
completely on the
screen. Your screen

should look something
like this: ——— >




Positioning the objects

P

*This button will move your objects up
and down.

*Click on this button, and then move
the humvee up and down. Position it
so that its wheels are directly on the
ground.

*Here’s a hint: Move it down so that its
wheels disappear into the ground, and
then slowly move it back up. You may
have to use the white arrow button
again to move the humvee back if it
starts to disappear off of the screen.
The second you see all of its wheels
appear out of the ground, you know it

Try doing the same thing with the
is directly on the ground. astronaut!



The Undo button is your friend!

*What if you make a
mistake, like accidentally
clicking on the ground and
moving it?

*You can click on the Undo
button above the object
tree to undo the last thing
you did.

eUse this button whenever
you mess up, or want to
get rid of something you
just did.

Q astronaut




Positioning the objects

*This button is used to @
spin your objects around. —

*Try spinning your humvee
so that it is parallel to the
screen.

*Your screen should look
something like this: =——3




Positioning the objects

*This button will turn your
—
character backwards or

forwards.

*This button will turn and
rotate your object in pretty —=———————> | @

much any direction.

|f you want to, try these
buttons out on your objects.
When you’re finished, click

Undo until your screen looks
like this again. —_—>




We have finished
positioning our characters, so

now we can move on and start to
move our camera around!



The Dummy Camera

*A Dummy camera a
bookmark location to save the
location of your camera view.
This way, if you move your
camera around, you can
always get back to a certain
position by moving to the
dummy camera location.
eLook to the right side of your
screen, and find a gray button
under your object positioning
buttons.

Click on the button labeled
more controls.

® single view ' quad view

Move Ohjects Freely

L5 e & € gl € @

[_| affect subparts

more controls ==




The Dummy Camera

® single view ' gquad view -

*More buttons will V10w BRI Fresl

appear after you click N el 8 €| 8T

[_] affect subparts

more controls.

aspect ratio: |43 -
*Click on the button lens angle: ! :

at camera. It will seem :

like nothing happens, " @ drop dummy at selected object |
but don’t worry, and
only click the button
one time. fewer controls << |

move camera to dummmy




The Dummy Camera

*Once you have clicked this
button, a folder will appear
on your object tree labeled
Dummy Objects.

o|f you click on the plus sign /
next to the Dummy Objects

folder, a list of your dummy
camera positions will appear.

*Right now, there is only one
position, called Dummy.

[+ Qhunwee
[+ | ﬁ astronaut

(] Dummy Objects

[H | ﬁ astronaut
=x: D Durnmy Objects




The Dummy Camera

*Whenever you add a dummy
camera position, you should
rename it so that you know which
position it is.

*Right click on Dummy in the object
tree, and then choose rename.
Type in Start.

*Now you know that this camera
position is the one that you started
at! Adding a dummy at your
starting camera position is
something you should do whenever
you start a new Alice world.

[ astronaut
=l - (2] Dumimy Objects
L Joummy
Dumimy
methods b

Dummy’s details | Camera get a good look at this

capture pose

|| propeties fmethn delete

create new methd _SM I —

= (2] Dummy Objects

i~ Jstart|




Moving the Camera

eLet’s try moving the
camera to get a close up of
the astronaut.

eUnder your viewing
screen, you should see a
bunch of blue arrows.

*|f you click on the arrows
and drag your mouse in
different directions, the
camera will move in
different ways.

*Move your camera until it
is close to the astronaut’s
face. Use the Undo button
if you make any mistakes
or don’t like the result.

Move forward,
backward, left
and right

down, left
and right




The Dummy Camera

eLet’s drop another
Dummy camera at the
camera’s new
position, using the
same steps as before,

*What if we want to
go back to our Start
camera position?

First, right click on
camera in the object
tree.

[+ | Q hunmvee
[+ ﬁ astronaut
= |:| Dumiy Objects

[+ : Qhumuee

Astronaut
View will
appear as
Dummy on

your
object tree
before you
rename it.




The Dummy Camera

- camera move 2
.On the menu ﬁgr camera turn [
@hur delete camera roll >
that POpPs up, [ ast| save object camera resize >
choose  CIpummyobiects \ | camera say ..
methods, then Gstan carmera think "
;E;ﬁ Astronaut Vie camera play sound »

camera Set camera get a good look at

point of view to,

imera's details

camera move to

camera move toward

then Dummy
Objects, then
Start.

‘aperties fmethuds

reate new method

Camera move

camera turn

camera roll

camera resize

camera Ssay

camera think

camera play sound

camera orient to
dmera turn to face

3
bk
b
camera move awayfrom P
b
b
b
b

asSeenBy

the entire world

camera stand up

camera set color to

camera set opacity to

camera set vehicle to
camera set skintextureto P\

camera set fillingStyle to L

N AsironaLt I'

camera
light

ground

humwvee L

Dumimy Ohjects »




The Dummy Camera

*This will set your
camera view back to
its starting position,
where you can see

-

both the astronaut . w
and the humvee. '\
*Now follow the B wort

S camera
steps of the 2 light
previous 3 slides to © ground
create a camera v

stronaut
position that is a @ astrona

[=] DDummthjE[:ts
close-up of the @ start
humvee. Name it

UC) Astronaut View
Humvee View. [¢ [funwee view]




Dummy Camera Conclusion

*Now, right click on
camera in the object
list and set its view
back to Start.

*Then, click Done to
go back to the original
Alice screen.

- dcamerg

o ) camera
;E;% light
o methods J
EEEQ ground camera move [
:;:ﬁ rename camera turn L
i hunmve
= delete camera roll >
;:;ﬁ astron; - ]
= save object... camera resize 3
(21 pummyonjects
T & Camera say ]
[ start )
= camera think r
i Q Astronaut View
= camera play sound b
& a Hurmvee View
: camera get a good look at  »
camera move to b
itz Bl camera move toward [
roperties Imethuds I functions | camera move away from F
camera orient to b
Teate new method
camera turn to face r
Cammera | move camera point at F
camera set point of viewto  * | agsSeenBy
camera turn
camera set pose ¥ | the entire world
camera roll camera stand up
camera
camera resize camera set color to ¥ | light
camera set opacity to Y| ground
camera | say camera set vehicle to " | humvee b
camera think camera set skintextureto ¥ | sotronaut b
camera set fillin eto F =
camera play sound gs0/ Dummy Objects ¥
camera get a good look at

Start
Astronaut View
Humvee Yiew




Now that we
are done setting up our camera,
we can start to animate the characters
in the world!



Methods

*The large tan rectangle in the center of your screen is called
the Method Editor. Right now, it is blank.

(@ world.my first method

world.my first method No parameters create new parameter
Mo variables create new variable
[ Do Mathing

“Doinorder ‘Dotogether ‘IfElse “Loop :While :Forallinorder ©For alltogether  ° Wait “print 50




Methods

*The method editor is where
you can make your characters
do things.

*Your characters already know
how to do certain things.

These are some of the things /’

that your astronaut already
knows how to do. To find this
list, click on astronaut in the
object tree. Then look below
the object tree at the box that
says astronaut’s details, and
click on the methods tab. This
list will appear.

"prnper‘[ies ‘tmethods [functions

create new method

7 astronaut move
“ astronaut turn
astronaut roll

astronaut resize

~ astronaut say
~ astronaut  think

astronaut play sound

~ astronaut move to

~ astronaut move toward




Methods

*To tell your astronaut to do something, click on one of these methods,
hold down your mouse, and drag and drop it into your method editor.
Try dragging a few of them to see what they look like. For most of
them, such as move, you will have to select a direction or a distance
when you drop it.

astronaut's details world.my first method No parametars

|| properties rmethuds functions W variabios

create new method

astronaut move up 1 meter mMore...
astronaut mowve astronaut turn right 0.25 revolutions more...
astronaut turn astronaut resize 2 more...

astronaut  roll

astronaut resize



Methods

File Edit Tools Help

*Now press the Play
button in the upper Ieft\—

hand corner of the —EM
.-.Dﬁcamera
screen to see what these Dnght
methods will look like in | @urou
s ;--ﬁhumuee
your W0r|d. [+ E,_%astrunaut

[+ - (] Dummy Objects

*After you have done
this, click Undo until
your world.my first
method is empty again.




Methods

astronaut's details

*To teach your astronaut
new things, you can
combine these methods
that he/she already knows
into new methods.

eLet’s try creating a new
method. We will create a
method that makes the
astronaut wave. Make sure
you have clicked on
astronaut in the object tree.
Then, go to the methods for
the astronaut and click
create new method.

"prnper’[ies

fmethuds ffLIf'IEJ[iEIrIS

 astronaut
- astronaut

 astronaut

- astronaut
 astronaut

* astronaut

- astronaut

 astronaut

create new method |

 astronaut

move
turn
roll

resize

Sy
think

play sound

move to

move toward

= aetronait | mioe  awes from




°|n the box that pops
up, type Wave, then
click OK.

Methods

':3 Mew Method

@ﬂ

Name: | Wave

Cancel

*You should see a new tab appear in your method editor called
astronaut.Wave. This is the space where you will create the Wave

method. \

r @ world.ry first rmethod @ astronaut.Wave

astronaut.Wave Noparamelors

Mo variables

create new parameter

create new variable

[ Do Mathing




Methods

°In your object tree, click
on the + sign next to
astronaut. This will show

you the astronaut’s parts.

*Click on rightArm in the
object tree so that you
can get a list of the
rightArm’s methods. We
will use these methods
to teach the arm to
wave.

iy 3 hoht

ﬁ ground

ﬁ humvee
[ ﬁ astronaut

O teftarm
rirightﬂrm
O teftLeg
IE) hackpack
L@y helmet

(£ Dummy Objects




Methods

e[ ook back at
the rightArm’s
list of methods

f @ world.my first method [@ astronaut.Wave |

an d f| N d \rﬂgmnrm's details | astronaut.Wave Noparameters

rlghtArm turn. properties [methods [functions | | | o variables
(oA o I8 ;:.-ﬁ'ﬂ Nothing
*Click on this rightArm turn
ight il
method and —
rightArm resize
hold your
mouse down, | "Am s
. rightArm  think
and drag it =
' rightArm play sound
over to the

rightarm move to

method editor.
Then release rightarm move awayfrom
your mouse to | rightArm  orient to

d ro p It t h ere. . rightArm | turn to face ' Do inorder Dotogether WEIse Loop While For all

rightAirm move toward




Methods

*A small gray menu of directions will appear. In this menu,
select backward. Another menu will appear, this time of how
many revolutions you want the arm to turn. Select 7 revolution.

i

@ worldmyfirstmethod | @ astronaut. Wave

astronaut.Wave No parameters

Mo vatiabies

(Do eethine
direction

left b

right ]

forward

‘ 1/4 revolution

1/2 revolution

1 revolution (all the way around)
2 revolutions

other...




Methods

*Now, click on the rightArm roll method. Drag and drop it into
astronaut.Wave. For the direction, select left, and for amount, select
other.... A calculator will appear. Type .1 into this calculator, and
then click Okay.

3 Custom Number

@ world.my first method (@ astronaut.Wave

astronaut.Wave No parameters

Novatigblas

astronaut.rightArm turn backward — 0.5 revolutions more...

direction

left  * | amount

right 1/4 revolution
112 revolution
1 revolution (all the way around)

2 revolutions

uther-.- CanEEI




Events

Now that we have written
part of a method, we want to
figure out how to see it in
action. When you press the
Play button in the upper left-
hand corner of your screen,
your world will use an event
that can show you your
methods. An event is a way
to call methods when your
world is played.

*The event editor is found in
the top right-hand corner of
your screen.

Events |create new event

When the world starts, do world.my first method

This is the event editor



Events

Events |create new event

*There is one event in your
event editor already. It says
When the world starts do
world.my first method. This tells
your world what to do when
you press Play.

*This means that when you
press Play and your world

| When the world starts, do ~ world.myfirst method

(@ world.my first method | @ astronautTalk

starts, whatever methods you
have in the world.my first
method tab are carried out in

world.my first method Noparameters

No variables

(Do Mething
your world. /
*But if you click on your

world.my first method tab in
your method editor, you will see
that it is empty!




Events

*This means that when you
press Play, nothing will happen
in your world. Try pressing Play
to see that this is true.

*So how do we make ﬁ
i 1] Dummy Objects
astronaut.Wave happen in our '

world?

*\We could try changing the
event that is already there to

astronaut.Wave. To do this, Events |create new event

ClICk On the dOwn arrOW neXt tO VYWhen the world starts , do §§§wurld.m}rﬁrst metho
world.my first method in the rrwy first method
event editor, and then choose astionawt P | wave

astronaut, and then Wave.



*Now press Play to see
what astronaut.Wave
looks like so far.

eLet’s add more to the
method. Drag and drop
another rightArm roll,
and select right, and

then other.... Type in .2.

Then get another

rightArm roll, and select

left, and .1. Your code
will look like this.

Methods

astronaut.Wwave Noparameters

No variables

astronaut.rightirm turn hackward 0.5 revolutions mMore...
astronaut.rightArm roll left 0.1 revolutions MOre...
astronaut.rightirm roll right 0.2 revolutions more...

astronaut.rightirm roll left 0.1 revolutions more...

*Play your world again to test astronaut.Wave.



Methods

*Now we need one more line of code, that tells the astronaut to put
his arm down. Drag and drop a rightArm turn method. Select
forward, and % revolution. This will be the final code for your
method.

astronaut.Wave No parameters

No vatlablies

astronaut.rightirm turn bhackward 0.5 revolutions MOore...
astronaut.rightirm roll left 0.1 revaolutions more...
astronaut.rightirm roll right 0.2 revolutions more...
astronaut.rightirm roll left 0.1 revolutions MOore...

astronaut.rightirm turn forward 0.5 revolutions more...

*Play your world one more time to test out astronaut.Wave.



Events

*We can make
astronaut.Wave even more
interesting by creating a
new event that says that
astronaut.Wave will
happen if the space bar is
pressed.

First, let’s change the
event in the event editor
back to my first method.

Events |create new event

When the world starts, do - astronaut.Wave

my first method

astronaut ]




*Next, click on the gray
create new event button at
the top of the event editor.

*A gray menu will appear
with different types of
events to choose from.
We’re looking for one that
will do astronaut.Wave
when we press the space
bar, so click on When a key
is typed.

*This new event will appear
in your event editor below
the other one:

Events
Events

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

create new event

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=

Let the arrow Keys move <subject=
Let the mouse move the camera
Let the mouse orient the camera

~ When anykey — istyped, do Nothing



*This new event won’t

do anything yet, so we Space
need to fill it in. ChaV E’;‘E'
any key to Space by —

clicking on the down
arrow and choosing it
from the menu.

*Then, change Nothing
to astronaut.Wave by
clicking on the down
arrow and choosing
astronaut, and then
Wave from the menu.

Events

~ When anykeQ is typed, do Mothing

Left

.

numbers #

® any Key

 When Space| — istyped, do Huthino

my first method

astronaut

k

Wave




Events

*Now try playing your world again. Nothing will happen at first, but
if you press the space bar, your astronaut will do astronaut.Wave.
You can press the space bar more than once, and he/she will do
astronaut.Wave every time you press it.




Methods

eLet’s write another method.
This method will have the
astronaut go up in the air and
then float in a circle around the
humvee.

*Click on the astronaut in the
object tree, and then go to
his/her methods tab.

*Click on the create new
method button.

~ astronaut
- astronaut

- astronaut

~ astronaut
~ astronaut

~ astronaut

fmethuds

create new method

~ astronaut

functions

move
turn
roll

resize

Say
think

play sound




*Name the new

Methods

method Float and

then click OK.

*The new
astronaut.Float

method’s tab should

appear in the
method editor.

{E Mew bethod

[

Name: |Fluat|

‘ OK ” Cancel I

o

@ warld. oy first method

o

@ astronautWWave

‘@ astronaut.Float L

No variaibies

astronaut.Float Vo parametars

[ Do Mathing



Float

*The first step is to make the astronaut move up off the ground.
Click on astronaut in the object tree, and then find astronaut
move in the list of methods.

eDrag and drop it into Float. On the menu that pops up, choose
Up, and then 1 meter.

astronaut's details :' astronaut.Float Vo parameters
"p‘]‘ﬂﬂﬁi‘ﬂﬁ‘&ﬂ [methods rﬁ-‘“éﬂmﬁl | no variabies
WH'U'E edit 2
“Float |[edit 7
I 7
create new method ﬁ;
7 direction
7 up > | amount
- 7 down >
~ astronaut turn ' 112 meter
z left % 1 meter
- astronaut roll right )
5 meters
.. i »
~ astronaut resize forward 10 meters
backward »
O ca other...




elLet’s try testing
out what we have
so far.

*To do this, we
need to change the
when the world
starts event again,
this time to
astronaut.Float.

*After you do this,
press Play and
watch the
astronaut move up
off the ground.

Float

Events |create new event

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

iy first method

~ When Spacz| — s typed

astronaut

b

Wave

Float




Float

*Now let’s have the
astronaut say “Wheeee!”

after he/she rises into . stronaut | move what
the air - astronaut turn hello

. * astronaut roll =2 goodiye
. other...

: astronaut resize

°Find astronaut say in
his/her list of methods,

and drag it into Float.  astronaut | think
astronaut play sound

*Click other..., and type
“Wheeee!” into the box

that appears. Then click 13 Enter s string )
OK. Enter a string:
Wheeee!
*Test your method again ok || cance
by pressing Play and

watching your world.



Float

*The next thing is to
make the astronaut
float around the
hummer.

astronaut's details astronaut.Float Wo parameters

|prnper‘[ies Imethnds rfunctinns Mo variahios

*Find astronaut turn :':*“ i
in his/her list of

* astronaut move up — 1 meter more...

§§§ astronaut say Wheeee! MOre...

create new method
methods and drag
and drop it into

“ astronaut move

direction
Float below the _ astronaut_rol ot > amount
other lines of code, | 2stonaut resize right ) 144 revolution
forward 12 revolution
- astronaut | say backward » | { reyolution (all the way around)
~ astronaut  think 2 revolutions

°In the drop down
menu that appears,
select left, and then
1 revolution.




Float

*Test out Float again by playing the world.

|t seems that the astronaut turns in place instead of turning
around the humvee!

*How do we fix this? We must use something called asSeenBy.

*On the line of code that says astronaut turn left in your Float

method, click on the small down arrow next to the word more....

- astronaut —  turn left — 1 revolution —  more..



Float

*On the drop down menu that appears, select asSeenBy.
*When asSeenBy is used with the turn method, it makes the object
turn around another object, instead of just turning in place.

*Since you want the astronaut to turn around the humvee, select

humvee, and then the entire humvee.
*Try playing your world to see the results.

turn left 1 revaolution more...

astronaut
duration

shyle

b
b

asSeenBy |»

® <None:>

the entire world

Doinorder Do together IfElse “Loop :While :For allin

camera
light

ground

humvee
astronaut
Dummy Ohjects

b
b
b

the entire humvee

frontRightWheel
backLeftWheel
hackRightWwheel
frontLeftWheel

=1

Wit | : print




Float

Now let’s make the
astronaut say “Wheeee!” at
the same time that he/she
floats around the humvee.

*To do this, we will need to
use Do together, which is a
control that tells more than
one method to happen at
once.

LAt gl=T=T=1=1




*Find the Do together
button at the bottom
of your method editor
and drag and drop it
into Float.

*Then, click on the left-
most part of the
astronaut say Wheeee!
line and drag and drop
it into the Do together.
Do the same thing to
the astronaut turn left
line. Your code will look

like this: —

Float

astronaut say Wheeee! more...
astronaut turn left 1 revolution asSeenfy = humvee
= Do together
5 [Do Mothing
Do in order | § Do together] “IfElse :Loop :While :For allin order
astronaut.Float No parameters
Mo variahlas
astronaut — move up — 1meter =~ more..
+[=Do together
: astronaut say Wheeeel more...
astronaut turn left 1 revolution asSeonBy = humvee more...



Float

*Try pressing Play to see the results. The astronaut should say
“Wheeee!” at the same time that he/she starts to turn around
the humvee.




Float

*Now let’s add one last thing to our Float method. We need the
astronaut to go back down to the ground at the end of the
method.

*Find move in the astronaut’s list of methods, and drag and drop
it into Float at the very end. Select down, and then 1 meter.
*Your final code will look like this. Test it out for the full effect!

astronaut.Float Mo parameters

MNa variabhles

astronaut mowve up 1 meter more...

'~/ Do together

astronaut say Wheeee! more...

astronaut turn left 1 revalution asSeenBy = humvee mMore...

astronaut move down 1 meter more...



Methods

eLet’s try writing one astronaut's details
more mEthOd. || propeties (methuds functions
WWE edt F {%Hew Method @

*In this method, the i JJET

ill si at ethod
astronaut will sit on

Name: |ridEHunwee|

~ OK Cancel
top of the humvee . astronaut move
and ride it around.  astronaut turn

astronaut roll
*Go to the astronaut’s gl 2=stronaut PEESS

methods list and click

on create new

method. Name the | @ sstonautwae | @ astonautrioat | @ astronautrideHumvee
method rideHumvee. ramsters

A new tab will appear

in your method
editor.



Ride Humvee

 First, we need to
move the astronaut to

sseondy
the humvee F|nd the astrunaut move towing B the entire world
m Ove to method |n the astronaut  move away from Iti:::era
astronaut’s list of astrone [orient to ground
astronaut  turn to face humvee b the entire humves

m et h O d SI an d d ra g an d astronaut point at e SEITET _ ' frontRight\wheel
d rop it nto * astronaut set point of view to i bummy OBects * | backLeftaheel

. - backRightWheel
rideHumvee. Select | 2=tronaut frontLeftwheel
humvee, and then the
entire humvee.
eTo test this method When the world starts, do iiiastrunaut.Flan
first we need to change | When Seecs| - istyped, MVISIMEN

' astronaut b Wive

the when the world Float
starts event to rideHumvee

astronaut.rideHumvee.




Ride Humvee

*Press Play to see what this looks like so far. The astronaut
should go into the humvee, and his/her head and upper body
will be sticking out of the top, like this.




Ride Humvee

*Now we need a way
to glue the astronaut
to the humvee so that
when the humvee
moves, the astronaut
will move with it.

*We can do this using
the vehicle property.

*To find vehicle, click
on the astronaut’s
properties tab, and
find the button that
says vehicle.

astronaut's details

"pruperties ‘methods [functions

capture pose

“color =
;iéupacity = 1 (100%})

sKin texture = astronaut.texture
“fillingStyle = solid
 pointOfview = position: -1.91,0, 0.01; ¢
“isShowing = true -

Seldom Used Properties
Sounds
Texture Maps

imodeled by Brian Levinthal

painted In: Chendd Platz

1 R R SR ..




Ride Humvee

*Click on the vehicle button and drag and drop it into your
rideHumvee method.

*On the gray menu that drops down, select humvee, and then the
entire humvee.

*This will set the humvee as a vehicle to your astronaut. When the
humvee moves, the astronaut will go with it.

“color = “ astronaut move to humvee —  more...

“opacity = 1(100%)

value

Eﬁéskin texture] = IMconatt testure the entire world

S . camera

“fillingStde = solid

. light

“isShowing = true humvee | the entire humvee
Seldom Used Properties 2=l " | frontRightwheel
Sounds | | PummyObjects » | . ckieftwheel
+ s
Texture Maps i backRightWheel
rmodeled by Brian Levinthal _ frontLeftWheel

hainted e Cherd Platz -




Event

*Now we are going to make an
event to go along with this
method. The event will allow
you to control the humvee with
the arrow keys when you play
your world.

*Click on create new event in the
event editor. Then click on Let
the arrow keys move <subject>.

*Change the event from camera
to humvee by clicking on the
down arrow next to camera, and
then selecting humvee, and then
the entire humvee.

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

et the mouse move <ohjects:>

Let the arrow Keys move <subject=
Let the mouse move the camera
Let the mouse orient the camera

move [:EIIT]ETO

|

humvee
astronaut

Dummy Objects »

the entire humwvee

frontRightyWwheel
backLeftWheel
backRightwWwheel
frontLeftWheel




Event

*Play your world, and test out this new event by pressing the
arrow keys and seeing what happens to the humvee.

b\



Pulling it all together

*Now it’s time to pull this all together!
°In your method editor, click on the tab at the top that says world.my

first method.

*This tab is empty right now, but we are going to use it as a coming
together place where we bring all of the methods that we have

written so far.

I’@' world_my first method @ astronautiave @' astronautFloat @ astronaut.rideHurmyes

world.my first method No parameters

Mo variables

(Do Nothing

“Dainorder| ~Dotogether IfElse Loop While Forallinorder ' For alltogether  \Wait | print | |/




Pulling it all together

*First, let’s have the camera do a close up of the astronaut.
*Click on camera in the object tree, and then go to the camera’s
methods list. Find set point of view to, and drag and drop it into

world.my first method.

*Then choose Dummy Objects, and then Astronaut View.

camera's details

|| propetties fmethuds functions

§§§ camera get a good look at
camera move to
~camera move toward
camera move awayfrom
camera orient to

camera turnto face

- camera point at

 camera set pose

~ camera stand up

world.my first method No paramelers

Mo variablos

(Do Nothing

asSeenBy

the entire world

camera

light

ground

humvee b
astronaut b
Dummy Objects ¥ | Stant

Astronaut View
Humwvee View




Pulling it all together

*Now, let’s have the

camera do a close up of world.my first method No parameters

the hummer.

No vatigbles

*Drag another camera set
point of view to into
world.my first method, and
this time, select Dummy
Objects, and then Humvee
View.

*To test what you have so
far, you have to first change
the when the world starts
event back to world.my
first method.

camera set point of view to  Astronaut View

mare...

 camera set point of view to  Humvee View Mmore...

When the world starts, do iﬁiastrunam.ridEHunweO

rmy first method
astronaut

»




Pulling it all together

*Now let’s put some of the astronaut’s methods that we wrote
into world.my first method.

*First, drop another camera set point of view to, and set it to Start.
Click on astronaut in the object tree. Then find the astronaut’s
Float method in his methods list, and drag and drop it into
world.my first method.

Do the same things for Wave, and then rideHumvee. Your code
will end up looking like this:

world.my first method Ao parameters

No variables

camera set point of view to  Astronaut View =  more...
cCamera set point of view to Humwvee Yiew maore...
camera set point of view to  Start more...

" astronaut.Float

 astronaut.\Wave

“astronaut.rideHumvee



Pulling it all together

*Now, drag an astronaut say method at the bottom of your code, and
click on other.... Type in, “Now press the space bar to see me wave,
and use the arrow keys to drive me around.” This will remind you of
your two other events that you wrote for him. Change the duration
on the command to make the speech stay on the screen longer. To do
this, click on more... on the astronaut say line of code, then choose
duration, other..., and then type in 4. Your code will look like this:

camera set point of view to  Astronaut View =  maore...
camera set point of view to  Humvee View =  more...

camera set point of view to  Start =  more...

astronaut.Float
astronaut.Wave
astronaut.rideHumvee

astronaut say HNow press the space har to see me wave, and use the arrow keys to drive me around. duration =4 seconds



Pulling it all together

*Now test your world by pressing play. When your methods
are done playing out, try steering the humvee around with the
arrow keys.




FIXIng it up

*There is still one problem with our world. You may have
noticed that when you steer the humvee, it will often drive
off the screen!

e et’s add a line of code that sets the camera as a vehicle to
the humvee, so that the camera follows the humvee
around!



FIXIng it up

*Click on camera in the object tree, and then click on the
camera’s properties tab.

Click on the vehicle
button and drag
and drop it into
world.my first
method.

*On the menu that
pops up, select
humvee, and
then the entire
humvee.

camera's details

methads | functions

"’pruperties

create new variahle

capture pose

world

“pointOfidNg = position: -4.26, 1.6, 7.38
Seldom UseNProperties
Sounds

Texture Maps

world.my first method No parameters

Mo vatiables

~ camera —  set point of viewto Astronaut’

Camera set point of view to Hurmmvee Vi

Camera set point of view to Start —
“astronaut.Float

“ astronaut Wave

“astronaut.rideHumvee

Cactronat | ea Now press the space ha
value

the entire world

light

ground frontRightywheel

Dummy Objects [ backLeftWheel
| astronaut »] backRightwheel

the entire humves

p | fromtLeftfWheel

humwee




FIXIng it up

*Your final code for world.my first method should look like this:

camera set point of view to  Astronaut View =  more...
camera set point of view to Humvee View = more...

camera set point of view to  Start —  more...

astronaut.Float
astronaut Wave

astronaut.rideHumvee

astronaut -~  say Mow press the space bar to see me wave, and use the arrow Keys to drive me around. duration =4 seconds

camera <ot vehicle to humvee more...

Press Play again to test out your world. Try driving the humvee
with the new camera setting.



Notes for later

*|f you later want to unglue the astronaut from the humvee, set
the vehicle property of the astronaut from humvee back to
world.

*|f you later want to un-glue the camera from the humvee, also
set its vehicle property back to world.



Congratulations! You have just
made your first Alice world. There are

many more things that you can do with
Alice, so keep exploring it!



