Getting Started With Alice

By Ruthie Tucker
under the direction of Prof. Susan Rodger
Duke University, July 2008
www.cs.duke.edu/csed/alice/alicelnSchools/

Hil my name is Alice and this
program was named after me.
Alice will teach you how to make
your own animations.

Let's Get Started

The first step in making
- an Alice world is to pick a
Alice background.

Templates -|* When you open Alice,

- | thisbox to your left will
automatically pop up. You

&) Welcome to Alice!

rase s may have to click on the

snow space

“Templates” tab

» Today, we are going to
| select the water world.

 Click on “water” and then
click on the “open” button.

| Shuwe this diatug at stare

Once you have chosen the water world
this is how your screen should look.
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Adding objects to your world

* Now lets add some

* To the right of the
water world picture,
there is a green
button labeled “Add
Objects.”

e Click onit.

ADD
OEJECTS

objects to our world.

Adding objects to your world

* Once you have clicked on . This is your local gallery
“add objects” a gallery of of objects.

objects will appear, on
your screen, below your
water world.

* There are lots of folders,
of objects.

Adding objects to your world

» Select the animals folder
and scroll over until you
find the Goldfish.

Class
Goldfish

* Click on the Goldfish.

* And then click on “Add
instance to world.” E :

* The Goldfish should Onh Your compurtar
appear in your world, on
the water

Adding objects to your world.

* Your goldfish will be very
small. Don’t worry about
this yet.

» First we need to add
another object to your
world.

e ———
e Click on “Local -
Class Class i Class i Class
Ga”ery” to go Fish Frog Goldfish Hampster
back to the s
starting point of 5: '
the Local Gallery.

I computer




Adding Objects to your world

* Now, scroll over and
select the “Fantasy”
folder.

* Then, select the fairies
folder

Adding objects to your world

g R  Add this fairy into your world, by
[ LichenZenspider clicking on her and then clicking
' on “Add Instance to World”.

* Your screen should now look
like this.

37‘

The Object Tree

* When you add objects to
the world they will appear
in a list on the left of your
screen.

e This list is called your
“Object Tree.”

I3 lichenZenspide

)/ﬁ—\
Now we have two objects in our
world. Now we need to position
them!




Positioning your objects

* Now look at the right
side of your screen.

 All of the buttons with
the faces are
designed to help you
position your objects.

* Click on the white
arrow, try clicking on
your fairy and moving
her around.

single view ) quad view

iove Ohjects Freely

[[] affect subparts

more controls >>

Positioning your Objects

» Try moving your fairy so
that she is to the right of
your fish.

* Your screen should look
like this

« The button with the up @
and down arrows will
move your object up and
down.

* Click on it and move your

fairy so she is hovering
over the water

Positioning your objects
» This button is used to
%‘ spin your objects around.

» Try spinning your goldfish
around so he is directly
parallel to the screen.

* Your screen should look
like this.

 Note: If you click on the
water by mistake and
move it, click the UNDO
button to fix the water
back.

The Undo Button is your Friend!

File Edit Tools Help U Anytime you do

something wrong in
your Alice world you
can click the undo
button and Alice will
undo the last

i) lichenZenspider

) Dummy Objects comman d .

» Use it as much as you
need!




Positioning your objects

@J e The next button will turn
your character either
backwards or forwards.

Use it to make your fairy
tilt slightly forward.

* This is how your screen
should look.

Positioning your objects

|@J » This next button is a
toggle button. It will move
your object all over the
place.

» Use it to move your fairy
so that she is facing the
fish

* Your screen should look
like this.

* Note: If you don't like her
position, click on “undo”
and try to move her
again.

Positioning your objects

» This next button will make
@. your objects bigger.

"« Click on it and use it to
make your goldfish bigger
than the fairy.

(4 “d

* Your screen should like
this.

Positioning your objects

* Now lets move our fish
down so that he Is slightly
sticking out of the water.

* You may have to push
the fish back further and
resize him to get this
picture.




Positioning your objects

e There is one more button
that we will NOT use.

 This button will copy your
object, however it causes
problems later SO DON'T
USE IT!

* It's better to add another
object from the gallery if
you want two of the same

Positioning your objects

» Click on the “done” button
to leave your objects
gallery.

* Now your screen should
look like this.

thing.

(@ world.my first method

world.my first methed o perameiens
//f!_—_l_\_\ —~
Now that our characters are Th e D u m my Cam e ra’
positioned we can move around our
cameral ) ® single view ) quadviev

e The Dummy camera is e Chjects U andl Do

—

designed to save camera
positions as you move
your camera around.

» Click on the “add objects”

button again and look for
a gray button under your
object positioning buttons

NPT

|

A
e ————
more controls =»

* Click on the button
labeled “more controls”.




The Dummy Camera The Dummy Camera

El world

it E Once you have P camera  Once you have dropped
LEgegee L Qi
 atoctoutparts i clicked on the “more ;;nagnl.::ah the dum_my camera. A
5 o folder will appear on your

i Q lichenZenspider

controls” button you

aspectratio: (413 ~] i d d g oummy OblectsT" 7y object tree called
lens angle: will see a arop aown “Dummy Objects.”
|, — menu.
%24, drop dummy at camera . w N ;
0 « Click on the “drop 'f_youbc“?c‘f Otrr‘] th; plus g
@  drop dummy at selected object ” sign peside the bummy Egéaguldﬁsh
Move camera to dumimy: dummy at camera ObjeCtS folder your list of E;EQIichenZenspider
| ~ button. dummy camera positions = | £ bummy Object,
« Just click once! should appear. )
-: * Right now there should
only be one, called
“Dummy”.
The Dummy Camera The Dummy Camera
:E:Dwurld .
L e ¢ You can rename your ¢ Now we can move our
%;gmd dummy camera to camera to another
[ otaish something that is easier position using the purple

arrows at the bottom of
your screen.

B % lichenZenspider
= [C] Dummy Objects

Y

to remember.
e Lets rename ours “Start.”

Dumimy
methods
mors g Comera| 1) EEL + Lets move the camera so

:-mcamera H M
B This will freeze your that we can get a close
@ orouna camera position for you to up of the fairy.

ézgwdﬁsh return to whenever you

lichenZenspider .

5| £ vuma otiedg would like.




The Dummy Camera

Ohject T

The Ohj
ofthe ok
Some ol

* Now what if we want to
go back to our “Start”
camera position?

» Right Click on camera in
your object tree

» Lets drop another
Dummy camera at our
Fairy Position and label it
“Fairy.”

[+l [P anldfish

The Dummy Camera

camera
Qo
) vromna methods ¥|  camera move »
Q goldis Uil cameraturn »
Q JichenZ delete camera roll »
save object.. cameraresize »
(2] Dummy oneCts
g camera s »
Q StartingPosition &)
- = = camera think »
-airyrosition
Q il camera play sound 4
camera get agood look at  »
—
amera's details camera move to 4
- camera move toward »
operties
m camera move awayfrom »
@ camera orient to »
cameraturn to face »
apture pose camera point at »
camera set point of viewto » | asSeenBy
sehicle = world IR e ¥ the entire world
camera stand up
J0intOfview = position: 0.13, 2.88, camera
camera set color to 4 Jight
gelﬂnl;n Used Properties camera set opacityto ) around
ounds _
Texture Maps camera set vehicle to » goldfish
camera set skintextureto ¥ | jieponzan, spider »
camera set filingStleto  » Dummy Objects »

StartingPosition
FairyPosition

* Right click on
Camera and
choose
“methods”,
then “camera

J‘,‘gﬁ set point of

view to” then
“‘Dummy
Objects”, then
“Start”.

The Dummy Camera

* Now go through these
steps again to create a
camera position for
“Fish.”

» This should set your
camera view back to its
starting position.

Dummy Camera Conclusion

LI aneLL suspars =

aspect ratio: (43 :I
lens angle:

| :ﬁ: drop dummy at camera

| : 0: drop dummy at selected object

move camera to dummy:

| <Hone>

fewer controls <<

Search Gallery

* Finally, Set your
camera position back
to “Start” position.

* Now click on the
“Done” button at the
bottom right of your
screen to exit out of
your “add objects”
section (you may
have to scroll down to
see the Done button).




/_(nl_\-“-\
Mow that we have done some cool
things with the camera, we can
animate our characters!

Writing Methods

» The large tan part in the center of your

screen is called your “Method Editor.”

@ world.my first method

world.my first method No parameters

Mo varables

(Do Nething

on: -2.08, 0.62, 3.4

» The method editor is for
making your characters
do something.

* Your characters already

know how to do several
things.

“wink
“faceBlush
“faceNormal
“faceAngry

“blink ]
gggs:ug * These are all of the things
“facensieep that your fairy knows how
“slouch to do.

;iéﬂapWings duration amount m

Methods

B

plifch
L‘J Fe IichenZenspider

* You can find these by
clicking on your fairy in
your object tree and
choosing methods.

* Lets try animating our
fairy with some of these
methods.

" faceBlush
" faceMormal
* faceAngry
“:blink
“:shrug
‘‘facefsleep
“slouch

ffﬂapWings duration amount [ edit

create new method




Methods

. _ * This time
o i ﬂ e instead of
I b NSt right clicking,
= £ oummy Ofects  When th word st oo drag your
-~ camera view
' change into

@ world.my first method
camera's details world.my first method No parameters yO U I' m et h O d

s—-_ Novarizbles ed |tor

camera  get a gobd look at

Sty * Setyour
— camera view
ton to “Fairy.”

ground
goldfish »

JemEnZenspider »

Dummy Objects »|  start

(Do Nothing

camera move t

camera move thward

camera move gwayfrom

camera orient i
camera tum‘\l ce,
camera_goi

camera set point of view to

camera

ramara| stand in

Methods

* Click on the method called “Wink,” drag
it over and drop it in your method editor.

I Lat -
i —| 1

@ world.my first method

world.my first method Vo parameters

No variabies

 camera set point of view to  Fairy More...

TichenZenspider.wink

“ faceMormal
“ faceAngry
S hlink

= p—

Methods

* When you press play the fairy should wink
with her right eye.

» Try dragging in each of the methods to
see what she does.

* Note that the “flap wing” method asks you
for a duration and an amount. Type in
numbers for both and see what happens.

Methods

 If you don’t want any
of this code you can
r|ght click on the IO world.my first method_
SeCtlonS that you world.my first method Noparameters
don’t want and o venapies
Choose “delete.” camera —  setpoint of viewto Fairy — more...

““lichenZenspider.wink

§§§IichenZenspider.faceBIush
?;?IichenZenspider.faceNurmal
§f§IichenZenspider.facenngry

= make copy
“lichenZenspider.blink M

= delete
“lichenZenspider.shrug disable

“lichenZenspider faceAsleep

“lichenZenspider.slouch




Methods
II pmperties Imethnds rfunctiunsl|_

+ What if we want to teach

- - our fairy to do something

that she doesn’t know
how to do?

 If you look below the
methods that you just
tried there are more

&l simple methods.

 lichenZenspider | say « These are the methods

that we will use to teach

¢ lichenZenspider  move
lichenZenspider  turn

lichenZenspider roll

lichenZenspider resize

¢ lichenZenspider | think

lichenZenspider play sound

lichenZenspider mowve to

4

our fairy to do new things.

itaceNormal || edit |

“facefngry

“blink

“shrug

“faceAsleep

“slouch

E;EﬂapWings duration amount | | edit

“FairyFly

=
create new method .

# lirhenZenenidar | mma

Talk

spider. FainF by |@ lichenZenspider. Talk -

create
creal

Lets start with
something simple

Go to the methods for
your fairy and select
the gray button
labeled “Create new
method.”

Name it “Talk.”

This box should
appear

Methods

* Now look in the
simple methods of
your fairy and find the
“Say” method

» Drag it over and drop
it into your method
edltor I[;.Jropenies [methods [functions |

; lichenZenspider h

Novanables

(Do Nothing

what

: hello
% lichenZenspidg i goodbye

other...
wJichenZenspider say

% hiehanZancnidor | think

Methods

e Select “other”

» This should give you a box for you to type

something.
* Type “I'm flying!”

ﬁsi Enter a string

Enter a string:

\arameters |I'm fhying!

| o

K




Methods

» Try this again but have her say something
else.

~§ A |

{&) Enter a string

Enter a string:

[This is fun! |

lichenZenspider.Talk Mo parametors

Mo variables

lichenZenspider say I'm fhying! T

* Now your method
should look like this.

Methods

* Now how can we play
this method?

0 lichenZenspider.Talk

lichenZenspider.Talk Noparametars

No varabigs

lichenZenspider —

lichenZenspider —

say 'ming! — more..

say Thisisfun! — more..

Events

* Aneventis a way to
call the methods you
create when you play
your world

* The event editor is in

» We want the fairy to say “I'm the top right hand
fIying" and the other thlngs that corner of your
you typed whenever we press the  gcreen.
space bar.

* To do this, we will add an event
and call the Talk method we wrote.

Events |create new event

When the world starts, do iiiworld.rmrﬁrst method

* Click on “create new
event”

* You will see the list of

events in the events
editor. Select “when
key is typed”

» After clicking it you
should get this.

Events

Events |create new event|

No e

en ed on something
While something is true

Wwhen a variable changes

Let the mouse move <objects>

a Let the arrow keys move <subject>

Let the mouse move the camera

Let the mouse orient the camera
' lichenZenspider.Tal

[Events [oovorawovert] O

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

© When anykey —  istyped, do Nothing




Events

+ Change the red boxes
that say “any key” to
the “space bar” and
the method “Talk.”

Use the white aI'I'OWS/_\
N

» Try playing your world
» Each time you press the

Erents

7 do world.myfirst method

is typed, do lichenZenspider.Talk

Events

s is funl

space bar, your fairy
should say “I'm flying”,
then “This is fun!”

“faceBlush
“faceNormal
‘facelngry
“hlink

“shrug

‘facefsleep |1_n
“slouch

Eééﬂap\Mngs duratj

| create new method
———

lichenZenspider'3etails

amount

edit

Methods

* Now, lets have the fairy
fly around the fish.

 Click on your fairy in your
object tree and go to
methods.

» Select the gray button
that's labeled “create new
method.”

Methods

®

[SI New Method

 After clicking on it a gray
box will appear that asks
you to name your new

£

&) New Method

Nams: [cairyrty method.
e Let's name ours
“FairyFly".

H * Now a new method will
lichenZenspider.FairyFly appear on your method

editor.




FairyFly

 First we will set our camera to “Start” position.”

Events | create new event |

BT aa. When the world starts, do :world.my first method —
.%gmund
® |
E;E%IichenZe hispitler
=1 1 Dummy Pbiects

[ Start | "%"‘%‘ s =
(G Fairy =

camera's dejail

@ lichenZenspider.FairyFly

lichenZenspider.FairyFly Vo parameters

methods

camera = | Vo vanabies

camera move a\gay from (Do Wothing

asSeenBy
the entire world

camera orient to

camera turntoface camera

camera_pojj light
< camera set point of view to oLl
goldfish L3
cames lichenZenspider LA
camera stand up b | s '@W)

bililig

camera move at speed Fish

Methods « Now lets have our
fairy flap her wings.
Click on
lichenZenspider in
the object tree and
then “methods” tab.

1| Vo varizbies

: — - * Draginthe
écamera set point of view to  Start more... .
- flapwings method.
— = « Have her flap 6
e ——_ times for 2 seconds.
facefsleep ‘ E ig)uum
0.25 e |f the number yOU
0.5 .
: want is not there,
- select “other” and
then type it in.

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

Resulting code is:

““lichenZenspider.flapWWing jon =2 - =6

Methods

* Now before we play this

Events creaienewweml we need to Change our
 When the world starts, do *world.my first method events editor.

* The events editor is at the
top right of your screen.
. We need to Events |create new event

Change the \When the world starts, do | world.my first method -

“when the world

wink
starts” event to faceBlush
our “FairyFly” ::E:::;".;al
method. So that biink I
i @ lichenZenspid shrug
we can test it — faceAsiosp
OUt slouch
flapWings »
1 Start more... i -

Methods

* Now try playing your method. Your camera

should move back to the starting position
and your fairy should flap her wings.

When the world starts, do §§§IichenZEnspider.Faianly




Methods Methods

* Now we need to
have our fairy fly

around the fish « Your code should
InStead Of ﬂylng | lichenZenspider's details . . 3 ' nOW |ook Iike thiS
in place- properties | methods [functions :Zt::;?;splderfawmv S |
° (3-0 back to your :::;V\liduratim L @_ camera -~ | setpoint ofview to Start — more... "Chenzenﬁpider.FaiWFlv No paramefe.”s
S|mp|e methods FairyFly : lichenZenspider.flamings duration =2 — amount =6
for your fairy and = No variabies
select “Turn” sehouzonca ; —
and dr ag it into ::Z:::z::smd:: ‘:.:." T ;:rcv:(::r ’ hmmﬂi".,:,amwmmm) S camera set point of view to  Start more...
your code. wchonzonsper rosize (] — lichenZenspider.flapWings duration =2 — amount =6
* Have your fairy - lichenZenspider turn left 1 revolution More...
turn left 1
revolution.
Methods Methods
+ Fistlets have her lap | wmmmmmimns e
. . and tur‘n at the Same lichenZenspider turn left = 1revolution -~ more.
* Now try playing this. fime
 Your Fairy should flap her wings and then « Look at the bottom of
spin in place. your screen for a purple
. button labeled “Do
i NOW We knOW that We need to fIX tWO Together” ::Duinum@ugemer@ Loop While |For allint
things.

» Drag this up and drop
it under your code.
Then place your “flap

e wings” code and your

| WhunZunspide: fopWings dration =2 - “turn” code inside it.

. lichenZenspider — | turn Ieft — 1 revolution —  mare... . Try p|ay|ng it

lichenZenspider.FairyFly Vo parametsrs

— We need her to flap while she turns

— And we need her to turn around the fish
instead of turning in place.

No variablas

camera set point of view to  Start More...




Methods Methods

« In order to make the fairy ¢ After clicking on the

fly around the fish we arrow a pop up menu * This should make your fairy turn around in
need to select the “more” il appear. a circle from the point of view of the fish.
button beside the “Turn” W i . ) . )

code. * Select “As seen by”, « This means it will rotate around the fish.

goldfish”, “the entire - Press play to try it.

M ”
goldfish”.
§§IIichenZenspider.ﬂapMngs duration =2 — amount =6 light
lichenZenspider — turn left = 1 revolution = more.., ground
duration b | oldfish »| theentire goldnish

shie » | lichenZenspider » rightFin

asSeenBy b | Dummy Objects » ail

leftFin
RideFish
MethOdS » First you will want to create a new method labeled
“RideFish.”
e Lets write one more method * Click on “IichenZenspider_l “m_etho_ds”tab/then “create
] ] _ new method”/ and name it “RideFish.”
* Lets make the fairy ride the fish after she « Inside your method editor drag the “move to” command
has flown around him. and select goldfish/ the entire goldfish.

* Your code should look like this.
| () world.my first method

lichenZenspider.RideFish Noparameters

Na variahlag

lichenZenspider — moveto goldfish — more...




Glue Fairy to Fish

« Now we need a way to
. | Dummy Objects
glue the fairy to the ®stan

goldfish so that when the @Faiy
goldfish moves, the fairy ' :
will move with it.

lichenZenspider's details

]’pruperties rm'e_t{_ﬂ_nq_s rfun_ ctions |

* This is called the vehicle
property. [

* You can find it under the “ color =
properties tab of your opaci
fairy.

“ vehicle = world

Methods

» Drag the venhicle

lichenZenspider.RideFish No parameters property over to your

No variables method editor and

select goldfish/entire
goldfish.

* This should set your

goldfish as a vehicle
to your fairy.

* When the fish moves
the fairy should move

lichenZenspider move to goldfish —  more...

lichenZenspider =  set wehicle to goldfish — more...

“skin texture = lichenZenspider.bodyT with it.
“fillingStyle = solid
* Now we can put it all together.
 If you noticed at the beginning of your method editor
Events [create new event| » Lets make an event for A . ;
- . there was a method that said “World.myfirstmethod.
" when Space| — istyped, do |‘lichenZenspider.Talk this method. Thi thod is for telli t
] R + Go to your events editor 'S method s Tor tefling O_WSOW' o
2133 and select “let the arrow * You may have more code in there than | do, that is fine.

keys move subject.”

Events ‘ create new event |

* Right now itis setas a
default to the camera.

* Letschange thissoitis|| . q|m°w
set to the goldfish/the
entire goldfish.

" when Space| — istyped, do lichenZenspider.Talk

@ world.my first method r Q) lichenZenspidar Talk r () lichenZengpider FairFly r () lichenZengpider RideFish

world.my first method Vo parameters

No variables

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

;ilichenZenspider.shrug




Events

* Note that there are a lot of tabs here.
+ If you click on each ong, the method you

wrote will appe\ay \\( &

Oworld.myﬁrstmethod[ (Q lichenZenspider Talk [ Q@ lichenZenspider FainyFly [ @ lchenZenspider RideFish

world.my first methed Ao paramelers

Novanabias

camera SELpoint of view 10 Fary —  more...

lichenZenspider.shrug

Events

 First click on the tab that says
“World.MyFirstMethod”

* Itis the tab that we put all of our original
code in.

Events

» First we need to set our camera position in
“world.myfirstmethod” to “Start” right after
the code you have.

* Drag in “camera set point of view to” and
set to “Dummy objects”, then “Start”

a 3 [|
world.my first method Vo parameters

Novariablos

camera set point of view to  Fairy more...
iiilichenZenspider.shrug
@ set point of view to  Start More...

Events and Methods

2 S Oticte « If you look under the
methods of your fairy
you will now see the

LY
r:lr::::::;s-prjneihuds Flfll;nclluns methOdS that you
“blink WI’O'[e
sshrug
« We can put these
together in

Eféﬂap\nﬁngs duration amount| [ eda

world.myfirstmethod
to tell a story.

T Ri i
3
create new rmethod

lichenZenspider  move




Events and Methods

world.my first method Vo parameters

Events and Methods

* If you look at your

* Lets have the fairy fly
around the fish and then

No variabies

camera set point of view to  Fairy more...

get on the fish and ride
* When can do this by

“lichenZenspider.shrug

camera set point of view to  Start More... . |
—Tichenzenspider.FairyFly dragging “FairyFly” and
< “lichenZenspider.RideFish “Ridefish” into

World.myfirstmethod.

« Now we can use the event

“When the world starts” to
call it. Lot

When Space| - istyped, do | lichenZenspider.Talk

When the world starts, do world.my first method

When So2ci| -~ gtyped, do ichenZenspider.Talk

N
Let =

¢—| l|=r|

move goldfish

* When the world starts, o worldmy first method

events you will see
that when you play
your world the fairy
will fly around the
fish and then get on
its back.

You can have her
talk by pressing the
space bar

And move the fish
with the arrow keys.

Try it!

Events and Methods

« Wait! Our fish swam away!

 Hmmm how can we fix it so that we can
follow the fish?

Let’'s set the camera as a vehicle to the fish!

Events and Methods - clickon

.....

|+ Seldom Used Properties
I|# Sounds
IH Texture Maps

“Camera’”,
5 :‘Io world.-rny first method | €D lichenZenspi 1] P ro p e rtl esn
world.my first method No parameters
| o variables e D rag th e
e ™ ™= vehicle
; -r;amera -set pn-int of viewto Start — more.. p ro p e rty
T inbetween
g “FairyFly” and
i S “RideFish”
st and set it to
’ “goldfish”,

“the entire
goldfish”.




Events and Methods

* Once you have done this try playing your
world again.

@ world.my first method [ @ lichenZenspider

world.my first method No parameters

Mo variables

camera set point of view to  Fairy More...
iiilichenZenspider.shrug

camera set point of view to  Start more...
“lichenZenspider.FairyFly

@ set vehicle to goldfish mure..>

‘lichenZenspider.RideFish

Notes on “Vehicle Property”

* If you later want to unglue the fairy from
the fish or the unglue the camera, see
these instructions.

» To unglue the fairy from the fish, set the
vehicle property for the fairy back to
“world”.

* To unglue the Camera from the fish, also
set its vehicle property back to “world.”

Now try to do these!

» Drop an island from the environments
folder.

» Steer the fish around the island.

» Unglue the fairy (by setting her vehicle
back to world) and have her move over to
the island.

* Try gluing the camera to the fairy instead
of the fish.

ﬁ

Eungratulatiuns! You have just
made your first Alice world. Come
back and see me soon!!!l




