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M

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
background.

e When you open Alice,
- this box to your left will
automatically pop up. You

orass sand may have to click on the

- - “Templates” tab

&) Welcome to Alice!

Templates

 Today, we are going to
select the water world.

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

show

[¥] Show this dialog at start




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

e Now lets add some
objects to our world.

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

e Click on It.




Adding objects to your world

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

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

e There are lots of folders,
of objects.




Adding objects to your world

Animals e Select the animals folder
and scroll over until you

%
a . find the Goldfish.

Class

Goldhish

0N VOUur cormputer

 Click on the Goldfish.

 And then click on “Add
Instance to world.”

i The GOIdflSh ShOUId an your E;ur“puter .
appear in your world, on
the water




Adding objects to your world.

Click on “Local
Gallery” to go
back to the
starting point of
the Local Gallery.

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

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

Home '» Local Gallery > Snimals (5

Class i Class Class Class
Fish {2 Frog Goldfish Hampster

o
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Ir computer |} onyour computer  onyour computer ¢




Adding Objects to your world

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

e Then, select the fairies
folder




Addlng objects to your world

Clnce - * Add this fairy into your world, by
. LichenZenspider clicking on her and then clicking
on “Add Instance to World”.

\  Your screen should now look

i like this.

“ onyour computer |




The Object Tree

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

e This listis called your
“Object Tree.”

(3 lichenZenspide




m

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.

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

I single view ' quad view

ove Ohjects Freely

@l &l € 8T @

|_| affect subparts

more controls == I




Positioning your Objects

e Try moving your fairy so
that she iIs 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.

e Click on it and move your
fairy so she is hovering
over the water




Positioning your objects
e This button is used to
g” spin your objects around.

e 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 (1, click the UNDO

button to fix the water
back.




The Undo Button is your Friend!

File Edit Tools Help * Anytime you do

' something wrong In

your Alice world you

s can click the undo
R grow button and Alice will

e undo the last

Q lichenZenspider

* ) Dummy Objects command.

e Use it as much as you
need!




Positioning your objects

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

Use it to make your fairy
tilt slightly forward.

e This is how your screen
should look.




Positioning your objects

‘@] e This next button is a
toggle button. It will move
your object all over the
place.

e 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

e This next button will make
K@‘ your objects bigger.

« Clickonitanduse itto
make your goldfish bigger
than the fairy.

4 "

 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.

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

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




Positioning your objects

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

 Now your screen should
look like this.

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

@ world.my first method

world.my first method Ao parameters ‘ create new parameter !

No wvariables ‘ create new variabhle I

(Do Nothing




- T
Mow that our characters are
positioned we can move around our

cameral

— -




The Dummy Camera

i singleview ) gquad view

e The Dummy camera is
designed to save camera
positions as you move
your camera around.

e Click on the “add objects”
button again and look for

a gray button under your  « Click on the button
object positioning buttons labeled “more controls”.

fowe Ohjects Up and Doswen

K= &l € 8=l

ecl subparts

more controls ==




The Dummy Camera

F Y

dlove Ohjects Up and Down

e egee | Onceyouhave

] affect subparts clicked on the “more
controls” button you
aspect ratio: |4.|'3 || .
R — | will see a drop down
— menu.
%24 drop dummy at camera

e Click on the “drop
ﬁ dummy at camera”
= button.

: ﬂ: drop dummy at selected ohject

move camera to dummy

P ——— e Just click once!




The Dummy Camera

- [y golanish
;iéalichenzenspider
I@_Dummy Objects

 If you click on the plus

sign beside the Dummy
Objects folder your list of
dummy camera positions

should appear.

* Right now there should
only be one, called
“Dummy”.

 Once you have dropped

the dummy camera. A
folder will appear on your
object tree called
“Dummy Objects.”

q g1 uuria

[y voldfish
[ lichenZenspider
= [C] Dummy Obje




ﬁ ground
[ yoldrish
[y lichenZenspider
= (2 Dummy Objects

The Dummy Camera

EEEQ .Dumr;w
methods
rename [~
world's deta| Camera @m
;g;pﬁ Camera
Qeon
ﬁ ground

- [ golanish
[ tichenzenspider

= (o

 YOU can rename your
dummy camera to
something that is easier
to remember.

e Lets rename ours “Start.”

This will freeze your
camera position for you to
return to whenever you
would like.



The Dummy Camera

A\

e Now we can move our
camera to another
position using the purple
arrows at the bottom of

your screen.

Lets move the camera so
that we can get a close
up of the fairy.




The Dummy Camera

= Jwora

?.;Tm * Lets drop another

Eiilﬁgruund Dummy camera at our
| igggotarsh Fairy Position and label it
[+ | ﬁllchenzensplder

“Fairy.”

(= |:| Dummy Objects

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

* Right Click on camera in :
your object tree [P anldfish




The Dummy Camera

camera
4 light

rename

cAmera move
camera turn

Qicrenz delete camera roll )
(0 save object... camera resize b
= UITI e
camera s 3
E;E% StartingPosition "
}:}%F inPosit camera think b
& ainyPosition
= camera play sound b
camera get a good look at  » \
I
amera's details camera move to 4 L .
camera move toward b ’( ! 4
camera move awayfrom
reate new variable camera orient to ]
camera turn to face b r
apture pose camera point at ]
I asseenBy
rehicle = world camera set pose ¥ the entire world
» carmera stand up
wintOfview = position: 0.13, 2.88, Camera
camera set color to ] light
Seldom Used Properties camera set opacity to b ground
Sounds .
Texture Maps camera set vehicle to ] goldfish ,
camera set skin textureto ¥ lichenZenspider »
b

camera set fillingStle to
= -

e Right click on
Camera and
choose
“methods”,
then “camera
set point of
view to” then
“Dummy
Objects”, then
“Start”.



The Dummy Camera

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

 Now go through these
steps again to create a

.. qurnund
camera position for @ oldrsh
“Fi Sh_" Eéé%lichenzenspider

=] i £ Dummy Objects

[ start
Dk

I




Dummy Camera Conclusion

| AINELL SUREO L

aspect ratio: (113 -

lens angle: —;

:ﬂ-d: drop dummy at camera

: ﬂ: drop dummy at selected ohject

move camera to dummy:

<None> v

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).



ﬁ

- —_
Now 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

No variabies

(Do Nething

on: -2.08, 0.62, 3.5



Methods

lichenfenspider's details 1 ° The method editor iS for
| making your characters
“wink | edit = do something.

“faceBlush

e Your characters already
know how to do several
things.

 These are all of the things
that your fairy knows how
to do.

“faceMormal

“faceAngry

“plink [ edit

“shrug | edit

“facedsleep

“slouch | edit

EifﬂapWings duration amount




Methods

i

: [ 1AL []
L‘J Fe Ii[:henzenspider

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

faceBlush « Lets try animating our
T fairy with some of these
: methods.

“facedsleep
“slouch

EiéﬂapWings duration amount |edit

create new method




Methods

@ world.my first method

Novatiables

create new event

* When Space

A
. 2a32

When the world starts, do

is typed,

move gold

world.my first method Noparameters

(Do Nothing

asSeenBy

the entire world

camera
light
ground
goldfish
efienZenspider #

This time
Instead of
right clicking,
drag your
camera view
change into
your method
editor.

Set your
camera view
to “Fairy.”



Methods

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

- 8y goldfish

= Let
A . Elb
E545 "~ YlichenZenspider

= When the
(=1 “[C] Dumrfy Objects 1

O

@ world.my first method

world.my first method No parameters

No variabies

camera set point of view to  Fainy more...
sTacebBlush

~fiChenZenspider.wink -

 faceAngry
“hlink



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
rlght click on the (@ world.my first method

SeCtIOnS that you world.my first method Vo parameters
don’t want and No variables

choose “delete.” | oo sstvontotvowto foy more-

“lichenZenspider.wink
“lichenZenspider.faceBlush

:lichenZenspider.faceNormal

“lichenZenspider facefngry

make copy
“lichenZenspider.blink delete
“lichenZenspider.shrug disable

“lichenZenspider faceAsleep

“lichenZenspider.slouch



Methods

’prnper’[ies ‘methods

ra .
functions

create new method

~ lichenZenspider
lichenZenspider
lichenZenspider

~ lichenZenspider

* lichenZenspider
~ lichenZenspider

lichenZenspider

lichenZenspider

mowve

turn
roll

resize

say
think

play sound

move to

I—

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
simple methods.

These are the methods
that we will use to teach
our fairy to do new things.



sTaceNormal | | edit |

“facefngry | edit

“blink

edit

“shrug
“facedsl
“slouch
~ flapWin
“FairyFly

create n

edit

eep | edit

edit

gs duration amount | edijt

edit

ew method

“ lichon7?

anenidar | mmm

Talk

- @ 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

e Drag it over and drop
It Into your method

edltOr. ‘I propetties

: lichenZenspider

methods | functions

—

No wvariablies

(Do Nothin
= lichenZenspider ' “

~ lichenZenspider f roll

lichenZenspjd

L limhnan 7o irldnr | #hinl




Methods

e Select “other”

e This should give you a box for you to type
something.

* Type “I'm flying!”

(&l Enter a string

Enter a string:
I'm flying!

igrametors

OK I Cancel I




Methods

* Try this again but have her say something

else.
-

bR, BN -

(& Enter a string

Enter a string:

This is fun! |

lichenZenspider.Talk Vo parameiers

Mo variables

0K I Ean[:EII

lichenZenspider —  say I'mfhing! —



Methods

 Now your method  Now how can we play
should look like this. this method?

@ lichenZenspider.Talk

lichenZenspider.Talk Vo paramelers

Mo variables

lichenfenspider —  say I''mflyving! — more...

lichenfenspider — say Thisisfun! — more..



Events

Events |create new event « Aneventisaway to

call the methods you

When the world starts, do :world.my first method
create when you play

your world
 The event editor is In
 We want the fairy to say “I'm the top right hand
ﬂying" and the other thlngs that corner of your
you typed whenever we press the  gcreen.

space bar.

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



Events

Events |create new event

(Moe
& When a Key is typed

En ed on something

e Click on “create new
event”

 You will see the list of
events in the events
editor. Select “when a
key iS type d,, Let the mouse move the camera

Let the mouse orient the camera
. . . 'lichenZenspider. Talk A
o After clicking it you
should get this.
Events ‘ create new event ‘ L

YWhile something is true

When a variable changes

Let the mouse move <objects:>

Let the arrow keys move <subject:=

 When the world starts, do  world.myfirst method

When any key — istyped, do Mothing




Events

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

Use the white arrows —

Events |create new event

" When the world stari#] do ~ world.my first method

~ When Spa'::ﬁ'| is typed, do :lichenZenspider.Talk




Events
« Try playing your world

e Each time you press the
space bar, your fairy
should say “I'm flying”,
then “This is fun!”




Methods

 Now, lets have the fairy
fly around the fish.

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

o Select the gray button
faceNormal | edit that's labeled “create new

“faceAngry | edit ”
“hlink method.

“shrug | edit
" faceAsleep | edit

“slouch

Eiéﬂapwings duratj

“ faceBlush

amount | adit

| create new method |)




@) New Method  [X]

Hame: |

OK

Cancel |

{&] Mew Method

Hame:

]

FairyFly

0K

Cancel

Methods

« After clicking on it a gray
box will appear that asks
you to nhame your new
method.

e |Let's name ours
“FairyFly”.

 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

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

@ lichenZenspider.FairyFly

lichenZenspider.FairyFly Na parameters

No variablas

(Do Mothing

* camera
. asSeenBy

“ camera 3
= the entire world

* camera

camera
: camera_poj light

0 ground

“ Camera

: goldfish b

“ Carmers

lichenfenspider *

camera stand up

§§§ camera move at speed



| Mo variables

lichenZenspider.FairyFly Mo parameters

* camera

set point of view to  Start

create new method

duration
=  Have her flap 6
L — times for 2 seconds.
2 9"]““1
025 e If the number you
0.5 .
1 want IS not there,
2 (" ”
[y select oth_e_r and
other... > then type it in.
camera set point of view to  Start more...

Resulting code is:

MOre...

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

Drag in the
flapWings method.

E;EIichenzenspider.ﬂap\rﬂings duration =2~ amount=56



Events |create new event

Methods

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

We need to
change the
“when the world
starts” event to
our “FairyFly”
method. So that
we can test it
out.

Events

create new event

Now before we play this
we need to change our
events editor.

The events editor is at the
top right of your screen.

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

my first method
lichenfenspider wink

faceBlush
faceMormal
faceAngry

blink

Q) lichenZenspider Talk

@ lichenZenspiq shrug

naraimetors

faceAsleep
slouch
flapWwings »

1 Start

more...

Talk —
FairyFhy




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  lichenZenspider.FairyFly




Now we need to
have our fairy fly

around the fish
Instead of flying
In place.

Go back to your

simple methods

for your fairy and |

select “Turn”

and drag it into €

your code.

Have your fairy
turn left 1
revolution.

Methods

lichenZenspider's details

Z| properties fmethuds rfunctiuna |

Eiéﬂapmngs duration amount | edit

“Talk
FairyFhy

create new method

- lig

* lichenZenspider turn

2 lichenZenspider | roll

§§§ lichenfenspider resize

lichenZenspider say

[ b

* camera

E;;IichenZenspider.ﬂap‘.‘L‘ings diration =2

lichenZenspider.FairyFly Vo parameters

Nao variables

set point of view to  Start more...

amount =6

<

left » >jmuunt

: 1/4 revolution
forward ion —
backwardQ} | 1 reyplution (all the way around) >
T -

2T

6 revolutions

other...




Methods

 Your code should
now look like this.

lichenZenspider.FairyFly Vo paramelers

No variahles

camera set point of iew to Start Mmore...
;;;IichenEenspider.ﬂap‘.’ﬂngs ration =2 arount =6

lichenZenspider turn left 1 revolution more...




Methods

 Now try playing this.

e Your Fairy should flap her wings and then
spin in place.

 Now we know that we need to fix two
things.
— We need her to flap while she turns

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



Methods

First lets have her flap
and turn at the same
time.

Look at the bottom of
your screen for a purple
button labeled “Do
Together.”

lichenZenspider.FairyFly Vo parameters

Mo varigbles

camera set point of view to  StartingPosition maore...

E;EIichenZenspider.ﬂapmngs duration =2 amout =6

1 revalution More...

turn left

 lichenZenspider

Do together “IfEISk Loop :While “For allin

e Drag this up and drop
It under your code.
Then place your “flap

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

= wings” code and your

=/ Do together @ 0 . . .

:': ;E;Iil:henzenspider.ﬂapwmgs duration =2 arnoirt =6 tu rn- co d e NSl d e It
lichenZenspider — turn left — 1 revolution —  more... ° Try p I ay| N g |'[



Methods

« In order to make the fairy ¢ After clicking on the
fly around the fish we arrow a pop up menu
need to select the “more” il appeatr.

button beside the “Turn”
e Select “As seen by”,

code.
(14 . 1 (14 .
goldfish”, “the entire
. 1
goldfish”.
“lichenZenspider.flapWings duration =2 = amount =6 ight
lichenZenspider — turn left = 1 revolution =  more... ground
duration »| Ooldfish | the entire goldfish

style ¥ | lichenZenspider » rightFin

asSeenBy » | Dummy Objects ! tail

leftFin




Methods

e This should make your fairy turn around in
a circle from the point of view of the fish.

 This means it will rotate around the fish.
* Press play to try it.



Methods

e |Lets write one more method

* Lets make the fairy ride the fish after she
has flown around him.



RideFish

First you will want to create a new method labeled
“RideFish.”

Click on “lichenZenspider/ “methods”tab/then “create
new method”/ and name it “RideFish.”

Inside your method editor drag the “move to” command
and select goldfish/ the entire goldfish.

Your code should look like this.
() wirld ry first method

lichenZenspider.RideFish Vo parameters

”~

No varanies

lichenZenspider — moveto goldfish —  more...




Glue Fairy to Fish

. Now we need away to || OTIEEIE]

glue the fairy to the
goldfish so that when the
goldfish moves, the fairy
will move with it.

| lichenfenspider's details

[ properties F sthods [ functic

Ccreate new variable

 This s called the vehicle
prOperty. | capture pose

e You can find it under the
properties tab of your

falry. | - vehicle = world |
| “skin texture = lichenZenspider.hodyT

| fillingStyle = solid



Methods

lichenZenspider.RideFish No parameters

No vatiables

lichenZenspider — moveto goldfish — more...

lichenZenspider — set vehicle to goldfish — more...

Drag the vehicle
property over to your
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
with it.



Events

Events |create new event e |ets make an event for
this method.

_When Space| - istyped, do lichenZenspider.Talk

] * Go to your events editor
= and select “let the arrow

keys move subject.”

Events |create new event

e Rightnow itis setas a
default to the camera.

 Lets changethissoitis
set to the goldfish/the
entire goldfish.

VWhen Spa:::el is typed, do - lichenZenspider.Talk

Let Ll move( goldfish
234




Events

« Now we can put it all together.

 If you noticed at the beginning of your method editor
there was a method that said “World.myfirstmethod.”

 This method is for telling our story.
* You may have more code in there than | do, that is fine.

@ world.my first method

world.my first method No parameters

Mo variabies

camera - set point of viewto Fairy = maore...

“lichenZenspider.shrug



Events

 Note that there are a lot of tabs here.

* |If you click on each ong, the method you
wrote will appear,

© world.my first method | = €
world.my first method o paramelers

Novanabies

l:fmem sel point of wew 10 Fairy —  maore...

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

e 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”

| 7 L
world.my first method No parameters

Na variables

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

“lichenZenspider.shrug

@:amera set point of view to  Start more...




Events and Methods

 If you look under the
methods of your fairy
you will now see the
methods that you

b wrote.

“shrug  [edit |

FaceAsioan) [SaK]  We can put these
together in

§§§ﬂ:ap\.ﬂ.|"ings duration  armount |E.:|

world.myfirstmethod
to tell a story.

T~ RideFish
hl el E IS m-

create new method

lichenfenspider | mowve



Events and Methods

world.my first method Vo parameters

« Lets have the fairy fly
around the fish and then
camera set point of view to  Fairy more... get on the f|Sh and ride
“lichenZenspider.shrug

' camera — setpointofviewto Start — more.. When can do this by

_— e dragging “FairyFly” and
~lichenZenspider.FairyFly
> “Ridefish” into

\World .myfirstmethod.

e Now we can use the event

No variables

. lichenZenspider.RideFish

“When the WOrId Stal‘tS" tO ggg When Spacs| — istyped, do “lichenZenspider.Talk
Ca” It. Let ”T—l move goldfish /

ol |l md

@ world starts, do ‘world.my first @




Events and Methods

When Seace| — istysed, do :fichenZenspider.Talk

:}: 1
‘let == move goldfish
S ] Y I

 Whenthe world starts, do - world.my first method

 If you look at your

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.

e Tryit!



Events and Methods

o Wait! Our fish swam away!

« HmMmm 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 - click on

“Camera’”,
|1['_:___]'@ world.my first method | @) lichenZenspi t P o pe rtl eS”

camera's details ) world.my first method No parameters
P ; mTds | functions
- | | Mo vatlabies ® D rag th e

\

create nev*ariahle —— =
“ camera set point of view to  Fairy —  more... .
vehicle

“lichenZenspider.shrug

_ camera —  setpoint of viewto Start — more... p o p e rty

“ vehicle = world “lichpnZensnider Fairvely .
= DoSitIGS.26, 1.6, 7.3 | 0| Value IN betwee N

- the entire world
|+ Seldom Used Properties

|+ Sounds N light “Fai ryFIy” and

|+ Texture Maps ground

goldfish b the entire goldfish . R I d e F I S h ”

'“ and set it to
“goldfish”,
“the entire

goldfish”.

Dummy Objects ¥




Events and Methods

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

"F@ world.my first method i () lichenZenspider.

world.my first method No parameters

Ma varizbles

camera sel point of view to  Fairy — more...
“lichenZenspider.shrug

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

q[:amera set vehicle to goldfish —  more... >

“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.

e 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.



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




