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Description

e This tutorial will demonstrate how to use
Inheritance to save a modified object as a

new, more intelligent class, to use in other
worlds.

It will also demonstrate how to set a
vehicle property part way through an
animation and end the property before the
animation is complete.



Characters

The Space Scene, the Ground Roamer, The Lunar Lander, the Space Colonist
and a Cow




Prerequisites

* |In order to complete this example you
need to know how to do the following

— Intro Tutorial
— Methods

— Parameters
— Loops



Step One: Vehicle Property

* |n this animation we
have an astronaut on
a Lunar Lander. We
want him to go to the
Ground Roamer, ride
around and come
back to the Lunar
Lander.




Getting started in your world

 What Is the vehicle property?

— The vehicle property allows one object to be
attached to or “ride” another object.

— Example = a man riding a horse

What is Inheritance?

— Inheritance allows you to teach an object to
do things in one world and then save those
new abllities to use in a different world.

— Example= Teaching the horse to gallop



Starting code

 Because we are learning inheritance and
vehicle property in this tutorial we need to
code all of our methods at the class level.

* The following slide shows how your world
level code should look when you are
completely done.



Code at the world level

Events |create new event

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

a lunarlander
Q) Groundroamer
a cleverColonist

a cow

FH &

world's details

@ world.my first method

world.my first method No parameters

" my first method

create new method

o varahies

=/ Do in order
© cleverColonist.ClimbLadder

EééclwerCulunist.Walk object = Groundroamer —

“cleverColonist.GetOnHurmvee
“cleverColonist.RideHurmvee

§§§c:lm.-'erCulunist.EndingSequen[:e




Before coding vehicle property

 \We need to create some simple actions for
our space colonist
— SpaceColonist.ClimbObject
— SpaceColonist.Walk
— SpaceColonist.GetOnTransport

o Unfortunately there is no quick way to do
this. You simply need to mess around with
his arms and legs until you get his actions
too look right.




A Quick Side Note

* You will notice from the pictures in this
presentation that the colonist is named
“CleverColonist” instead of
“SpaceColonist”

 This will make sense later on. So don'’t
worry about it right now

At this point your character should still be
named “SpaceColonist”



SpaceColonist.ClimbObject

 You do not have to e The code Is on the
code the climb action next slide
this way.

e This is simply an
example of how to get
the astronaut to climb
down the ladder.

 If you are having
trouble you can just
copy this code



Code for

SpaceColonist.ClimbQObject

space_colonist.ClimbObject No parameters
No variables
Do in order
cleverColonist turn left .3 revolutions
Do together
cleverColonist.spaceMan.richtArm.rightForeArm turn backward 0.23 revolutions
cleverColonist.spaceMan.leftArm.leftFore Arm turn backward 0.235 revolutions
Loop 4.5 times times
Do together
cleverColonist.richtLeg turn backward 0.235 revolutions duration = 0.25 seconds
cleverColonist.rightLeg.rightShin turn forward 0.25 revolutions duration = 0.25 seconds
cleverColonist move down .2 meters duration = 0.25 seconds
Do together
cleverColonist.rightLeg turn forward 0.23 revolutions duration = .23 seconds
cleverColonist.rightLeg.rightShin turn backward 0.23 revolutions duration = 0.23 seconds
cleverColonist move down 0.2 meters duration = 0.25 seconds
Do together
cleverColomist.leftLeg turn backward 0.25 revolutions duration = .23 seconds
cleverColonist.leftLeg.leftShin turn forward 0.23 revolutions duration = .23 seconds

cleverColonist move down 0.2 meters duration = .25 seconds



Vehicle Property Continued

e Once you have created
this method you can call it
under
World.MyFirstMethod to
make the beginning of the

for spaceColonist.walk
and
SpaceColonist.GetOnTra
nsport




Additional Code

e The following 4 slides show the code for
SpaceColonist.Walk and
S

paceColonist.GetOnTransport.

 If you do not want to try to create them on

your own you can copy them from these
slides




Code for SpaceColonist.Walk
(see next slide for second half)

space_colonistWalk Noparameters
MNeo variabiss
Do in order
While { { cleverColonist distance to ohject ) = 3.6 )
Do in order

Do together
cleverColonist.rightLeg turn forward 0.15 revolutions duration = 0.5 seconds
cleverColonist.leftL eg turn backward 0.15 revolutions duration = 0.5 seconds
cleverColonist move amount = 0.5 meters toward target = object duration = 0.5 seconds
cleverColonist.spaceMan.leftArm turn forward 0.15 revolutions duration = 0.5 seconds
cleverColonist.spaceMan.rightArm turn backward 0.15 revolutions duration = 0.5 zseconds

Do together
cleverColonist.leftLeg turn forward .15 revolutions duratton = 0.5 seconds
cleverColonist.rightLeg turn haclsward 0.15 revolutions duration = 0.5 seconds
cleverColonist move amount = 0.5 meters toward target = object duration = 0.5 seconds
clever(olonist.spaceMan.leftArm tuwrn bacloward 0.15 revolutions duration = 0.5 seconds
cleverColonist.spaceMan.rightArm tarn forward 0.15 revolutions duration = 0.5 seconds

Do together
cleverColonist.leftL eg turn forward .15 revolutions duration = 0.5 seconds
cleverColonist.rightLeg turn hacloward 0.15 revolutions duration = 0.5 seconds

cleverColonist move amount = 0.5 meters toward target = object duration = 0.5 seconds



Second half of code for
SpaceColonist.walk

cleverColonist.spaceMan. leftArm turn haclkoward 0.15 revolutions duration = 0.5 zseconds
cleverColonist.spacehan.rightArm turn forward 0.15 revolutions duration = 0.5 seconds
Do together
cleverColonist.leftLeg turn forward .15 revolutions duration = 0.5 seconds
cleverColonist.rightLeg turn bacloward 0.15 revolutions duration = 0.5 seconds
cleverColonist move amount = 0.5 meters toward target = object duration = 0.5 zeconds
cleverColonist.spacelMan.leftArm turn bacloward 0.15 revolutions duration = 0.5 seconds
cleverColonist.spaceMan. rightArm turn forward 0.15 revolutions duration = 0.5 seconds
Do together
cleverColonist.leftLeg turn hacloward 0.15 revolutions duration = 0.5 seconds
cleverColonist.rightLeg turn forward 0.15 revolutions duration = 0.5 seconds
cleverColonist move amount = 0.5 meters toward target = object duration = 0.5 seconds
cleverColonist.spaceMan.leftArm turn forward 0.15 revelubons duration = 0.3 seconds
cleverColonist.spaceMan. rightArm turn hacloward 0.15 revolutions duration = 0.5 seconds



SpaceColonists.GetOnTransport

cleverColonist.GetOnTransport { )
Ne variables

Do in order
Do in order

Do together
cleverColonist.rightlLeg turn bacloward 0.25 revolutions
cleverColonist.rightl.eg rightShin turn forward 0.25 revolutions
cleverColonst.leftLeg turn backward 0.25 revolutions
cleverColonist.leftLeg.leftShin turn forward .25 revolutions
cleverColonist.leftLeg move down .18 meters
cleverColonist.spacelMan move down 0.18 meters
cleverColonst.spaceMan.rightArm tuwrn bacloward 0.4 revolutions
cleverColonist.spacelMan.leftArm turn hackward 0.4 revolutions
cleverColonst.rightLeg move down 0.15 meters

Do together
cleverColonist.rightLeg turn forward 0.25 revolutions
cleverColonist.rightl.eg.rightShin turn backsward 0.25 revolutions
cleverColonist.leftLeg turn forward 0.25 revolutions
cleverColonist.leftLeg.leftShin turn bacloward .25 revolutions

cleverColonist.leftLeg move up .18 meters



Second half of
SpaceColonist.GetOnTransport

cleverColonist.spaceMan move down 0.18 meters
cleverColonist.spaceMan.rightArm turn baclovard 0.4 revolutions
cleverColonist.spacelMan.leftArm turn bacloaard 0.4 revolutions
cleverColonist.rightLeg move down 0.15 meters

Do together
cleverColonist.rightLeg turn forward 0.25 revolutions
cleverColonist.rightL eg.rightShin turn baclovard 0.25 revolutions
cleverColonist.leftLeg turn forward 0.25 revolutions
cleverColonist.leftL.eg leftShin turn bacleerard .25 reveolutions
cleverColonist.leftLeg move up .18 meters
cleverColonist.spaceMMan move up 0.18 meters
cleverColonist.spaceMan.rightArm turn forward 0.4 reveolutions
cleverColonist.spaceMan. leftArm turn forward 0.4 revolutions
cleverColonist.rightLeg move up 0.15 meters
cleverColonist move up 2 meters duration = 0.5 seconds
cleverColonist move forward 2.5 meters duration = 0.5 seconds
cleverColonist move left 1.8 meters duration = 0.5 seconds

cleverColonist move down 1 meter duration = .75 seconds

cleverColomist turm left 0.2 revolutions



Now we are ready to create the Vehicle for
“Space Colonist”

Create a new method called
“SpaceColonist.RideTransport

Click on SpaceColonist - Properties, drag vehicle to
your Method Edltor value = the entlre GroundRoamer

e
1 QI

space_colonist.RideTransport Mo parameters

No variables

s EEEEEETT)
El Do in order

: wheeld
camera set vehicle to

wheel3

wheels
wheelG

camera inside

light bhottomDoor

vehicle = world

clin taviura = rlowernlnnicet enard s



Vehicle Property Continued

Remember, in order to make the Colonist ride the
GroundRoamer you must select “Colonist set vehicle to
GroundRoamer” not the other way around.

After the vehicle is set you can command the Roamer and
the Colonist will follow.
Do together

Do in order

§§§ camera set vehicle to cleverColonist =  moge

§§§ space_colonist set vehicle to Groundroamer =  more...

§§§ Groundroamer turn left — .7 revolutions =  more...

Groundroamer move forward 140 meters duration =8 seconds More...



Now test It out

* Once your space colonist is set as a
vehicle to the GroundRoamer you can test
It out.

 Try moving the GroundRoamer around.

 If you did the code correctly the Space
Colonist should ride along with it.



Vehicle Property continued

 Once our Space
Colonist has had an
explorative journey
around the moon we
want him to get off the
GroundRoamer and
walk away.




Vehicle Property Continued

space_celonist.EndingSequence o parameters
No variables
Do in order
cleverColonist turn left .4 revolutions
camera set vehicle to world
cleverColonist turn left 0.23 revolutions
Do together
cleverColonist move forward 1 meter
cleverColonist move down 1 meter
cleverColonist.Walk object = cow
cleverColonist turn to face camera

Do together

cleverColonist say Hooray for the Vehicle Property!

cleverColonist.spaceMan.leftArm turn forward 0.3 revolutions

cleverColonist.spaceMan.rightArm turn forward 0.3 revolutions

Set Camera back to
the entire world.

Write code to have
the Colonist walk
away from the
Roamer.

You will notice that
the Roamer stays put
while the Space
Colonist moves
forward.



But Walit!

What happens if we have the Roamer move
Instead of the Space Colonist? Try It.

The Colonist moves with it

This is because originally, we set the Space
Colonist as a vehicle to the Roamer.

This means that the Colonist can do whatever
he wants as long as the Roamer is stationary.

But when the roamer moves, the Colonist must
follow.



Now that’s Better

space_colonist.EndingSequence No parameters

Before we move the No variaoies
Colonist away from the ~ Pemote
Roamer he needs to be
set back as a vehicle to ot b O
the entire world. Now he i

can travel at will. dleverColonist move forward 1 meter

cleverColonist move down 1 meter

space_colonist turn left 4 revolutions

( camera set vehicle to world ]

( space_colonist set vehicle to world ]

space_colonist. Walk

space_colonist turn to face camera

Do together
space_colonist say Hooray for the Vehicle Property!
space_colonist turn forward 0.5 revolutions

space_colonist.spaceMan.rightArm turn forward 0.5 revolutions



Vehicle Property Wrap Up

Hooray for the Vehicle Property!

e You might have noticed
that much of this tutorial
was spent teaching the
Space Colonist to do
simple tasks like walking

 Wouldn't it be nice to use
those things you taught
him in another world
without going through the
teaching process all over
again?

 Now you know how to
use Vehicle property
Interchangeably in an
animation



Welcome to Inheritance!

Inheritance Is a way to save a particular
class and all its methods, to use again in
another world.

The first step Is to rename your class.

Right click on the class you want to save
out and rename it whatever you like.

In our case we will rename “Space
Colonist” to “Clever Colonist”.




Your__Screen should look like this

-

ace colonist -
methods y
:pace_colonis
———. et Camera get a good look at this lo
capture pose
ClimhObject || R :
Walk | edit save object... —
. L

RideTransport | edit

EndingSequence | edit

rraate new mathnd I



'W LAannen a

ﬁ ground

| - [ lunarlander

Inheritance Continued

methods

rcnamec

Camera get a good look atthis  wereg)

_:IeuerCqunist' Capture pose Q
roperties [me onist
I:reate new variahle Mo variables

L
capture pose

Once you have
renamed your class
you need to save it
out.

Right click again on
“Clever Colonist” and
scroll down to “Save
Object”



Inheritance continued
A pop up window like
This should appear
You should create a 725
Folder to store your
New classes.

Name it “Alice
Classes”

Click on save

Note the name of the
file has “.a2c”

inl| 3 AliceClasses

File name: q Save

Save as type: |,EJ| Files {**) j Cancel
™

cleverColonist’s details



ile| Edit Tools Help

Inheritance Continued

New World

Make Billboard...

C:iDocuments and SettingsilildramagirlDesktopinheritance.azw
CiDocuments and SettingslildramagirlDesktopiMovingToavYehicle.aZzw

Ezit

world‘s details

I’pruperties rmethnds rfunctinns |

world.my first method Mo parameters

create new variable

No variables

‘Elpoinor

der

Now open a new world in
which to use your new
class “CleverColonist”

Once you are in your new
world hit File/Import



Inheritance continued

N
rid.my firs
ny first met

Lookin: |7 MliceClasses Bt |
E CleverColonist.a2c ]
[ hs_err_pid3848.log
L
File name:  [CleverColonist.a2c |
; - L
Files of type: | All Files (%" vI Cancel

« After clicking on

“Import” your screen
should look like this.

Click your clever
colonist guy and then
“Import”.

Your new class
should then import
Into your new world.



Inheritance continued

e Our Space Colonist
has just found himself
In a magical new
world

 This time Iinstead of a
lunar Lander our
space hero has to
climb a tree and ride
a triceratops




Inheritance wrap up

« Fortunately since we
ce shows a S have already saved
v pans_ 011 TSt methos all of these methods

out in a new class,
programming this is
as simple as this.

e You are now qualified
to use vehicle
property and
Inheritance!

No watiabies

“[=IDoin order
©  cleverColonist.ClimbhObject

EééclwerCulunist.Walk olject = triceratops

“cleverColonist.GetOnTransport

Click here for Inheritance

Animation




Hey why was there a Cow In the
beginning?

« Helpful Alice tip

 If you want your object to
walk towards something

e You can insert a random
object and set “Is
showing to false”

@ cleverColonist.EndingSequer

|’ O woorld. oy first method

cleverColonist.EndingSequence Noparametors

Mo varizbles

i cleverColonist — move down - 1meter — more..

= | cleverColonist set vehicle to world =  more...
EiéclwerCulunist.Walk olject = cow

cleverColonist turnto face carmera more...

& rlrverCnlonist sav  Hnnrav finr the VYehicle PronerhA MNre

e |In our first animation this
was how the astronaut
walked away from the
Roamer



Code for Is showing

. . . +] E ;lnarlanﬂer -
* Thisis asimple way I &t @

to move objects
places without
cluttering your world
with place markers.

 And that's all folks!




