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Open up Alice, and choose a  Add an object to your Alice

background for your Alice world. Alice is full of
world. Your world is different kinds of objects to
something you can put add to your world to make it

objects in and make them do interesting. Click on the Add
things. There are six different  Objects button:
background options. Choose

grass.
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Click on the animals
folder of objects:

Templates
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Find the horse among the types of objects and click on it.
Then click Add Instance to World. This is how you add an
object to your Alice world.

size: 385 kb
modeled n: Sarah Hatton
painted n: Sarah Hatton

parts: f
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The horse object will appear in your world.



Adding a Dummy Camera
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Click on “drop dummy at
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Adding a Dummy Camera (cont)
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Save World

e Save world

(&) Alice (2.0 04/05/2005) - [
File | Edit Tools Help

~  New World

a Open World...
[ ] save worid

 Type in a name such as: horseWorld, and then
“save”

e Alice will remind you to save your work every 15
minutes

e |tis always a good idea to create a folder to put
all your Alice worlds in.



You may see that your horse looks like it’s halfway
underground. When objects are added, sometimes they appear
in strange places. We need to move the horse so he looks like
he’s on the ground. Click on the add Objects button again. We
are going to use these buttons that appear to move him
around:
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This button will move your
horse further back from the
camera or closer to the camera,
to the right, or to the left. Click
on your horse and drag him
around. Try moving your horse
forwards and backwards. If you
don’t like the way your horse
looks after you move him, click
the Undo button in the top left
corner of the screen.

3 Alice (2.0 04/05/2005) - [Modified]
File Edit Tools Help
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This button moves an object up
and down when you click on it
and drag it. Move your horse up
until he is standing on the ground.
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This button turns objects left and

right. Use this to turn your horse a L EEEY ) s

little to the left. Use Undo if you \%‘m 5, o
make a mistake. @]@@l
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Notice that your horse seems to

turn around one point. This is
your horse’s center.



Each object in Alice has
a center. This is the
point on an Alice object
that determines where
itisin the world, and
around which the
object will rotate if
commanded. Every
object’s center is
different.

center

center ‘

center



This button rotates an object @ single view (3 quad view
forwards or backwards around its
center. Try rotating your horse, and
then put it back in its original

position using Undo.

more controls == I

The horse is rotating.



This button tumbles an object
in all kinds of crazy directions.
Try this button on your horse,
and then put it back to its
original position using Undo.

™ single view ) guad view
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The horse is tumbling!




This button makes an object bigger
or smaller. Try re-sizing your horse,
so it is a little bigger, and then move %
him up out of the ground. [] affect subparts

® single view ' quad view

ezize Ohject
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Giant horse!



Creating an Event in Alice

-Now we are going to show you how to create an event in
Alice.

-An event is something that you tell Alice to do after
something else happens, such as pressing a key or clicking
on something.



In the top right hand corner of the screen is the Events
Editor. This is where you make events, which are commands
that you tell Alice to do when a certain thing happens, such
as when a key is pressed, or you click your mouse on

something.

Events |create new event

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

@ world.my first method

world.my first method Noparamelors create new parameter




Click on the create
new event button.
Choose the when a
key is typed option.
We are going to
make it so that when
we press the N key,
our horse will say
“NEEEEEEEIGH!”

create new event

Your event editor will now
look like this:

Events |create new event

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

_ When anykey — istyped, do Nothing

YWhen a Key is typed
When the mouse is clicked on something

While something is true

YWhen a variable changes

Let the mouse move <objects>

Let the arrow kKeys move <subject»
Let the mouse move the camera

Let the mouse orient the camera

Click on any key, then choose
letters, then choose N. It will
now look like this:

Events |create new event

* When the world starts, do  world.myfirst method

when N |- istyped, do Nothing




Now click on the horse in the list of objects, and then click on
the methods tab. Find horse say, and drag it up to the events

Events |create new event

~ WWhen the world starts, do  world.myfirst method —

~ VWhen ll ~ istyped, do Mothing —

(£ Dummy Objects

@ world.my first method

world.my first method Nogfameators

horse1's details
methods

No variables

create new method (Do Mathing

horse1 move
“ horse1 turn

= horse1 roll &
“ horse1 resize

“ horse1  think

horse1  play sound



When you drop the

say command, you Play your world, and
will need to type in try pressing N.
something for the Whenever you press
horse to say, like it, your horse should
“NEEEEEEEEINIGH!” neigh.

Your events editor
will now look like
this:

Events |create new event

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

When N |- istyped, do = horsel — say NEEEEEEEEENGHY — more..




Now we are going to use the he-builder and she-builder
objects in Alice.

* The he/builder and she/builder avaiLn vane y
are for creating your own
characters in a world.

* You can find it under the “people”
folder of your Local Gallery

e |ets start with the
She/builder

e When you open the
she/builder folder, this
screen will appear

Created By:(a




Getting started

8 « » * You can change the leg,
a «u » upper body and head

shape of your person,
using the arrows.

Click and drag to rotate your person

Select the “hair color”.
You can change the
shape and color of your
hair, using arrows.




Choosing the Details
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Click and drag to rotate your perso @ [

“skin/eyes”. You should
have three options: skin
color, eyes and lips. The skin
color is controlled by a dial
on the top.

«" - » * The eyes and lips can be

selected by the arrows.
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» e Now, select the tab labeled
—

— e All of the changes you make
: » will appear on your person,
to the left.




Choosing the Details
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Click and drag to rotate your perso @ [

“skin/eyes”. You should
have three options: skin
color, eyes and lips. The skin
color is controlled by a dial
on the top.

«" - » * The eyes and lips can be

selected by the arrows.

'

» e Now, select the tab labeled
—

— e All of the changes you make
: » will appear on your person,
to the left.




Choosing the Details (continued)

e By selecting the — d — e e |
“clothing” tab, you can « ‘ﬁ‘

Click and drag to rotate your perso

choose shirts, pants and
shoes for your person.

* Finally, you can give
your person a name at
the bottom of the
“person builder”.




Now its your turn

clothing

Click and drag to rotate your per

" ¢

e Try creating another
character

e |f you want to use the

He/builder, it works the
same way



* Try experimenting
with the buttons
that move objects
to move your
people around in
your world.




Now we’ll use quad view to position our characters.
Click the add Objects button to get back to the object

moving screen.

 Look over on the right side Sl vew © quadview >
of your screen. M%ﬁé]é]@l%l
e There should be two types [ affect subparts

of camera views

more controls >=

e Single view (bottom left)
and Quad view (bottom
right)

from the top
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Quad View

e Quad view is good for fixing e Try to position your
the positioning of your
characters in the world

characters so that they
appear in all four screens
of your world.

e This helps to make sure
that your characters
aren’t up in the air, or far
apart.




Quad View (Continued)

Look over on the right,
under quad view.

Note the button that looks
like a hand

This allows you to move
around the camera in Quad
View

The Magnifying glass allows
you to zoom in while in
quad view, to better
position your characters

You’ll need to click and drag
on your viewing windows
when using both of these
buttons.

Try them out now to center
your characters in each
view.

3 single view ® guad view
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Animating your Characters

Once you have your
characters in your world
you can start to animate
them. Click on one of your

characters in the object list.

For us it is Matt. Look on
the left of your screen
under Matt’s details. There

should be a list of methods.

This is the list of actions
that your person can
already do.

Matt's details

“idle SetldleTime
“hello | edit
“angry | edit
“happy | edit
“walk SetwalkTime
“confused | edit

ﬂl] edit

].FES edt

“stand [ edit
 ShowAllAnimations

propedies [ megfids rfunctinns




Starting your Own Method

You can click and drag any of these methods into the main
section called “world.my first method”. Try this with a few of
them.

Now click “play” in the top left hand corner.

Your character should animate however you have coded him.

1 - [—

Matt's details world.my first method Vo parameters

functions

Na variables

“walk SetWalkTime
“confused

edit

“no

edit

yes
“stand

edit

C ShowAllAnigg#

ions | edit |




Move one of your characters around in your world using
qguad view until they are standing right next to the horse,
something like this:

Nice job! Now we are ready to move on to Part 2.



