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Making Your Own Methods

 What if we want our character to do something
that he doesn’t already know how to do?

e Now we will write a new method for Jenna to
allow her to cartwheel.



Creating Your First Method

create new method N Click on Jenna’s name in the list on the
left and scroll down to the area labeled

= Jenna move

7 Jenna | turn “create new method”.
- Jenna rol e A gray box will pop up. Label it
Jenna resize Hca rtwheelﬂ

e Now, in the main box there should be a
, tab named “Jenna.cartwheel”
3 New Method (=]

Mame: |[:artwheel| \
o

= =
Cancel () world.ry first rmethod o Jenna.cartwhee )

Jenna.cartwheel Noparametors

No variabies




Creating Your First Method

* We need to code each of the character’s body
parts individually. Drag up a Do together from
the bottom of the Alice window and drop it

. e C(Click on the
into your cartwheel method.
body part that
|, () weorld. roy first rethod Q Jenna.carbmheelt
Jenna.cartwheel No parameters YOU Wa nt tO
No varisbies code and look
(Do fothing down at the
series of
commands

* Now look at the
code on the
next slide and
make your code

_ € o tovetner Yreise Loop white | For ani match it.
-Now click on the plus sign beside your character
in the object list. The parts should expand out.




Drag and Drop in this code.

=} [ Jenna When the world starts, do : world.my first method
E;E%Luwerﬁudy
=] E;E%Upperﬂudy

= [ Chest
frofRanuperam

% LeftUpperfirm

Do together
Jenna.UpperBody.Chest.RightUpperrm roll left 0.18 revolutions more...

= RightUpperarm roll

= Rinhtl InnerArm | resize

Jenna.UpperBody.Chest.LeftUpperirm roll right 0.18 revolutions more...

For example, click on RightUpperArm to see the methods for
just this arm. Then, drag over the roll method, and set it to
roll left .18 revolutions. Repeat this process for
LeftUpperArm, choosing the opposite direction.



Final code

* Your final code should look like this. You should drag
and drop in the rest of it.

Jenna.cartwheel Vo parametors

No variabies
Do together
Jenna.UpperBody.Chest.RightUpper Arm roll left 0.18 revolutions more...

Jenna.UpperBody.Chest.LeftUpperirm roll right 0.18 revolutions mMore...

Do together

§§§ Jenna roll left 1 revolution more...

Do together
Jenna.UpperBody.Chest.RightUpperArm roll right 0.18 revolutions More...

Jenna.UpperBody.Chest.LentUpperarm rofl len .14 revolutions more...



Now click play.

Events |create new event

% Plﬂy‘ When the world starts, do - world.my first method

You should notice Notice that it says, do
that nothing world.my first method.
happens. Why is The method that you just
this? Look in the wrote is called

top right hand Jenna.cartwheel.

corner of your
screen, and find
where it says
when the world
starts do.



Playing Your New Method

Events

create new event

Look at the right corner of

- "

© When the world starts, do - world.myfirst method

iy first method

your screen. There should

”

be a section called “Events”.

Jenna

k
k

shha.cartwheel

hello

angry

happy
walk

confused

idle

no

ves

stand
ShowdllAnimations

Click on “When the World
Starts”

Select “Jenna” and then
“cartwheel”.

Now select Play

cartwheel
answercellphone

~Your Character should

animate into a cartwheel

" VWhen the world starts, do Jenna.cartwheel

This is a good way to test a method that you have just written.



Methods (Continued)

* Now lets create a slightly more complicated
method.

* Click on the “Create New Method” button
again and name this one “answercellphone”.



Methods (Continued)

e Click on “Add Objects” and scroll down to the
“objects” folder. There should be an object
labeled “cell phone”. Add it to your world.

Home > Local Gallery 5%
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Positioning the Phone

* |f you right click on the cell phone in the object tree you

can see all of its methods.

-Select move to,

methods

rename

Camera get a good look Yy this
capture pose

delete

sawve ohject...

and have the
phone move to
Jenna.

Cellphone turn

Cellphone roll
Cellphone resize

Cellphone say

Cellphone's details

Cellphone think
Celiphone play soung

|| properties

rmethuds functions

-This will simply

Cellphone move to

create new method

 Cellphone
 Cellphone
* Cellphone

: Cellphone

- Cellphone
Cellphone

- Cellphone

“ Cellphone

move
turn
roll

resize

say
think

play sound

move to

sl Cellphone move toward pOS |t | on yo ur
Celiphone move away from . .
Cellphone orient to o bJ S Ct N YO ur
Cellphunetur_ntufat:e VieWing Screen. It
Cellphone point at

will not change
your code that
you have written.

Cellphone set point of view to

T v v v W v v ¥ |

Cellphone set pose
Cellphone stand up

Cellphone set color to
Cellphone set opacity to
Cellphone set vehicle to

L .

Cellphone set sKin texture to

ateLw o F, ol d




* Now use the object moving
buttons to place the phone

Positioning the Object

near the back pocket of

your character.
* You can turn your character

around to do this.

Looks
normal
from
here,
but its
actually
far away:

from the right

=S

-You should also try using quad
view to make sure that the
cellphone is very close to her
pants, because it is hard to tell
from the normal view.

from the top

from the front



Glue Cellphone to Pocket

* Now select the properties tab of “cell phone” and scroll down to the
command called “vehicle”. Click on the down arrow next to the
Vehicle button and set the Cell phone as a vehicle to the character’s

Ny ELPFLF SUP
e & world :
: . :
: J the entire world N
camera
g §
light
Ig fground ! 55555
Cellphone's ditails o
Il liphone ]
properties | mgthods | function )
f i , Jenna by the entire Jenna
create new vafjable 5| horse1 b LowerBody R the entire UpperBody |
ni E Matt ' UpperBody [ Chest 3
capture pose | 7 Dummy Objects

“yehicle = world




Vehicle Property

 The vehicle property basically allows you to
glue one object to another object.

e If you set the cell phone as a vehicle to the
character, you can move your character
around and the cell phone will follow. Turn
your character around with your object
moving buttons to see the cellphone move
with him or her.

* Now we can code the character to take the
cell phone out of her back pocket.



Method “answercellphone”

e The first part is simply to code your characters arm to reach down
and grab her cell phone

Do together
: Jenna.UpperBody.Chest.RightUpperfirm = roll right = 0.18 revolutions =  more...

Jenna.UpperBody.Chest.RightUpperrm.RightForearm = roll right = 0.18 revolutions =  maore...

e Now go back to your vehicle property and drag it into the
method to set the cell phone as a vehicle to your character’s
hand. The cell phone is now glued to your character’s hand.

Cellpone ~ set vehicle to Jenna.UpperBody.Chest RightUpperArsm, Rightforearm RightHand RightHingers = more.



Method “answercellphone”

e Now code the arm to come up to your

characters ear and have your character say
“hello”.

Do together
Jenna.UpperBody.Chest.RightUpperArm roll left 0.18 revolutions more...

Jenna.UpperBody.Chest.RightUpperArm.RightForearm roll left 0.5 revolutions More...

Do together

Jenna —  say hello — dwalion =4 seconds — more...



Method “answercellphone”

Here is the completed method.
JEI‘II‘IE.EI‘ISWEI‘EE||P|‘IN‘IE No paraneters

o variables
Do together
Jenna.UpperBody.Chest.RightUpperarm roll right — 0.18 revolutions Mmore...

Jenna.UpperBody.Chest.RightUpperArm.RightForearm roll right — 0.18 revolutions More...

Cellphone = set vehicle to Jenna.UpperBody.Chest.RightUpperirm.RightForearm.RightHand.RightFingers

Do together
Jenna.UpperBody.Chest.RightUpperarm roll left — 0.18 revolutions More...

Jenna.UpperBody.Chest.RightUpperArm.RightForearm roll left — 0.5 revalutions More...

“Jenna — say hello — more...

more...



Now you can try out your

answercellphone method by

going back to when the world

starts and changing it to
Jenna.answercellphone.

Events |create new event

* YWhen the world starts, do  world.my first method —

ny first method

r5

hello

angry

happy
walk ]

confused
idle
no
yes
stand
ShowallAnimations

cartwheel

Press play to see what it
looks like.



-Your cellphone method may still look a little bit wrong. If Jenna’s
phone looks like it is floating in the air, you should go back into
qguad view to reposition it so that it is right on her pocket. It may
look right from the front, but when you view it from the side, you

may see that the phone is actually several meters away from
Jenna.

-If your phone is not close enough to Jenna’s hand when she
moves it up, for example if it is on her forearm, try using quad
view to move the phone left and right to get the perfect position.



Method “Ride Horse”

Now lets create a method
for the other character and
the horse.

Click on your other
character in the object tree
(we are doing it for Matt),
and then click create new * Then we need the character

method. label the method to get on the horse

“Ride Horse”.
Lets break this down by

steps

e Finally we need him to face
forward again

First, we need the character
to turn and face the horse



Playing Your “Ride Horse” Method

-In order to see your Ride Horse method when you play your
world, you need to change your when the world starts event
again. Change it from answercellphone to Ride Horse.

Events |create new event

 When the world starts, do §§§.Jenna.an5wert:ellphn©

my first method
Jenna

ore...

idle [
hello
angry

happy
walk

confused
no
ves
stand
ShowAllAnimations

-Each time
you add code
to Ride
Horse you
should play
your world
to test it out.



Method “Ride Horse”

e For the first part we will simply write code to turn the character
towards the horse and put his arms down.

'

() world.my first rethod r'@' Matt.RldeHorse

Matt.RldeHorse Noparameters

O variables

Matt turntoface horse1 More...

Do together
Matt.UpperBody.Chest.RightUpperArm roll right 0.2 revolutions more...

Matt.UpperBody.Chest.LeftUpperirm roll left 0.2 revolutions more...

Test this code by playing your world. If your characters arms do
something other than moving down, you may have to try using
a turn method instead of a roll method. This is because of the
different sizes and shapes of the people-builder objects.



Method “Ride Horse”

e To code the character walking towards the horse, you simply need
to move his limbs and keep playing it until you are happy with his

movements. Add this code to the end of Ride Horse.
= Do together

Matt move up Jb meters more...
Matt move forward 0.6 meters maore...
Matt.LowerBody.Right Thigh roll left 05 revolutions IMOre...

Matt.LowerBody.Left Thigh roll right 0.05 revolutions more...

=| Do together
Matt move up 1.2 meters More...

Matt move to horse1 more...

You may need to adjust these numbers according to the
position of your character. If Matt does not go up high enough,
make him move farther up. If he goes up too far, don’t make
him move quite as much.



If Matt looks like this, you may need to tell him to move up
less, or move down more.



If Matt looks like this, you may need to tell him to move up
more.



Method “Ride Horse”

 The final part will be
to code our
character to face the
same direction as
the horse. % Matt ~ turntoface horset.mouth  more..

e We can also tilt his
shins back to look
more realistic.
[-IDotogether
':: Matt.LowerBody.RightThigh.RightShin — turn forward — 0.1 revolutions =  more..

Matt.LowerBody.LeftThigh.LeftShin — turn forward — 0.1 revolutions =  maore..,

Add this code to the end of Ride Horse.



Finishing “Ride Horse”

e Your final product should
look something like this.
Remember, your numbers
may need to be different
than the ones suggested
here.

e Remember to keep playing
your world as you code.

e If you code something
wrong it is easy to see when
you play the animation

e The “Undo” button is your
friend!




Now that you know how to write a method for a specific
object, we are going to put these methods together to make a
story. Click on the world.my first method tab on your screen.
You may have code in there already from when you were
testing out the he-builder/she-builder methods. You can keep
it if you like, or erase it and add it back in later. These slides
will start with a fresh, empty my first method.

‘,' worldmy first method W
orld.my first method Mo paramets create new parameter

No wvariahles create new variahle

(Do Nething

“Doinorder ‘Dotogether ~IfiElse ‘Loop ‘While Forallinorder For alltogether = Wait = print i




This is where we will keep the parts of our story. First, we
will use the cartwheel method that we taught to Jenna.
Click on Jenna in the list of objects on the left side of the
screen, and then the methods tab to find cartwheel again.
Drag cartwheel into my first method.

@ world.my first method
world.my first method ~o parameters

Novanables

@ E"_:

mmrm

Donorder Dotogether WElse Loop While For allinorder For all together Walt  print



In the right hand corner of your screen find where it says when
the world starts do, and change it to world.my first method.
This way whenever you play your world it will play the story we

will have in my first method.
Events |create new event

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

Now play your world to see what it looks like so
far. It should just show one of your characters

cartwheeling.



Now we want to make
our character say

something. Look at the
methods tab and scroll
down until you see say.

Now drag it into my first
method under cartwheel.
Click on other..., and you will
have to type in something for
your character to say. Type in
something like “I love

Jenna’s details

(prupenies rmethuds rfunctiuns |

“cartwheel | edit ca rtWh ee | S !n
“answercellphone

create new method

Jonra [ meve _ 3 Enter a string =
i .Jenna turn

* Jenna  roll Enter a string:

= .Jenna resize

| love cartwheels! |

OK Cancel

: Jenna think

Jenna play sound

= Jenna move to

1]

Play your world again to see
the results.




Now we want to change it so that your character cartwheels
twice in a row, to show just how much she loves cartwheels.
To do this, we will use a loop. The loop button is located at
the bottom of your method editor. Drag it into my first
method above cartwheel. When you drop it select 2 times.

(@ world.my first method

world.my first method No parameters

NO vanabes

= Loop 2times times I show complicated version |

1 lowe cartwheels! IMore...

Do inorder - Dotogether = WHElIse While @ For all in order S For all together Wait print

I




Now drag and drop your cartwheel command inside the
Loop. In order to grab the cartwheel command to drag it,
you must click on the left-most part of the method. Your
cartwheel will now run 2 times! Play your world to see

what happens. Grab your method here to drag it.
[ @ world.my first method

world.my first method No para

No varnsbies

5 ltimes show complicated version I

'~/ Loop

a.canwheesl

Jenna say | lowve cariwheels! more...

Do inorder Do together “WElse “Loop “While =~ For all in order For all together Wiait primt




You may feel that your character’s speech bubble disappears
too quickly. If this is true, there is a way to make it last
longer. Click on more... at the end of the say command. Then
click on duration. As you can see, it lasts 1 second. You can
make this longer if you wish, maybe 2 or 3 seconds.

Jenna say | love cartwheels! MOore...

~ duration *  0.25seconds
bubbleColor » 0.5 seconds

fontName  »

math 3
uth“lll

Play your world to test out different durations until
you find one you like.



Now we are going to add comments. These are descriptions
that you put in your code so that you, or anyone else that
reads your code, can see what it does. The comment button is
located at the bottom of the method editor. Drag it into the
top of my first method and type a quick description of what

your code does.

4 Jenna does two cartwheels, and then describes how much she loves them

E| Loop irre times show complicated version

“Jenna.cartwheel

: Jenna say | love cartwheels! ration =2 seconds more...

“Doin order| Do together “IffElse “Loop “While ‘Forallinorder ‘Foralltogether  © Wait ° print @




Now we will make your character answer her phone. Find the
answercellphone method and drag it into my first method. Play
your world again to see your changes.

@ world.my first method

Jenna’s details world.my first method No parametors

Mo variabies

“hello

# Jenna does two cartwheels, and then describes how much she loves them

Janary __

§§§hapmr E| Loop 2 times times show complicated version

;iéwalk SetWalkTime sJenna.cartwheel

~confused Jenna say |love cartwheels! —  dwrafion =2 seconds = more...

Jidie SetidleTime
“no

yes

“stand
“ShowAllAnimations | edit |
“cartwheel

create new method

‘. Jenna.answercellphone

“Doinorder ‘Dotogether ‘IfElse :Loop :While :Forallinorder Foralltogether | Wait = print i




Now we’ll add one more method to the story. Click on Matt, your
other character, in the list of objects, and look at his methods
until you find the RideHorse method. Add it to my first method.
Then add another comment above answercellphone that
describes the rest of your code.

@ world.my first method

Matt's details world.my first method Vo parameters
methods No variables

“idle SetidieTime =
“hello
“angry

“happy

“walk SetwWalkTime
“confused
“no
“yes
“stand

“ShowAllAnimations
a
create new method

Matt move

/f Jenna does two cartwheels, and then describes how much she loves them

[=lLoop 2times times show complicated version

“ Jenna.cartwheel

Jenna say |love cartwheels! duration =2 seconds more...

/i Jenpg answers her phone and says hello, and then Matt gets on the horse.

“ Jenna.Avswimiighone

“Matt.RldeHorse

“Doinorder :Dotogether >IElse “Loop :While :For allinorder :Foralltogether  © Wait  print a



Congratulations on creating a great story! Now we are ready
to move on to Part 3 to learn new things about changing the
camera view.




