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Welcome to a tutorial on programming with Alice and Garfield using the Alice 2 application software.
Creating an Alice animation involves two activities: (1) setting up the scene (characters and props) for
your story, and (2) writing program code for creating an animation with the characters in the scene. Part
[ of this tutorial will walk you through setting up the scene. Part Il will illustrate how to write the
program code.

PartI: Scene Setup

In this section of the tutorial, you will open an Alice world that has already been started for you and add
two characters to the scene, Garfield the cat, and Odie the dog. After the characters are added to the scene,
you will position them for the start of the animation.

1. Find the Alice application on your computer, and start Alice. You should see the following splash
screen as Alice starts. The splash screen is displayed while the software is loading - it may take a
minute or so, please wait.
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2. After Alice has started, you will see the following dialog box. Click on the Examples tab.
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3. Select TutorialSceneSetup and then click the Open button.

m

Tutorial | Recent Worlds | Templates Examples | Textbook IOpenawond

HourOfCode_Scen... |

= =
-!
2 X

mm—r

snowLove TutorialCode Setup TutorialScene Setup =

| Open

Cancel

After the world has loaded, you should see a frozen lake scene in Alice, as shown here:

4. We are going to create a scene in which Garfield and Odie are skidding around on the ice-covered
lake. We will add Garfield and Odie characters (also known as objects) to the frozen lake scene.

First, click on the Add Objects button, as shown here:
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The Alice application now displays the Scene Editor where characters and props can be added and
positioned in a scene, to set up for the beginning of an animation. Garfield and Odie will be found
in the Gallery. The Gallery is at the lower right of the window, as shown here:
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5. Use the scroll bar at the bottom to locate the Garfield section of the Gallery. Click on the Garfield
icon to view the different Garfield character models.
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Notice that many of the Garfield characters have two models. One model has a happy face (open
eyes) and one a serious face (partly closed eyes). For example, there are two Garfield models, as
shown here:
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6. Click on one of the Garfield models to add the character to the scene. In the popup box, click on
the add instance to world button.
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You should now see Garfield in your scene, standing beside a hole in the ice. The name for this hole
in the ice is “pond.”
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7. Find the Odie model in the Garfield section of the Gallery, and add Odie to the scene.
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8. You are now ready to position Garfield and Odie in the scene. Use the mouse to click and drag Odie
so he is positioned some distance to the left (as you look at the scene) of Garfield, as shown here:

9. Right-click on Odie. A context menu will popup, as shown. Select methods in the context menu. A
sub-menu will be displayed. The sub-menu contains a list of methods (actions) that odie knows
how to perform. For example, odie can move, turn, roll ... or perform any other action listed on the
menu.

right-click
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odie
Camera get a good look at this odie turn
capture pose odie roll
delete odie resize

save object...

| odie say
J ‘ odie think
r - ‘i odie play sound

odie move to
cal Gallery (English) > Garfield T e art]

odie move away from
odie orient to

odie turn to face

odie point at

odie set point of view to
odie set pose

odie stand up
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odie set color to

odie set opacity to
odie set vehicle to

on your computer odie set skin texture to
odie set fillingStyle to
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Select turnToFace from the sub-menu of methods. Then select pond as the target object Odie will
turnToFace.
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‘Camera get a good look at this odie turn

capture pose

delete
— saveobject..

odie roll
odie resize

odie say
odie think
odie play sound

llery (English) > Garfield fs odie move to

odie move toward
odie move away from
odie orient to 5
odie turn to face target

: odie point at
odie set point of view to the entire World
odie set pose

5 odie stand up Camera
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odie set color to

E : odie set opacity to
puter | on your computer | odie set vehicle to
S odie set skin texture to
odie set fillingStyle to
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10. Now we want to position Garfield some distance behind Odie. To position Garfield, right-click on
Garfield and from the popup context menu, select method -> set point of view to -> Odie -> the
entire Odie, as shown here:
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We now see that Garfield and Odie are exactly in the same location and facing in the exact same
direction, as shown here:
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11. We want to move Garfield backwards so he will be standing behind Odie. Right-click on Garfield,
and from the context menu that pops up, select method -> move -> backward -> other...

methods garfield move
Camera get a good look at this garfield turn >
capture pose garfield roll > up %
delete garfield resize > down >
save object... left >
| garfield say > »
garfield think >
garfield play sound > P
garfield move to >
garfield move toward > i/;:::"
garfield move away from > S meters
r garfield orient to > 10 meters
garfield turn to face >
filery (English > Garfield fsm garfield point at > other...
garfield set point of view to »
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garfield set color to
garfield set opacity to
garfield set vehicle to
garfield set skin texture to
garfield set fillingStyle to
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Garfield is now positioned 1.5 meters (about 5 feet) behind Odie and both are facing the pond.
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12. The scene is now setup. Return to the Code editor by clicking on the Done button, as shown here:

(Modified)
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13.In the Code editor, save your scene using the File > Save World As menu option. You may save to
the desktop of your computer or to a thumb drive or other storage device.

Elgun Tools Help
New World Ctrl-N

a Open World... Ctrl-0
Save World Ctrl-S
Save World As...

EXport Video... - F6
Export Code For Printing... Ctrl-P

9 Import...

Add 3D Text...

Make Billboard... Ctrl-B
C:\Alice 2.3\Required\exampleWorlds\HourOfCode_StartUp.a2w
C:\Users\wpdann\Desktop\HourOfCode_ Startup.a2w
C:\Users\wpdann\Desktop\HourOfCode_StartUp.a2w

C:\Alice 2. qui SkaterDemoStart.a2w
C:\Users\wpdann\Documents\My Dropbox\Qatari Models\Alice Fishing Model\Fishing
C:\Users\wpdann\Desktop\GarfieldModels.a2w
C:WUsers\wpdann\Desktop\GarfieldFriends.a2w

C:\WUsers\wpdann\Desktop\QRNF Models\Azza nearly full.a2w

Exit

14. Go on to the Part II of this tutorial, Creating an Animation. In Part II, you will write program code
to animate the Garfield and Odie characters.



