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Unit I: Introduction: Installation and Alice Navigation

Chapter 4: Start, Save, Reopen and
Modify your Program

In this chapter, you will learn different ways to start a new project in Alice and become
familiar with the basic steps for managing your work. You will learn how to modify, save,
use Save As, and reopen an existing project so that you can continue working on it later.
You will also explore how to set preferences to customize the Alice environment and
make it better suited to the way you work.

Objectives

e Instead of selecting a template choose other tabs: starters, my projects, recent,
file.

« Use the arrows to move, rotate. and resize the characters and other objects.
« Move the camera and change the angle.
« Edit an existing project.

e Add arguments to commands

Sta rte rs Select Project ®

Starters

When Alice starts,
instead of picking
one of the blank
templates, click on
the starter tab: If
you look at the
scroll bar, you can
see that there are
many more
choices.

Africa Africa Full Africa Minimum

Amazon Full Amazon Minimum China Full China Minimum

Each of these
Ch0|ces W||I glve Cloud Forest Ice Eull

you a Complete 0 You must select project to open.
scene to start with. ok | Concel

India Full
Open for VR
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There are two problems with these starters: first it can make it hard to find something
you just added and want to move. You can solve this problem by adding something by
dragging it into the scene instead of just clicking on it.

The second problem is that it takes up more memory. If crashing is a problem on your
computer, you can delete some of the objects in the starter scene.

My Projects

Select Project X
' My Projects
Jack and the Beanstalk
~
dotogether.a3p jack-step2.a3p jack-step4-new.a3p
Jack_finalproject2.a3p jijoy-hello-world.a3p loki.a3p sim people.a3p

e

sim-people.a3p snowman.a3p Thor-bows-chatGPT.a3p
Open for VR

o You must select project to open.
OK Cancel

The third tab, My Projects, shows project that you have saved in your projects folder.
You need to create a projects folder.

1. Create a folder in your storage device called AliceProjects, or other easily
recognizable name.

2. In Alice, when you save your first program, locate this folder and save your
program.

3. The next time you want to open or save, it will start with this folder.
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Recent
| Select Project X
! Recent
2 &
b [
snowpeople.a3p dotogether.a3p dotogether.a3p
‘ Open for VR
o You must select project to open.
! OK Cancel

The Recent tab shows the projects that you have opened recently. This might not be

the same as the ones in MyProjects. For instance, you may have opened one of the
projects from zebra0.com, or some other safe source.

File System
Select Project X
File System
file: browse...
Open for VR
9 You must select project to open.
OK Cancel

The last tab, File System, lets you browse for a project. This is especially useful if you
have the project stored on a removable drive that you used on a different computer.
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Scene Setup

<A Undo Redo
If you add the snowwoman by clicking, then the e syl & 2 P
snowman, they will be on top of each other. Click on Celifl( Rotation J| Move | Resize

use snap > Snap details

one of them, and you will see a yellow ring at the :
base that indicates that it is selected. Then you can this

drag it to another position. As you drag it you will
see some arrows, called “handles”. You can move
the object backward, forward, and drag the ring to Above Light Color ~ s JESSEN -
rotate the objects. Try rotating both figures so that Below Light Color = | Color WHITE -
they are facing each other. Fog Density = 022

one shots v

this's Properties

Atmosphere Color = ¥ |new( Color (- 0.82,-0.941,-1.0]) v

K

The Camera

At the bottom of the stage in scene view there are o
3 sets of arrows to adjust the camera. The arrows
on the left move the stage to the left, right, up
and down. The middle arrows change the camera
angle by rotating the stage to the left or right, The up and down arrows in the middle
zoom in and out. The 2 arrows on the right move the camera up (looking down on the
stage) or move the camera down (eye level). Experiment with all the arrows to see for
yourself.

Properties

Objects have several properties. this's Properties

Click on the stage itself. In Alice,

) : Atmosphere Color = ¥ new( Color )(~0.82,-0.941,-1.0) v
the stage itself is referred to as  Color)

“this.” On the right you will see a  Above Light Color = | Color. WHITE v
panel where you can change the Below Light Color = | Color. WHITE v
Atmosphere Color, the above and Fog Density = 0.22v

below lights color, and fog density.

Experiment!
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The Ground

Select ground from the drop-down box. thiS.g round

You can change the Paint for the ground,

choosing from Snow, Ocean, Swamp, etc. one shots /

The OpaCity sets the V|S|b|||ty of an ObjeCtZ thiS.ground's Properties

1 is fully visible; 0 is invisible and 0.5 is

partially visible or transparent. ground = dnew( sGround )()
In Alice, Vehicle refers to an object that is Paint =  SurfaceAppearance. SNOW v
followed. For instance, if we want Thor to Opacity = 1.0V

hold a sword, we move the sword to Thor's  y,apicle =
hand, then make the vehicle for the sword
Thor’s hand. Then, if Thor’'s hand moves, the sword moves with it.

this v

The Snowman

Click on the snowman to select him. e .
@ this.snowMan

one shots v

Change the Paint to RED:

Then Click the UNDO
button at the top right, or
Ctrl+Z to undo.

*?g this.snowMan's Properties

snowMan = @hew! snowMan )(')
Change the opacity to 0.2 — |

. Paint = Color. WHITE v
to make him somewhat transparent, then ]
UNDO. Opacity = 1.0V
Vehicle =  thisv

Next, click Vehicle and select snowwoman

[ ition = (x -1.87 ,y: 000 ,z 035
as the vehicle. Then drag the snowwoman P osition = (x y z )

around and the snowman follows. If you Width: | 2.18 |,

drag the snowman, the woman doesn’t Size = Height 1.99 Reset
mqve. UNDO until the Vehicle is back to Depth: 0.98

“this.”

Code

Click on the Edit Code button to go back to Code myFirstMethod ()
view. From the bottom of the code view, drag a

comment tile into the code and drop it beneath (%] Snowman and woman
do in order in myFirstMethod. Type in the {// Programmer: Janet Joy
name of the program and the programmer.

do in order
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Say Procedure

Select the snowwoman, then drag the say procedure into the code and drop it below the
comment.

File Edit Project Run Window Help Alice 3 C:\AliceProjects\snowpeople.a3p* — O X
D Run... \.‘ =
£ —— (OV|Scene \in myFirstMeth ~~ u
A~ "‘—l myFirstMethod ()
! ' do in order

// Snowman and woman
i // Programmer: Janet Joy

T S

E : Setup Scene

% this.showWoman

Procedu res\@ |1cti0|1sx""-..\__

group by category

's Editable Procedures (0)
's Editable Procedures (0)

say, think

g this.snowWomanﬁtext 7 I
Kthis.snowWomanm I l é:;:; do in order ‘count _ E:;:; while _, é:;:; foreachin _, it . i:;:; do together

i?:;: each in _ together ;:;: variable... _ //comment

Run the program. The snhowwoman says hello, but the words disappear quickly.

Notice that the say procedure forces you to put in the words (a string) that the character
says, but that there is a drop-down button after the words that says “add detail”. Look at
the choices and select duration of 10. That will leave the words up for a while.
Experiment with some of the other choices and see if you can duplicate this:

hello

The rules for the values that a procedure gets (text, duration, position, etc.). are called
parameters. The values you send, such as “hello”, 10, or left are called arguments.

Take some time to try a few other procedures. Don’t worry, you can always undo.
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The “say” command requires one string for the words that the character will say. The
other values are optional.

Try the move procedure: it requires two arguments, the direction, and the amount.

myFirstMethod ()

do in order

[/ Snowman and woman ‘
[/ Programmer: Janet Joy

Order Matters

Note that the statements above are under the words “do in order”. They are executed in
sequence. The snowwoman doesn’t move forward until the say command is finished.
Drag the say command down and drop it after the move command. Run it. Now she
moves forward first and then says “hello.”

Change Properties with Code

The properties we changed in setup scene can also be changed in this
code. Try each of these: this
Select the ground, then drag the setPaint tile into the code: this.ground
T30 E 1 SurfaceAppearance. OCEAN_ ‘ this.camera

) -'. '~ this.snowMan
Select the snowman and add the code shown below to make him ;
invisible, then he says “goodbye:” /5~ thissnowWoman

Notice that he gradually fades away (setting the opacity to 0 with a delay of 2.0), then
you see the words “Goodbye” after the snowman is invisible. Experiment! Rearrange
the statements and make up your own story.
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