Appendix A
A Hitchhikers Guide to Alice

Alice Tutorial 1-1

This tutorial will provide instruction for learning the basics of the Alice 3D authoring tool. Based on
our expetience with many Alice users, we suggest you 0iSCUSS the tutorial with a friend as your're doing
it. You’ll be able to help each other work through any patts you might find confusing. If at any point

in the tutorial you get lost or stuck, go back to the beginning of the section, reload the
world and try again. You can't hurt anything and you will only lose a few minutes of work.

Whenever you see text printed like this, the tutorial is giving you specific
instructions about what to do.

Alice lets you create virtual worlds populated by 3D objects that have behaviors that can change
over time. Objects in Alice can move, spin, change color, make sounds, react to the mouse and
keyboard, and more.

How to Start Alice:

/ Alice can be started in one of two ways:

|ﬁ: a 1) Click the icon on the desktop of your machine
Alice Alice may take a minute or two to load. If you cannot find

the icon use the windows search utility find Alice.exe

KI"E:'\.F‘ngram Fileghalicetdlicets exe" /
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In some installations, the Alice startup may display a choice dialog box, as illustrated below.

Welcome to Alice!

Alice

sStart
the
Tutoria

or continue a tutorial:

Tutorial1 Tutorial2

[ | Show this dialog at start

At any time that you decide you no longer wish to see this dialog
box each time you start Alice, uncheck the box in the lower left

corner of the dialog box, labeled "Show this dialog at start."

~

Click the Go to Alice button in the lower right of the choice dialog box.
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World 1: Opening and Running Your First World
Alice starts with an empty world. In the World View window, you should see the green grass and a
blue sky. The parts of the interface are labeled in the image below.

Object Tree World View Events Editor

(&) Alice (2.0b 04/0917003 11:56PM) - M=k

Events |create new event

' When the world starts,
% do |“World.myfirst method -

@ World.my first method

World's details World.my first method Noparameters create new parameter

'pruperties :
Novariabies create new variable

4

;atmosphereCol} “Doin order| [Dotogether| “iiEise| fLoop [\hile |“For allin order
ambientLightgotor - [ “For alltogether] % Wait | :print |

create new variable

(Do Nothing

Details Pane Editor
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Let’s start by opening a world. .

Open World

Loalk i I m Desktap

Bkt Computer

=5y Documents

25, Metwark Meighbaorhood
[ Alice2Tutarials

1 BarbStuff

1 Ch5LabSalns

[1ChBLabSolns
CIFindTheBall
C1Games

I bain
Cams-Dell

8 by Brifcase

/]

File name: |

Open I

K Files of type: [ &1 Fies [+

=l Cancel |

B Go to File and choose Open World.
This brings up a dialog box that lets

you find the world to be opened.

/

-

Look in: 1 Mice

M= =

7 ete

7 exampleworlds
03 externalLin

T gallery

[ Instructionalwiords
7 jre1.3.0_05_win32
3 jython-2.1

3 lib

File name: | Instructionalworlds

| | Open World

Files of type: ‘ AW (Alice World Files)

v | canca |

Navigate to the Folder that your instructor described

at the beginning of lab.

C)k in: | [ nstructionalWorlds

v [ (@] =] s

D DancingBunry.a2w
[ Firstwiorld.azw

[ FrogandTrae.azw
[ snowrnanDemo. a2

File name: |Firsnu’\torld adw

| | OpenWorld

'H cancel |

Qles of type: | AW (Alice World Files)

Select the file

"FirstWorld.a2w"

/Luuk in: | [Jinstructional®orlds

- [ (@] = B

[ DancingBunry. 32w
[ Firstworld a2w

D FrogAndTree.alw
[ srowrmanDerma 2w

File name: |F|rsnu'\torld adw

| @ehnrld

= ‘ | Cancel ‘

Qas of type: | A2V (Alice World Files)

Click the Open World Button.

2N
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I'ﬁ In this world, you should see a Be:
about to sting the Hare .

Click on the PLAY button to r
the world!

rid Running...

Click on the Stop button to
exit the window.

Other buttons, such as Restart and
Pause give you control over the
window where the animation is

running.

Summary

Here’s a recap of what we just covered. If you ’re not comfortable with any of these topics, go back
to the start of this section and go through it again.

e How to Start Alice

e How to Open a saved world
e How to Play a world

e How to Stop a world
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World 2: Interactive World

World 1 (FirstWorld), viewed above, is a "movie." A movie runs from beginning to end while
you, as the human "user", view the animation. Let's look at a world that is interactive where you
can make choices as to how the animation works.

K_ookin: ‘Ijlnstructiunalw‘orlds v| @ @ @ - \

[ DancingBunny.aZ Use File | Open World to open the dialo g box.
D Firstorld.a2w
D FrogAndTree.azw

(3 snowmanDemo.azw In the dialog box, navigate to worlds directory.

Select "DancingBee.a2w' and click
Filoname:  |DancingBunny.aZw | | Open World on the Open button.

\Files of type: | A2V (Alice World Files) - | | Cancel | /

Click the Play button.

Then, try each of the two choices (keys can be pressed i
any order):

1) Press the down arrow key

2) Press the space bar.

Pressing the space bar creates an event. Alice responds to the space-bar event by
executing the pirouette animation. Pressing the up arrow creates a different event. Alice

responds to the up-arrow event by executing a jumpUp animation. This is an example of an
interactive, "event-driven" program.

Summary
Here’s a recap of what we just covered. If you 're not comfortable with any of these topics, go
back to the start of this section and go through it again.

- running interactive worlds

- events and responses
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World 3: All About Character Objects
In this section, we're going to learn how to add character objects to your world and position them in
the 3D window. First, let's make a new world.

_ Click on the File menu in the
Hle| Edit Tools Help :
= = = upper left-hand corner of Alice.
ﬁ New World Select "New World"
a Open World... ) )
Alice opens a new world with some

H Save World

Save World As... green grass and a blue sky.

Print...

Let’s add a Snowman to this wotld.

File Eom Tools Help

Click on the “Add Objects”
button in the lower right of
the World view window.

g o v

I =1 5 = o _
e Alice opens the Scene
st e Editor. By default, the

| o ey o sonmers Local Gallery is displayed.
| wow sy sutectna oniect | Note that the gallery is

e L R T

organized into collections,
for example Animals,
Furniture, and People.

Click on the Local
Gallery an then on the
People folder.

(See below for use of the
Web Gallery.)
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Click-and-drag the Snowman into
the scene.

Alice creates a Snowman object in your
world.

Note: You can also click on the
picture of the 3D model. A small
dialog box will appear that asks if

you want to add it to the world.

Optional: Using the Web Gallery

If your computer is attached to the Internet, you may wish to use the Web Gallery. This is an
index, linked to the online web gallery. The online gallery provides many more models for
building worlds. Note: The models in the Web Gallery may take longer than the models on the
CD-ROM to load — they are coming from farther away, after all!

= single view ) quad viewe

el el 9 s

o et subports If your computer is attached to the
aspectratic M3 Internet, click on Home. Then, click the
lens angle: =— Web Gallery from the selection box
(shown below).

Then, click and drag in the Snowman from
he People folder in the Web Gallery.

e e Lo durmeme
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e

If you tried using the Web Gallery and want to return to the Local Gallery or the CD Gallery,
click once again on the Home link (located just above the gallery folder display) and Alice will
return to the selection box. From there, you can click on the Gallery folder of choice.

Moving Objects

O mingle o gl view

e 28 ee
|| aSerd mubparis
asgact ratis (03 -
e —— Drag the snowman
[y p— around the scene with
| e o et o the mouse.

LTS R TR ]S

Click the Undo button.
O e v ) g v
e LA heake ] The snowman will
A return to his
T - previous position.
lairs ainghe:. H——
oty o
ot st st

SRR CITH & 0 LI e
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On the far right of the scene
editor, is a row of buttons
) e view ) quai e that select the way the mouse
@Eﬂ@@gjgg: moves an object in 3D space.
- By default, the horizontal
move is selected.

Agpert raio! W _:i
lans snjla: "'5'—
Select each mouse control
o dumimy = camura and experiment with
o dumeny 2 selected object moving the snowman.
S Don't worry about messing

»  things up. Atany time, you

X g 2 e

From your experimentation with the mouse controls, you should now be aware that each mouse
control button gives a different kind of movement within the 3-dimensional space (forward,
back, left, right, up, down) as well as a combination (tumbling). For a more detailed explanation
of the movement of objects in three dimensions, read the next section of this chapter (chapter 1
section 2).

Note: The rightmost mouse control button creates a copy of the object (snowman). To remove
the copy, use the Undo button. Another way to remove an object from the scene is to right click
on the object and choose "Delete" from the pop-up menu.

Arranging Multiple Character Objects (the quad view)

Add a Snhowwoman object to the world.

The world will now have two character objects,
a snowman and a snowwoman.

We would like the snowman and snowwoman to stand side-by-side and face one another. Let's
use the scene editor to arrange the two characters.
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Select "quad view" in the scene
editor.

In the quad view, a second row of

[] affect subparts mouse control buttons appears.

aspect ratio: |43 b

lens angle: The buttons in the second row
allow you to scroll and zoom to
change which portion of the world
is visible in the window.

| drop dummy at camera

| drop dummy at selected object

move camera to dumimg

The world view window changes to a four-pane quad view. The four panes show Camera, Top,

Side and Front viewpoints (Labeled in the image below). In each view, the mouse can be used to
rearrange the objects.

) single view ® guad view

L8| EEe
CVIEN

["] affect subparts

aspect ratio: [4/3 ]
lens angle:

| drop dummy at camera

| drop dummy at selected object

move camera to dumrmy

In the screen capture shown above, note that the Top view pane does not show the Snowwoman
very well (she is partially out of sight). Alice provides a scroll tool to reposition the viewpoint in
a pane. The scroll tool is the button with a human hand pictured on it (in the second row of
mouse control buttons). As shown in the image below, we used the scroll control to reposition
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the Top view pane. At any time, you can use the scroll control to adjust a viewpoint to obtain
better layout position.

7 single view ® guad view

L A ysgsEe
EVEY

[[] affect subparts

aspect ratio: |43 -
lens angle:

| drop dummy at camera

| drop dumimy at selected ohject

move camera to dummyy

%o

Use the mouse to arrange the two objects side by
side.

This position can be recognized when one object
(more or less) hides the other in the side view.
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Use the mouse to arrange the objects facing one
another.

This position is recognized in the
top view.

Z @] @] 'E Return to "single view."

[[] affect subparts

aspect ratio: |43
lens angle:

| drop dummy at camera

| drop dummy at selected ohj

move camera to dummy

Moving the Camera

In setting up a scene, the camera viewpoint allows us to adjust what the user will be able to see in
the animation. It may be helpful to think of the camera as a remote-controlled airborne device that
hovers in mid-air over the scene. By moving the Camera, we change our view of the wotld. The
Snowman is a far away, so let's move the Camera to get a better view.

-'Lﬁ The blue controls on the bottom of the 3D window are called the Camera Controls, as shown
below.

Click and drag on the camera controls to get an idea of what each camera control does. Do not be
concerned about messing things up. You can always use the Undo button to recover.
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® single view ' gquad vie

k| SlE € 8

[_] affect subparts

more controls ==

a2

Saving a World

Each time a new world is created, it is a good idea to save the world. Then, if the computer
crashes, the world will be safe to reload when the computer is rebooted. A world can be saved to
any one of several different locations. For example, you can save the world to the desktop or a
folder on the hard drive of your computer. Or, if you have an account on a file server, you can

save your world in that space. Of course, a world can also be saved to a disk. Use your M: drive.
The example below shows directories on a zip disk, but other storage areas should work just as well.

Save World [ 2] x|
Saver: [ Deskiop =& @ cil Go to File and choose Save World As.

[ElMy Computer IChBLabSoins This brings up a dialog box that lets you
=3 by Documents CAFindTheBall

125 Network Neghorhoog CiGames find the location where the world will be
1 Alice2 Tutorials CIMain
1 BarbStuf CIMS-Dell saved.
(1 ChALabSalns ESihy Briefcase

H
File name: | Save I

\Saveastype [ 20 Fies 1+ = Cancel | /
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ave World [ 2] x| \

Saver| = Renovabie Disk D) =8l & Navigate to the folder (directory) where you plan
C1gallery #1To Do - spreadshaetxls to save your world.
@t

1 tasterText 5

| SummerResearch We recommend that you create a folder named
3 if:s?gfbeoximentplanning s AliceWorlds where you will save all your
(3 pres entation.ppt animations.

File name: | Dpen I

!ave a3 type: IAI\ Files [%.5] ;I Cancel j

ave Wworld HE Mz.ikelup a n;me for your world -- v(\;el recommend \
- a single word name, using upper and lower case
Save i | =) Removable Disk (0:] =& @ ek chargc - » USTIE UpP

[ Jgallery ETD Do - spreadsheetxls
(] MasterText Caalicevwarlds Enter the name for your world and then press the Save
1 SummerResearch button. Your world will be saved with the .a2w

@ Slwrays. exe : : :

B MasterDocumentPlanning xs extention (An Alice version 2 world)
(3] presentation.ppt

File: hamne: < SrhiowmnanExercize s ‘
kSave a3 lupe: | &l Files [9) LI Cancel /

Summary

Here’s a recap of what we just covered. If you ’re not comfortable with any of these topics, go back
to the beginning of this section and try it again.

e How to make a new world

e How to add an object to the world

e How to move objects around the world (the scene editor)
e Undo

Arranging multiple character objects (the layout manager)
Camera movement

e Avoiding mid-air suspensions

e Saving a world
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Alice Tutorial 1 -2

Using methods to position objects

- O

Edit Tools Help To begin this section, first use File[NewWorld
to clear the snowman world from the screen.

a Open World...

H Save World .

Click on the button to set up your
Save World As... ...
= initial scene.
Add Object...

Kﬂdd 3D Text... /
€ N

Add a Happy Tree and a frog to a
new world.

See the illustrations below for
selecting the frog and tree from the
gallery of objects. (Local or CD
galleries provide the same/similar
objects.)

/
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ome = Web Gallery > Animals

og.a2c: Modeled by Carolyn Brooks, Painted by Hunter Howe

[ramingo.azc

£
-

J372kh

Locating the Frog and Tree in the Web Gallery (as seen in the Scene Editor)

In the scene pictured below, the size of the frog is a bit small. We can use a resize
instruction to make the frog larger.

ome > Weh Gallery » Nature

Jfluwerput.aZc 3 i—lamlyTree.aZc

1513kb

e e
i Camera

iLtam

[y Sroent
= Toa

B e
make shared comyr
aletn

T
| mam ubiect,
-l

B atmpsshie el m -

T g Tk -
\ P e |

r||,-m-
3 | Tmther

P

il
10
1a

HEles

Right-click on "frog" in the
object tree.

In "methods" use the instruction
named "frog resize'" and select
2 as the amount. This will make

the frog 2 times as big as its
current size.

Important Note: Resizing an object may have some unexpected results. For example, suppose

you have an object standing on the ground and the object is resized to twice its original size.

After the resizing occurs, it is likely that some of the object may be sinking into the ground. This
means that the object may need to be repositioned in the world after resizing.
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[World Events
i@l Camera -

@-1» Light Wher
i Ground
o
E;!g frog
5 make copy
make shared copy
rename qu ‘ix z
delete
print statistics World.my first method
World's i enlion se| [ZLoop| | vwhil
get a good look at frog turn » up »
|| propertie;
CﬂmurE_DDSE frog roil A it »
|_create i save ohject... frog resize » left »
copy over * | frog point at ¥ right »
% atmosphereColor | = froggeta goodlookat |
frog stand up backward »
sambientLightColor| = 4 1/2 meter
- L - frog move to ¥ - =
ambientLightBrightness|= 1 = frog orient to »

Use a move method to move the frog forward 1 meter.

Use a move method to move the tree backward 1 meter.
Each object moves relative to its own orientation.

The move instruction makes an object move in a given direction, by a given distance. Direction is
based on the six degrees of motion available in 3-dimensional space: left, right, up, down,
forward, back. (See description in chapter 1 section 2.)

The furn instruction makes an object turn in a given direction (forward, back, left, right) by a
given amount (in rotations) relative to it's "up-down" axis.

_ r—
Em Evenls | creas new e
i Camnera —

Wb the Loarld 514

Qo

[y ot

Loop S WIiie - For all mo

 pEtagond ok at

IOPEliEs  caphure pose frig roll -
| iR nbjedt., oy rastee 3

Ry ouBr b tray poant ot ¢

;.dlrll-ﬂ::lﬂ‘l'.'ll.'cw.ll = - ool peart vtk
: = Triag stand up

Use a turn method to turn the frog left 1 / 4 revolution.
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I i st Tninnuther | WEKR

HeapiniTres s

gt agod ok

Cree ey CORUAE BIGE L " v
- B OBt HappyTres rosicn ¥

gamasphens __BDHJ'I:I.H k HappuTres poim &t ¥
il bt C ol _- Happylree gt agood ook = F
: HeppyTres stand up

Use a one-shot instruction to roll the tree 1/ 4 revolution (choose

left or right — either direction is fine).

Evernts | ceate new evar

* Whanthe workd stants

Loy | iuWRile | For alimords

"forward-back" axis.

Note that the ro// method causes an object to roll left or right, relative to the object's own

The standup method makes an object's vertical axis line up with the vertical axis of the world.

In other words, the object stands up!

B Tword
] Q Camera
(3 Light
a Ground
@ Q frog
L Q iap HappyTree
make copy
make shared copy
rename
delete @ world.my first method

int statistics
World's detzs e - D i . .
HappyTree move
properties | get a good look at HappyTree turn

save object... HappyTree resize

Copy over L4 i
“atmospher [T HappyTree point at

ZambientLightColor | - _
Use a stand-up method to put the tree
back into an upright position.

HappyTree get a good look at

SIfElse

3
3
’m CHBLLE HISE HappyTree roll »
4 ————
13
»

i
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The pointAt method makes an object turn to look toward another object.

~

Use pointAt
to make the
frog face the

tree.

[Tir| 4

(B srem SRR

':'|||||| hem] = Ak
Trog stail i

o i i variabla | Trog mumeio ]

Trog orei in Il G |
; Trog sel pein sl vew i ¢ F:
COpiuTE posE I
Trom pla sound ' .
Trog set pase : z

Notice that the HappyTree menu cascades to “the entire HappyTree” at the end. This is to allow
you to pick subparts of objects. In the case of the HappyTree, there are no subparts so the menu

looks a bit weird (though it is correct.)
Use "get a good look\

= o
g::’“ at" to get a close-up
;f[‘mw view of the frog.

B '.:ﬁ[rl:l"

L L ;m:m (If another object is
make :]:eucuw between the camera
renamme and the object,
the | ehe

blocking the camera
view, use Undo and
move the camera or
the object.)

@ Wl first anim ation

Do 0 order’ Do btogether! |- HiElee| |;

o el & e ) af aineler

create navvanakle

/

Before going on, use Undo to return to the full view of the frog and the tree and make the
frog pointAt the camera.

M possible to move small parts of an object with a method.

- Remember: to view a list of the parts of an object, it is first necessary to click on the ==
to the left of the object in the object tree. One of the frog's parts is its jaw — and one part of the
jaw is the tongue. (Parts can have parts, which can have parts, and so on....)
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amdirmtlightCalor -

ambirntLightBrigatness = 1
BopSige = 00T

foglansty = 110

togliearDisiance = 1 mieda

| [k prdar

aimasnareCol - LS00 il

Behaviors | create pesehehain

W T AT I R, 0 |l

Dy frnetie

‘HFken CEmss Cwlibo For sl moorder] COal Cm

Erog Sv=asd |aw tongue el

Enog e |aw tongue reswe

Erog-Sread | v tongun pesl 2t

Enog Sead jawtongue e a geed ook &1

Erog Svasd | awtongus stand un

g ez e A LAGIMIUR T '

Erng e | Songun asiait te [

00 v AN S el o v 1o
k
k

i A e e iy S

OV ————— | o

Select the frog tongue and a one-shot instruction to move the
tongue forward ""Other" amount.

A calculator pops up where you can select the amount.

Enter .05 (This is an arbitrary value -- try different values until

The frog's tongue sticks out of his mouth.
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Using One-Shot Instructions to Say Text
Text in a scene has several uses such as labeling an object or creating a "comic book" look. In
the first tutorial, a world was run in which a Hare says "Hello, World." In this section, you will
learn how to make a character "say" something that appears as text on the screen.

~

Use File|New to clear the world
window for a new world.

Add a trex object to the world.

~

/

caplie pose
Sae aljecl..

: CINRY oo
AU C ey

kel Color = -
ambearLk it Srgiitness = 1
g St

Ay Densany (1% Bl

0 Tisg)

T NearDist ance = 1 matar

‘TafjFarDistance = 46 malars

‘spneautipi = 1

Smnls
Fexbare aps

et g ook ot

rex set pose

L]
e fn ¥
trest roll ¥
frec TAGIZE ¥
Ares: point al " i
tren: 8t 2 oo+l Jook 2t lih ‘
tre sland up
e e 10
A o i
irest et point of Wew o
trex play souni

tres; mave Soward
L T ]
property an imations

Right-click on the trex
in the object tree.

Select method.

In the pop-up menu,
select
trex say > other

In the Enter a string
dialog box, enter a two
or three word phrase for
the trex to say.

Click OK.

5

Move the camera very close

to see this animation working.
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Using Property Animations

trex
make copy
make shared copy white
rename hlack
J delete
B print green
hlue
a Lesiait . trex move »
get a good look at trex turn » yellow
l_ capture pose trex roll » purple
7  sawe ohject... Aremerimatin » orange
| copyover L4 trex point at » pink
— trex get a good look at  » brown
n
lrex standup Lnimals > Dinosaurs [ xgenta
= 1{100%) trex move to » aro
trex orient to r
= o trex set point of view to  # light gray
trex.RexBody2 — trex play sound » dark gray
hde = solid trex set pose > t -3
trex say » trex set opacity to
View = position: 10.18, 4.1 trex move toward » trex set vehicle to » Rty
iing/= true = trex move away from ] trex set diffuseColorMapto »
Jass|= true : v animatio trex set fillingStyle to 4l on the Web

From the object tree, right-click on trex. From the popup
menu, select method - property animations - trex set color
to 2 red. The trex's color should turn red.

Opacity is a useful property for creating ghost-like objects. Opacity refers to the degree of
transparency. An opacity of 0% means the object is fully transparent, thus invisible.

e mae copbrols =>
ke COjy
Frake Ehangd Copy
TEREne
daiu
g paint skatialics
4 e M S |
P gelogesdllochat | exim ' 0 {0 : sy
; CapUlE (IS E e noll " 0.7
g e | frewresue b 0.2 20%
o Ceeaves bt poi El kRN
frox yet a yond iask 2t b | 0.4 480%
A1 stard - Ml
AP TR b St
ity o i
Wurkl e ol ot of vies i 0.8 400
e Fecilodd? frey play sound E L]
Ia = snkd Tres g pogs HIES Bl et (e

neH Sy

i | = positon: 1086, 414) Anex moue beward e et [ 1o b
Fi o irex sl difeseCoiordap in ®
Ll .
i e = k| i sl filingShade io L] o Wk

Use a one-shot property animation to set the opacity of the trex
to 30%. The trex should fade to a ghost- like appearance.
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