Directions for making the world with the ice skater and chickens

· Fake standards:

· The student will be able to do some object-oriented programming

· The student will create a list and do list processing

· The student will use a loop

· Etc.

SETUP

1. Open Alice 2.2.

2. Decline the tutorials by clicking “Cancel”.

3. Click File ( New World.

4. Choose whatever surface you like (dirt, grass, sand, etc.).

5. In the picture where you can see the surface, click the green ADD OBJECTS button.

6. Scroll to the right until you get to the People class.  Click on IceSkater and add an instance to the world.  You will now see a tab for iceSkater in the upper left window.

7. While holding down the CTL (Control) key, click on the iceSkater tab.  Select methods ( iceSkater move ( backward ( 5 meters.  This is how to position objects in a scene in a controlled manner.

8. Go back to the gallery, and select Animals.  Add three Chickens to your world.

a. Position “chicken” 10 meters backwards.

b. Position “chicken2” 3 meters to the right. 

c. Position “chicken3” 2 meters to the left.

9. Click on the colorful DONE button on the right.


PROGRAMMING

10. Drag the iceSkater tab into world.my first method where it says “do nothing”.

11. Select iceSkater turn to face ( chicken ( the entire chicken.  (Make sure you use “turn to face” and not plain old “turn”.

12. Click Play at the top left so you can see the animation so far.

13. Close the animation.

14. On the bottom left portion of your window, where it says “iceSkater’s details”, under the “methods” tab, there is a bar that says “iceSkater move toward” (as opposed to the other move choices).  Drag this below the “turn to face” method that you just put into world.my first method.  Choose any numeric distance (you will be overriding this shortly) ( chicken ( the entire chicken.

15. Click the “functions” tab on the lower left.

16. Drag “iceSkater distance to” onto the part that reads “amount = ** meters” (where ** is whatever you chose).  Select chicken ( the entire chicken.

17. Click on “amount =” and select math ( iceSkater distance to chicken - ( 1.

18. Once again, play your movie.  Notice that the ice skater turns towards a chicken and skates up to it, stopping one meter in front of it.

19. Under “iceSkater’s details”, click “methods”.

20. Drag iceSkater roll into world.my first method.  Roll left 1 revolution.

21. Play your animation, then close the animation window.

22. Drag the iceSkater roll left 1 revolution line into the trash.  The trash icon is near the top, just left of center in your Alice window.

23. Insert iceSkater turn left ¼ revolution.

24. Play your animation, then close the animation window.

25. Insert iceSkater turn right 1 revolution.

26. Where it says “more…” on this line, select asSeenBy ( chicken ( the entire chicken.  

27. Play the animation.  Note the distinction between an object turning from its own perspective and turning from the perspective of another object.


MORE SKATING!  AROUND MORE CHICKENS!

28. Select the “world” tab at the top left of the top left panel in Alice.

29. Under “world’s details” at the bottom left, click on the “properties” tab.

30. Click on the “create new variable”.  Call it “chickens”.  

a. Click “Object” for the type.  

b. Click the “make a” checkbox and make sure “List” is selected.  You are going to put all three of the chickens into a list so that you can reuse your code to have the iceSkater go around all of them.

c. Click “new item”.

d. Where it says “<None>”, click, and select chicken ( the entire chicken.

e. Click “new item” again.  This time, replace <None> with chicken2 ( the entire chicken2.

f. Add chicken3 ( the entire chicken the same way.

g. Now click OK.  You have made a list of chickens!  (You can see your list in the “world’s details” panel on the lower left.

31. Towards the bottom right of your Alice window is a pink tab that says “For all in order”.  Drag it into world.my first method.  Select expressions ( chickens.

32. Drag each of the lines of code you created in your program into the space for the “For all in order”.  Make sure that the order of the lines of code does not change.

33. Look carefully at your program.  For every place where you see “chicken” in your code (there should be four of these), drag “Obj item_from_chickens” off the “For all in order” line onto where it says “chicken”.  In each case, select item_from_chickens.

34. Play your animation.  Is that cool or what?

a. If you said “cool” then you get an A.

b. If you said “what” then you are on academic probation.

