Alice in Wonderland Tea Party Coding Animation
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You will need the TeaParty.a3p file from lab 2 to complete this exercise.
Open up Alice 3.

Click on the File System tab, then choose browse... and locate your file. Select the file
and click the Open button and then the OK button.

Before writing the code for our animation, we should first create a storyboard of what we
wish to accomplish.

e Scene opens with the Mad Hatter and the March Hare gathered around a table with
tea and a birthday cake

The unbirthday song plays

Alice approaches the table

Alice tells the characters that she enjoyed their singing

They tell her that nobody ever compliments their singing and insist that she has a
cup of tea

She apologizes for interrupting their birthday party

They explain that it isn’t their birthday; it is their “unbirthday”

Alice then asks them to explain an “unbirthday”

They then tell her that everyone has 364 “unbirthdays” each year

Alice realizes that it is her “unbirthday” too

Drag the //comment block to the editor and enter your comments. You need to put your
name, the date, and a description of the program in comments at the top of all of your
programs.

deciare procedure M yFirstM ethod onciass

do in order

i Your Name
i Today's Date
iy Alice in Wonderland Tea Party

¢ doinorder| | count _ | while _ | foreachin _| ['if _| [ dotogether |  eachin _ together| [ variable..

™ flcomment

Click on the this, make sure that the Procedures tab is selected, drag the playAudio
method to the editor, select Import Audio, use the Unbirthday Song file. Procedural
methods are actions that objects can do. The word “this” refers to the scene and we are
telling the scene to play the audio.
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atmosphere
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edit

{ (this) playAudio audioSource: F227) ]

7. We need to test the program by clicking the Run button to play the animation. You
should hear the song play but nothing else happens yet.
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8. Next, we will select alice, make sure that the procedures tab is selected, and drag the
moveToward method onto the editor underneath the playAudio method. When you
release the mouse, you will be prompted to select the target that you want alice to move
toward and the amount that you want her to move. Select marchHare as the target and
2.0 as the amount. If you wanted a number that isn’t on the list, you would select Custom
DecimalNumber and type in your own number. These choices (target and amount) are
known as arguments in programming. Run the animation to see if alice moves toward the
marchHare; you will have to wait until the song finishes to see her move. The program
happens in order line by line. The next line doesn’t execute until the previous line is
finished.
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9. Ifyou don’t want to wait for the song to finish every time you want to test out your
animation, you can disable lines of code and enable them later. To do this, you would
need to right click on the playAudio line and uncheck Is Enabled. You will see the line
will now have gray lines over it.

“HiiYour Name
I Today's Diate
i Alice in Wonderland Tea Party

moveToward . 520/ add detail l
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Now, we want alice to praise their singing. You will need to select alice and then drag the
say method onto the editor underneath the moveToward method. When you do this, you
will be prompted (argument) to enter the text of what you want alice to say. You should
select Custom TextString... and then enter | enjoyed your singing. You can select add
detail if you want to make adjustments such as text color, speech bubble color, outline
color, or the duration that the bubble stays on the screen. You can leave the default
settings if you want. The duration is defaulted to 1 second.

doin order
i Your Mame ‘

i Today's Date
s2)f Alice in Wonderland Tea Party

{ moveToward , add detail ]
{ say 1 enjoyed your singing add detail ]

bubbleFillColar >

bubbleOutlineColor b

duration [~
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Create the following dialog between the characters:

madHatter — We never get compliments, you must have a cup of tea.

alice — Sorry for interrupting your birthday party.

marchHare — This is not a birthday party, this is an unbirthday.

alice — Unbirthday?

madHatter - Statistics prove, prove that you've got one birthday. One birthday every
year, but there are 364 unbirthdays. That’s exactly why we are gathered here to cheer.
alice — Well I guess it’s my unbirthday too!

You will need to adjust the duration on some of the statements so that you have more
time to read the messages. The default duration is 1 second.



13. Have Alice joyously jump up and down at the end. Your code should look similar to the
following:

‘void ) myFirstMethod 0

doin order

i Your Name
=/ Today's Date
i Alice in Wonderland Tea Party

[ playAudio( [_new ( AudioSource )([_UnbirthdaySong.wav (271155 ) ; ]

5;;; moveToward( (this.marchHare] , 52.0  add detail ); l

h|sallce saﬂj’flemnyedynursmgmg'} add detail ; ]

h|s madHatter]  say( J’f".".fe never get compliments. You must have a cup nftea.'] add detail  };

h|s alicel say( J’f‘Snrr].f for interrupting your birthday part].f'] add detail ]

(this.marchHare| say( S This is an unbirthday party” add detail ); ]

h|s alicel say( J Unblrthda].f add detail ; ]

h|s madHatter  say( J’f‘Statistics prove, prove that you've got one birthda].f.'] add detail ; ]

h|s madHatter  say( J’f‘T hat's exactly why we are gathered here to cheer.'] add detail ; ]

say( SWell, | guess its my unbirthday tool] add detail ); ]
this.alice move( MaoveDirection. P , ,ane.duratinn( ) add detail ) ]

this.alice move(l::aneDwectmnDDWN ' aneduratmn(' ) add detail };]

this.alice move( MaoveDirection. P , ,ane.duratinn( ) add detail ) ]

this.alice move(l::aneDwectmnDDWN ' aneduratmn(' ) add detail };]

{ [Crisaicd
[T
{ [Crisaicd
[ [Oris marchviard
{ [Crisaicd
[ [Opis madiat]
[ h|s madHatter  say( J’f‘Dne birthday every year, but there are 364 unbirthdays. '] add detail }; ]
[ [Opis madiat]
E
[
[
[
[

14. Challenge: Make this your own by adjusting it how you want. For example, you may
want to challenge yourself and make the Mad Hatter and the March Hare dance to the
unbirthday song. This would require that you use the Do Together block to make the
dancing happen while the song is playing.

15. Save your work and exit Alice.



