Realizarea de animatii cu ajutorul mediului de programare Alice

FISA DE LUCRUY Ihtroducere

Raalizarea unui progranfolosind un mediu de programare oarecareS@r dzLJdzy S ONG A
dzy 2 NJ 20 A SO
| scrierea coduluil R AAGNA SNB I 2 LIS NI { A sup bdie@dioNS

T FfS3ISNBI UA RSydzyANBI

9 rularea programului pentru vizualizarea rezultatului
Setarea scengi
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1) La deschiderea mediului, se deschide automat un nou prg
si apare ferastra SELECT PROJEEDeti 0 lume.
2) Cele trei instrumentén mediul Alicesunt:
a) Setarascené—SETUP SCENRentru a popula scena
cu personajele dorite
b) Editarea codult-EDITCODEpent ru edi t
codului
¢) Rularea programulyt RUN- pentru vizualizarea
rezultatului
3) Sel ect at i -S8ikdalerie, alSgeE3IDvErsonaje din
gakriadeclaseFi ecar e personaj se
doua modurj apoi se poate redenumi.

a) Dublu click pe chagatabae
centrul scenei
b) Drag&Drop-pozi ti onare | a | oc|

4) Pozitionati personajele folosind instrumentelendereastra
de editare din dreapta scenei.
a) Selectie obiect (click dreapta / lista din fereastra)
b) Sel e<€ltmaptlii ci t/ Tr Kedenengignare /
i) Pozitionareamp r e €du Brag&Drop sau folosind
elementele graficasociateobiectului
ii) Pozitionare pe ¢ i—suajutorul instrumentelor din

baradeeditaré Posi ti on.. )

c) Alegerea unei proceduri imediater(e shot3—a i c i
di verse procedur. pentru
Atentie, aceste procedur
programului.

5 ) Dup&g@rntirea scenei, select

Alice 32 *

Help

rchy

sses |V

@ Starting Camera View ¥

Elemente
grafice
pentru

Proceduri
imediate

D Run...

‘his man<Cat move 5290, £770)
s maniCat moveToward <779), 5777

s mancCat straightenOutloints
1 T

Ralll:

o ki

Ihis maniCat setOpacity 277,

v v v
— |

Undo & R

:ihandle style: _@_J gl @

DEFAULT ROTATION TRANSLATION RESIZ
»| || use snap P> Snap details

. 4 this scottyDog j

. |
N one shots ¥

g

Paint= [| WHITE
Opacity= =1.0
Vehicle = [ this)

v % this.scottyDog's Properties
g @ ScottyDog <= (new/( ScottyDog )|

Position = (x 1.15 .,y, 0.00 .,Z'-1.97 )

= - Width: 0.32 o
==l =™ '

0 0 =

k. ol " a0 2wk

rall
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Realizarea de animatii cu ajutorul mediului de programare Alice

Editarea codului

1) Aplicarea procedurilor pentru obtinerea unor

actiuni

a) Sel ect a'Hi
procedura

obiectul

secvdtayt i al e(un

a

b) Al e grecetiura dorita, apoi Drag&Drop Tn

fereastramyFirstMethod
¢c) Il n moment ul in care
seta r(details) potrivite pentru procedura
respectiva
2) Aplicarea procedurilor pentru obtimea unor
actiuni simultane
a) Din bara cu structuri deontrol, trageti in
fereastra codului structudo togethe
b) sel ecta™ “"n interi
3) Repetarea unor proceduri de un numar de ori
a) Din bara cu structuri deontrol, trageti in
fereastra codului structucdunt
b) selecta™ "~ n interi
4) Pute™Mi alege numitr ul
numar
5) Rulattani maRdina cu

Propunere pentru primul proiect:
1. Realizati un proiect la alegere.
2. Salvati proiectul

(0]

0
d

ntreg(custom ¢é)

1 Edit Project Run Window Help

LR}
« » Setup Scene

declare procedure myFirstM ethod
do in order

[ (this.scottyDog  say JThello]  add detail ]

[': (this.manxCat = say SFhello’’  add detail ]
RS mans 3 Lt

[ﬁl (this.manxCat turnTy’Face (this.scottyDog ' add detail

) this_scottyDog %

I' group by category |'| (

this scottyDog think text 222] |

ion

this.scottyDogl move  direction: £229) , amount'@
this.scottyDogl moveToward target €%92) , amwnt@
this.scottyDog moveAwayFrom target €222 , amount =27%
this_scottyDogl moveTo target: @_]

this.scottyDog place spatialRelation: £22?) , target: @

itation
m turn direcﬁon:@ , amount: @\
this.scottyDog| roll direction: =292 , amountiﬁ%
this.scottyDog turnToFace target 292

this.scottyDog] orientTo target €272

this.scottyDogl orientToUpright ]

> | 50.25
| >| =03
1.9
=)
Lista de 5100
proceduri Custom DecimalNumber...
aplicate unui
obiect, cu
setar.i
dorite(codul) Structuri
::X de control
Lista de
L proceduri

{ doinorder) | count _ | while _ | foreachin _| [ if _| [
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Realizarea de animatii cu ajutorul mediului de programare Alice

FISA DE LUCRU 2

Utilizarea procedurilor implicite

Medi ul Al ice nen pwuuespioteduri standam.ozi t i e
CATEGORIE EXEMPLREPREZENTAEIV h 9wt !
t N2 05 R NN {(SGNNR Liarqg -tows!
Say /think | Cihis.alice2 say text 729 | textul dorit
Pozitie Directie si dist 4

[ move direction: .222] , amount =922 L

g moveTo trget (799 |

Tinta insnpre care se deae a z a (

E;E&etHeight height =292) ]

[ this.alice2| resizeWidth factor =277 ]

Redimensionare cu un factorgmizat

obiect)
Orientare E;;turnToFa{:e target: 299) ] Tinta Tnsnpre car
E turn CFORWARD| , =0.125 [GoDoelld | Directie si wunghi|Valoareadel

a5SeenBy »| |Detaliil e se set e corespunde unui
animationStyle > standard ung hi de
duration I~ 360 grade

Pozitie si [ this.alice2 moveAndOrientTo taryet:] Mi scare spre ti nt|Obiectulse

orientare suprapune peste

ti nt a!
Mar i me Redi mensi onar e | a TOATE

dimensiunile (H, L,

S € m

)

Aparent a

setPaint paint [ 777

Cupoarea obiectul

 Cthis.alice2| setOpacity opacity: =292] |

Transparenta obie

Obiectul poate
apareal

Vehicul E (this.alice2  setVehicle ] 51t Yl iﬁa§tel-§@{aigfa vehicul Eenttallcez Alice2va
urmatoate deplad8 r Rl € Yl u A I y dzf dzA
| (ihis.dalmatian  move [FORWARD) add detail |
Audio E (this.daimatian playAudio audioSource: ] _Su rsa sunetul ui, |Extensit.mp3,
i mportata .waw, .au
Temporizare E this.dalmatian| delay duration: =999) ] Durata Tntarzierii
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Realizarea de animatii cu ajutorul mediului de programare Alice

Exemple reprezentative de folosire a procedutildr & G NJHzO G dzNAX f 2 NJ
[ (this.shortHairCat  move CUP | 505  add detail

add de

Pisicasare cu 0,5

move CUF add detail ]
FastFonward.. [ (this.shortHairCal  move
' |Is Enabled

Copy to Clipboard

direction:

(current vam

Delete

..apoi, din ﬂpbphadi i nstruct U
— Pudel ul descrie o misca
ountup to =85
do together
move [FORWARD| , =10.0 , duration add detail ]
. (this.poodle]  turn [LEFT) , 51.0/ , duration 52.0/  add detail ]
- loop
POAEAT ENBE FdzyGAAE 2N AYLIE AOAGS
Medi ul Alice ne pune dtai idisstpaored ari k. uAc ensutmeBa mndwe sfeunpot f ol osi decat
CATEGORIE Cdzy OGA S Rol h. {9wz!

Aparent a " Cihis.poodle| getPaint| Returneaza culoarea un

= - (this.poodiel getOpacity| culoarea unui obiect
Interacti |- (this.poodle| getBooleanFromUser message: {222 | Preia (citeste) de | a Mesajul care
cu ﬁ?dhis poodie SRRt T mmage_] pentru variabile de tip logic, sir de caracteneymere | trebuie scrie apare
utilizatorul —— — reale sau intregi Tn timpul

= (this.poodle| getDoubleFromUser message: /{227 |
géiéﬁjhis.pondle] getintegerFromUser message:]
Returneaza distanta di

Altele ﬁ?i?(ﬁthis.pnndle] getDistanceTo other: ] o centrul altul object
= ul altui obi

I" (this.poodie] isCollidingWith other: €229 | Returneaza daca obiect
al tul (val oare |1 ogica)
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Realizarea de animatii cu ajutorul mediului de programare Alice

FISA DE LUCRU 3
Exemple reprezentativie folosire a¥ dzylldd G A

1Se cere o 1 nalpenmer u viae pouarraes .r
oarecare, apoi geoubleFmmusgpesteacelé u
valori

i sevtsign: 0 o ooz 107

| £ Custom TextString

preview: JSTCe inaltime vrei 53 am?7

B3Pozitionarea unui obiect exact 1n
E this.poodle] moveTo Cthis.shortHairCat  add detail
E§§§prudelul se suprapune peste pisical ]

Cand | asi mousul, se alege persona
value: | Ce inalfime vrei 53 am? l ati mea celui Mamamate eblectiile
v = =
La final LT [ move [FORWARD) ,|== (fhis poodle]  getDistanceTa (s shortHaircal | = 05" [ add detail
& u Setup Scene 3
: . : e — = amount:
[ setHeight é getDoubleFramUser JTCe inaltime vrei 53 am?] ] R SO e 50 creave
4
2Se verifica daca pisica si pu £ s oo 99isancaTo G sorarcal - 09 + 5070 =5 i pood G=DISaNGeTo fis shorbiarcal # 05| (e0ice operto)
_plange- Cinis poodle] 9etDistanceTo (this shorHairCat EGRED 0 (this.shortHairCat) * (replace operat
doin order (s pouaq seisaneo s svovarcah - 09| * 5008 » B 0 Cthis shoarcal | 05| (eplace operaton
[ this.poodlel mowveTo Cthis.shortHairCat  add detail ] | = =Chis poodld geDistnceTo Chis shoraical - 09| [S22E) & (reduce o leftoperand only)
= » nd onky)
= - - — - - : . M
|f):: this.poodlel isCollidingWith this.shotHairCat ] is true then =z COECD) >
= : . = ':WW Custom DecimalNumber..
[ this poodlel say STAuuuuu add detail ] | e ,
. — ,
=| min, max
Nl absalute value, round, ceiling, floor >
= sqr, pow » | Random »
i sin, cos, tan, asin, acos, atan, atan2, PI » | Whale to Decimal Nurmber »
La final

move [FORWARD) éé (this.poodle] getDistanceTo Cinis.shortHairCai |* = ] - ] add detail ]
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Realizarea de animatii cu ajutorul mediului de programare Alice

OESYLX S RS dziAf Al NB |

LINE OS RdzNRA f 2 NJ

OA I FTdzy OoAAft2NE | LX AOIGS

©3® ((this.alier] getRightknee |

Scenariu
SCEA
U Personaje-un Alien, un elicopterridicat la 10nin aer
CODUL :
i Selectez umarul drept al ex]|

U Apoi scriu codul:

-do together

< getEIades] turn CRIGHT , 5B.0) , duration 3.0 add detail ]

1urnToFace<this.helicnpte getCnIIedive] ,duration 53.0  add detail ]

§ this.alien

O (this.alier] getRightAnkle |

this.ground

‘
;

oz® ((this.alier] getLeftHip |
O (this.alier] getleftiKnee |
©z® (ihis.alier] getleftAnkle|

°3® ((ihis.alien getRightClavicle |
O%® ((ihis.alien getRightShoulder|

= say JFin sfarsit, ai ajunst , duration add detail ]

 (this.alien| moveTo Cihis.nelicopteri  add detail ]

- (this.alien setOpacity 0.0 add detail ]

Ecuuntupto E@I

“do together

[ ( Cinishelicopter  getBlades|  turn , 580, duration , animationStyle [BEGIN_AND_E

O3 ( (ihis.alien getRightElbow|

[ move [UF| , 2.0 , duration 2.0 , animationStyle [ BEGIN_AND_END_GENTLY|

S Cthis.helicopte o : -
‘? P > 0? C:(:this.alien] getRighﬂ,ﬂJrig‘t] [ this.helicopter turn [CRIGH , , duration , animationStyle [BEGIN_AND_END_GENTLY]
i Editez codul 5 e ::‘ tru ac gts ta. [ this.helicopter move CFORWARD| , 56.0/ , duration , animationStyle [BEGIN_AND_END_GEN
copiati si modificati wna r
do in order loop
EEEECUU”tUF’tU iﬂ : place CABOWVE| , Cthis helicopter] add detail ]
“:doin order setOpacity add detail |
[ ( Cinis.alien|  getRightshoulder| turn [BACKWARD] add detail ] [ move : FEee
l::(:this.alien] getSpineEl-ase] turn . add detail ]
[ ( (this.alien  getRightShoulder|  turn [FORWARD, , 504 add detail ] count up to =3
i - - do together
g |GUDJ : say , duration add detail ]
U Editez codul pentru elicopter; selectez elicea - - ' gursten =dd detail”_|
d\? this.helicopte L o i mowve , , duration add detail ]
“ : Helicopter Joints: e
- 0‘? ((:thlShE“CUptEd gEtCD“ECti'ﬂ'E] l::(:this.alien] getSpineEl-ase] turn B add detail ]
SRR 7 getB|ades E think Tlar am ramas singurir add detail ]
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Realizarea de animatii cu ajutorul mediului de programare Alice

FISA DE LUCRUY declararea procedurilor Utilizator

Mediul Alice permite declararea unor procedure realizate de utilizator. Acestea se potadeckars t f e | 1 aplcadetacebrdobiqrte petcdre Id i
s e | m,dd la@declararea procedurii. Spre exemplu-titr | ume subacvatica am adus 5 pesti

a. Vom decl ar an yo?,lgameNpoate f c. Edit 8dum clon procedur a
folosita de catre orl}p ——
A inoata &2

-

declare procedure inoatal Add Parameter... J

{ ¥ da i di
\ bl myFirstMeth © In orger
ountup to =3

classes ethod “dotogether

( Scene | (10) > - do in order

\ / -do together

{ Fish ) » | @ AddSw Procedure... = turn : add detail |

P r——— ® Add 5 Function...
\ ClownFish > ® ada swimmer INeert do together
PajamaFishl} ) move : TEEEEED ]
(Carp) - AN turn . add detail |
(BlueTang)  » i = - add dotail_ ]

b. Denumim procedura

do in order
“do together

- ([Ctnis| getFrontLeftFin|  turn : add detail
© (Cthisl  getFrontRightFin| turn . S025" add detail ]

|£| Add Swimmer Procedure

do together
- [ Cthis| getFrontLeftFin|  turn . S025 " add detail ]

I e — ==

- this/ getFrontRightFin | t"—mmmyFiﬁgfﬁﬁétI}od

name: ‘inuata| d. Apel am procedur a d do in order
f . d . gdot_ogether
f inoata |
[ incata |
[ inoata |

= inoata |

preview: declare procedure jnoata
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Realizarea de animatii cu ajutorul mediului de programare Alice

Apelarea unei procedudin altaprocedura Roceduricu parametru

U ntr-o lume cu 3 personaje bipede, am apelat intalnire din O Am decl arant procedura intalnir

MyFirstMethod adaugam un parametru de tip bipegpartenerul de intalnire
do in aorder

E intalnire doi: (this cheshireCaf ]
= stainire | doi Cis hargV | |
E intalnire doi: Cthis.cheshireCaf ]

U am declarant procedura sare, pentru biped

feciare procedture intalnire wih parameter: ( Bipead ) o | AddParameter.

doin order
turnToFace add detail ]
" Add Parameter. | turnToFace add detail ]

declare procedure SAFE| Add Parameter... |
do in order move éé gelDistanceTo ] . éé gemfidth] . ] ]

iééécountupto 53

. “do in order roII , add detail ]

~do together

move (U , 505  add detail | roll CRIGHT ", 0125 add detail ]
< QEtLEﬂSthder] o LcowaRri 2o - B ] say J[Ma bucur satevadll]  add detail ]

(: getRightShoulder|  turn CBACKWARD , 50.25  add detail 1 (ol sare

“do together
 (inis| move CDOWN add detail ] U Concluzie: o proceduaktéaeppoated
U0 Daca dori m praodedcudrada aecnu odoua pe
((thig) getlefiShoulder|  turn CFORWARD| , 5025 add detail ] acestea va fi setat ca parametru

. (Cinis| getRightshoulder|  turn [FORWARD] |, 50.29  add detail ]
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Realizarea de animatii cu ajutorul mediului de programare Alice

FISA DE LUCRYB S Of | NJ NXB |

Bl NR | 0

Af St 2NJ UA

F2f 23 ANBI

a i NI

a. Se aduce pe suprafata de lucru o variabila din bara cu structuri. Se
seteaza dnameaeansti ahbo

do in order
| % Insert Wariable e
preview: [{ WholeNumber (S5a <= s ]
®) variable
is variable: E‘-j
) constant
value type: | WholeMumber ' [] is array
name: | a
initializer:
€ initializer mu
Cancel

Custom WholeMumber...

b. Se
v al

atri
oar e

a o valoare oa

bui e i
a getlnteger From

[ u
functi

variables:

=0
=
=

Custom WhaoleMumber...

=

I a

whi

c. Se mai decl ara o variabi
d Se aduce din bara de
true, iPar in corpul | ui
~while is true
E pointAt add detail ]

giﬂ (current value)
=g

=0

=2

=3

Random

Custom WholeMumber...

=a
=

Decimal to Whole Mumber

il gy
HE
& S8

Division, Remainder

SabsoluteValus DT E 777

= min E797), S799)
= max =[799), 5399)|

¥ ¥ ¥ ¥y ¥ ¥%v 7

i
Strudtwrn

Custor

i

1

(
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Realizarea de animatii cu ajutorul mediului de programare Alice

e. Se

f.

modi fica

conditia din

truefid is true

(current value)
NoT
NOT
BOTH AND T 777
ITHER OR
TBOTH T 777 AND T 777
TEITHER T 277 OR 7227

Relational (DecimalMumber) { ==, I=, <, <=, >=, > }

Relational (SThing) {==, =}
TextString Comparison

YYRAY Y Y Y TY VY

whil e,

latmde vadodre lian c &t

repet.

A

|m§1rTntreg!!!j

U IEUET) ITOVE | OWAIU | [ UEL o fer)
‘dalmatiar) moveAwayFrom target , amount:
dalmatian moveTo target ]

dalmatian| place spatialRelation. ., target: @

n

dalmatian| turn drrectron:@, amount‘@
dalmatiar] roll direction: =222) , amount@]
dalmatiar] turnToFace target
dalmatiar] orientTo target:
‘dalmatian| orientToUpright
dalmatian| pointAt target ]

IO =

=
=1
=2
=3

=3

Custom WholeMumber...

vy ¥y ryyvy

la final, codul este:

t

ia sa se

et
Ed]
: : >
Relational (SThing) { ==, 1=} >
TextString Comparison »- 70 < 977 ﬁuj »
ﬂm> o] | = .
»| = -
9EE —— 5559 | O C
4 Em ﬂ > Custom WholeMumber. >
Sal >
=0
=1
=3
do in order
{wWholeMumber /55 < =1 ]
“¢{WholeNumber /=5 a <= = ]
. <C3::l é(this.mam{Caﬂ getintegerFromUser STD&a-mi un numar intre g’ ] ]
Ur mar i
aten t, ul\.rhi-le Iiéﬂ = 5@ ] is true
; = Cthis.dalmatian intAt add detail
ordinea - ' J
21 i i
set ar i this. manxCat  turnToFace Cthis.dalmatian add detail ]
this.dalmatian] = mowe [FORWARD| |, add detail ]

movelAwayFrom Cthis.dalmatian

.

add detail ]

playfAudio I::n ew ( AudioSource »[_cat_meow_high_pitch_0-1 .mp3|

I* ]
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Realizarea de animatii cu ajutorul mediului de programare Alice

FISA DE LUCRWeéclarared] utilizarea variabilelor simpl#a vectorilor

Medi ul Alice permite atit declararea variabil el or Dop Dragiklrgp dio l#ata dessiructari ¢ e |

Variabledin bara de structuri. Se alege tipul (intreg, sir de caractereble, boolean saorice alttipdeobiect , apoi se denumeste vari
Declarare: Utilizare:
1. Se creeaza obiectele dorite. ( T | Vectorii se pot parcurge in 3 moduri. La fiecare parcurgere, se declara o
2. Se creeaza o variabila cu Dragé&|AyYyauavgctomlui.
_ E— Gallery Class A. Parcurgereau structura r=E B U e ) e =
prevee = Selection EaCh In TOghether each { Flyer )(::p1] in [Cpasari together
is variable 8;2:2?;1 " ( i ns plhm a preview
atve e[RRI = arsy CScenz) subordonat doar apelul )
name: | {DecimalNumber) examples: 0.25, 1.0,3.14, 98.6 v urnaktle HH itern type:  { Flyer )
initializer: | (_Wholehiumber ) sxamifes 1,2,42, 100 'SSMo:l:IeTLrnatle pentru pl al procedum iterm name: |
(Boolean ) examples: true, false - sarg). array: p
o R { TextString examples: “hello”, "goodbye” d) ¥

3. Din Gallery E:Iass
dor flyerga (

"' Flyerl] /- pasari <. I:rlew Flyer|] { Cthis.chicken|, Cthis flaminga|, ©

each { Flyer yC“5pi] in [pasari’ together

4, Se denume s pasar)\se ct
bife a & array.

B. Parcurgerea cu structui@or each in . ( p2n At sabordoaat

5. Se seteazd o g doar apelul pentru p2 al procedusare).
B L) Custom Array o —
elementele i 8\:}:22; preview: [ new Flyerl) { (this. chicken), (thisMlamingol, Cthis :"'fUrEElCh : FI'{.I'EF} .2 ir|
vectorului ca : ‘ ) is array T =
f | | n d p é i:- Wlu&[ o1 -.)'Ihls.chlc)(en'l ]
introduse O e ]
N 2] ihis.ostrichBab
. \[ [31 cihis peacock }
anterior. P ]
| adaw |
e C. Parcurgerea cu structulhile. ) (p3nstant a
T Se vor fol osi variabilele Tnt
cinis seagu) care poate fi citit, sau se poate folosi pasari.lenght )
e R S S| oK || cancel |
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Realizarea de animatii cu ajutorul mediului de programare Alice

1. Variabilele I, n si structura while

[{ WholeNumber 5§ <5 =0 ]

WholeNumber J5°n <553 S pasari © length ]

while

istrue

loop

|drop statement here

3. Se

is variable:

value type:

decl

() constant
( Fiyer ) [] is array

ara o var

name

: |p3
initializer  [UNGEIY

initializer mu

this.chicken
this.flaminga
this. ostrichBab

= Cinhis.peacock

this.seagull

this.seagull sare

seagull say

fext ]

seagul| think text /{272) ]

B2L8LL

Custom WhaoleMu

ﬁ&

2. Se coreacancegiaziaa din whi

!- ] is true

|- {current value)

_
NOT Tirue - :
—E | 1 <2
£BOTH e aND 229 EZ =1 - e
TEITHER [rye] OR 11292 » | [ » N =0 »| S
TBOTH 7/777) AND 7992 v| 5 S 09 | S > g
TEITHER T ?77| OR I 727 > | S == » =3 >
Relational (DecimalNumber) { ==, I=, <, <=, »=, > } > | =g + 5779) , | Custom Wholehumber.. b U G

3

Relational (SThing) { ==, 1=} > éﬂ
Tt Chrinm S armnar Y [ !

4. Procedura vaneaza, cu parametrul vanat de tip fly

declare procedure Y ANEAZ 3 with parameter: | Fiyer ) | Add Paran
doin order

: turnToFace add detail ]

: moveTo add detail ]

say add detail ]

playAudio [ new AudioSource ) [ whistle_relieimp3 (1 67s)
. setWidth adddetal |

[:::: setWidth é + ] add detail 1

5. Structura while

| (Fre)(p3 &= (pasar (11 ] |

~while [[ﬁﬂ < Eﬁl ] is true
i vaneaza vanal: (p3 ]
(OE=E + A

::Eéif):(i[ﬂ < gﬁl] is true then
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