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Pogledajmo primjer programa u Alice

SortiranjeHRV.a3p




Namjestanje i organizacija
scene



Na pocCetku rada odabiremo vrstu pozadine naseg projekta:

| £ Select Project X

Blank Slates

GRASS SEA_FLOOR MOON MARS
SNOW ROOM WONDERLAND SEA_SURFACE

Cancel |

€ You must select project to open.




|£] Alice 3.2
Eile Edit Project Run Window Help

@ this camera

Procedures

group by category | ¥
position

this.camera move direction: £229] , amount @
‘his.camera moveToward target €292) , amount =297
this.camera moveAwayFrom farget <2%?) , amount =?9?)
‘this.camera moveTo target @]

this.cameral place sparfaiRefaﬁon'@ , farget: @

orientation

* (this.cameral turn | direction: E29?] , amount =772
* (this.camera roll direction: £[29%) , amount =792)
* (this.camera turnToFace farget €222
 (tnis.camera orientTo farget (?722)
this.cameral orientToUpright ]

- (this.cameral pointAt farget @]
position & orientation

 (this.camera moveAndOrientTo target €?22?) ]

this.camera moveAndOrientToAGoodVantagePointOf entit

7\

v

declare procedure My FirstM ethod

myFirstMethod

X

do in order

l drop statement here

] HRV 2250




U scenu umecemo statiCne i dinamicne objekte iz izbornika na dnu:

[£] Alice 32
File Edit Project Run Window Help

[ b . | [ ® unco | @ o

” Undo ‘
DEFAULT

_SCamera - Lnew ( SCamera )
o0 |

‘kare ([
"Kers |

Swimmer classes Transport classes




Umetanje objekata

Objekt mozemo umetnuti na dva nacina:

1. dvoklikom (dolazi u centar scene | dajemo mu

JEDINSTVENO ime)

2. povlacenjem na mjesto na sceni (I davanjem

JEDINSTVENOG imena)






s Zcestv 1
| one shots ¥ |

one shots ¥

£

" [hew BigBadwon

Spremajte Cesto!



Pogledi kamere:

File Edit Project Run Window Help

12 Starting Camera View

. Layout Scene View
¥ TOP
B~ SIDE

g5} FRONT

* EditCode



Vuk se okrece | gleda u Alisu:




one shots procedure sluze za
namjestanje scene

# this Zlocestivuk v

|
this ZlocestiVuk 'y

procedures > |
Rename...

Delete

Revert original state

(Cota ioostva move SR E0D |
[(ihls.ZIocestNu@ moveToward <277, =997 |
[(this.ZlocestiVu@ moveAwayFrom <297, =999) ]
|

[

|

(igis.ZIocesuVu@ turn m
(this.Zlocestivuld roll M]
(this.Zlocestivukl moveTo @_]
moveAndOrientTo
(this.Zlocestivuk place M|
(this Zlocestivuk turnToFace <277,

A Bipeaciasses [V) | § newalica(_) |V) T OO
m Cihis Zlocestivuk orientToUpright

» ‘i‘ Cthis cameral [(this.ZlocestNu@ straightenOutJoints ]

\ (this ficus| =
’ e [ this Zlocestivuk setPaint =222 >
r this Fikus|

(ihis Zlocestivur b this ZlocestiVuk setOpacity >
- new Alieal WONDER! AN his Als3 I

vyFegavyvy vV vV vV vV v v Y

CMFELTONNY




this. ZlocestiVuk




Okrenite Alisu prema vuku:




Priblizite Alisu pola koraka prema
zlocestom vuku:




—

this Alisa:

move 5277,
target: this Alisal moveToward :
> moveAwayFrom ,
> | [Cinis Alisal turn £799), £799) |
> | | Ciis Aisa rol 779, 70 |
> [
— (this.Alisal moveTo -_]
s .
his.Zlocestivu arrount
> | =028
> g
> _
1.0 ]
52.0 t

Custom DecimalNumber...

ints |
l

s Al setOpacity 779

¥y ¥ ¥ ¥ ¥ ¥ ¥ ¥




Rukovanje:

getRightShoulder - turn left 0.125



Vuk okrece glavu prema nama:

4| Alice 3.2\\Lap = 1°
File Edit Project Run Window Help

this.BijeliVuki

J
QR T | e ssssoner)
$ cosrams
?

‘ this Alisa

ataase |1

4
(

Biped classes Flyer classes Prop classes Quadruped classes Swimmer classes




SBiped Joints:

OF® ((inis.Bijelivuk getPeNis|

O3® ((ihis Bijelivuk getSpineBase |

this Bijelivukl aetHead

OF® ( (this Bijelivul| getRightEve |

OF® ((inis Bijelivuk getleftEye |

R ((this.aijenw@ getLeﬂE?elid]
o ((jhis.aijewmj getRightE?elid]
OF® ((ihis.Bijelivuk getRightHip|

O%® ((ihis Bijelivul getRightknee |
O%® (ihis Bijelivuk| getRightAnkle |
OF® (Cinis Bijelivuk getLeftHip|

OF® ( (ihis Bijelivul getLeftknee|

O%® (ihis Bijelivul getLefttnkle |

o3 (ihis Bijelivuk aetRightClavicle|
OF® (Cihis Bijelivuk detRightShoulder|
O%® (ihis Bijelivul getRightElbow|
OF® (Cinis Bijelivuk DetRightWrist|
OF® ((inis Bijelivuk getRightMiddleFinger |

L L T |




%] Alice 3.2 \\Laptop\c\
File Edit Project Run Window Help

ROTATION

this.Bijelivuk getHead | tur

| (Cthis Bijelivuk getHead | pointAt €222] |
[ this,BijeliVu getHead | orientToUpright |

ataase |1

Biped classes i Flyer classes & Prop classes Quadruped classes B Swimmer classes




CFORWARDI
CBACKWARL

rnTuFm:E

ientToUpright ]



Dijelovi tijela se mogu pomicati
u pocetni polozaj | pomocCu misa
| Krugova za rotaciju:

°% ( this Alisa getHead | ¥




move — up down left right forward backward — objekt se POKRECE
turn — left right forward backward — objekt ne mijenja mjesto (stajaliSte) — okrece
se i naklanja

@

CRVENO
turn _—~7

forward - backward

ZELENO

turn/7

left = right

PLAVO
roll
left - right

roll — left right — objekt ne mijenja mjesto ni usmjerenje




. =
Vuku se mogu otvoriti usta; .:\

s this.Zlocestivulk getMouth

turn forward 0.125




Kopiranje naredDbl

Kopiramo naredbu tako da pritisnemo na tipkovnici Ctrl |
iIstovremeno povucemo naredbu za toCkice na drugo mjesto.

Drugi nacCin kopiranja je desnim klikom na tocCkice i Copy to
Clipboard:

{ ¥ )
‘*’ myFirstvethaod

deciare procedure M YF irstM ethod
"do in order

E e “—ilo]  add detail ]

Fast Forward...
v Is Enabled

Copy to Clipboard —

Celete

myFirstMethod

deciare procedure M yYFirstM ethod
do in order

- say Jfhello]  acd detail | > Cli q .
- 1z Clipoarda povucemo
kamo Zelimo kopirati




Varijable

Rezervirana mjesta u memorilji (rezervirate ih tako da im
odredite ime). Na pocCetku se definira vrsta varijable

(cjelobrojna, decimalna, tekstualna) i pocCetna vrijednost.

Za varijablu koristimo naredbe na dnu ekrana:

l

“‘doin order “foreachin _ | [ “do together |~ each in _ togethel |- variable... [ assign | ll/'comment







Naredbe za varijable:

Naredbu variable...
koristimo za definiranje
vrste, imena previet:

i pocetne vrijednosti - varisble

Val’ljab|e value type
/ name:

|= | Insert Vanable

(®) variable
.} constant

; - | is array

“‘assign

“variable...

—p jnitializer:

e value type must be set AMD ™ is not a valid name AMD initializer must be set.

[ -

[ K J[ Cancel |




VRSTA VARIJABLE

Vrsta varijable moze biti:
- decimalni broj

- cljeli bro

- true/false

| =] Insert Variable

preview: || DecimalNumber )= =unset=] <= niilig8l

(®) variable
\_J) constant

value type: EDecimaINumhernl_l is array

is variable:

_ te kSt name: Decimalhlumhe-r examples: 0.25 1.0, 3.14, 98.6
inifializer L WholeMumber ;  examples: 1, 2, 42, 100
| Boolean | examples: true, false
e =is notaval| { TextString ) examples: "hello”, "goodbye”
; Gallery Class...
L- o Other Types

Ancel |




IME VARIJABLE

Ime varijable mora biti JEDNA RIJEC i ne smije sadrzavati
nasa slova:

DA

X

iIme

moje_Iime
primjer_Mojeg Imena

oje iIme
Marko Markic




POCETNA VRIJEDNOST

PocCetna vrijednost ovisi o tome sto ste definirali kao vrstu
varijable:

| £ | Insert Variable b4 |2 | Insert Variable X
preview: | { WholeNumber =7-MOJE_PREZIME <= n{iil§ll preview: | { DecimalNumber = WMOJE_PREZIME| <<= Wil
- : i (®) variable
®) variable is variable: =
is variable: IU - \_J constant
“f"l constan _ value type: | DecimalMNumber ;[ | is array
value type: | WhaleMNumber | is arra
P ) i - i iE I CJE PREZIME
name: | [GloN] SIS initializer -
initializer  [DUNGENY
—
oinitializermu | oK || cancel |
—— | =

LEEE

l O J[ Cancel J
[ - cedures
by category | ¥
cedures Custom WholeMumber... _ Custom Decimaltumber...
(1]

T




“variable... | assign

Naredbe za varijable:

Naredbu assign koristimo da bi u programu promijenil

vrijednost varijabli: |doin order
EE;E{WhnIENumherEEEEEImj_knraka] <= I ]

“Broj_korakajiual= 777

FHFERE

Custom WholeMumber...

SBroj_korakal




Funkcije | varijable

Nekim funkcijama mozemo dodijeliti varijablama vrijednosti.

Na primjer, funkcija getintegerFromUser nam omogucava upis
broja preko ekrana.

Pogledajmo kroz primjer:



Zeko skace

Odabiremo scenu sa zecom gdje upisujemo koliko ¢Ce puta
skociti:




Kod

do in order

EEEE{WhnIeNumher}ﬁiiihmjﬂhnk_wa]{{:l =0 ]

[ Cthis.bunny  say JTKoliko Zeli skokova?? |, duration add detail ]

Eégéiiihrnjﬂhnkwa]{{:l g(jhia.bunn]ﬂ getintegerFromUser SUpi3i broj skokova. ] ]

 countup to SbrojSkokoval
2
[ Cihis.bunny move [CUP| . duration add detail ]

3 [ (this.bunny move CDOWN |, 505/ , duration add detail ]
loop-




Tri zeca skacu, svaki dva skoka vise od
susjeda



s =l |

50 (current value)
=0
=
=2
=3
Random >
Decimal to Whole Number >
_ EED] + Eﬂ” >
Custom WholeNumber... — -
o =50 . =299 >
—Skok )
?rﬂ x @ >
L,"E_??ﬂ _E???” > E1I B =)
7] 5799 SE: .
) - =
Division, Remainder » | =3 p| =2
= absoluteValueOf=99%)  » | CustomWholeNumber.. — » Custom WholeNumber...
h =5koK
. ic

= max =777, 5777 r




T R i

‘do in order

EE;E{WhnIeHumber}iiiisknlﬂ <= =) ]
{-::' g getintegerFromUser JTKoliko Zeli3 skokova?’ ] ]
count up to |

il E move [UF , 505 adddetail |
E move [DOWN , 50.5  add detail ]
“loop’

 Sskok<Em S5k + 21 |

count up to

i move (0P 09 asscetal |
E move [DOWN , 50.5  add detail ]
Eéié-lnopJ

SR e + D] |

*countup to

B move (0P 0§ amscetsl |

| B move (DOWN| , 505 add detail |
féié-luan




do in order

EEE(Whnlehlumt:uer}iiiibrnjﬂknkwa] <= =) ]
say ST'Koliko Zeli5 da ja puta skodim?7 , duration add detail ]
;E;Eéiiﬁbrnﬁknknva}l{::l é getintegerFromUser JTKoliko 7elif skokova?] ] ]
count up to |
| [ move [UP| | . duration add detail ]
: [ move - . duration add detai ]
% Lingp]

Egéécuuntuptu é + =2 ]

il [ move [UP| , Z0.5/ , duration add detail ]

n move [DOWN ., =05, duratior agd detail |
It:n::nn|:|nJ

;;éécountuum S orosioron + 24 |
Al [ move [UF| , =05 | duration add detail ]

g@g; [ move [DOWN , 505/ , duration add detail ]
IDD-DJ




Yetl | varijabla



Zadatak:

. Na pocetku se Yeti predstavlja svojim imenom.
. Zavrti se tri puta oko sebe.

. Postavi pitanje ,Kako se ti zoves?”

. Kaze da je upisano ime jako lijepo.

. Pita ,Koliko zelis okretaja”?”

. Zavrtl se toliko puta koliko je upisano.



‘do in order

EEEE{TemString )4 pricanjeLika <=2 f'Hej, ja sam Max!] ]
Eféf(DecimalHumher}iiiihrnj[}kretaja] <= ]

e say -r

turn . add detail ]

/i assign za sadrZaj varijable |
- J{pricanjeLikal <& jfKako se zoveZ?] ]
say add detail |

Eiiiﬂassign pa funkcija getstringFromUser ]

Egggﬂiiipricanjeuha]{::l f]: getStringFromUser JTKako se ti zove&?] ] ]
say J|SipricanjeLikal + Jf je jako lijepoimely | add detail ]
EE;J’EEEEpricanjeLika]{iZl STKoliko ¢u se puta okrenuti? ]

. (hhis.yet] say SpricanjeLika  add detai ]

]

Ty

Ty

!

turn é getlntegerFrnmUser ] add detail




Umetanje komentara fcomment

Za opis programa mozemo koristiti komentare koji opisuju Sto u programu slijedi

%,

| doinorder| { count _ | while _ | foreachin _| | if _| [ dotogether| eachin _ together| | variable..| assign| [ /comment]

umecemo povlacenjem

11 Jeti dize desnu ruku |

EE[:'EI:this_Jeti] getRightShoulder|  turn (LEFT) , 50.25/  add detail

[iiﬂJeti govori Hy |

~ Cthis.Jeti* say JTHIN " , duration 51.0,  add detai ‘

L4 Vuk diZe desnu ruku |

- ((ihis.VuK~ getRightShoulder|* tumn CLEFT" , 5028  add detail

Komentari ne utjeCu na rad programa i mogu se umetnuti u bilo koje mjesto u programu!



deciare procedure My FirstM ethod

doin arder

IIDefnlra sevrijednost tekst varijable ]

{ TextString )4 -pricanjeLikal <==2 /Hej, ja sam Max!] ]

JrDefinira se vrijednost cjelobrojne varijable ]

{WhuleNumher}i brojQkretajal <= E@ ]

i Jeti prica tekst iz tekstualne varijable ]

(this.yet] say SpricanjeLika  add detail ]

i Jeti se okrece za broj okretaja spremljen u cjelobrojnoj uaruabll]

(this.yet] turn CLEFT| , SbrojOkretajal  add detail ]

JfVrijednost tekst varijable promijenima ]

“pricanjeLikal <. ffKako se ti zoves? ]

i Jeti govori novi tekst ]

i Jeti pita Kako se zoves i odgovor se sprema u varijablu pncame]

“pricanjeLikal <& J (this.yet]  getStringFromUser sfKako se tizoved?? | ]

i Jeti kaZe da je upisano ime jako lijepo ]

(this yeti  say J{ +J’f‘...jejakn|ijepnime!'j] add detail ]

JiMijenjamo vrijednost varijable za pricanje ]

“pricanjeLik ‘f.;l ff‘l{ullku puta Zelis da se nkrenem’?'j ]

i Jeti kaZe novi sadrZaj varijable ]

(this.yet] say SpricanjeLika  add detail ]

JrJeti se okrene u desno onoliko puta koliko uplsemn]

E
&
E
&
.
&
.
g
E
E hlS].I'EtI say add detail ]
[
&
[
&
.
&
.
&
[

Cthis.yeti  turn CRIGHT gm getlntegerFrumUser] add detail




Napravite sami Yetija
Koji se okrecCe oko sebe
onoliko puta koliko upisete



do in order

?iii(wnmewumner}iisinmjr:mretaja]f:‘izl =0 |
ﬁ DFEIJDHFE!’[E[JEI]‘:? ém getintegerFromUser Jf'l{nllhzn okreta Zeli% 7 ] ]

“count up to SbrojOkretajal

;;;[ | Chisyell tum CLEFT 510 adddetall |
Ic:-r:er




Dodajte mu jos dvojicu sa
strane koji se vrte po redu |
onda svi zajedno.



| do in order

( WholeNumber )= ‘brojOkretajd << =0 J

" countupto Sbrgoneiag)!

T | Ghisyey turn (LEFT ,£10 adddetal |
loop’

o

 count up to SbrojOkretaja

T | Ciisyetd turn CLEFT , 10 adddetail |
- loop’

.

. countup to EbroOkretala

[ Bsebab) tum (£ 560 addsen |
' oop’

-

count up to =brojOkretajgd

h TE
’ )(E
5 “

i yeBaty) turn (LEFT 510 adddeai |
Cthisyetid  turn CLEFT) , 510 add detail J
Chvsyer turn ((EF7 510 addcetad |




Vas je zadatak sljedeci:

. Umetni Orcu na scenu.

. Neka se predstavi | pita vas za ime (varijabla!).

. Neka komentira vase ime. (imas lijepo ime ili tako nesto)

. Dok prica otvara i zatvara usta (getMouth FORWARD 0.125)

. Pita vas koliko puta e se okrenuti.

o O A~ W NP

. Kad mu kazete, to i naprauvi.



Kod snee

 (Textstring )u{ prical <&= fDobar dan ja sam Sarkti |
~{ DecimalNumber )= okret <& 520
ﬁ(v getMouth | turn CFORWARD|  , 50.125  add detail
" ooy’ say soicg"  acd semn
( Cthis.orca " getMouth| ' turn [BACKWARD] ', 0.125/  add detail
~ (this.orca turn CFORWARD) ', Sokret add detail
4 prica <& sfKako se ti zove3?}" j
oo say Jprca _addgetal
@ J{' getStringFromUser fKako setizoveé?j']'
I (this.orcal say J{@' + 4F je jako lijepo ime! ']‘ add detail
4 prica <& sfKoliko okreta Zeli§?1 "

ooy’ say spica’  acasei
(this.orca turn [LEFT)", = Cthis.orca* getintegerFromUser Jprica ' |, duration 55.0°  add detail




doin order
E?g?(TﬂﬂEtrlnn )5 prica <5 jfDobar dan, ja sam Sark!] ]
E;E(De:imalNumher)Evf@iiomeﬂ <= =9 }
[ ( (this.orca* getMouth| " turn [FORWARD ', 50.125 " add detail }
 (thisorcal " say Jpricd  add detail |
( (tnis.orcal getMouth| " turn [BACKWARD] " , 50.12§"  add detail ]
turn [FORWARD) . Sokrel  add detail |
| o prica <& sfKako setizoves?] |
( (this.orca* getMouth| " turn [FORWARD ', 50.125"  add detail }
| say Jprica  add detail |
( (this.orcal getMouth|  turn [BACKWARD) , 0.125 add detail ]
<:- 4| Cihis.orca * getStringFromUser Kako se ti zove3?] " | I
F( gethouth|  turn [FORWARD ', 50125 add detai }
say fSprica + Jf je jako ljepoimel ' |  add detail 1
[: nelhlouﬂ't] turn [BACKWARD| , 50.125/  add detail l
| 4 prical <= SfKoliko okreta Zeli?] |
(: uemlouﬂ'u] turn [FORWARD , 50.125  add detail }
| (thisorca say Spricd  add detail |
[ ( ﬂe"'ouih] turn [BACKWARD| , =0.125/  add detail l

[ Cthis.orcal turn , £ (this.orcal* getintegerFromUser 7Koliko okreta 7eli§?]" |, duration 5.0  add detail




Procedure [ funikclje

(metode)

Procedura je dio programskog koda koji definira kako bi
se objekt trebao ponasati.

Funkcija je dio programskog koda koji nadopunjava odabranu
proceduru (namjesta | odreduje vrijednost).



Otvorite vas program od proslog puta
Orca prica
pa ga dopunite
otvaranjem | zatvaranjem usta (ako niste)



'do in order

[EE(TextString )4 pricd <& jfDobar dan, ja sam Sark'] ]

a1 |

e e — )
[ ((this.orcal " getMouth |  turn CFORWARD| , 50.125 add detail }

[ (this.orcal say Sprica  add detail ]

~ ((inis.orcal* gethouth| " turn CBACKWARD) " , 50.125  add detai | )

(this.orca © turn [FORWARD)] ' , Sokret '  add detail

[a’lpnca‘]@l SFKako se ti zoved?7 7
' ( (this.orcal getMouth| turn [FORWARD) ', 50125  add detail }

N

 (hisorca say Jpricd  add detail |

- ((inis.orcd getMouth| " turn CBACKWARD] ', 50125  add detail

A prica <& | (this.orca getStringFromUser S[Kako se ti zove5?]

k [:' Cthis.orca gatMaum] turn [FORWARD| |, 50.125  add detail

icg <G + AT je jako lijepo imel

L

[ ( (this.orcal " gethoutn|  turn [FORWARD| , 0125  add detail ]
say add detail ]
[ ( (this.orcal " gethlouth|  turn CBACKWARD) , 50.125  add detail ]

(this.orca* say :ﬂ:@ + T je jako lijepo ime! J add detail %{

- ((thisorcal getMouth| " turn CBACKWARD ', 0.125  add detail ] )

%,

oy

4 prica <& fKoliko okreta Zeli3 7
[ ( (this.orca* getMouth| " turn [FORWARD ', 50.125"  add detail }

 (thisorca  say Jprica  adddetail |

[ ( (this.orca " getMouth|  turn [BACKWARD ', 50.125  add detail ]

~ (this.orcal" turn [LEFT]", él%is.urc_a] getintegerFromUser Koliko okreta eli§ 77 ] , duration 55.0  add detail




Otvaranje usta, priCanje | zatvaranje usta

se PONAVLJA!

Napravit cemo PROCEDURU koja ¢e to raditi, pa c¢emo
samo na mjestu gdje ona prica, pozvati tu proceduru!!!

Prica:

i (this.orcal  getMouth| turn FORWARD)| , 50.125/° add detail

this.orca say Jfprica  add detail

(this.orcal  getMouth| turn [ BACKWARD| , 50.125/ add detail




KORACI IZRADE PROCEDURE



Koraci:
Kopiramo nas dio programa u Clipboard (desni klik na tocCkice):

~“doin order

[ ( (this.orcal getMouth | turn CFORWARD| , 50.125/  add detail ]
Fast Forward... add detalil ]

| ek turn [BACKWARD| " , 50.125"  add detail ]
| | Copyto Clipboard |

Dissolve do in order

g Convert to do together




Kliknemo

na

myFirstMethod

hod

{Scene} (6) >

{Swimmer} >
{Marinel‘ﬂammal} >

@ Add Orca Procedure...
# Add Orca Function..
#® Add Orca Property...




Upisemo ime pricanjeOrce

[i] Add Orca Procedure X




Kopiramo:

selected type:( Orca | -
type:| Orea / > Run.. pricanjeCrce £

declarepmcedumpricanjeorcel Add Parameter... J
'do in order

“do in order

getMouth | " turn [FORWARD| , 50125  add detail ]
d (this.orcal  (currentvalue) |

| BACKWARD D add detail ]
\

= \ UMJESTO ORCE,

KORISTIMO this

f !
. Scene ) |

Procedures

J
i

[ group by category | ¥

{ Drca ) ‘s Editable Procedures (1)

lli napisemo proceduru u taj prozor.



Eile Edit Project Bun Window Help

Ew
w w Setup Scene &

/0

grougoy categaory | TJ

A (this.orca

Procedures

| Orca ) 's Editable Procedures (1)

| edit E pricanjeOrce ]

{ Swimmer ) 5 Editable Procedures (0)

say, think
[ (is.orca say text 50|
| (this.orcal think text 5{272) |

declare procedure M Y FirstM ethod

myFirsthethod
'do in order

E{ TextString ) prical <-=2 JfDobar dan, ja sam Sark!] ]
EE;E{DecimalNumherEéE@nkreﬂ <= ]

pricanjeOrce h

= turn [FORWARD| , Sokref ' add detail ]
- Ji-prica <= JfKako se ti zove3?] ]

pricanjeOrce <Yfmmmm—

- prica <= J’J]: getStringFromUser JTKako se ti zove3?7 ] ]
~ ((Cinis.orcd getiouth| turn : add detail ]
say | fprica + Jf je jako lijepo ime!i | add detail ]

< getMnuth] turn (BACKWARD| , 50.125/  add detail ]
E “prical <= fKoliko okreta Zelig 7 ]

E pricanjeOrce h

[ turn , é getintegerFromlUser ] , duration add detail




Eile Edit Project Bun Window Help

declare procedure M Y FirstM ethod

myFirsthethod
'do in order

E{ TextString ) prical <-=2 JfDobar dan, ja sam Sark!] ] DA Bl MOGL]
;E?E{DecimalNumher}iéE@nkreﬂ < ] ZAMIJENITI | DIO
pricanjeOrce | GDJE KAZEMO ,je jako
E turn [FORWARD| , Sokrel  add detail ] lijepo ime”, taj dio
pomaknemo gore:

o,

oy

Ew
w w Setup Scene &

A (this.orca

Procedures

prica <= getStringFromUser fKako se ti zove3?]
. Cihis.orca" getMoutn|" turn CFORWARD)" . add detail
say J{ + 4T je jako lijepo imel ] add detail ]

< getMnuth] turn (BACKWARD| , 50.125/  add detail ]

l group by category | TJ

| Orca ) 's Editable Procedures (1)

| edit E pricanjeOrce ]

{ Swimmer ) 's Editable Procedures (0) | pricanjeOrce |
turn , é getintegerFromlUser ] , duration add detail

say, think [
[ (is.orca say text 50|
| (this.orcal think text 5{272) |




'do in order
( Textstring ){ prical <& §fDobar dan, ja sam Sark’

W

- ( DecimalNumber )= okretf <= 520 ]

- (this.orca  pricanjeOrce |

~ (this.orcal turn [FORWARD| , okret  add detail |

réénn'iiprical"f:-':" JFKako se ti zove3? | nova naredba g|asi:

 (thisorca  pricanjeOrce |

- Spricl <<= fﬁ_"_“mis.c:rcél getStringFromUser JTKako se i

i prica <= § Sprical* + fje jako lijepo ime

o

sada i ovdje

 (iisorca pricanjeOrce | 4— mozemo upotrijebiti

| { pric <& JfKoliko okreta Zeli?] | proceduru

(this.orcal  pricanjeOrce |

(this.orca turn [LEFT] ,E:':this.ﬂrca} getintegerFromUser fprica | . duration 55.0°  add detail ‘



~ ((his.orca getMouth | turn [FORWARD) , 50125 add detail
E (this.orcal " say [ fiprical’ + JF je jako lijepoimeri’ | add detail ‘

[ ( (his.orcal " getMouth |  turn [BACKWARD) ', 50.125  add detail J

 i(pricd <& prica + Jfje jako jepo imer |

[ (this.orca pricanjeOrce ]




Pogledajmo program

Ples gladnog morskog psa



|lzradimo ga sami!

Odaberemo za pozadinu
morsko dno
Sea floor



Napravimo scenu:
blueTang, clownFish, pajamaFish, carp, shark

shark je na pocetku na x=0.0 y=-2.00 z=0.0



Ribe namjestite na pozicije:

blueTang x=5.8 y=4.00 z=3.0
clownFish x=5.11 y=4.00 z=15.1
pajamaFish x=-6.75 y=4.00 z=10.8

carp x=-3.42 y=4.00 z=17.2



‘do in order
[ move CUFl , 6.5 , duration 2dd detail ]

“do in order

re

say J[Uh, 5to sam gladan!{ , duration . bubbleFillColar add detail
turn | add detail ]
roll . add detail |

“'do in order

L3

turnToFace add detail ]

L

move [FORWARD éé getDistanceTo v - ] add detail ]

setOpacity =0.0  add detail ]

“do in order

e

say /Uh, 3to sam gladan! , duration . bubbleFillColor add detail ]
turn | add detail ]
roll - add detail ]




“do in order

turnToFace (this.pajamaFishl  add detail ]

e

< gethlouth| turn CFORWARD| , 50125 add detail ]

move éé getDistanceTo (this.pajamaFish| ] - ] add detail

(this.pajamaFish|  setOpacity add detail ]

L

_ (Cinis.shard getMouth|* turn CBACKWARD] ", 50.125"  add detail ]

L,

e

- (ihis.shark say SfUh, Sto sam gladanl’  , duration 52.0/° , bubbleFillColor [|_ WHITE|  add detail
turn (520 add detail |
oll (LEF1 510 scagetm |

“do in order

“do in order

turnToFace (this.clownFishl  add detail ]

e

( getMouth | turn CFORWARD) , 50.125  add detail ]

move éé: getDistanceTo (this.clownFish| ] - ] add detail

. (Chisshark getMoutn| turn CBACKWARD| , 50.125  add detail ]

L,

L

(this.clownFish  setOpacity =0.0  add detail ]




re

say /TUh, 3to sam gladan!] | duration . bubbleFillColor 2dd detail
turn | add detail ]
roll - add detail ]

““doin order

““do in order

turnToFace (this.blueTang  add detail ]

re

. ((ihis.shark " getiouth| " turn CFORWARD) " , 50125 add deail ]

 (hisshark ' move CFORWARD| , 5 Cinis.shark getDistanceTo Cthis.blueTang | = 505 | add detai

( (this.shar getbouth|  turn CBACKWARD| , 50125/  add detail ]

L

 (ihis.blueTang  setOpacity add detail |




Ples morskog psa se PONAVLJA!

Napravit cemo PROCEDURU koja ¢e to raditi, pa c¢emo
samo na mjestu gdje on plese, pozvati tu proceduru!!!

Ples:

do in order

. (this.shark® say JTUh, &to sam gladan’] , duration =2.0/" , bubbleFillColor [| WHITE|'  add detail

this.shark© turn CRIGHT , 52.0°  add detail |
" (this.shark® roll CLEFT)' , S1.0° add detail




Kako izraditi proceduru?

NasSa procedura Ce se zvati gladniPles i pozivat c¢emo je po

t b' . 'do in order
po re I . move | , duration add detail

“doin order

turnToFace Cthis.carp  add detail ]
. Ciisshark ' move [FORWARD) , 5 (ihis shar_getDistanceTo (tscam | = =025 | add deai
 Chhis.carp setOpacity =0.0/ , duration add detail ]

gladniPles

this.sharkl  gladniPles
i g

“do in order

E turnToFace (this pajamaFish|  add detail ]

((nisshark getMouth| turn CFORWARD]  , 50125 add detail ]

move éé getDistanceTo m ] - ] add detail
setOpacity , duration add detail ]

~ ((his.shark  getouth | turn , add detail ]

. Cinisshark  gladniPles |
§§§§ do in order ‘

turnToFace (this.clownFishl  add detail ]




Koraci:
Kopiramo nas dio programa u Clipboard (desni klik na tocCkice):

“do in order

[ say /Uh, Sto sam gladan!] | duration , bubbleFillColor add detail
i
Tl dd detail |
Fast Forward... . =lal
v s Enabled . add detail ]

[ Copy to Clipboard ]

Dissolve do in order
Convert to do together




Kliknemo na

v

classes
( Scene} (10)

{Swimmer}
\Fish

II ]

( EIueTang}
| ClownFish |
{PajamaFish}

myFirsthlet

Sto sam gladan! | duration S2.I

T, 520/ adddetail |
T, 510 adddetail |

# Add Shark Procedure...

n setOpacity

# Add Shark Function... —
#® Add Shark Property...




Upisemo ime gladniPles

[i] Add Shark Procedure P




Napisemo proceduru:

File Edit Project Bun Window Help

selected type:| Shark ) '
type:| } [ D> Run.. J )Y gladniPles £2

declare procedure gladniPles| Add Parameter.. |
doin order

“doin order

[ say JFUn, 5to sam gladan!i ", duration 2.0, bubbleFiliColor (| WHITE  add detail ]

| (hig) tumn CRIGHT | =20 add detail |
| (i roll CLEFT) 510  add detail |

Procedures

o ey e UMJESTO
*edit | Cihis| gladniPles | MORSKOG PSA’

{ Fish ) 's Editable Procedures (0)

T KORISTIMO this

: moveToward target , amount E999) ]
: moveAwayFrom farget , | amount =999 ]

55:5 moveTo target ]
e N eee—— Y a— 0




Sad kad odaberemo morskog psa, Imamo
za odabir proceduru gladniPles:

File Edit Project Run Window Help

myFirsthMethod

deciare procedure M yYFirstM ethod

do in order

i move [UP , 568, auration acs detal |
 Cihis shark  gladniPles |

o in order
turnToFace (this.carp  add detail ]

. Ciisshark move [FORWARD)  , 5 (is.shark_getDistanceTo Chis carg | = =025 |/ add detal
[ this.carp]  setOpacity 0.0/ , duration add detail ]
 (thisshark gladniPles |

o in arder
turnToFace (this.pajamaFish  add detail ]

( Cnis.sharkl gethlouth|  turn [FORWARD] , S0.125/"  add detail ]

move éé getDistanceTo (this.pajamaFish ] - ] add detail
: this.pajamaFish|  setOpacity , duration add detail ]

getl‘u‘lnuth] turn [BACKWARD| , 50.125/  add detail ]

——— e — W
. — -
e S — - -

——

% (this.shark

Procedures

[ aroup Gue®Gory | v
{ Shark ) 's Editable Procedures (1) ’
edit - Cihis shark gladniPles |

{ Fish ) 's Editable Procedures (0)

: Swimmer ; 5 Editable Procedures (0)

say, think
| i shar say toxt 99 | ~;:,
| s shard think toxt 4290 | | Chisshar gladniPles |

0 in order ]



Program se moze joS pojednostaviti s
procedurom u kojoj samo biras ribu
(procedura jedenjeRibe):

jedenjeRibe &2

decﬁarepmcedumjedenjeRibE with parameter: { Fish ) aRibal [ Add Parameter... J

dn in order

. turnToFace (aRiba  add detail ]
( (this| gethouth|  turn CFORWARD| , 50.125/  add detai ]

[
[ Cthis) move [FORWARD éﬁ. getDistanceTo (aRiba | - ] add detail ]
[
[

( (this| getMouth| turn CBACKWARD] , 50125  add detail ]
- setOpacity ' duration - add detail ]




Definiclja parametra aRibe

myFirstiel

classes thﬂd

[ Scene ) (1) >

' sSwimmer | > , duration add d
™ - 1. dodajemo Shark-u novu proceduru

> Shark
‘BragTang ) S i
—— ples
| ClownFish | @ @ Add Shark Procedure... B
| PajamaFish)  »| @ AddSharkFunction.. ¢
Carp p | ® Add Shark Property... B
i gj Add Shark Procedure b

preview:  declare procedure jedenjeRibe

: &
nam |jedenjeRibe | . . . .
{ 2. nazovemo je jedenjeRibe
|

-
a @ Cancel
-




3. dodajemo parametar u proceduru

4. unset stavljamo u Gallery Class...

Add Parameter >
Ll

Add Parameter X
2

{ DecimalNumber ) examples 025, 1.0, 3.14, 98 6
examples: 1, 2, 42, 100

examples: true, false
m examples: “hello”, "goodbye”

Gallery Class...

Other Types




5. odaberemo Fish

gﬁ Gallery Class

Filtering Selection

Available Procedures, Functions, and Properties

-

v { SScene )
-{M}
myScens ¥
ground v
camera v | SModel ]

Assignahle From ‘

Select class via the lowest common ancestor
assignable from the items below:

s -
+ blueTang v
/' clownFish -
+/ pajamaFish o
/ carp

torus

{ BlueTang )
{ ClownFish )
{ PajamaFish |
{ Carp
v { SShape |

v { STorus )

{ Torus |

f { sCamera |
{ SGround |

class Fish
class Swimmer (inherit)

class SSwimmer (inherit)
functions

+ getMeck

+ getHead

« getiouth

« getleftEye

« getRightEye

« getleftEyelid

« getRightEyelid
« getFrontLeftFin
« getFrontRightFin
« Jet3pineBase
« get3pineiMiddle
« getTail

class SJointedModel (inherit)

procedures

« straightenCutJoints

> [ QK ][ Cancel J

—



6. parametar nazovemo aRiba

File Edit Project Run Window Help

selected type:| Shark )

Imamo za odabir
this za Sharka 1 aRiba

jedenjeRibe parameters:

g (aRib3d




Procedura jedenjeRibe:

j—
- jedenjeRibe 52

dec!arepmcedurejedenjeRibEnﬂhparamemr | Fish (- aRibal [ Add Parameter... J

‘do in order

. turnToFace (aRiba  add detail ]
( (this| gethouth|  turn CFORWARD| , 50.125/  add detai ]

[
[ . move [ FORWARD éé. getDistanceTo ] - ] add detail ]
[
L

Cthis] getiouth|  turn CBACKWARD] , 50.125  add detail ]
- setOpacity ' duration add detail ]




File Edit Project Run Window Help

myFirstiMethod

deciare procedure M Y FirstM ethod

'do in order
| hisshrk move (UF| . 565, aurston 20 asacetal |
ples |

—
; do in order \

[ turnToFace add detail ]

| (Cinis.shar getioutn|  turn [FORWARD| , 50.125  add detail ]

move [[FORWARD éé getDistanceTo ] - ] add detail ]
# setOpacity add detail ]

(Cinis.shard getilouth|  turn CBACKWARD| , 50125 add detail ]

L]
w w Setup Scene

e

% Cthis.shark

Procedures

[gruup by category |'J

| Shark ) 's Editable Procedures (2)
 edit | Cihis shar ples |
 edit [ (this.shark jedenjeRibe aRiba: ?27]

T . P

1 — = = . 1

ovo bacis u smecée i odaberes proceduru
jedenjeRibe i za aRiba uzmes this.carp



Svaki se puta odlucCis za ribu koja je na redu:

' .
— myFirstiMethod

o

declare procedure M Y F irstM ethod

do in order

this.sharkl move I:LI:'] : , duration add detail ]

G gladniPles | _ _

- G jedenjeRibe aRiba: (this.carp | aRiba JE -
d gladniPles | parametar koji
t jedenjeRibe aRiba: (this pajamaFish| ] Obuhvaéa sve

 ( gladniPles |

ribe odjednom!

t jedenjeRibe aRiba: (this.clownFish| ]

- gladniPles |

t jedenjeRibe aRiba (this.blueTang ]

turnToFace add detail ]

say STVISE NISAMIT  add detail ]

| d

= ESINEAINENTESNESIEINESIT e E
£} £ 4] [} 4] i £ £} £ 4]
o0 o0 o0 o0 = o0 o0 o0 o0 o0
1] ] it 1] ] 1] ] 1] ] it
= = = = = = = = = =

i (f




Vas danasnji zadatak:

Napravite program sa tri zeca |1 proceduru HOP, tj. u kojoj
se zeko zajedno: SKOCI U ZRAK, ODE NAPRIJED ZA
0.25, pa zajedno: SPUSTI SE | ODE NAPRIJED ZA 0.25:

v

lected type:| B 3 -
selected type:| Bunny ) { [} Bun... J — hop 22
| =

declare procedure hop[ Add Parameter . J

‘ do in ord
- do together
e [ move [UP| , S0.5 , duration , animationStyle CBEGIN_AND_END_GENTLY|  add detail ]
- =
: move [FORWARD| , 50.25 | duration , animationStyle [BEGIN_AND_END_GENTLY|  add detail ]

move [DOWN , 0.4 , duration , animationStyle [BEGIN_AND_END_GENTLY  add detail ]
move [FORWARD| , 50.25 , duration . animationStyle CBEGIN_AND_END_GENTLY  add detail ]

Procedures




Scena:

File Edit Project Run Window Help

S Starting Camera View

* EditCode




A program izgleda:

declare procedure My FirstM ethod

do in order

count up to ﬁ?}l
'i do together

Cthis.bunny hop ]

‘this.bunny2 hop |

Cthis bunnyd " hop




