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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 - X
File Edit Project Run Window Help

\

v

myFirstMethod

declare procedure My FirstM ethod
do in order

l drop statement here

En
« u Setup Scene

@8 this camera

Procedures

group by category | ¥
position

‘his.camera move direction: 792) , anwunr.é@
this.camera moveToward target ©299) , amount é@j_
‘this.camera moveAwayFrom target ©292) , amount =299
_this.camera moveTo target @—]

this.cameral place spatialRelation: £299) , target @

orientation

 (ihis.cameral turn  direction: E29%) , amount =772)
. (this.camera) roll dfrecnon:l:@ s amounrﬁ@q
- (this.cameral turnToFace target @

—_——

- (this.cameral orientTo target: @

- (this.camera orientToUpright ]

* (this.camera pointAt target €227)

position & orientation

~ (this.camera moveAndOrientTo target ©777)

- (this.camera moveAndOrientToAGoodVantagePointOf entit

each in _ together



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

(£ Alice 3.2
File Edit Project Run Window Help

b . |
g g

DEFAULT

_SCamera , - Lnew  SCamera )
000

‘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 ¥

£

-+ Lnew( BigBadWolf)

Spremaijte Cesto!



Pogledi kamere:

File Edit Project Run Window Help

( 2} Starting Camera View

. Layout Scene View
¥ TOP
B~ siDE

g5} FRONT




Vuk se okrece i gleda u Alisu:

this Alisa




one shots procedure sluze za
namjestanje scene

# this Ziocestivuk v

|
this ZlocestiVuk

procedures > |
Rename...
Delete

(ihis Ziocestivuk move m
|(ihis Ziocestivuk moveToward <792, 5779 |

Revert °"°'" (ihis Ziocestivuk moveAwayFrom <999, =799) |
@ ' Cthis.ZlocestiVuk turn m

: m E [(this.ZlocestNu@ roll m

| Cihis Ziocestivuk moveTo €773 |

moveAndOrientTo
<thls.Zlocesthu@ place M
(this.Zlocestivuk turnToFace <277,

4 Bieaciasses [v) | § newice(_) |V | T T TR
L ma | s Zicsstv rientToUpright
» ‘i‘" straightenOutJoints
7N s Zicastvur setPaint

’ (inis Ziocestivuk setOpacity
new Alirafl Wml AND Y

»

vyE@aY VvV vV vV VvV VvV Vv Y

CMEL N




this ZlocestiVuk




Okrenite Alisu prema vuku:




Priblizite Alisu pola koraka prema
zlocestom vuku:




] this Alisa:

Cthis Alisal move £227),
target: this Alisal moveToward :
» | (thisAlisa moveAwayFrom :
> | [Cinis Alisal turn £799), £999) |
> | | Cinis Alsal roll =279), =79 |
| [Gnisaisa
- moveTo (797)
dF—— ;
) > | 0.2
d -
B _
1.0 ]
20 x
ints
Custom DecimalNumber... 7

s Asa setOpacity <777 |

¥y ¥ ¥ ¥ ¥ ¥ ¥ ¥




Rukovanje:

getRightShoulder - turn left 0.125



Vuk okrece glavu prema nama:

‘
T this.Paima
g this Fikus

m@ad]

v/

Biped classes Flyer classes Prop classes




SBiped Joints:

o5 (ihis.Bijelivuk aetPelvis|

©F® ((inis.Bijelivuk getSpineBase |

this Bijelivuk getHead

OF® ( (ihis Bijelivuk getRightEve|

OF® ((inis.Bijelivuk getlefEye |

R ((jhis.aijenvu@ getLeftE?elid]
o ((jhis.aijewmj getRightE?elid]
OF® ((ihis.Bijelivuk getRightHip|

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

OF® ( (this Bijelivul getlLeftknee|

oF® ((inis.Bijelivuk aetLefAnkie |

OF® ((ihis.Bijelivukl getRightClavicle|
O3 (Cinis Bijelivuk getRightShoulder|
OF® (Cinis.Bijelivuk DetRightElbow|
OF® ((this Bijelivul getRightwrist|
O (Cinis Bijelivuk getRightMiddieFinger |

P AT T w0 st AR laiala |




Alice 32 Waptoph
File Edit Project Run

ROTATION TR R

this-Fikus [ |
this.BijeliVuk

°* this.BijeliVu getHead

fead's P
this.Bijelivuki getHead | tur

|' this.Bijelivuk getHead | pointAt
" this.Bijelivuk getHead | orientToUpright |

Biped classes Flyer classes Prop classes Quadruped classes Swimmer classes




°# this.BijeliVuk getHead |

this.BijeliVuk's Head:

direction;

( Cthis Bijelivuk getHead m E l

=

TS Bijelivukl getHead | rnll! !]

amount:
FORWARD ‘ 50125
CBACKWARD > W=D 25

o —

rnTnFal:E

ientTolUpright ]




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

°> {{this.AIisa] 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/

left = right

PLAVO
roll
left - right

roll — left right — objekt ne mijenja mjesto ni usmjerenje




" S~
Vuku se mogu otvoriti usta: «:\

his.Zlocestivuld getMouth

turn forward 0.125




=

o U A WN

Zadaci:

Postavite dvije osobe na scenu (odaberite odjecu, izraz

lica, boju I frizuru kose)

Okrenite ih jednog prema drugome

Mogucnost naredbi (move, turn, roll)
. Od
. O0
. O0

abir ramena (shoulder — dizanje ruke)
abir noge (hip — turn backward 0.125)
svake vrste po dva objekta — na scenu



Procedure [ funkelje

(metode)

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

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



Procedura

File Edit Project Run Window Help

EDITOR

¥ this.ZlocestiVuk
BigBadWolf ) s Editable Procedure:

 Biped ) ' Editable Pro

, say text (9
(ihis.ZlocestivuK think text #579) |

move direction

L Hhie Tlaractiliald T. A+

£%%9) . amount =793

ABBR | | arnniint HREE




Nakon povlacenja procedure u kod editor,
pojavljuje se izbornik vrijednosti

argumenata u proceduri:

amount = 7?97 | l
; R —
> B
> | S0
| ) ¥ = vrijednosti
LBACKWARD|  » =20 argumenata
510.0 u proceduri
\ Custom DecimalNumber... (mogu se
naknadno
mijenjati)
~ (this.Zlocestivuk  move [RIGHT , 50.25  add detail




Obijekt (ili njegov dio) mozemo micati u 6
smjerova:

- gore (up)

- dolje (down)

- lijevo (left)

- desno (right)

- naprijed (forward)
- nazad (backward)




Procedure

Move
Move Toward

Move Away From

Move To

Move and Orient To

Delay

Say

Description

Pomice objekt u jednom od 6 mogucih smjerova.
Pomice objekt prema drugom objektu.

Odmice objekt od drugog objekta.

Pomice objekt iz njegove trenutne pozicije u poziciju

ciljnog (navedenogq) objekta.

Pomice objekt iz njegove trenutne pozicije u poziciju
navedenog objekta i namjesta orijentaciju objekta istu
kao ciljnog (navedenog).

Zaustavlja pomicanje objekta za odreden broj sekundi.
Kasnjenje se moze upotrijebiti za usporavanje
animacije.

Izrada oblaci¢a s tekstom kojeg objekt izgovara.



|lzrada procedura

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

Do sada smo namjestali scenu, a
sad slijedi programiranje.



Pokrenite Alice | organizirajte scenu:

Klikom na Edit Code dolazimo u prostor za pisanje programa (pokretanje likova).



U ovom prostoru koristimo gotove procedure za svaki objekt pojedinacno.
Oznacimo objekt na koji e se odnositi i odaberemo proceduru:

E4e £t Brosc Bun piocow e

O]

40 8 order

-

| Group Sy Catep0ry l

. ihis

Procedures

{ 5cene ) 3 ERadle Procedures (4)
et | Tue iniolizeEvend isteners |
o3t | e haadleActiveChanged ictve PP | achvecon
et myFirsdiothod | '
| rws setAtmosphereColor cor 199 |
|t e romAboveLightColor coor =973
lm'v.;n setf romBelowlighColor coir rdfﬁ.}'—<

| s e ogDonsity censsy 5 FH) |

[ v plaphanie acposource 90 |
[ Tus delay curason W99

["gsmonser || coort _ | whae _ [ orescnim_ || #_ | [ Gotoaemer I eachi _ tooemer | | vamtie | assion|




L]
« = Setup Scene

& this. Jeti

Procedures

group by categary | ¥

\ Yeli ) s Editable Procedures (1)

| edit Eééset‘fetiﬂesouroe yetiResource: €777 ]
's Editable Procedures (0)

say, think

(s Jet) say text 799) |

. (this.Jet] think text 292) |

position

F;f move direction: €222 , amount £ 992] ]

(this Jetil moveToward target ©732) . amount =993 | ]
moveAwayFrom target , amount =999| ]
(this.Jetil moveTo target: ]

L place spatialRelation: £.299) , target ]
S
* (this.Jeti turn direction: 222] , amount =222) ]
roll direction: £992] | amount =792 ]

(this.Jeti turnToFace target ]

(this Jet] orientTo target ]

(this.Jeti orientToUpright]

” pointAt target: ]

position & orientation

[ (this.Jet| moveAndQrientTo target ]
size
 (this Jet] setWidth wiath =799 |
seﬂ-leight her’ght@ ]

[

Procedure se odabiru povlacenjem u
desni dio ekrana:

-

declare procedure M yFirstM ethod

do in order

LB}
« « Setup Scene

Procedures

| group by category | ¥
s Editable Procedures (1)

| edit EffsetYetiResouroe yetiResource: £297) ]

s Editabla Proceares (0)
e s i Cthis.Jet turnToFace farget €777]

. say text
. Cinis Jefi think text {297 |

position

- (this Jeti move  direction . amount =999 }
: moveToward farget: , amount :@
moveAwayFrom target | 2g
moveTo target ]
 (tnis.Jeti place spatialRelation: 9% , target ]

| Cihis Jeti setDepth depth =222) |

'::lurn direction: 5 amcunt'@ ]
roll direct . amount =999 }
: :IurnToFaoe target:




Vuk i Jeti priCaju:
ISPROBAJTE!

File Edit Project Run Window Help

'do in order
[ "' turnToFace "' add detail ]

[ (this.Jet|  say SfDobar dan, dragi Vuel] | duration 51.0/  add detail ]
[ (this.Vuk  turnToFace (ihis.Jetl  add detail ]

[ (this.vuk  think JfJel on to meni pria?] , duration 51.0  add detail ]
[ (this.vul say /00000, dugo se nismo vidjelill]  add detail ]

Em
w w Setup Scene

s et seVetiResource.yetiesource: 779

- Cthis.Jeti say text {227
 Cthis Jet think text {299]




Tipkom
Run '| [> Run.. |I
pokrecemo procedurul.

Desnim klikom maknemo kvacicu
Ispred ' t Forward... '
|s Enabled

Copy to Clipboard

pa se taj redak ne izvrsava!



Vuk i Jeti masu rukama:

Eile Edit Project Eun Window Help

do in order
E turnToFace add detail ]
[ say J[Dobar dan, dragi Vuce!] | duration
E turnToFace add detail ]
[ think Jel on to meni prica?] | duration
| CisVug

this.Vukl  say J0O0000, dugo se nismo vidjelill




Cthis Jeti

Cthis Jeti

Cthis Jeti

:(this Jeti getRightShoulder

- ((nisJet] getRightShoulder|  turn CLEFT) , 50.25  add detai




Kopiranje:
Kopiranjem i lijepljenjem dovrSite program: Ctrl+povla&enije ili

desni klik

do in order

E ‘this.yeti  turnToFace (this.bigBadwolf  add detail ]
[ this. ].fetl say JT‘Dnhar dan, dragl‘u’ucel'] , duration ﬁ@ , bubbleFillColar | | YELLCY  fomtColor ] WHIT add detail

this. hlgElEll:IWUI turnToFace (this.yeti add detail ]

m think SfJel to on meni pri¢a? , duration 1.0  add detail ]

this.bigBadWolf  say f"Ooocooooo, dugo se nismo vidjelilll] , bubbleFillColor [] YELLOW  add detail ]
*55< getRightShﬂuIder] turn CLEFT] , 5025  add detail ]

| say J{HiIN add detail |

<m getRightShoulder| turn [CLEFT) , 5028 add detail ]

this bigBadWolf  say JTHIT]  add detail |

.r!-'-!-!-rv’ ...-----—n, .n---—n, ..._._




Na kraju im spustite ruke:

declare procedure M yFirstM ethod

doin arder

[ this yetl turnToFace (this bigBadWolf  add detail ]

- (this.bigBadWolf turnToFace add detail ]

Cf[ms bigBadWaolf ~ think STJel to on meni prica?] , duration add detail ]

[ hIS].-'E.'TI say J’f‘Dnbardan, dragi‘ufuf:e!'j . duration ﬁ@ , bubbleFillColor | | YELLCY ,fomtColor [ WHIT add detail

e

(jthis.higaamﬂ.rmﬂ say /T"Ooooooooo, dugo se nismo vidjeli] , bubbleFillColor [ YELLO add detail ]

g

- ((ihisyetl  getRightshoulder| turn [LEFTI , 50.25  add detail ]
say add detail ]

- ((ihis.bigBadWoli  getRightShoulder|  turn [LEFT) , 5028  add detail ]

(this.bigBadWolf  say add detail

{ getRightShoulder|  turn [CRIGHT , S0.25/  add detai

~ ((ihis bigBadWoli  gelRightShoulder|  turn CRIGHT) , 5025 add detail ]




Pojedini dijelovi se mogu trenutno i onemoguéiti:

do in order
desnim | s Cihisleii tumToEace CiisVud  add detail |
. ] Fast Forward...
klikom : Br dan, dragi Vuéel ' , duration 51.0]°  add detail
3V Is Enabled — o\
| Copyto Clipboard add detail ]
|  Delete on to meni pri¢a?] " , duration 51.0°  add detail

._ (ihis VUK say 4FO0000, dugo se nismo vidjeli add detail |

( (this.Jeti  getRightShoulder|  turn [LEFT/" , 50.25  add detail ]
say duration 510 add detail |

( (thisVuK~ getRightShoulder | turn [LEFT" , 50.25  add detail ]
say jfrir] , dursion 510 adddetail |

( (thisVuK~ getRightShoulder | turn CRIGHT| , 5025 add detail ]
FC: ﬂetRimIShnuldaf] turn CRIGHT| , 5025  add detail ]




do in order

 (ihisJet|  turnToFace (thisVuK  add detail |
~ (this.Jeti say sfDobar dan, dragi Vuiel] , duration 51.0]  add detail ]
(thisVuk tunToFace (ihisJeti  add detail |
- (this.vuk "~ think JfJel on to menipri¢a?] , duration 51.0°  add detail ]
- (this.vuK = say SFOO000, dugo se nismo vidjeli!li *  add detail - ]
 ((GhisJet] getRightShoulder|  turn [LEFT], 5025  add detail’ ]
 ChisJe) say JfHT} cuaton 10 adaceai |
( (thisVuK = getRightshoulder|  turn CLEFT' , 5025  add detail” ]
| (hisVuK' say iy duration 10 adddetail |
(_(thisVuk * getRightshoulder| " turn CRIGHT ', 5025  add detail ]
 (Cinis.JetigetRightShoulder|  turn [RIGHT] ', 50.25  add detail ]

i o e e e
@-ﬁ,ﬁ%/f/)};ﬁzﬁﬁﬁﬁéﬁ’//z///é-‘,#’é///'//4
i A
ik wrnToEace inis Jotj adddetai

G N e o
Vs Ui/ ik sl on o meni pica” aluation 107 sdd et
7 T T G e VA W gy m e ISP
| Cinis K/ say $100000, duga se nisma vajellt) add dstail’
35 ] 1) 25l =[a [l 213

rrrIo o FTIT IS

i 2 getRightshouldel iy [al

: T A
(ihis Jeti say . fHirj  duration 51.0  add detail ]

~ (thisVuK ~ getRightShoulder|  turn CLEFT , 50.25  add detail ]
(thisVuk " say SFHIl| " duration 51.0°  add detail ]

(CthisVuk * getRightshoulder|  turn CRIGHT) ', 5025 add detail ]
- ( (this.Jeti  getRightShoulder|  turn CRIGHT ', 5025 add detail ]




dectare procedure M yFirstM ethod

doin order

~ dotogether
ffif this.yeti turnToFace (ihis bigBadWoli  add detail ]

[ this.yet]i say J’f‘Dnhar dan, dragi‘ufuu:':e!'] , duration ﬁ‘@ , bubbleFillColor [ YELLO CfontColor [ WHIT add detail

| Cinis bigBadWolf  turnToFace Cihisyet]  add detail |

this.bigBadWoli  think £ Jel'to on meni pria?] , duration add detail ]
thiz.bigBadWolf say JT‘Dnnnnnnnn, dugo se nismao vidjeli!!!'] , bubbleFillColor [] YELLO add detail ]

" do together
[(: getRightshoulder|  turn [LEFT , 5025  add detail ]
: say ) asscetal |

© dotogether
: [< getRightShoulder|  turn [LEFT) , 5025  add detai ]
. Cinis bigBadWolf - say JTHI  add detail |

?Eiidotogether
: [< getRightShoulder|  turn CRIGHT) , 5025/ add detail ]
[q getRightShoulder|  turn [RIGHT , 5028/ add detai ]

L




Umetanje komentara Hcomment

Za opis programa mozemo koristiti komentare koji opisuju §to u programu slijedi

",

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

umecemo povlacenjem

| .1i Jeti diZe desnu ruku |

- ( (this.Jeti getRightShoulder| turn [LEFT" , 50.25  add detail

1 Jeti govori Hy |

 (thisJet say JfHir) | duration 510/  add detail |

4 Vuk diZe desnu ruku |

- ((thisVuK~ getRightShoulder| " turn CLEFT)" , 5025 add detail

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



Namjestite scenu sa svoja
odabrana dva lika | dva stabla.

Neka se likovi okrenu jedan
prema drugome, pruze ruke kao
da se rukuju (pocCetnu scenu
namjestite tako da su blizu) |
neka nesto kazu.



111 &aVuvuivd inaduv i



Organizirajte scenu

| File Edit Project Run Window Help

- Starting Camera View ¥

* Edit Code



Napisimo programski kod

| File Edit Project Run Window Help

& Starting Camera View ¥

* Edit Code l




i |

—
(¥ myFirstMethod

declare procedure MY FirstM ethod

doin arder

File Edit Project Run Window Help

| drop staternent here

W this v

Procedures

[group by category | '] |

's Editable Procedures (4)
it | performCustom Setup ]
i initializeEventListeners ]
* (tnis| handleActiveChanged isActive: I 292] | activati
 (ihis myFirstMethod |

setﬂtmosphere{Zolor t:ofor: ]
seﬂ:romﬁhoveLightColor cofor.‘@ ]
seﬂ:romBelowLightColor cofor.‘@ ]
e seﬂ:og[lensii}r densffy:@ ]

audio

E playAudio audioSource: 292 ] - ‘doin order | [ count _ | ‘while _ |- foreachin _ | [if _ | | dotogether | eachin _ together |

. ] “variable... | " assign | | icomment




File Edit Project Run Window Help

CE]
« w Setup Scene

)

=
myFirstMethad E

declare procedure My FirstM ethod

do in order

—
 Cthis bunnyi - mdve [UF , =05 Jadd detail

*this bunny

Procedures

[ gOup by category |

—

. (this.bunny moveToward target €99%] | amount =777

)

: moveAwayFrom target €997, amount =999 ]

. moveTo target ]

Ei?ido in order]

“Ceount _ ]

“while _ || ‘foreachin _ | [“if _| | dotogether | eachin _ together |

“ivariable...

assign

“icomment



do in order

L move [UF , 505  adddetail |
[ move [DOWN , 505  add detail ]

Kopirajmo (Ctrl+povlacenje):

"

doin order

[. this.bunn move I:LE ! add detail ]
this.bunny© mowve : add detail ]

[ Cthis.bunny - move I:@ : add detail ]

[ ‘this.bunny~ move : add detail ]

.

.

Cthis_bunny movel::@ , add detail ]
“this.bunny mo'.re , add detail ]

PR




Promijenimo | pokrenimo

do in order

move [UF| add detail ]
move . add detail ]
this.bunny2  move [UP| add detail ]
this.bunny2l move : add detail ]
this.bunny3  move CUP| add detail ]
this.bunny move : add detail ]




Pokusajte promijeniti u

doin arder

[ move [UP , 505  add detail ]
: move [DOWN , 505 adddefail |

[

[ move [DOWN ', 508 add detail |

mmrel::@ , add detail ]

“do

[
[

in orde
his.

this.
thi
r
m{wel:@ , add detail ]
move [DOWN , =05 adddetail |




do in order

“countup to EEI

- do together

“doin order

+ (this Zecl

move [UF , 505 |, duration . animationStyle CBEGIN_ABRUPTLY_AND_END_GENTLY]  add detail ]

| Ciniszec

!

turn CLEFT] , 51.0/  add detail
CLEFT)

. (this Zecl

move [DOWN , 50.5 , duration . animationStyle CBEGIN_ABRUPTLY_AND_END_GENTLY]  add detail ]

“doin order

move [UP | , duration , animationStyle [BEGIN_ABRUPTLY_AND_END_GENTLY|  add detail ]

g turn 510 adddetail |

move , . duration . animationStyle CBEGIN_ABRUPTLY_AND_END_GENTLY]  add detail ]
dain order
[ move @ ! , duration , animationStyle CBEGIN_ABRUPTLY_AND_END_GENTLY] add detail ]

i turn (S0 adddetail |

[ move , , duration , animationStyle CBEGIN_ABRUPTLY_AND_END_GENTLY]  add detail ]




doin order

" countupto =3

do tagether

“‘do in order

[ this.Zect| move CUP , 0.5 , duration , animationStyle [BEGIN_ABRUPTLY_AND_END_GENTLY]  add detail ]
[ turn (LEFT , 510 adddetail |
[ (this.Zec1 move CDOWN , 50.5 , animationStyle [BEGIN_ABRUPTLY_AND_END_GENTLY|  add detail ]

“doin order

[ move [UF | , animationStyle [ BEGIN_ABRUPTLY_AND_END_GENTLY]  add detail ]
[ turn . add detail |
[ move , , animationStyle [BEGIN_ABRUPTLY_AND_END_GENTLY]  add detail ]

“doin order

[ move [UF | , animationStyle [ BEGIN_ABRUPTLY_AND_END_GENTLY]  add detail ]
. turn : add detail |
[ move , . animationStyle [[BEGIN_ABRUPTLY_AND_END_GENTLY]  add detail ]

|oopJ

~-do together
“doin order

[q getNeck|  turn [FORWARD) , 5025  add deail ]
[< getNeck| tumn CBACKWARD| , 0.26  add detai ]

do in order

[q getNeck|  turn CFORWARD , 025 add detai ]
[( getNeck|  turn [BACKWARD , 5025  add detail ]

doin order

[q getNeck|  turn [FORWARD) , 5025  add deail ]
[< getNeck| tumn CBACKWARD| , 0.26  add detai ]




Ponovite danasnji zadatak s tri
pande:
Skoce U zrak, okrenu se oko
sebe | vrate se na pod



Viestica I Troll



Odabiremo pozadinu i namjestamo scenu:

Odaberemo SWAMP pozadinul.

| objekte: . Trol
e Witch
o / Pixies
e (Cauldron
e Spell book
e Potion

e [Magic stone




Namiestimo scenu

® Starting Camera View ¥

Troll
Witch
2 Pixies
Cauldron
Spell book
Potion

Magic stone



do in order

 (ihis.witch * say JfCiriou iribal} ', duration 1.0/ add detail ]

00 in order
( (this.witch]* getMouth|  turn [FORWARD ', 50.25  add detail ]
| (Ciswicy getMoutn| tum (BACKWARD , 5025 add detail

 Chiswitch  say JTTROLRASTEN] , duration 510/ add detail |

 doin order
| (CGniswien getoun| 't CFORWARD ', 025 adadetail |

 (inistroll  say SfO.NEV}'  add detail |

. ((niswoll  getensnouider| roll [LEFT) , 5025 adadetail |
. (nistrollgetRightshoulder|  roll CRIGHT) , 5025 add detail” ]

| (histroll resize 520 add detail |




Promjenimo u random

povecCavanje Trola
rol Ce se svaki puta razliCito povecati)

~

(this.trol| * resize = nextRandomRealNumberinRange =1.0 , 510.0 |  add detail

[ Cthistroll  resize 2.0  add detail |




Djevo)j [k@ miadic
s@ primicu
| pricaju kad se sretnu



Odaberite likove | postavite ih u pocetni
polozaj na scenu




Likovi se okreCu jedan prema
drugome

myFirstMethod

declare procedure M YFirstM ethod

doin arder

[ turnToFace add detail ]
[ turnToFace add detail ]




Likovi se krec¢u dok se ne sretnu

Odabiremo naredbu

,dok se ne sretnu, kreCu se prema naprijed”

Koristimo naredbu WHILE (DOK) — dok se ne sretnu,
pomiCu se prema naprijed:

wh|le is true
n moveToward .05 add detail |

“lloop

‘ STO SE DOGADPA?

Ne dolaze toCno na istu pozicijul!

whlle is true
o moveToward . ad detail |
[ move Toward : add detail ]

= loop

pa pokusaijte!




Ovo kretanje prema drugom liku
moramo ograniciti na trenutak
kad se sretnu

Trebamo reci: ,krecCite se jedan prema drugome
dok se ne sudarite (dok ne kolidirate)":

collision=sudar

while ):[HEJT I (this.Boy ~ isCollidingWith | ] s true




whlle ):[NDT I Cthis.Boy~ isCollidingWith (this.Girl | ] s true

4
E Cthis.Girl moveToward (this.Boy , =05  add detail ]

[ moveToward (this.Gir| , 0.5  add detail ]
“l1oop/

1.korak

"do in order

while Tirug " is true ‘

- | drop statement here
= 'loop-




2.korak

iiéiwhile is true ]

(current value)

|
2|6

I nextRandomBoolean |

TBOTH AND 777

TEITHER Tfrue) OR 777

TBOTH I 777 AND T 777

TEITHER I 777 | OR I 779

Relational (DecimalMumber) { == 1=, = == == =}
IRESEREINREENIREEN =SSR -, _ o)
Relational (SThing) {==, =}

TextString Comparison [ 3 ﬂ = ﬂ

¥ ¥y ¥y¥v¥ v\

L4

¥ ¥ ¥ v

Custom WholeMumber... > gg:,]

Custom WhaoleMumber...




3. korak

4. korak

ﬂewa-iﬂﬂ*ﬂii ]




imamo:

“while [ (tnis.Boy  isColligingWith | istrue
" | drop statement here

pazite, koju strelicu padajuceg
izbornika odaberete!

5.korak, umecemo negaciju:

isCollidingWith
ﬂdhis_amﬂ isCollidingWith C:this.Gir[I] fcurrent vaiue)

E:nextRandumEuulean]

N'DT

):?DTH this.Bo |5Cull|d|ngW|th this Girj| AND I, 277

IF'THERE Cthis.Boy isCollidingWith (this Girl| OR =277
TBOTHI 777 AND T 777

TrETorn T aaa | o = aaa il

F v ¥ ¥




Sad pokrenimo jednog prema
drugome dok se ne sretnu:

 while ):[NDT I (this.Boy ~ isCollidingWith ] ] s true
Tk moveToward 508 adddetail |
[ moveToward =05 add detail ]

loop




Do sada imamo program:

do in order

turnToFace (ihis.Girl  add detail ]

r

turnToFace add detail ]
 while ):[NDT I (this.Boy ~ isCallidingWith | ] s true

e

l E moveToward 505 add detail ]

3 E moveToward . 505" add detail ]
5§§§-Inan




Pokrenimo ga...

ol =i

restart | E |

w speed: 1x()

Moramo malo to korigirati...



Moramo ograniciti njihovo kretanje

Kad | dodu jedan do drugoga, prekrit Ce se | to nece biti
dobro. Oko djevojke cemo zato napraviti jedan krug i mladic
dolazi samo do ruba kruga.

Krug (torus)
napravimo
nevidljivim.
(Opacity=0)

Krug Ce se kretati
zajedno s djevojkom.




L Ba A a_gal
b -

' all

e -'_‘A-‘\'Ivﬂrf',- o




Kad se sretnu, popricaju:

do in order

setVehicle ]
m turnToFace add detail ]
:5:5 this.Girl - turnToFace add detail ]

whlle ):[NDT ):m isCollidingWith m ] ] is frue

d{:- tngeth er

[ moveToward , 5025 add detail ]

moveToward , add detail ]
5§5§-I:;an

say S'Doba dan, kako se zove3?]  add detail ]

this.Girl © say STDobar dan, ja sam Alisa, ati?]  add detail ]




Auto vVozl



Organizirajte scenu | postavite auto




Napisimo kod za kretanje auta

[ this.policeCa

mre , add detail ]

zadovoljni?

Pokrenimo auto | kreCimo ga
ulijevo polako, na dulje vrijeme

Reci ¢emo: DOK (while) je nesto istinito, kreci auto:




Ako ne zelimo voznju zauvijek,
mozemo koristiti nevidljivi cilindar kao
prepreku — vaznost postavljanja scene!

1. Postavimo cilindar

2. Auto dovedemo do njega

3. Provjerimo kamerama

4. Auto maknemo unazad za 10

5. Cilindar napravimo nevidljivim!



Mogli bi pokrenuti | kotace!

broj rotacija
kotaCa

wh|le is true

A move [FORWARD , 5025 adddetail |

| (ispolceCar_getFront ettmeel] - turn FE T
[ (: getElackWheels] turn , add detail ]

- loop




Nekako nisu sinhronizirani (prvo se mige
auto, zatim prvi kotadi, pa zadnji!) pokreti, to cemo
popraviti tako da svi zajedno u Isto
vrijeme krenu:

whl Tiruel  is true

o dtgth

|| | (uspoiceCai ' move [FORWARD] , 100/, duraion 5100 add detal |
[ ( Cinis policeCarl _getFrontLetWheel|  turn [FORWARD] , 5025/ , duration 5700/  add detal ]
[q getBackWheels | turn [FORWARD) , 5025 | duration 5100/  add deal ]

loop




Pokrenite kameru da snima | prati kretanje
auta.

doin arder

wh|le is true

| dotogether

| [ move , . duration add detail ]
(: getFrnntLeﬂWheel] turn , . duration add detail ]

|| (ChispoliceCaf getBackWheels| turn [FORWARD| , S10.0 , duration 5100  add detail ]
[ setVehicle C(this policeCa ]

prati kretanje auta (,podloga se mice”)






Organizirajmo scenu

' File Edit Project Run Window Help

‘ Starting Camera View | ¥

* Edit Code




Napisimo kod za kretanje ribe kursorskim
strelicama

Program ,osluskuje”
pritisak tipkovnice

declare procedure sceneActivated

| doin order

: myFirstiethod |

[ Add Event Listener ¥ J




Event Listeners

* Event listeners are procedures in the Scene class that listen
for keyboard input while the animation is running.

* Keyboard keys can be programmed to:
— Move an object up or down when certain keys are pressed.
— Move an object forward, backward, left, and right using the arrow keys.
— Make an object perform an action, such as speak or disappear.



Types of Event Listeners

* There are four types of event listeners available in Alice 3:
— Scene Activation/Time
— Keyboard
— Mouse

— Position/Orientation



Steps to Move Objects Using Arrow Keys

* Select the Add Event Listener drop-down menu.

* Select Keyboard.

* Select addObjectMoverFor.

* Select the entity, or object, to control.

= inis addKeyPresslisiens

: L‘E_'l-ddﬂ.nuuﬂ.,l"r-d_ IIIII
Cinis addMumbarKayPrassl istana

* Creates the following line of code

s addojectitoverfor s eapo



Umecemo addArrowKeyPressListener proceduru

i File Edit Project Run Window Help

initializeEventListeners £2

dSceneActivationListener

are procedure SceneActivated
0 in order

| (inis| myFirstMethod |

: : Setup Scene

Procedures

| group by ca[gory E "

auaio
[ (this| playAudio audioSource: F227)

addArrowKeyPressListener Jistener:

timing
[ (this| delay duration: =222] |

this addArrowKeyPressListener listener: 222

“ (thiel addCallicianFndl ictener listener 72921 cata-1222]




addArrowKeyPressListener add detail
“Cevent gefTurnDirection | [ Cevent getMoveDirection £ 222 | [ Tevent getiey

doin order



Sada koristimo naredbu IF...THEN sa dna
ekrana




1his| addArrowKeyPressListener add detail

“Cevent getMoveDirection ~Cevent getikey | | Cevent isKey key: 277

] event getTurnDirectinn]

declare procedure arrowKeyPressed
'doin order

Lirue| Gasiewastiver

drop statement here

|se

drop statement here

veDirection “Cevent getKey]

] event isKey key:1

declare procedure arrowKeyPressed
'do in order

i

.. Key:

o JIOPS eters (a2 >
else digits (0-9) >

Custom kKey...

““this| add SceneActivationListener RIGH
DOWN

declare procedure sceneActivated

(7 this| addArrowKeyPressListener add detail v

declare procedure arrowKevPressed ] event getTurnDirectinn] 1 event getMoveDirection 1 event getKey] 1 event isKey kr.—:-}r:
mn in order \

;:E:ifI: isKey] istruethen1

drop statement here

else

drop statement here




Odaberemo ribu

File Edit Project Run Window Help

. this

|
(this.ground
4 (this.cameral

r‘,é; this.Riba

N




Odaberemo radnju okretanja (turn) ulijevo
za 0.125 jedinica

Eile Edit Project Bun Window Help

initializeEventListeners £2

EI event getTurnDirectinn] :

declare procedure arrowKeyPressed
'do in order

w w Setup Scene = —
] o
CFORWARD > | 5025 -
“this| add SceneActivationl] [BACKWARD >
- declare procedure sSceneActivated o
do in order
: [ myFirstMethod ] 540
—
l P T —— J Custom DecimalMumber...




Dodamo novu If naredbu iza
ELSE

'do in order
If):: isKey] is true then
= [ turn 50125 add detail |

else
If is true then

i | drop statement here

Sl else

drop statement here




Ako pritisnemo na tipku
GORE (UP)

] event getKey]

“Cevent getMoveDirection

event iskey key

] event getTurnDirectinn]

declare procedure arrowkKeyPressed
'do in order

|f ):: isKey ] is true then

letters (A-£)
digits (0-9)

Custom Key...

addSceneActivationListener




Definiramo pritisak na tipku
GORE (up) 1 pomak naprijed za 1

] Bvent getTurnDirectinn] ]:E

declare procedure arrTowKeyPressed
do |r1 order

|f)::- |s+{ey-] is true then
: turn [LEFT] , =0.125]  add detail ]

§§§§e|se

if T Cevent isKey CUP| | is true then
o  (thisRibs move [FORWARD| , =10 add detail




Dovrsite:

doin order

'f I: iskey CLEFT] ] is true then
i E turn CLEFT) , =0128  add detail ]

else
'f I: iEKEF@] is true then
1 move CFORWARD) , 510 asd detal |

g

else

i ): isKey ] is true then
E turn CRIGHT] |, 50.125  add detail ]

=1

s

|f ):: isKey ] is true then

L move [BACKWARD| , 510  add detai




Dodaijte joS pomicanje GORE-
~ DOLJE slovimaw i s

|f):: isKey] is true then
x tum ((EFT | 50125 adddetal |

iiééelse
If): isl{ey[:@] is true then
1 move [FORWARD , 510/ _aod detal |

“else

if [ Cevent isKey CRIGHT | is true then
turn 50125 add detail |

elze
:::Eif):: isKey] is true then
 (thisRibJl move [BACKWARD , 510  adddstall |

oy

i I: iSKEFE@] is true then
[ move [UP , 5025  add detail ]




S Starting Camera View | ¥




Postavite neke prepreke pa
pomicite ribu izmedu njih
- pokusajte je | odbiti ako dode
do prepreke!

- this addCuIIisionStartListener[:newSThingl]{Cf[his.clnwnFish]}] ,[:newSThingll{C:this.buuldefl, (this. boulder2|, Cthis boulderd), Cf[his.bnulderd]}] add detail

1 event getSThingFrnmSem] EI event getSThingFrnmSetEl]

 declare proceaure collisionStarted

. |doin order

“do in order

| dotogether

| | cihisdownFish say sfOooooopst  add detail |
| | (thisclownFish move (BACKWARD , 510 adddetail |

| drop statemnent here

[ Add Event Listener ¥ J




lzracla |ea

wgk

U

nostavne Igrice

lanje gljiva™



Skupljanje gljiva
zradit cemo igru s Alisom koja skuplja gljive
Kursorskim strelicama kontroliramo Alisu
Dvije gljive su na livadi

L A

Kada Alisa dode do gljive, gljiva nestane, Alisa promijeni veliCinu
Na kraju se vraca na pocetnu poziciju




Pokrenimo Alice 3

Za pozadinu odabiremo travu:




Idemo na obradu scene =2 | I I Setup Scene
|zradite scenu sa sljedecim likovima:

PAZITE: SVAKA GLJIVA MORA IMATI DRUGO IME!!!




Nakon sto namjestimo likove na
scenl, oko svakog lika
napravimo nevidljivi torus.



Prvo kazimo da se Alisa neprestano mice
prema naprijed (0.25 | brzinom 0.25) sve
dok ne pokupl sve gljive.

Gljiva je ,pokuplijena” kad joj je Opacity
jednak null.

Na kraju se Alisa vraca u pocetnu poziciju
Kad pokupli Gljivul, smanji se 4 puta, a kad
pokupi Gljivu2, poveca se 4 puta.



Napravimo I tri nevidljiva torusa: oko gljiva |
oko Alise.



Pocetni program

myFirstiMethod

deciare procedure m yFirstM ethod

O] S—

declare procedure myFirstM ethod
'do in order
“while Ttruel " is true

T W S—

- (this.alice’ move [FORWARD| , 50.25 , duration 50.25/  add detail

File Edit Project Run Window Help

- 'loop

LR
« » Setup Scene

2 (this.alice

Procedures

| group by category W



-

“this| addKeyPressListener add detail

| initializeEventListeners 2 '

] event isLetter] ] event isDigit] ] event getl{ey]

declare procedure KeyPressed  CevenilisKey key 2?2 |

'do in order
|fi isl{ey] is true then
| (hisalicd wm (LEFT , 50125 addetail |

Kako to napraviti?

. . . else
Krenimo koracima: I e —— -
W | (dopstatementhers

“this) addCollisionStartListener [new SThingll { (this.alice| J , [new SThinal{ Cthistorus| ]~ add detail

declare procedure collisionStarted ] avent getSThingmeSetﬁ.] ] avent getSThingFrnmSetEl]

doin order
[ (this.mushroom2 setOpacity add detail ]
[ resize add detail ]

“this) addCollisionStartListener [new SThingll{ (this.alice| J  , [new SThinaD{ (thistorus2| ] add detail

declare procedure collisionStarted 1 avent getSThingmeSetA] 1 avent getSThingFrnmSetEl]

doin order

[ cotOpacity 30 acacetal |
[ resize =4.0/  add detail ]




PokrecCimo je tipkama lijevo i desno:

»

s

Cthis addNumberKeyPressListener
“thisl addObjectMoverFor ©227) -

“ —— Cthis addKeyPressListener
Position / Orientation >




dodajemo If _

T e . .
| ::‘thISJ ﬂddﬁrrmarpressusmner add detail

declare procedure arrowKeyPressed | ' event

do in order

if Ttruel s true then

“else

drop statement here

drop statement here

krecemo se samo lijevo - desno

- (" 1his) addKeyPressListener add detail

] event isLetter]

declare procedure KeyPressed

] event isDigit]

] event getKey]

] event isKey Rey:

= |doin order

|f ):: isKey [LEFT] ] is true then

[ isaied wm CLEFD 50729 asademn |

|f ): isKey ] is true then

[ Ghisalcs tum (RIGHT |, 50125 asdgetail |




Alisa se miCe sve dok se ne zadovolji uvjet

(postane istinit) da su obje gljive nevidljive!



declare
.

Pocetni program

procedure myFirstM ethod

myFirstMethod
(¥ i
myFirstMethod
declare procedure M YFirstM ethod
'doin order
 while ):[NDT ):[BDTH = (this.mushroom| getOpacity| == AND | = (ihis.mushroom2|  getOpacity|
move 5025, quration add getail |
|DDpJ
[ moveAndOrientTo add detail ]

—

is true




Sada moramo opisati sto Ce se
dogoditi kad Alisa dode do
gljive. Gljiva bi trebala nestati.
(vidljivost ,,Opacity” joj se smaniji
na nulu)



Kad se dodirne s nekim od torusa, naraste
Il se smanji | gljiva postane nevidljiva

“ (71his) addCollisionStartListener [ new SThingll{ (this.alice §* , [new SThingll { (this torus|J*  add detail

- Cevent getSThingFromSetB |

declare procedure COllisionStarted getSThingmeSetﬁ.]

‘do in order
[ Cthis.mushroom2 setOpacity add detail ]
[ resize add detail ]

- (“this] addCollisionStartListener [ new SThingll { (this alice|* , [new SThingll { (this torus2 J~  add detail

declare procedure COllisionStarted G;Eﬁeuenﬂ getSThingFrnmSetﬁ.] Géit:euenﬂ getSThingFrnmSetEl]
'doin order

i [ (this.mushroom|  setOpacity add detail ]
[ resize add detail ]




Alisa se vraca na pocetak kad su sve gljive
ubrane:

Cekamo dok vidljivost svih gljiva ne postane nula:

declare procedure M Y FirstM ethod

do in order

is true

 while ):[NDT BOTH | = (this.mushroom|  getOpacity| == 0.0/ | AND ] & (this.mushroom2  getOpacity|

[ move , . duration add detail ]

loop

moveAndOrientTo Cthistorus3  add detail ]




