LSP 121
Homework #8
Introduction to Programming Using Alice
Due: May 21st
1. In Alice, click on File / New World and select the world with snow.  
2. Click on the green Add Objects button and enter Scene Editor mode.  Scrolling through the Local Gallery, click on Animals.  Scroll through Animals until you find the penguin class of objects.  Click on the penguin and then add an instance of this object to your world.

3. While in the Scene Editor mode, place the penguin in the middle of the screen, facing the camera.  (Just grab the penguin with your cursor and locate him where you would like.) Click the DONE button to exit Scene Editor mode.
4. Click the penguin tile in the object tree.  You will see several user-defined methods on the methods tab in the Details area.  
5. First, make the penguin say “I am now going to flap my wings.”  The duration for the instruction should be 2 seconds.

6. Next, the penguin should actually flap its wings.  Use the wing_flap tile from the methods tab to create an instruction to make the penguin flap its wings two times.

7. Following the pattern, have the penguin demonstrate some of the other things that it can do.  The Penguin class built-in user methods are shown on the Penguin class tile.

8. The penguin should also execute several moves together at the same time.  For example, the penguin could say “I am now going to jump up and down, flap my wings, and spin around all at the same time.”  You will need to use a Do together tile and adjust the instructions’ parameters to coordinate such actions.

This Do together concept is pretty cool.  In programming we call this concurrent programming.  This is usually a more advanced form of programming and requires the programmer to be careful about what is happening concurrently.  What if one operation completes before the others, would that screw up the program?  Probably not for our little penguin friend, but what about the program that operates an MRI scanner at the hospital?

9. Finally, the penguin should turn to face the camera, say “Now, I’m leaving,” and then turn to the side and glide out of the scene.  You can use the penguin glide method to make the penguin glide out of the scene.

10. When you are finished creating the code for the world, either show your instructor or save your world with the filename “Homework 7 Penguin.a2w” before playing the world.
11. Create another world telling us a story about yourself.  Pick one of the following:

· the neatest thing that ever happened to you

· the coolest person you ever met

· the most embarrassing thing that ever happened to you

Be creative, but don’t be obscene.  If we have time, we’ll view some of these worlds on the overhead projector during class.  Your story should be at least 20 seconds long.
Note: You can get your own copy of Alice by downloading it from www.alice.org.

