Calculations in Alice: Emphasizing Flexibility  Lab Activity. Name _______________________________
Assume each object has the following methods: move, turn, roll resize, say, think, play sound, move to, move toward, move away from, orient to, turn to face, point at, set point of view to, set pose, stand up, move at speed, turn at speed, roll at speed, constrain to face, constrain to point at
Assume each object has the following functions: object is within threshold of, object is at least threshold away from, object distance to, object distance to the left of, object distance to the right of, object distance above, object distance below, object distance in front of, object distance behind, object's width, object's height, object's depth, object is smaller than, object is larger than, object is wider than, object is narrower than, object is shorter than, object is taller than, object is to the left of, object is to the right of, object is above, object is below, object is in front of, object is below 
Remember to adjust for the overlapping centers of objects if necessary 
Write the storyboard/pseudocode and then implement code for the following scenes (3pts each):  
1. A penguin is at the fair. The penguin sees the hot dog stand, waddles over to it, hops on the umbrella on top of the stand, and tries to grab a hotdog which is sitting on the counter of the hot dog stand. If the penguin reaches the hotdog, he says "Yummo!", if he doesn't reach the hotdog, he jumps back down to the ground and asks the vendor for a hotdog.
2. A chicken, a dragon, a skunk, and a horse are in a circle around a toy ball which is sitting on a crate. Each of the animals walks up to the crate and looks at the ball. If the crate is taller than the animal, the animal jumps up to peek over the top of the crate at the ball.  
Beetle Band (5 pts)
The Beetle Band has been hired to play at the Homecoming dance. Our job is to create an animation to advertise the concert. In the animation, each band member wants to show off his musical skills in a short solo performance.

Setting the stage: 
· To a new grass world, add a table as a stage (Furniture in Web gallery), georgeBeetle, lennonBeetle, paulBeetle, and ringoBeetle(Animals). Give each band member a musical instrument: bass, saxophone, timbalesCowBell, and guitar (Musical Instruments).

· Make the vehicle of each instrument be the band member who plays the instrument. For example, the vehicle of the bass guitar is georgeBeetle. Using the vehicle property is a convenient way to make the musical instrument move with the band member as the band jumps up and down in his solo.

· If you want a fancier stage (your animation will load & save slower), use the concert stage (Environments in Web Gallery)
Storyline:

Each band member will perform a short solo – the band member will jump up and down at the same time as a sound plays.

· Create a storyboard for each of the players. For example, 

	Do together

   Do in order

      georgeBeetle  move up

      georgeBeetle move down

   play sound



· Before you have the soloists play their sound, you need to set up the sound associated with the instrument. To do this, click on the instrument object, then on import sound in the object's property list. Navigate to the sound file, then click on the Import button.
· When you tell the object to play its sound, remember to use the duration parameter.

· Create a world method which accepts the bandMember as the argument. Call the new method solo. Use the create new parameter button to set up the parameter.

· After writing the solo method, you will invoke the solo method 4 times in the World.my first method method (say that 5 times fast).

· After you get the band members working, go back and modify the solo method to accept an additional parameter, the instrument, and use it properly.
