Timers in Alice 2

Alice

@® Game programs often make use of a timer — some
mechanism to keep track of the time remaining in the
game.

@ We will construct a timer.

@ First, add a 3D text object to the world.
»# Any string of digits could be used. We arbitrarily chose "0.0"
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Demo...things to think of...

@ Concepts illustrated in this example

¥ The value in a variable can be used in a
conditional expression to control a loop.
% The value of timeLeft is compared to 0.
»# The value in a variable can be changed at
runtime.
% The value of timeLeft is decreased by 1 each time
through the While loop.
»¥# A number can be displayed as a text string by
calling a built-in conversion function (as a string).

Creating a new variable

@ Select the timer object and then create a new
variable named timeLeft.
¥ The isOn variable is declared to be a Number type.
@ The value is O (the game hasn't begun, as yet).
#|create new variable |z|
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@ ot When the world starts, do - Worldmyfirst method —
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@ World.playGame

World playGame toparansias
i
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‘ timeLeft = 0

ElDoinorder

‘Swhile | tmerhowMuchTimelsiert - %0

chicken ~ turn left = 1revolution = duration =1second = more..

font = vl |

text= 00 P
extrusion = 0.26 ~

cunvature = 2

color =
opacity = 1(100%) —
skintexture|= <None>

W—’T‘:I Doinorder Do together :iffElse :Loop ':While :For allin order :For all together Wait ' print i

Start the timer

@ At the start of the game, the timer's timeLeft
variable must be initialized to the amount of time
allowed for playing the game. (This example uses
seconds, but minutes would work just as well.)

@® Storyboard for a method to initialize the timeLeft ,

variable:

initialize
parameter: amountOfTime

timeLeft is set to a value specified by amountOfTime
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Events |create new wemi
ES camera
Qi Lignt - When the world starts, do. - Worldmy first method —

‘ ground
L Jiime
@echicken

@ timer.initialize

create new parameter

creme new variable

timer.initialize - @] amountorTime
o

timertimeLeft ~ | set valueto amountOfTime ~ W

timer's details
methods

initialize amountOfTime
“countDown
create new method

 timer move

timer turn
 timer roll

< timer resize

+ timer say
timer  think

 timer play sound

Doin order ‘Dotogether ‘WElse “Loop “While *For allinorder :Furalltngelhel Wit print | 50/
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Counting down

@In this example, the timer will count down
to 0 (no seconds left on the clock).

@ Storyboard for a countDown method:

countDown

Do in order
While timeLeft is greater than 0
Do in order
update the 3D text to show the remaining number of seconds
decrease timeLeft by 1
update the 3D text to display 0 seconds

Note: The last instruction updates the 3D text display after the
While loop ends .
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timer's details
methads

Events W

* When the world starts, o World.myfirst method —

timer.countDown

timer.countDown No parameters

Novarianies

create new parameter
create new variable

‘initialize amountOfTime
‘countDown

create new method

“timer move

- timer turn
 timer roll

“timer  resize

“ timer say
Himer  think

:limer play sound

{=IDoin order
e ;limer.tlmeLeﬂ* >0 -

[=IDoin order

timer — set text to “ timertimeLeft — asastring -  duration=0 seconds —  more...
Wait 1second =

decrement timertimeLeft — by 1 dwation =0 seconds — more..

/ Prints out when the timeLeft hits 0

timer = et text to : timer imeLeft — asastiing - duration =0 seconds — more..

S

Doinorder| “Dotogether IfElse ‘Loop “While ‘For allinorder :Furalltugelhel Wait | print |5

class-level function

@ To coordinate the game with the timer's
countdown, write a function that returns the
value of the timeLeft variable.

timer.howhMuchTimelsLeft Vo pararmelcrs

No varigblos

(Do Nathing

Return timertimelLeft —
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Events W

* When the world starts, o World.myfirst method —

2] timer.howMuchTimelsLeft

imer is within_ threshold of (|

timer is atleast threshold at

timer distance to

|: IfEise “Loop “While “Forallinorder “print '/ Retum

Timer Object

@We needed to use a variable to keep track
of the time left — a numeric value.

@ The timer object is from the 3-D text class.

It does not store a numeric value such as
we needed to implement a timer.

@We used the timer object to display the
current value of the numeric variable.

®@How?
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Using 3D Text to Display Values

@A 3D text object displays a string

@We can change what it displays by using
the timer’s text property as follows:

@Drag the Text tile to the program pane,
and choose Default String as a
placeholder..

@ Then we use the World function what as a
string to convert the numeric value into
text so that it can be displayed by the 3D
text object:
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@ timer.countDown

timer.countDown o parameters

Mo variables

Do inorder

‘Ewhile timerfimeleft— %0~ -

Do inorder

: timer — set text to default string = morg).
Wit 1second—

. decrement timer-imeLeft ~ hy1 dwation =D Secands ~  more.,
“evtrusion = 0.25

curvature = 2~ © i/ Prints out when the timeLeft hits 0 ~

i color|= timer —  set text to  fimertimeleft— asastring — duwation=0seconds —  more.. —

opacity = 1(100%) —
_IIE

Do in order ifDntnuether IfiElse iLnnp While ::For allinorder| ::For all together - Wait fipr

Resulting in:

@ timer.countDown

LS el timer.countDown No parametars
functions No varaBies
a<=h =
— random [=IDo in order
choose true probabilityOfTrue S wwhile & timertimelLeft — > 0 —
random number = Do in order
= string H the entire World =
= timer g more..
= : “| mwfirst method
© Wait 1 second — Camera
© decrement timeftime{ 80 leconds — | more..
behavioro
ask user for a number
ground >
ask user for ves or no : i
ver %4 Prints out when the §melLefl oo .
ask user for a string e amer — | 2ot tont o B ukoor e — D
= mouse . playGame
mouse distance from left edge | - N
q - Do in order| |:Do together| :INElse 00| import soundfile...

timer.howhughTimelsLeft



And finally:

@ timer.countDown

timer.countDown Mo parameters

oRE s
‘a<=h

random [=IDo in order

‘choosetrue probabilityOfTrue Slwhile | timertimeLeft — >0 |-

: random number =LY

striny
= “ timer — set text to - timertimeleft — asastring —  more..
" joined with b 4

:what as a string © Wait 1second

ask user decrement timertimeleft — | by 1 duration =0 Seconds =~  more...

{ask user for a number
* ask user for yes or no # Prints out when the timeLeft hits 0 —

* ask user for a string
mouse

timer —  set textto  timertimeleft ~ asastring — duration =0seconds -~ more... —

‘ mouse distance from left ed, - - = - = -
Doinorder :Dotogether :IFlse ‘Loop - While For allinorder :For all together - Wait - print

Events |create new eventl

When the world starts, do

World.my first method —

@ World.playGame
World's details

World.playGame Wo parameters

Mo variables

my first method
playGame

create new me Open this method far editing.

erhowhMuchTimelsleft -~ >0~ -

chicken — turn left — 1 revolution =  duraion =1 second = more.. —
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Events ,m
3 Lioht  When the world starts, do

‘gruund

“orld.my first method —

@ World.my first method

World's details World.my first method No parameters

Mo varables

my first method
playGame

create new method

=10~

“timer.countDown
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