So you want to design and create a game… Let’s start now!

In the welcoming screen of Alice click on the templates tab, and select the background where you want your game to happen. Do you have it? Click on the open button and let’s start
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You can see that the central window does not show anything but the sky and the ground. We want objects now! 
Click in the [image: image2.jpg]


 button. It will take you to the gallery where you can select the objects you want in your game. Once you add them they should look like in the following picture, where a horse has been added:
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Clicking in the horse you can move it around the scenario. Place the rest of object as you wish…and when done press the [image: image4.jpg]


 button and you will find something like:
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Looks nice, huh? So now we continue to the fun part:
Events
Events are actions that happen in response to some other action. You will find an initial event in the screen:
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But you can add many other events to act when a key is pressed, when the mouse is clicked on something. But now we are going to use the most useful event. Click on the create new event button and select the “Let the arrow key move <subject>”.
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A new item appears in the Events window. You can change the subject you want to move by clicking on the list next to the arrows. Ok! So now you the  main character of your game moving around your world. Let’s check if it works. 
To start the game you have to press the play button: [image: image8.png]2 piay




 Do it! Does your character move around the screen? If so, congratulations, if not ask the assistant, he will help you to achieve it.
Your character moves around but sometimes it can go too far from the screen, and you will not see it anymore. Now we need to tell Alice what to do when this happens. We will create our first method
Methods
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There is a window with a list of objects. In this example we have the camera, the light and the ground, which are in every world. The objects we have added are also there: horse, knight and castle.
Click in the camera item. Below the window with the objects you can find a list of the methods or actions you can tell your program to do with the selected objects: [image: image9.png]‘camera's details
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To have a better view we are going to move the camera a little bit. To do that, drag [image: image10.png]camera move



to the Do Nothing gap in the world.my first method, select “backwards” and 5 meters. The method windows will look like:
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Now press [image: image13.png]2 piay




 and observe the camera moving backwards. The camera object has many different methods, add more to the world.my first method and check the effect they have when you press play. 
Once you have managed the camera to face the objects in the world, you can create more complicated methods.

Attacking
In our example the knight will attack with his fist, your character can use an other part of their body, like a leg, a head,… First we need to create the method attack for the character. We select character object [image: image14.png]


  and click  in the [image: image15.png]create new method




button. Let’s call it attack : [image: image16.png]@ knight.attack



 . Now we have to drag and drop several methods to it. Before that, let’s see what other objects compose a knight. Click in the + sign next to character object: [image: image17.png]


 and you will see a similar list list. 
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To attack we need to turn one arm up and down. The method will look like:
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Do you see the “say” sentence, your characters can talk; add your own dialogs to the game!

Now try to create an event, so when you press “Space” the character will attack. Can you make it? If so try to implement the rest of the ideas you had in the first part, and don’t hesitate to ask the assistant for help! If you need help with the event ask the assistant now!!
