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Interaction: Events and Events Handling’

Interactive Programming involves the user in how the program runs, as
opposed to non-interactive programming, where the programmer makes the
decisions about how the program runs and it runs the same every time. The user
controls the flow.

Events are things that happen in the program that trigger a response; examples
are key press or mouse click.

An event handling method is a method that is designed to respond to an event
such as a mouse click and that is linked to the event (in Alice in the events
editor). Event handling methods allow the user to have input in how the program
runs.

Example of a textual storyboard design for an event:

Event: Spacebar press
Do together
roll biplane a full revolution
play biplane engine sound

Once you have created your event handling method, you must link it to the event
in the events editor. Click the create new event button, and select the event
you wish to link your method to in the menu that pops up, then select the method.

It is important to test your event handling methods by playing your movie!

In Alice, all events are world-level. Alice is always “listening” for an event to
happen.

Parameters and event handling methods: Parameters allow us to customize
our methods, so we can work with different objects and numeric values, as well
as other things. By using parameters, we can write one method and have it
respond to 3 different events, each using different objects.

Assignment: Read Chapter 5 including Tips and Techniques. Complete
assignment 13 on page 140. Full text of assignment on Blackboard.
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