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We’ve experienced many changes during our short history, all of which have led to 

improvements in our process and our outcomes. One important change is that one of my 

camp counselors, Suruchi Shah, is now a student assistant who is working on web tools 

to support SPIRIT’s administrative processes. She also helped put this issue of the 

newsletter together and wrote one of the articles. I feel fortunate to have such a bright, 

cheerful and selfless young lady as my right-hand assistant J Suruchi interviewed one of 

the students in the 2010 cohort group, Meisha Mohler, for the Student Spotlight article. 

In her article, you’ll learn about why Meisha attended SPIRIT and get a visual idea of 

the American Idol Alice world that she created for her SPIRIT project. 

Jane Nawrocki continues to be an invaluable resource to the SPIRIT team. Many of 

our past participants fondly recall the numerous game templates that everyone has 

benefitted from in use as review tools. During the 2010 SPIRIT program, we had two 

teachers who applied Jane’s idea of game templates, adding to our pool of useful games. 

In this issue, Jane spotlights the work of Laurie Sheldrake and Michael Paprocki. 

Of course, no issue of the SPIRIT newsletter would be complete without Jessica 

Berger’s practical and interesting Ask Alice articles. This issue’s Ask Alice shows you 

how to customize built-in objects to really control the look of the characters in your 

Alice worlds to really make them your own. It’s a bit of a follow-up to a previous 

issue’s article on textures, so you might want to go back and review that, too. 

The SPIRIT team developed a workbook for the 2010 cohort, but now anyone can 

get a copy. Unlike other Alice textbooks that teach programming using Alice, the 

SPIRIT workbook shows anyone how to employ features within Alice to convey visual 

information in an engaging manner to your audience. The SPIRIT website has a link on 

the home page that will take you directly to the online order page. 

The next edition of the newsletter will share the impact that our 2010 teachers and 

counselors have begun to make in their schools. We’d also love to hear from teachers, 

counselors, and students from the 2008 and 2009 cohorts who have updates on their 

Alice-related activities/projects. 

We want this newsletter to serve as a useful resource for you, so we invite you to 

submit questions, suggestions, and/or articles for future issues. The deadlines for 

submitting ideas to the Newsletter staff are: November 30, February 28, May 31, and 

August 31 for the next four issues. Please submit all files to me via email: 

harrigea@purdue.edu. 

We’d love to hear from you! 

     Alka Harriger 
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Ask Alice by Jessica Berger  

Ȱ ,ÅÁÄÅÒÓ ÁÒÅ ÌÉËÅ ÅÁÇÌÅÓȢ 

They don't flock, you find 

them one at a time Ȱ 

~Knute Rockne  

Dear Alice, 

 

I have a scene in my Alice world in which I have placed a cheerleader.  The 

cheerleader in the gallery has a red and white outfit and I would like her to be 

wearing black and gold instead.  How do I do this? 

Cheering in Chanhassen 

 

Dear Cheering, 

 

I know that my gallery has lots of objects, but I can understand how sometimes the 

objects do not look exactly how you would like them to.  Let me try to give you a 

few tips to help with your dilemma, and possibly that will help give some of our 

other readers some ideas. 

 

One way of thinking of your question involves changing an object’s property called 

texture.  First we will deal with the basic cheerleader.  I will use the cheerleader from 

the local gallery à high school à students and teachers.  Once you have that 

cheerleader in your world, click on the cheerleader in the object tree then look at her 

properties tab.  You will see one of the properties listed is “skin texture.”  The default 

for this cheerleader is “cheerleader.texture”.  Any file that is BMP, JPG, JPEG, PNG, 

GIF, TIF, or TIFF can be used as a texture. 

 

Since you would like to use black and gold as your new colors for her outfit, we will 

do a very simple black texture and gold texture and use these on the cheerleader.  A 

simple texture can be created using Paint.  I just created a black square and a gold 

square and saved them as two separate .jpg files on my computer.  In the properties 

tab for the cheerleader toward the bottom, you will see an option titled “Texture 

Maps.”  If you expand this menu by clicking on the +, you will see a button that says 

“import texture map.”  Select each of the textures we created in Paint.  NOTE:  When 

importing textures, be sure to import the texture under the object that you would like 

to use the texture on by making sure that object is selected in the object tree.  In this 

case, cheerleader is selected before I import the black and gold textures. 

 

Once the textures are imported, we can apply them to parts of the cheerleader’s body.  

Notice that the pompoms are listed under the cheerleader’s upperbody à arm à 

forearm à and hand.  Select the pompom you wish to change (left or right) in the 

object tree, and then look to the properties of that pompom.  Under “skin texture” 

you will see the default “cheerleader.texture”.   
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If you click on that phrase, you will see a list of the other 

textures available for that object, and now that we have 

imported our black texture and gold texture, those are 

available for us to choose.  Since these two pompoms are 

two separate objects, they can have different textures, 

like one can be black and the other gold if you want. 

Pretty simple, right?  Well it is but then you have to do a 

little thinking.  When you start changing her outfit is 

when it gets a little tricky.  Note that her shirt and skirt 

are not separate parts available in the object tree, so they 

are not as easy to design as the pompoms.  Let’s say, for 

example, I want a black top and gold skirt.  The only 

time the skirt is selected is when the entire cheerleader is 

selected.  So, I must change the texture map of the entire 

cheerleader to gold to get her skirt to be gold.  Then I 

can change the texture of the entire upper body to be 

black in order to make the shirt black.  Then, I must go 

back to the other parts like arms and legs and neck and 

change those textures back to the default cheerleader 

texture so they look like arms and legs again.  My 

suggestion is that you do the pompoms last (or with any 

other objects, the outer-most extremities should come 

last).  

 

Another tip is that if you want the outfit to have an 

emblem, you can use a small billboard tilted to match the 

tilt of the shirt or skirt and push that billboard back into 

the correct plane and set that billboard’s vehicle (in 

properties) to the cheerleader so that when she moves, 

the emblem will go with it.   

 

If you need some more ideas, you can use the SPIRIT 

Alice Programming Workbook.  In the 2010 version, it is 

in chapter 10 on page 7.  You can, of course, make more 

elaborate textures and download textures from the 

internet.  Perhaps these will be addressed in later 

newsletters so check back next time for more info! 

 

Your friend, 

Alice  
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Ask Alice by Jessica Berger continued...  
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Quote: 

Ȱ 4ÈÅ ÂÅÓÔ ×ÁÙ ÔÏ ÃÈÅÅÒ 

yourself up is to cheer 

ÅÖÅÒÙÂÏÄÙ ÅÌÓÅ ÕÐȱ 

- Mark Twain  
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Let the games begin by Jane Nawrocki  

ά ¢ƘŜ ŘƛŦŦŜǊŜƴŎŜ ōŜǘǿŜŜƴ 

the ordinary and the ex-

traordinary is the little 

ŜȄǘǊŀΦ ά 

~Anonymous  

 

Recent educational research shows that "making a game out of learning” is certainly 
not the way to approach the development of learning games. However, “finding the fun 

in learning" and devising ways to focus on and enhance that fun is a good strategy.1 As 

an educator, it is satisfying to learn that this educational research supports what our 
teachers’ intuition has been telling us: 

1. Students learn better when they are having fun and are engaged in learning.  

2. Games, by their very nature, are a strong motivating and engaging factor. 

 
Finding that “play space” in the learning experience1 is exactly what Laurie Sheldrake 

(Decatur Enrichment Center in Indianapolis) and Michael Poprocki (Central Career 

Center in Greenwood) have been able to accomplish with several of their Alice worlds.  
 

Hoop It Up by Michael Poprocki (Spirit 2010) is a very clever game template that can 

be used in classes as diverse as sewing, science, and Shakespeare. The game opens 
with a colorful screen that 

explains how to play the 

game. Then the player is 

presented with ten 
questions—entered into the 

game by the teacher. Upon 

responding to each 
question, the player 

receives immediate and 

relevant feedback. After the 
question portion of Hoop It 

Up, the player shoots 

basketballs (by pressing the 

spacebar) at a moving hoop. Points are awarded for each basket. The number of shots 
the user receives is equal to the number of questions answered correctly.  

 

In Hoop It Up Michael has very artfully combined 2-dimensional and 3-dimensional 
objects. In the basketball game portion, a colorful, 2-dimensional billboard is used to 

give the impression of actually being at a ball game. The moving and changing objects, 

namely the basketball, the hoop, and the scoreboard, are 3-dimensional, Alice objects. 

The blending of the various objects gives the look and feel of a quality game. (Hoop It 

Up is available on SharePoint.) 

 

Laurie (Spirit 2010) Sheldrake’s game takes a very different approach. Unlike 
Michael’s template game, Laurie’s game, Math Magic, teaches, reviews, and/or tests 

one specific area of mathematics—formulas related to computing the areas and/or 

perimeters of squares, rectangles, triangles, and circles. 

 

SPIRIT Newsletter 

Screen shot of Hoop It Up 



Math Magic is a take-off on the old game of Concentration. Billboards depicting the areas 
and perimeters of squares, rectangles, triangles, and circles are positioned around the outside 

of the game board. Cards (billboards) showing randomly-selected, related formulas appear 

in the center of the game board. The player must drag the card with the formula to the 
billboard that illustrates the corresponding shape. If the match is correct, the player receives 

positive reinforcement; if the match is not correct, appropriate feedback is displayed. 

 

Because Math Magic uses numerous billboards that are the same size and similar in design, 
Laurie used PowerPoint to create both the shape billboards and the formula cards. Once the 

slides (one slide for each billboard and card) were created in PowerPoint, the presentation 

was Saved As Type . . . JPEG File Interchange Format. By saving in this fashion, a 
separate .JPG file was created for each slide. It was then a simple matter to add and position 

the billboards in the Alice world. The end result is a game that is both professional in 

appearance and very appealing to the user. 
 

For additional information please contact Laurie and/or Michael. 

 

Laurie’s email:   lsheldrake@msddecatur.k12.in.us 
Michael’s email:    mpaprocki@central9.k12.in.us 

 
1 http://education.mit.edu/papers/MovingLearningGamesForward_EdArcade.pdf 
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Let the games begin by Jane Nawrocki continues....  
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Student Spotlight  by Suruchi Shah  
Participant that not only prevailed, but progressed! 

Summer of 2010 proved to be the most successful year for SPIRIT in terms 

of student participation and involvement. One of the student participants, Meisha 

Mohler, a sophomore in Faith Christian high school from Frankfurt, Indiana was one 

of the students who went above and beyond the camp’s expectations in active 

student participation. This shy introvert little girl broke through herself and bagged 

the 2nd position in the networking activity conducted on the first day of camp. Upon 

asking her some questions, she responded in a simple but enthusiastic manner. 

 

Why did you choose to apply to SPIRIT? 

 Answer: SPIRIT was introduced to me by my father. He told me about the 

program briefly one day and it seemed really interesting. It sounded like a 

way to meet new people from different high schools and most importantly, 

step outside of my own comfort zone. 

 

What did you like best about the camp? 

 Answer:  I really enjoyed the different sessions held throughout each day. 

Besides, I loved how I met and discovered some new people every day. I 

also found some really good friends at the camp apart from the valuable 

knowledge. 

http://education.mit.edu/papers/MovingLearningGamesForward_EdArcade.pdf


Page 6 

 

Screen shot of Meishaõa 

Alice World 

Student Spotlight :  
Participant that not only prevailed, but progressed! 

Meisha Mohler 

Sophomore in High School 

 

Did you learn anything during this camp that you were not aware of 

previously? 

 Answer: This was all very new to me. I learned that IT is used in so 

many different ways in so many different occupations. I realized 

how it could be used in pretty much every single field in some form 

or another. You can use the skills in IT to be allowed to go into 

almost any field you like. I discovered a lot of fun things which were 

unknown to me earlier about IT. 

 

Did attending SPIRIT help you decide what you wanted to do about 

college/career? 

 Answer:  Yes, definitely. SPIRIT gave me an idea of various kinds 

of things I would like to do. It helped me realize more options to 

consider and go into that I might not have known before I attended 

the program. 

 

We hope SPIRIT continues to affect lives of people and their views on IT as 

it did for Meisha. 
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The following link takes you to page with several 4 minute short videos about 

real scientists. There is a really nice mix of men and women. Several of the 

examples in computer automation and engineering are women. I am sure there 

are some teachers in the SPIRIT program that would enjoy seeing the site.  
 

Go ahead and enjoy the videos! 

 

http://pbskids.org/dragonflytv/scientists/  

Useful Resource by Travis East  

http://pbskids.org/dragonflytv/scientists/

