How to program a
3D animation on
Alice

A

ALICE




First you need to
open Alice. On the
search bar write

« Alice » and select
the app.




[£] Select Project

Blank Slates

Next, you need to
select a project. For
this tuto select the
room.

€ You must select projectto open.




|| Alice 3.5.0
File Edit Project Run Window Help

declare procedure M y
b |[doin order

drop statement he

To prepare the
scene click here

~

Procedures

group by category v




- If you want to zoom,
use the mouse whell
- If you want to move,

press these arrows
- If you want to
raise the object,
hold the shift key

- If you want to
turn the object,
hold the yellow ring




Now let’s place the
first object. You need
to select the Prop
classes, the
newDiningTable
classe and place the
dining Table
club_light wood like
on the picture

| 9 Starting Camera View ¥




Now, we will place
the character. Select
the Biped classes and
place the child. You
can dress him like you
want or you can
follow the picture.
Put the child in front
of the Table. You can
rename him with a
left click. | called mine
Billy

All Classes E|

Biped classes

procedures
Rename...

Delete

Revert original state




Next, select the prop
classes and place the
cauldron inside the
table. In the menu on
the right, change the
size as show in the
picture. If the menu
doesn’t appear, click
on the cauldron.

Frop classes

new Cauldron( )

v ? this.cauldron's Properties

{ cauldron ; ¢auldron - ' Cnew( Cauldron }|




For the next object,
select the prop
classes, select the
new cloud classe and
place the cumulus.
Change the size as
show in the picture
and place the cloud
inside the cauldron.




Now, select the
guadruped classes,
select the new Yali

classe and place the
Yali. Put him in front
of Billy and make him
look at Billy. Change
the size like on the
picture and put the
Yali inside the
cauldron.

Cluadruped classes

new Yali( _ )

v h this.yali's Properties




For camera
placement we need
to place a marker, so
click on the floor and
in the menu on the
right select « object
Markers » and « add
object marker ». Put
him in front of the
table like on the
picture.




Now we start
coding so click
here.




|| Alice 3.5.0 P*\Documentshalice tuto\animation.a3p *
File Edit Project Run Window Help

Q8 this.camera

irst, the camera. In ==
he menu circled in B e

Tﬁqw target: amount =(7%2) ]
. | bm farget 299) | amount =393 ]
! this cauld I )
(this cauldron| ;
ﬁ IS caudron lelation: £1272) , target: ]

red select « this

d

sy » £729), amount 799
C a m e ra >> ;ﬁm*umﬂ)ﬁc& ta;: amo”m'@

(this.cameral orientToUpright ]

. (this.cameral pointAt target: ]

position & orientation

- (this.camera moveAndOrientTo target ]

- (this.cameral moveAndOrientToAGoodVantagePointOf entity:

vehicle

{ (this.cameral setVehicle venicle: ]

audio

EQW] playAudio audioSource: £.222) ]

timing

E;;(this.camera delay duration: =292 ]




With the menu below
the previous, write e e [ —
the code. For the macamers o noe w0 _swm |
green fonction you | B oo amomett
need to select the rmr e e
green menu and [EaEE r—
search the right ‘

fonction

veticle ‘ is.Billy getleftEyelid |

illy getl eftFoot|
y getlefiHand |
y getLeftHip |
y getlefindexFinger |

y getLeﬂIndexFirugerh‘irma:k:le]
L o — 3




Now we coding Billy.
In the menu circled in
red select « this

Billy ». For the loop

« count up to 3 »,
select « count » at

e

((this.Billy  getleftShoulder|  turn CRIGHT , 50.125  add detail ]
untupto =3
(m getLefiElbow| turn [RIGHT , 0.4 add detail ]

[(m getLefiElbow| turn [LEFT| , 50.1  add detai ]

E;E; loop
[;:; this Bil ~ say , bubblePosition add detail ]
[ this Billy  say J'a cute cat apear] |, bubblePosition add detail ]

the bottom of the
screen, select 3 and £

- mToFac Cudl)

;:EPD mT - gh,]-] r| [count _ || iwhile _ | foreachin _| |

place the procedure [Eas

moveAndOrientTe target: ]
i moveAndOrientToAGoodVantagePointOf entity:

inside the loop. Write

set\ehicle venicle: ]

) [
this code below the T—
previous =T




For the texte, on
the right select

« add detail »,
bubblePosition and

select Left.

. say JFOvaysonow] [RANREI |

E say Ja cute cat apear]

textStyle
textScale

bubbleQutlineCalor

fontColor
fontType
b .
bubblePosition

¥ v¥v¥vyTyrT

duration

A




We need to coding
the camera another
time. So select
« this camera » and
write this code

below the previous.

moveAwayFrom (thisBily , 520 add detall |
pointAt Cthis.cauldron|  add detail ]

turn 5004 adddetail |



Now, we coding the
cloud. So select the
cloud and write this

code below the

previous.

Eéécnuntuptn ﬁﬁ:]
A E setWidth o cetal |
E setWidth add detail ]

loop




Now, we coding the
Yali, so select « this
Yali » and write this

code below the

previous.

E setWidth add detai




do together

| (thiscloud  setWidth 5025 add detail |

So now, you know | Chiscoud move (DOM , 5100 _sanaeal |

how to code. Write
this code below the

move : add detail ]

place [IN_FRONT_OF| , ( (thisyali getHead| add detai ]
this.Billj  say . bubblePosition add detai ]

p reV| Ous. place [IN_FRONT_OF| ', ( (ihis.Billj getHead| add detail ]
say . bubblePosition add detail ]




myFirstivethod

declare procedure M Y FirstM ethod

do in order

moveTo (this.objectMarker]  add detail ]
move [UF , 510 add detail |

pointAt ( Clnis Bl getHead|  add detai ]

( (tnis Bilyl  getLefSnoulder|  turn [CRIGHT , S0.125  add detail ]
ountuptoﬁ?]

_ (ChisBilly getLenElbow]  turn [LEFT, 501  add detail ]

( ihisBilly  getLefElbow|  tumn CRIGHT , 50.1)°  add detail ]

loop

( (this il getlefShoulder|  turn CLEFT) , 50125 add detail ]
(thisBill say fOkay so now]' , bubblePosition [LEFT]"  add detail ]
(thisBilly - say Jfa cute catapear] , bubblePosition [LEFT)"  add detail ]
moveAwayFrom (this Billj . 2.0  add detail ]
pointAt (inis.cauidron  add detail |

turn [BACKWARD, , 004  adddetail |

ountuptoiS]

* (his.cloud setWidth S0.25  add detail ]

this.cloud  setWidth 1.0  add detail ]

Normally, at the
end you have this

code.

laop
setWidth 5025 add detail |

do together

this.cloud = setWidth add detail ]

move . 5100 addgetail |

move (510 adddetail |

place CIN_FRONT_OF| , [ Cthisyali getHead| add detail ]
CthisBillyj say Sfwhatis ..  , bubblePosition add detail ]

place CIN_FRONT_OF| , ( CinisBilly getHead|  add cetail ]
Cthis.yall  say Smeow 77, bubblePosition add detail ]
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@!
declare procedure m y

o | [doin order

drop statement he

To watch the
animation click
here.

@ this.camera

Procedures

group by category |

el
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