How to make a man jump
above car with drama finish



Step 1:

* You need to open Alice in the desktop like here.
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Step 2:

* In Alice you need to choose one of the scenes, for this tutorial you
can choose what you want but not one in a room.




Step 3:

* You need to add a guy and a car (what you want), like this. You can
select them in the bottom of the screen when you press show
fullscreen in top left.




Step 4.

* Now add a second vehicule to make this spectacular and place all
items like this:




Step 4,5:

* You can take bloc that represent script in the left zone of the screen,
to acces this zone you need to click in bottom right on your screen.

¥ C[this-adu ItPerso n]

Procedures

| group by category | "J

e e

- Cthis adultPerson| say
this.adultPersonl think

mowve dfrecrr’on'@, amounr'@
moveToward target , | amount: 292
moveflAwayFrom target . amount. =3
mowveTo target
place spatiaiRelation: L2272 , target

this adultPerson| turn drrectfon'@ . amount@
‘ Cthis.adultPerson| roll | direction: [£.222| , amount: =222
this.adultPerson| turnToFace target jl

this adultPerson| orientTo target }
tCthis.adultPerson| orientToUpright ]

: Cthis.adultPerson| pointAt target ]

position & orientation

' Cthis.adultPersonl moveAndOrientTo target ]

* Edit Code

size

Cthis.adultPerson setWidth width: =527
setHeight height =222
Cthis.adultPerson| setDepth depth. =277 jl
- Cthis.adultPerson| resize factor:@

this.adultPersonl resizeWidth factor. = 277

Cthis.adultPerson| resizeHeight factor: =277 jl

this.adultPersonl resizeDepth rfactor = 772 |




Step 5:

* Now lets make the first script to make the man jump above the first
car.

- myFirstMethod
declare procedure m Y FirstM ethod

do in order

© (this.adultPerson|” move [UP|', 520  add detail ]
[ (this.adultPerson| turn [FORWARD) , 50.25  add detail ]
[ (this.sportsCar© move [FORWARD) , 515.0  add detail ]

- (ihis adultPerson| turn [BACKWARD| , £0.25  add detail |

| Cinis.adultPerson move CDOWN ', 520  add detail |




Step 6:

* Make him turn right to jump above the second car.

(this.adultPerson|  turn [RIGHT] , £0.25  add detail




Step /:

* With this script you make the man jumping above the second car.

[ (this.adultPerson move CUP| | 58.0/  add detai ]

 (fnis.adutPerson| turn CFORWARD] ", 50.25  add detail ]
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 (fhistrainCar|' move CBACKWARD ", 5200  add deail ]
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(this.adultPerson| turn CBACKWARD| |, 2029 add detai ]

(this.adultPerson| move CDOWN| |, 58.0/  add detai ]

pTL LT T T




Step 3:

* Now lets make the man say easy.

[ (tis adutPerson - say add deta ]




Step 9:

* Lets start the dramatic finish with adding a dog.
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Step 9:

* Dont place the dog in the camera, we dont need to see him.
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Step 10:

* Make the dog say his name.

[ s daimafian say /[1m marcus! add dea ]




Step 11:

e Put the car next to the man

issporsCar move AT 220 add e ]

ssputsCy move (BACKIARD T3 ]




Step 12:

e Put the man in the car

[ (i adtPerson orentTo (hissporsCar add de ]

[ (this adutPerson moveTo Chis.sporisCan  add defai ]




Step 13:

* Make the man drive the car with the function « do together » on the
bottom of the screen.

= do together
“ move [FORWARD] , =200 adddstail |
al move [FORWARD| , 520.00  add detail ]
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Step 14

* Make the dog sad

E (this.dalmatian/ * say /{1 m solonely]  add detail ]

| (ihis.dalmatian ~ say Jfbye]  add detail |




Step 15:

* Make the dog go away with charism

do together

(this.dalmatian|  move CUF | , duration add detail ]

WhllE is true
[ [ Cthis.dalmatian|  roll : . duration add detail ]
Inan




Step 16:

* Add a grave

R Starting Camera View | ¥

this.ancientTemplePillal
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Step 17/:

e Put the grave at this position




Step 18:

* Make the grave appear

[ isancenTempePila ' move (VR 0 ad e ]




Step 19:

* Make the man walk to the grave

E;this.aclultFersnn!?\ moveAndOrientTo (this.ancieniTempleFillan  add detail J

(this adultPerson say JTmarcus is deadi mso sad]  add detai ]




Step 20:

e Save your work
Edit Project Hun Window Help

MNew... Ctrl+M
Open... Ctrl+0

Fecent Projects -

Save Ctrl+S
Save As.. Ctri+Maj+3

Eevert
Ipload to YouTube...

Print -
Screen Capture -

Exit




Final step:

* Run your animation.




