Sta rt Alice Press the "windows" key Search in the search bar

to display the search bar for “alice” then open.

Tout  Applications Documents  Web Plus + i X

Meilleur résultat

Alice 3 %
Application ‘3

Rechercher sur le Web -
Allice 3

AR alice - afficher plus de résultats de > Application

recherche

L alice zimbra >

' Ouvrir
L alice in borderland > g i

O Exécuter en tant qu'administrateur

A alice in borderland saison 3 ? U ouvrir I'emplacement du fichier
A alice mail > -2 Epingler 3 la barre des tiches
# Alice Taglioni > N Pesimstllert Em P s et e
‘% Alice Belaidi >
L alice webmail zimbra >
£ aliceadsl >

£ alice

onah THIVAT



Choose the departure
location

| £ Select Project (£ Select Project

Blank Slates § Starters

T . ——— T - L |
Africa Africa Full Africa Minimum Amazon

Grass Sea Floor Moon Mars .f' . "7 i ' .
-l - - e S
Wonderland Sea Surface T . P : [ : 7.4
L

Cloud Forest

Lagoon Floar Swamp i ‘ ﬂ : T—-

You must select project to open.

I OK || Cancel 5 : ok || cancel |

Choose the “starters” option (to start directly with a Choose the theme of India.
more complete environment).



myFirstMethod

declare procedure M YFirstM ethod

do in order

ldrnp statement here

/ CLICK ON “"SETUP SCENE"”

P TU g—— ;
-r ¢ T E X [-. . .
2 A f We will modify the scene to add a character.

LY

‘{this.manguTree?} v

Procedures

[ group by category | ‘l’]

{ MangoTree :} 5 Editable Procedures (0)

. Prop ) 's Editable Procedures (0)

say, think

{ (this.mangoTreeT| say ]

{ (this.mangoTree7| think ]

position

E (this.mangoTree7| move direction: £.22?] , amount: = 297 ]




1. . - . —g
] i

e This button moves the camera horizontally.
This button moves the camera vertically. This button changes the camera angle.
v
P )
" - E -
A "




CLICK ON "BROWSE GALLERY BY GROUP”

...:_tl'l is.ancientTempleWall10)

Cthis.ancientTempleWall1 1]

* Edit Code

All Clas

Biped classes : 5585 Quadruped clas

CLICK ON "CHARACTERS”

ancientTemplzWall1 3
this.ancientTemple\Vall1 4 AR > 25

* Edit Code

Browse Gallery By Group @. O' =

All Groups ||

animals characters household SCenery vehicles




SCROLL DOWN UNTIL YOU FIND THE "NEW SKELETON"

this.ancientTemple'Nall1 4

[ i Groups [¥JI characers Y]

R
!

jrt i L

r-\. L e . B m
new Skadi( ) 5 new Skeleton{ _ ) 5 new Skunk( ) 5 new SnowMani{ ) 5 5 new Squirrel{ ) 5 new StuffedTiger( )

* Edit Code

Browse Gallery By Group &2 J

| AllGroups |¥| | characters |V [ new Skeleton( _ ) EJ

W

new Skeleton{ DEFALILT )

Ly

= new Skeleton( WITH_COAT ) | |::

W

new Skeleton{ WITH_HAT )




mipleTilesi -
ﬂpIETiIeé]_.___-_ — g
ripleTile 7

S 1A = === Slide the skeleton as shown in the picture

6]
npleTile 25
£+ Add Scene Property From Gallery
npleWall
npleWall2
npleWwall3
nplePillan value ype: | Saslelon

npleWalld Mam: |

npleWalls 1
] T .-:
mplevvallg Inializer  (new ! Skelebon ([ & WITH_COAT

npleWall?
npleWwalls
mplewalls
npleWwall10
npleVWall1 1]
npleWwalll 2
npleWall
npleVWall14

pravew:  comstant! Seeleton | Skaleton <5 ) Lnew ! Skateton | ¥ WITH_COAT

| OK |L Cancel

"~ ONCE THE SKELETON IS PLACED, CLICK ON "OK"

[ characters EJ [ new skeleton( _ ) EJ

P « ¢
JEFALILT ) new Skeleton{ WITH_COAT )| |- new Skeleton{ WITH_HAT )




# (this.skele

one shots ¥ |

Y & this.skeleton'

skeleton | skaleton

Paint = WHITE
Opacity= =1.0
Vehicle = | this
Position = (x 5671 ¥

Width: 0.56

Size = Height 133

Depth: 053
Show Joints:

» Object Markers (0

» Camera Markers |

| - =
w ¥ " ]
=

\¥| | new Skeleton{ _) |¥|

A

new Skeleton{ WITH_COAT ) new Skeleton{ WITH_HAT )



\J

[ group by category | TJ

Cthis.ground| 1
stonResource skeletonResourc

% (this.skeleton| >

! Drae b e

CHOOSE THE "ROLL"

PROGRAM THEN SLIDE IT TO

&

—

|
u w Oetup Scene

THE RIGHT.

Procedures

B {this.skeleton] v

[ group by categtﬂ |

")

doin arder

Skeleton ) ‘s Editable Procedures (1)

_this.skeleto

edit [ this.skeleton) setSkeletonResource skeferfﬁesoum

Biped ! 's Editable Procedures (0)

say, think
| Chisstleon say toc 299)
s seeteon think foc /95

position

this.skeleton| move direction:
(this.skeleton| moveToward tagfet £ 29%] | amount =277 ]

(this.skeleton| moveTo raﬁr 277 ]
(this.skeleton| place spaflaiRelation: £299] , target (299) |

R seteto
R seteto
[ this.skeleton mﬂveﬂwayFr% target €299 , amount =277
R seteto
lf

turﬁﬁrectr’un: . amount: =999 ]
roll direction: . amount: E.999| ]
MturnT{)Fac& target: £292) ]

orientTo target: ©72?) ]
orientToUpright ]

[_._ i skeltor]pointAt et 4978 |

position & orientation

[ moveAndOrientTo target ]
size

| (this.skeleton| setWidth wicth: =229) |

| (this skeleton| setHeight height =299 |

Custom DecimalMumber...

~ choose the left direction and the value
||-| n




8 {this.skeletun]

Procedures

[ group by category | ‘l']

{: Skeleton ;s Editable Procedures (1)

edit { thiz.skeleton) setSkeletonResource skeletonResourc

{: Biped ; s Editable Procedures (0)

say, think

. s skelton say toxt A390) |
| s svoleto think ext 99 |

position

move dﬁrectr’t:n:@ : amuunt‘@ ]
moveToward target: , amn::unt:é@ ]
moveAwayFrom target , amn::unt:é@
moveTo target ]

place spatialRelation .292| , target ]
orientation

turn direction: 5222 | amount = 297) ]

roll direction: 222 , amount =277 ]
EﬁturnT{:-Face target: ]
Eégﬂri&ntT{:- target ]

orientToUpright ]

pointAt target (999) |

position & orientation

{ moveAndOrientTo target ]

Size

. (hhis.skeleton] setWidth width: 5299 |

2 setHeight nheight =299 |

Add the “say” program to
make the character speak.

gj Custom TextStrning

preview: 'l wantto grow’

value: ‘ | want to grow




kA _ o
i CI'Etup' e

=

Procedures

group by category | ¥

|"—I|l i, q
. Skeleton ) 5 Editable Frocedures (1)

edit E (this.skeleton| setSkeletonResource skeletonResource: 7277 | |




| All Groups EJ | characters EJ | new Skeleton( _ ) EJ
A e A 4 =

<

-
i
=y

P

1)

new Skeleton{ DEFALILT )

:

new Skeleton( WITH_COAT )

&

r

Browse Gallery By Group . 1

new Skeleton{ WITH_HAT )

All Classes |T

Browse Gallery By Class Hierarchy

Biped classes

Flyer classes

™~
L

Prop classes

Slitherer classes

Swimmer classes

Transport classes




handie style: = = & 54 &L

Cefault Rotation Move Resize

| | use snap ™ Snap details

 (this.skeleton v

oL i ik | TR % ; : o B M-“’M — ol Tt | one shots W |
sl e L | ' e — T —— . ,
iman VT, ; . ke o i L ¥ & this.skeleton's Properties
B T R T == | &*% Add Scene Property From Gallery >
- L skeleton ) skeleton new ( Skeletor
: constant. Cauldron | cauldront new | Cauldron Paint = WHITE
Opacity= =1.0
value type: | Cauldron -
' P Vehicle = [ this
- name: | cauldrond .
Position = (x 5671 ¢ 000 [z 512 )
initializer: new . Cauldron
Width: 0.56 =
{
! Size = Height 1.88 -1 | Reset |
3 ., r
Depth: 053
| Show Joints: ||
= I .
| : | OK || Cancel | » Object Markers (0)

> Camera Markers (1)

* Edit Code




| Use snap

nap details

@ this.cauldron ¥

[ one shots ¥ J

@ this.cauldron v,

one shots ¥ J

v ﬂ this.cauldron’'s Properties

| Cauldron ) cauldron Gnew{ﬁauldrnn:_:-]

Paint =
Opacity =
Vehicle =

Position = (x -575& y 000 |z 421 )

Width: 1.79

Size = Height 125

| Reset |

L e L e

Depth: 1.80

Show Joints: ||

\J ﬁ this.cauldron's Properties

| cauldron ) cauldron C:new { Cauldron ]

Paint= [| WHITE
Opacity =
Vehicle =

FPosition = (x -57.5¢ 0y 1000 [,z 421 |)

Width: 1.79

> Object Markers (0)

Size = Height 1.29

> Camera Markers (1)

l Reset J

Lealesd

Depth: 1.80

Show Joints: ||

> Object Markers (0)




# inis cauldron

mera group

‘this.ground|

Edit Code

eletor)

this.cauldron| think tex

uldron| move  direct
uldron| moveTowa
uldron| moveAwayF
uldron| moveTo tan

uldron| place spatia

uldron turn directio| gy Cthis elephantStable]
:auldrr_un] roll directic ﬁﬂm‘j

uldron| turnToFace ) ‘
this waterTankFillar

-auldron| orientTo ta
uldron| orientTolpi (this.waterTankShring|

this waterTankTower

(this.waterTankwall

-auldron| setWidth wi
uldron| setHeight h

FigTree

. MangoTree |
{ SandDun



do in order

[ this.skeletor]  roll CLEFT] , 51.0/  add detail ]
[ this.skeleton say /T wantto grow]  add detail ]

Procedures

[grnup by category

{: Cauldron | ‘s Editable Procedures (0)

| Prop | s Editable Procedures ()

say, think
| Cinis cautaron say rext (297 |
Eeéemink ext (772) |

h|s cauldron move direction: : amount'@ ]

{ (this.cauldron moveToward target €222, amount = 227| ]
{ this.cauldron moveAwayFrom target ©292] | amount = 277

Smount:

h|s cauldron mmreT{:- target: - ]

m place spatialRelation: - target: - ]
orientation
this.cauldron| turn direction: , amount =299| ]

JRhis cauldron

{ (this.cauldron| rell direction: , amount =999| ]
{ (this.cauldron| turnToFace target €227 ]
iz cauicrog
iz cauicrog

(this cauldron orientTo target <229) | Custom DecimalNumber...

this.cauldron| orientTolpright ]
EE:E this.cauldron pointAt target: ﬂ ]
position & orientation

{ moveAndOrientTo target: ]

(this.cauldron| setWidth width: = 227 ]
(this.cauldron| setHeight height @ ]

L

r\,..l-!-!-!-r\,l.l-!-!-!-r\,




Procedures

[ group by category | ¥

declare procedure M Y FirstM ethod

i: Cauldron } s Editable Procedures (Q)
Prop | s Editable Procedures (0)

gay, think

| Citis caularon say fext 293 |

| Citis cauioron think text (799 |

ms.'ﬁﬂn

move direction: : amuunt‘é@ ]
moveToward target ©292| , amount =927 ]
moveAwayFrom target ©922| | amount =29?|
moveTo target 277 ]

w place spatialRelation: 5. 22?] , target ©.222) ]
m:aﬁﬂn

turn direction: 222 , amount =279
roll direction: , amount: =999| ]
MturnTnFace target: 299) ]
DrlentT{:- target: £292) ]
orientToUpright ]

m pointAt target ¢ 977| ]

pogition & orientation

{ moveAndOrientTo target ]

I‘""""“:ll‘""""“:ll‘""""'bl""'""'bl"""""b

§.

mmmmmm

(this.cauldron| setWidth width: =227 ]
(this.cauldron| setHeight height =292 ]
(this.cauldron| setDepth depth: = 227 ]

----n,..-—-—-—-—rb..----n,

| o o an avcton 570 amoune 00

do in order

. (this.skeleton|  roll CLEFT , 51.0  add detail ]

5155 (this.skeleton| say STl wantto grow’]  add detail ]

Cf[ms cauldron|  move [DOWHN m , add detail ]

L

amaolni:
RIGH
FORWARD

CBACKWARDI

L .

custom DecimalMumber...




Procedures

[ group by category | "]

this.skeleton| move direction: £.222] , amount: =297 ]

(this.skeleton| moveToward target ©2?2] , amount: =227 ]

| s sieieon
e skcicion
[ this.skeleton| moveAwayFrom target ©222]  amount 222
e sicicion
iz siateion

—

3 {this.cauldrnn]
‘ (this.camera >

(this.ground &
h|s skeleton| setHeight height: @

this.skeleton
Cthis skeleton) s&tDepth depth: E@ ]

e

s
: Prﬂp : h % this.skeleton| resize factor: @ ]

e skcicion

iz skaicion

this. skeleton I'I'ID‘.‘ETD target: - ]

this.skeleton| place spatialRelation: - target: - ]

orientation

[ this skeleton| turn direction: , amuunté@ ]
{ (this.skeleton] roll direction: , amount E.792| ]
[ (this.skeletor| turnToFace target € 992) ]

h|s skeleton DrIEHtT{) target: - ]

h|s skeleton DrlentTDUprlght ]

[ (inis skeletor] pointAt target (299) |
position & orientation

[ moveAndOrientTo target: ]

[ group by category | "’]

(this.skeleton] setWidth width: = 299) ]

] (this.skeleton] resizeWidth factor: = 927) ]

. : this skeletor] resizeHeight factor =297 ]
o 5 u ; this.skelet Depth facto
E;;; (this.cauldron) think text 5{227) ] = s oletonjeSSiesi cor S |
position

appearance

[ (this skeleton setPaint paint £ 227 ]

f "thic ckalotnnl eatDinacibe anacihe 5299 1I

declare procedure M Y FirstM ethod

do in arder

Cf[msskeletn roll CLEFT] |, 51.0  add detail ]

Cf[his.skeletnn] say [l wantto grow]  add detail ]

(jhis.cauldmn] m{we , add detail ]

Cf[ms cauldron turn CLEFT] , 8.0  add detail ]
this. skeleton

i

i k]

BEBEE

&=
.ll..

Custom DecimalMumber...




add the program "say", then put the text "now i'm too big"

8 {this.skeleton]

Procedures

Cthis.cauldron] turn CLEFT] , 58.0/  add detail ]

[ group by category | ¥

[ (this.skeleton|  setHeight add detail ]

{ Skeleton ) ‘s Editable Procedures (1)

edit { this skeleton| setSkeletonResource skeletonResourc

| Biped | 's Editable Procedures (0)

Eay, think
| Cihis skeleton say text 3%9)
(i skeleton think text 297 |

pa.s.-’.'mn
this.skeleton| move  direction: .22%2] , amount = 277) ]

moveToward target ?9?] , amount = 277 ]
moveAwayFrom target €222 | amount =797)
moveTo target 922 ]

place spatialRelation: 227 , target 777 ]
m:aﬂbn

turn direction: .?22] , amount =922 ]

roll direction E.992] , amount =.799) ]
MturnTnFac& target: €922 ]
DrlentT{:- target: €922 ]

orientToUpright ]

i M pointAt target 322 ]

position & orientation

[ moveAndQOrientTo target: ]

size

. (this skeleton| setWidth wioth: =22) |

| (this skeletor| setHeight height =999] |

l"""'"‘.!r""""'tlr"""'"‘.lr""""".!r"'"""‘.!

§.

o [ sheretorf 1o D]

et

fhello’

A'l'want to grow’|

gj Custom TextString

preview: ow i'm too big?

' value: | now i'm too big

[ Ok ][ Cancel J

doin order

.

.
|
.
.
.

roll | ad detail |
M say add detail ]
m move : add detail ]
(this.cauldron| turn , acd detail |
(this.skeleton| setHeight add detail |
(this.skeleton] say SFnowimtoobig] |SOGOSIEN |

fontType
bubbleQutlineColor
bubbleFillColor
bubblePosition
fontColor

textScale

textStyle

L A . A A .

aiﬂﬁﬁé

Custom DecimalMumber...




Now you have finished the program.

r-d.._'-".':f:f"' ] \mqam procedure m yFirstM ethod

L
x w Setup Scene

5 {this.skeletun v

‘rocedures

[ group by category | ‘r]

Skeleton ‘s Editable Procedures (1)

edit E this.skeleton| setSkeletonResource skeletonResource: [ 727 ) ]

Biped ; s Editable Procedures (0)

3y, think

s sieo say o 279 |
i skelorr think toxt /220 |
osition

move direction: I.??7] , amount =277 ]
moveToward target , amount =292) ]
moveAwayFrom target: , amount =29?| ]
moveTo farget ]

———  — | Tn

myFirstMethod

do iTNgder
" roll , add detail |

say /Tlwantto grow]  add detail ]

: ove , add detail ]

turNLEFT | add detail ]

setHeig add detail ]

say JTnow i'm\tb\Egﬂ . duration add detail ]

aema e T
| '

 (this.cauldron

CLICK ON "RUN" TO START THE
CINEMATIC




