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File

| £:| Select Project

Elank Slates

Grass

Snow

o You must select project to open.

Sea Floor

Room

Mars

Wonderland Sea Surface

[ 5] ][ Cancel J

When you open alice the site we send on this page and you have
to choose the landscape you want.



[Z] Alice 3.5.0
File Edit Project Bun Window Help

L]
- w Setup Scene

R8¢ this.camera

Procedures

l group by category v]

positiorn

E555 move direction: E.222) , amount =272 ]
this.cameral moveToward target: .| amount =993 ]
this.cameral moveAwayFrom target L amounté@ ]
Cthis.cameral moveTo farget ]

E::: place spatr'ah‘?e-fatr’on: , target: ]
orientation

E:E:turn direction: E.222] | amount =727 ]

roll direction: 5222 |, amount =997 ]
turnToFace target: ]

orientlTo target: ]

orientTolUpright ]

E::: Cthis.cameral pointAt target ]

position & orierntation

EZE: movelAndOrientTo target: ]

E::: this.cameral moveAndOrientToAGoodVWantagePointOf entity:

vehicle

E this.cameral setVehicle vehicie: ]
audio

E Cthis_.cameral playAudio audioSource: 227 ]
tirming

| Cinis.cameral delay auration: =2%9%) |

deciare procedure My FirstM ethod

myFirstivethod

do in order

l drop statement here

When you arrive on this page you must click on Setup Scene to
be able to set the scenery and the characters you want.

“doin order

““for each in _

Syariable . |

“each in _ together

“do together

O,
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| =>| Alice 3.5.0
File Edit Project Run Window Help

‘,‘ Starting Camera View v
handle style: :@.’ % I

Default Rotation Move Resize

| | use snap P Snap details
@8 this.cameral v

one shots ¥

77‘ this.camera’'s Properties

( SCamera ) camera - ' (new( SCamera )|
Vehicle =

Position= (x 000 .y 156 .z -7.85 )

> Object Markers (0)

» Camera Markers '(0)

™ Edit Code

Browse Gallery By Class Hierarchy

All Classes V‘

Biped classes B Flyer classes Prop classes Quadruped classes

Slitherer classes Swimmer classes Rejoindre le

groupe PIN



=) Alice 3.5.0 *
File Edit Project Run Window Help

l Undo 3
handie style: g‘ @ @i’ x_@il

Default Rotation Move Resize
UL |_| use snap P Snap details

. Starting Camera View ¥

this.flames2| v

one shots ¥
¥ % this.flames2's Properties

{ Flames ) flames2

Opacity =
Vehicle =

X Position = (x -408 ,y¥ 000 ,Z 2030 )
Rz v Width: 1.14
"_&‘}‘ 7 ‘ A Size = Height 253 A Reset

Depth: 1.28

Show Joints: ||

» Object Markers (0)

> Camera Markers (0)

® Edit Code

Browse Gallery By Class Hierarchy

All Classes EJ

L
U

: Biped classes Flyer classes

Prop classes Quadruped classes i Slitherer classes

Swimmer classes



=] Alice3.5.0 *
File Edit Project Run

Window Help

B Starting Camera View ¥

| Undo

handie style: Lol Fe)

Default Rotation Move Resize

|_| use snap P Snap details

rw

his_thor

one shots ¥
v *v this.thor's Properties

. Thor ) thor

Paint =
Opacity =

Vehicle

Position

= [this)

= (x 0.08 .,y 0.00
Width: 0.99
Height 1.88

Depth: 0.48

Show Joints: ||
» Object Markers (0)

> Camera Markers (0)

® Edit Code

Browse Gallery By Class Hierarchy

All Classes l!J

Biped classes

Flyer classes

Prop classes Quadruped classes

B Slitherer classes |

Swimmer classes I

~~ 1 (new{ Thor )|

.z 18.91 )

Reset

Rejoindre le
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File Edit Project Run Window Help

QB Starting Camera View | ¥

Fz“J @l g
handie style: === [FLeSHE X ooy

Default Rotation Move Resize
|_| use snap P Snap details

| oneshots ¥ |

v -this's Properties

Above Light Color =
Below Light Color = |
Fog Density =
: > Object Markers (0)
. | | » Camera Markers (0)
4.“~‘ rore .

* EditCode

Browse Gallery By Class Hierarchy

| AllClasses !J

Biped classes

Flyer classes

Slitherer classes Swimmer classes Transport classes

(: ) Rejoindre le
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File Edit Project Run Window Help

En
w w Oetup Scene

M (this tiger ]

| group by category 'J

':_Tiger | ‘& Editable Procedures (0)
'{ Quadruped | s Editable Procedures (0)

say, think

st say 799 |
s et think (272 |
Dosition
 (ihis.tiger move direction: £993) | amount: =227 ]
moveToward target: L amount@ ]
moveAwayFrom target: L amount‘@ ]
(this.tigerf moveTo target ]
place spatr'afﬁ‘efatr’on:@ . target ]
orientation
Féturn direction: 222 |, amount: =293) ]
roll dr’rectr’on:@ ] amount@ ]
turnToFace target ]
Cthis tiger orientTo target: ]
orientToUpright ]

—

=

—

—

—

—

\_/ myFirstMethad

declare procedure M yYFirstM ethod

doin order

[ turn é + ] , duration add detail ]

You must select “turn” to “left” up to 0.25+0.5
for 1.0.




Y myFirstMetnod

declare procedure MY FirstM ethod

'do in order
[ turn é - ] , duration add detail ]

[ move . . animationStyle [BEGIN_GENTLY_AND_EMD_ABRUFTLY]  add detail

|
w w Setup Scene

B (this.tige
Always with the tiger you must use "move" to

Frocedures oroun ycatsoon. 1] "forward" up to 1.0 during
"begin_gently and_end_arbuptly".

: Tiger ; s Editable Procedures (0)
: Quadruped ) s Editable Procedures (0]

say think

o A

s iges think 759 |

position

 Cthis.tiger move direction: %99) , amount: =225 ]
moveToward target: , amount: E1999) ]
: movelAwayFrom target: ﬂ amount‘@ ]
44 moveTo target €772 ]

{m place spatialRelation: @ target: - ]
orientation

turn direction: £.222) , amount =223 ]

- Cthis.tiger roll direction: 992] , amount: £299) ]

: turnTDFa{:e target: ]

 (this.tiger| orientTo target ]

: orientToUpright ]

=

—

—

=




Flle Edil Froject Hun SWindow Help

E W
x u oetup Scene

# (this thor ]

Procedures

lgmup by category ']

{Thnr | 's Editable Procedures (0)
{ Biped ; ‘s Editable Procedures (0)

say, think

s say 529

s o think 229) |

position

move direction: £,222) , amount =272 ]

i moveToward target , amount =999 ]
 (this.thorf moveAwayFrom target , amount =999 ]
i moveTo target ]

place sparr'afﬁefarr'on: , | target: ]
orientation

turn direction: £.292) , amount =972 ]

- (this.thorf rell direction: .222] , amount =222) ]

':;5 turnToFace target ]

orientTo target ]

orientTolpright ]

—

—

—

—

—

—

—

- myF irstiviethod

declare procedure My FirstM ethod

doin order

[ turn é - ] . duration add detail ]

[ move , , animationStyle [BEGIN_GENTLY_AND_END_ABRUPTLY|  add detail

You have to change the character and put
«thor».




¥ this.thor

Procedures

[ group by category ‘l’]

{ Thor ) s Editable Procedures (0)
: Biped | 's Editable Procedures (0}

say, think

| Cinis o say 292) |

s o think 279)

pasition

F: move direction: £{992| | amount =999 ]
(this thorf moveToward target €222| | amount = 222) ]

| Chis ol
E this.thoi moveAwayFrom target © 272 , amounté@]
| s o
{

(this.thorf moveTo target 992 ]
m place spatialRelation: - target: - ]
orientation
mwrn direction: £.222) , amounr-@]
roll direction: £299) , amount =992 ]

mmrnT{)Fa{:e target €992] ]
orlentTo target: 999 ]

Do +hn:| PRGNS Il pemy R NN ‘l

B A B ERERSN AR

myFirstMethod

declare procedure myFirstM ethod

doin order

[ turn é + ] , duration add detail ]

[ move . , animationStyle [BEGIN_GENTLY_AND_END_ABRUPTLY|  add detail

[ turn [RIGHT) . 5025 |, duration =20/ add detail ]

You must select “turn” to “right” up to 0.25 for
2.0.




File Edit Project Bun Window Help

Ex
« w Setup Scene

§ (this.tho v

[ group by category ‘FJ

: Thar s Editable Procedures (0}
: Biped ; 's Editable Procedures (0)

say, think

 isthorsay ) |
s o think 799 |
position
. (thisthor move direction: 99) , amount =999 ]
- (thisthorf moveToward target , amount =923 ]
':;5 moveAwayFrom farget: L amount‘é@ ]
moveTo target ]
place spatr'afﬁefaﬁon: , target ]
orientation
turn direction: £ 222) , amount =923 ]
':;5 roll dr’ret:tr'on: L amount‘@ ]
~ (this thor turnToFace target: ]
orientTo farget: ]

—

—

—

—

* this thor orientToUpright
Tolprigh

myFirstMethod

declare procedure My FirstM ethod

do in order

:55 T é + ] . duration add detail ]

add detail

move , 1.0, animationStyle _BEGIN_GENTLY_AND_END_ABRUPTLY|

E turn : , duration add detail ]
move : , duration add detail ]

Always with the thor you must use "move" to
"forward" up to 2.0 for 2.0.




Eile Edit Project Run Window Help

En
w w Setup Scene

M this tiger ]

| group by category | v]

| Tiger ) 's Editable Procedures (0)
| Quadruped ) 's Editable Procedures (0)
say, think

say (779 |
| s ger think (593 |
position
[ move direction: £.222) , amount =273 ]
: moveToward target: , amount =999| ]
. moveAwayFrom target . amount =999 ]
moveTo target <722) |
place spatialRelation: £.223| , target ]
orientation
. (this.tiger turn _ direction: £{222] , amount =72%) ]
:::5 roll direction: £9%%| , amount =993 ]
turnToFace target: ]
(this tiger| orientTo target: ]
orientToUpright ]

—

—

myFirstiMethod

dectare procedure My FirstM ethod

do in order

[ turn é + ] , duration add detail ]

move , 51.0/ , duration , animationStyle CBEGIN_GENTLY_AND_END_ABRUPTLY]

add detail

: turn , , duration add detail ]
& move : , duration add detail ]

Il faut sélectionné « turn » et lui dire
« left »




File Edit Project Run Window Help

E m
w w Oetup Scene

$ this.tho v

[ group by category T]

: Thaor | ‘s Editable Procedures (0)
: Biped | s Editable Procedures (0}

say, think
Cbistho say A7 |
 Cthis.thor think |
position
 Cthis.thorl move direction: £299) , amount: 5229 ]
i moveToward target I amount‘é@ ]
: moveAwayFrom target: , amount =999 ]
: moveTo target ]
~Cthis.thor place spatialRelation: .222] , target: ]
orientation
- Cthis.thor| turn direction: =29%) , amount: =299) ]
roll dr’ret:rr'on.'@, amount‘é@ ]
“ (this.thor turnToFace target: ]
- (this thor erientTo target: ]

—

orientToUpright

myFirstivethod

declare procedure M yFirstM ethod

doin order

. turn , é * ] , duration add detail ]

move , , animationStyle [BEGIN_GENTLY_AND_END_ABRUPTLY|  add detail
turn , , duration add detail ]

[ move , , duration add detail ]

Once the program is finished we can look at the scene by
pressing «run»




