| £ Select Project

Blank Slates
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Snow Room
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Wonderland

Sea Surface

OK Cancel

. (tnis.camera place spatialRelation: 292 , target ]
rientation

- (this_cameral turn  direction: 222 | amount =222 ]

Cthis cameral roll direction: £.922] , amount 5222 ]
turnToFace target: ]

orientlTo farget: ]

orientToUpright ]

Eg;glthis.camera pointhAt target: ]

osition & orentation

& moveAndOrientTo target: ]

E this.cameral moveAndOrientToAGoodVantagePointOf entity:

ehicle

f setVehicle vehicle: ]

udio

E playAudio audicSource: £29% ]

iming

E;E;delay duration: 727 ]

1: Hello at first choose one background of
you choice. Exempl, If you wan’t create
one scenario of cowboy choose the desert



(£ Alice 250
Eile Edit Project Run Window Help

CE—

=g = :
« u Setup Scene |

Procedures

| group by category | ¥
- (this.camera move dr'rectr'on: , amount@ ]

position

: (this.came@ moveToward target , amount‘@ ]

: (this.came@ moveAwayFrom target: , amount‘@ ]
: (this.came@ moveTo target ]

: (this.came@ place spatr'a!Re!atr’on:@ . target: ]
orientation

turn direction: £272| | amount 223 ]

roll direction: £292) , amount £723) ]
turnToFace target ]

orientTo farget ]

orientToUpright ]

pointAt target ]

position & orientation

moveAndOrientTo target ]
moveAndOrientToAGoodVantagePointOf entity:

vehicle

- (this.cameral setVehicle vehicle: ]
audio

[ (this.camera| playAudio audioSource: =277 ]
timing

 (ihis.cameral delay duration: =792) ]

myFirstMethod

declare procedure m yFirstM ethod

doin order

[drop statemant here

2: now clicked on setup scene at you left




& Starting Camera View ¥

AR ZAN =)
handle style: g & % 8
Default Rotation Move Resize

| use snap P Snap details

@ this.camera ¥

oneshots ¥ |
- - : v ‘ this.camera's Properties
= — SCamera ; camera new( SCamera
T — Vehicle = [ this

Position= (x 000 .y 156 .z -7.85 )
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Browse Gallery By Class Hierarchy

e Ew e

Slitherer classes Swimmer classes Transport classes

All Classes |¥

Biped classes Flyer classes Prop classes Quadruped classes




4: arrived here choose the character
you want, when you move the

1) Starting Camera View ¥

new Toddler( ... )

new Alice( _ )

new Alien( )

new Bat( )

character you will see an area it shows = = =
the place where it will be located ——— = —— ——
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e
new Elder( ... ) new Adult( ... ) new Teen(...) new Child( ... )

j— =
-
‘ L
Edit Code
| e

- /

Vl
e

w

new BigBadWolf( )

g € &

handle style: &

Default Rotation Move Resize

|| use snap P Snap details

e this.camera v

one shots ¥ |

v ‘ this.camera's Properties

SCamera ; camera new ( SCamera

Vehicle = [ this

Position= (x 000 ¥ 156

\Z 785 )
» Object Markers (0)

» Camera Markers (0)

\

|
T

_—

new BlackCat( )

new Bunn
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5: now customized your character (A &P generate random person |
P‘\ gender: | Female  Wale
L ey -
| skin color: | I | I || DN | OO || || B9 ) O U | Custom Color... |
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waistline:
[ OK J Cancel
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preview: constant! AdultPerson ) adultPerson -~ ' (new! AdultPerson )[ ney

value type: | AdultPerson ) Q
PUE uiPerson -
I |

initializer: qnew { AdultPerson ) I:inew ( AdultPersonResource [ MALE, I: new | Colc

6: choose the name of the character (attention if
you do not put the same name as me you would
not see the same name on the screen for example

that you will code) | have choose adultperson (by
default)

‘ CHRC “ Cancel J




'. Starting Camera View ¥

this.adultPerson

7: For return on the edit code clicked on the | y
bottom « edit code » at the bottom right -g@g
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myFirsthvethod

deciare procedure My FirstM ethod
do in order

this.adultFerson| say S 7977 ]

qthis-adu ItF’erson]

Procedures

 group by category i) 10: Take the command say so that
{AdultPerson ) ‘s Editable Procedures (1)
L edit { setAdultPersonResource adultPers: your CharaCter Say What you Want

{ Person ) s Editable Procedures (0)

{ Biped ) s Editable Procedures (0)

sa]r.l'-]

g

move direction: 222 , amount = 272 ]

moveToward target . amount: =299

{;E movefwayFrom target . amount =9
moveTo target |

E;E place spatﬁaﬁReﬁaHon: , | target

orientation
[ turn direction: 292) , amount =299 |
[ roll direction: £{222) , amount =227 |

turnToFace target: ]
= orientTo target ]
orientToUpright ]

5 pointAt target ©272) |




rd % w )
b S myFirstivethod

deciare procedure My FirstM ethod
do in arder
E this.adultPerson| say add detail ]

M st foLrrant value)

:
11: if you want your character to say

| Custom TextSting..
ST sit] ~ S > what you want click on the command

A - =) g custom textString and type what you
want (example: hello)




1 | 0 B
()¥ myFirstMethad

declare procedure M YFirstM ethod

doin order

[ this.adultPerson| say .f'where is the alien add detail ]

target:

P

B kA scene BB
= a w w Setup Scene |

T |

this.ground

this.camera

this.adultPerson

; {this.aduItPerson]

this.alien

>
lthis.ancientTempleWal'

Procedures

[ group by category | *]

position

move direction: 222] , amount =297| ]
':;Em{weTDward rarger:, amount@ i
- (this.adultPerson moveAwayFrom target , amount 59
moveTo target ]

place spatr'afRefatr’on: , larget 12 I have Choose the

- command turn to face to
orientation . .

* Giis acutiPerson) tum) directon: E9) | amount =090) | orient my carachter in front
| (this.adultPerson roll direction: £222) amount =999| ] of the wall

 (this.adultPerson turnToFace target ]

S s A0 A e anl oot T foraar Sonal

ST L =

::55 this.adultPerson| orientTeUprigh ]
< (this.adultPerson| pointAt target ]

position & orientation

{ this.adultPerson moveAndOrientTo target: ]

size
R TR rarr—— 1Y PO I RSP ]
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«  Setup Scene [=

§ (this.adultPerson

Procedures

group by category | ¥
AdultPerson ) 's Editable Procedures (1)

[ edit [ (this.adultPerson| setAdultPersonResource aduitPers:

{ Person ) 's Editable Procedures (0)
{ Biped ) 's Editable Procedures (0)

say, think
[fffi (this.adultPerson| say text {222 J
 : this.adultPerson| think text /{222 ]

position
 (this.adultPerson move direction: £, 222] , amount £ 222 ]
this.adultPerson| moveToward target €992] , amount: 729)

-aduftPersof-meveAwa o ."_].'"???.amountéz?
this.adultPerson| moveTo target €222 ]
h dultP anl p patialR ion" .@' farget: @

orientation

(this.adultPerson] turn  direction: 299 , amount@J
 Ctnis aduttPerson| roll direction: E799) , amount =799 |
this adultPerson| turnToFace target £297) |

ihis adultPerson orientTo target ¢792) |
this.adultPerson| orientToUpright ]

(tnis.adultPerson pointAt farget €7%2) ]

position & orientation

size

declare procedure My FirstM ethod

- myFirstMethad

'do in order

his.adultPerson|  say Sfwhere is the alien]  add detail ]

this.adultPerson  turnToFace (this.ancientTempleWal]  add detail

target:
[this|
(this.ground
(this.camera

(this.adultPerson|

this.ancientTempleWall

13: now take move to for move the
character to the wall



myFirstWethod

declare procedure M yFirstM ethod

doin order
- (this.adultPerson| say Jfwhereis the alien]  add detail ]

moveTo add detail ]
§ (this.adultPerson >
>
Procedures »
group by category | ¥ >
{ AdultPerson ) 's Editable Procedures (1) D
| edit Eééé(this.adultF‘erson setAdultPersonResource adultPers: """":"
{ Person ) 's Editable Procedures (0) : :
a - 14: so as not to stay in the wall during
son ik the staging | will go back my character
. Chhis adultPerson] say text {327 ] : ] n
.;Eéthi“k texr.'] Custom DecimalMumber... Wlth move baCkward 2'0

T

' move dr'recrr'on: L amount@ ]
Cthis.adultPerson) moveToward target ©292] . amount 999)
“ (this.adultPerson) moveAwayFrom target , amounr:ﬂ
moveTo target ]

place spatialRelation' E[29%) | target
orientation

turn  direction: 5,722 , amount E397| ]
:5 roll direction: =299 , amount =997 ]

(this adultPerson| turnToFace target ]
this.adultPerson| orientTo target: ]

(this.adultPerson orientTOUpright]

pointAt target ]

position & orientation

Egéglthis.adultF‘erson moveAndOrientTo target ]

size




myFirstMethod

deciare procedure My FirstM ethod

'doin order

(this.adultPerson|  say Sfwhere s the alien]  add detail [

(this.adultPerson] turnToFace (this.ancientTempleWall  add detail ‘

(this.adultPerson|  moveTo (this.ancientTempleWall  add detail ]

‘this.adultPerson move [BACKWARD| , 52.0  add detail ]

(this.adultPerson| say Jfithinkis behind|  add detail |

Procedures [:?h_ls,l ‘
(this.ground)

group by category | ¥ —

(this.camera)

position
[ is.camera move direction: £222] , amount =722 |
- (this.cameral moveToward target €222] , amount 5222 |

@ amount:é@ ]

(this.adultPerson

(this.ancientTempleWall

(this.alien|

15: changes the character and takes
the camera with which | will advance it
to the head of the alien

999) , target €992 |

‘this.cameral turn direcﬂon:@, amount'@ ]
this.cameral roll direction: @] amounr:@ ]
- (this.camera turnToFace target €272 ]
ihis.camera orientTo target €992 |

this.cameral orientToUpright |
this.camera| pointAt target: ©222) ] ]

position & orientation —
* (this.cameral moveAndOrientTo target 22?] ]
this.camera moveAndOrientToAGoodVantagePointOf entity:

vehicle e e
S — this.alien getlLeftAnkle
this.cameral setVehicle vehicle: €222 } "‘%J

('Cthis.alien] getRightClavicle |

audio
“this.cameral playAudio audioSource: [277] ]

(Cthis.alien] getRightShoulder]

(

. (this.camera| delay duration: £222) |

(tnis.alien] getLeftShoulder |




myFirstvethod

declare procedure M yFirstM ethod

do in order
[ (this.adultPerson|  say ffwhere isthe alien]  add detail ]

his adultPerson| turnToFace (Cthis ancientTempleWall add detail ]
: (this.adultFerson| moveTo Cthis.ancieniTempleWal|  add detail ]
: (this.adultPerson]  move CBACKWARD| , 520  add detail ]

: (this.adultPerson| say Jfithinkis behind]  add detail ]

this.cameral moveTo [ Cthis.alien| getHead|  add detail ]

Procedures

group by category | ¥ direction:
position -
move direction: .77 | amount‘@ ] >
Ris-eamer-move Toward—areet— T — e 7] ] >
moveAwayFrom farget: . amount 5997 ] >
[this.cameral moveTo target ] >
place spatialRelation E[799) , target ] i amount

16: changes the character and takes the
camera with which I will advance it to
the head of the alien

ientation
orie
* (this.camera| turn _ direction: 222 | amounr:@]
55 roll direction:E299) , amount =997) ]
[this.cameral turnToFace target: ]
orientTo target ]

[this.camera orientToUpright]

pointAt arget (299 |

position & orientation

i his.camera moveAndOrientTo farget: ]
moveAndOrientToAGoodVantagePointOf entity:

vehicle

Egﬁlthis.camerg setVehicle vehicle: ]

audio
[ playAudio audioSource: F27%) ]
timing

Eééwdelay duration: {397 ]




myFirstMethod

declare procedure m yFirstM ethod

'do in order

say Sfwhereis the alien]  add detail |

turnToFace (this.ancientTempleWall  add detail |

“this.adultPerson|  moveTo (this.ancientTempleWal|  add detail ]

. (inis.acuttPerson move [BACKWARD, , 520/ add detail |

N "\ = N ~
N : : Setup Scene :‘

S T —

(this.adultPerson|  say Jfi thinkis behind|  add detail \

 (ihis.camerd moveTo ( (thisalien  getHead|  add detail ‘

§ C(this.adultPerson

s.camera move [BACKWARD| , 5235  add detail ]

Procedures

s.alien| say Sfis thinking i donther]  add detail |

group by category | ¥
{ AdultPerson ) 's Editable Procedures (1)

| edit E (this.adultPerson| setAdultPersonResource adultPersi

| Person ) s Editable Procedures (0)
{ Biped ) 's Editable Procedures (0)

say, think

' Gisauipersor)say foxc A | ' 17: return to the human and now

- (this.adultPerson| think  text {297 |

= e it will be necessary to make him
position — =
“(this.adultPerson| move  direction: 299 , amounr:@] Eg_z_vv—l\l{ :éo—zﬁl_ go around the Wa” SO that he
his.adultPerson moveToward target €292) , amount £272 Ei’()qVARD[ STy flnds the allen. SO put move to
this.adultPerson moveAwayFrom target £292| , amount =2 E:B : CKWARd 5 5;01! .
this.adultPerson moveTo farget €299 | ‘ : : E%UI the I'Ight 0.5
. (this.adultPerson place spatialRelation: 222) , target €272 C\l;m e

orientation

- (this.adultPerson| turn direction: ££22%) , amount =299 ]
this.adultPerson| roll direction: ££22%] , amount: =299 ]
this.adultPerson] turnToFace farget 272) ]
this.adultPerson] orientTo target ¢222] | .
(this.adultPerson) orientToUpright |

- (this.adultPerson pointAt target (297] |

position & orientation
[ (this.adultPerson| moveAndOrientTo target © 299 ]

e g
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« » Setup Scene |5

R 5

myFirstMethod
declare procecure m yFirstM ethod

'do in order

‘this.adultPerson|  say Sfwhere is the alien]  add detail |

‘this.adultPerson|  turnToFace (this.ancientTempleWal|  add detail ‘

- (fhis.adultPerson| moveTo (this ancientTempleWal add detail [

this.adultPerson| move [BACKWARD| , 52.0/°  add detail |

fnis.adultPerson| - say Sfithinkis behind]  add detail |

§ C(this.adultPerson

Procedures

group by category | ¥
{ AdultPerson ) ‘s Editable Procedures (1)

. edit | (this.adultPerson) setAdultPersonResource aduitPersi

| Person ) 's Editable Procedures (0)

's Editable Procedures (0)

say, think
- (this.adultPerson) say  text {227 ]
. (this adultPerson think text {299 |

 (this.adultPerson) move direction: £222] , amount: £297) ]

15 aaunPerson Tger ©.7277], ot

=

5

 (this.adultPerson moveAwayFrom farget €222| , amount =2
 (this.adultPerson| moveTo farget €292 J
- (this.adultPerson] place spatialRelation: {222 , target €272 '

orientation
** (this.adultPerson

turn direction: E£299) , amount E979) ]
roll direction: £292] , amount: £922) ]
turnToFace target €229 ]

orientTo target (297 |
orientToUpright ]

pointAt farget (922 |

this.adultPerson

this.adultPerson

is.adultPerson|

is.adultPerson|

is.adultPerson|

position & orientation
- (this.adultPerson| moveAndOrientTo farget ©292) ]

size

‘this.camera moveTo ( Cthis.alien getHead|  add detail ’

s.camera move [BACKWARD| , 5235  add detail |

‘this.alien| say SFis thinking i donther]  add detail |

- (this.adultPerson) move [LEFT) , 505  add detail |

v v.v v

FORWARD
[BACKWARD] >

=00

Sl
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o
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| lﬁ

18: maintenant mettre move forward
4.0 pour faire avancer le personnage
derriere le mur




myFirstWethod

declare procedure M yFirstM ethod

doin order

* (this.adultPersan|

say ffwhereisthe alien]  add detail ]

= (this.adultPerson

turnToFace (this.ancientTemplewall — add detail ]

this.adultPerson

moveTo Cthis ancientTempleWall add detail ]

this adultPerson| move [BACKWARD| , 520/ add detail ]
(this.adultPerson|  say Sfithinkis benind’  add detail ]

§ {this.aduItPerson]

Procedures

group by category | ¥

R (R e P P e e e T e

{ Biped ) 's Editable Procedures (0)

say, think

- (this.adultPerson say text {299 ]

- (this.adultPerson| think text 4979 ]

position

- (this adultPerson| move  direction: =.292| , amount =73 ]
“(this.adultPerson| moveToward target: amount =999

“( this.adultPersonl moveAwayFrom farget: , amounté

“(this.adultPerson| moveTo target: ]

- (this adultPerson| place spatialRelation E.799) | target

orientation
this.adultPerson] turn direction: 299 | amounr:@]

this.adultPerson| turnToFace target ]

(this adultPerson| orien 2
this.adultPerson| orientToUpright ]
this.adultPerson| pointAt farget ]

position & orientation

[ this.adultPerson moveAndOrientTo farget: ]

size

- (this adultPerson] setWidth wicth =229 ]

this.adultPerson| setHeight her’ght‘@ ]

this.adultPerson| setDepth deprh:@

moveTo getHead|  add detail ]
move [BACKWARD) , 235 add detail |

this.alien|  say Jffis thinking i donther]  add detail ]
this.adultPerson| move : add detail ]
this.adultPerson| move CFORWARD] , 4.0  add detail ]

rge

2

o

o

this.ground
>
this.adultPerson 4

this.ancienfTempleWall

>

19: then have the human's head directed to
look at the alien with alien turn to face




- declare procedure My FirstM ethod

¢ (this.adultPerson|  say Sfwhere is the alien’

turnToFace (this.ancientTempleWall

moveTo (this.ancientTempleWall

move [BACKWARD, , 52.0)

say Jfithinkis behind]  add detail J

& this.camera

Procedures

position

group by category |¥

 (this.camera move direction: 222] , amount =222 |

his.camera moveToward target €292, amount =27?] |

(this.camera moveAwayFrom farget 222] , amount £929) |

- (this.cameral moveTo farget ¢292] }

orientation

- (this.cameral turn direction: 22?] , amount: £

|

7 |

=9 |

this.camera turnToFace farget €222 |

o

his.cameral orientToUpright J

 (this.camera pointAt farget €27?] J

position & orientation

 (this.cameral moveAndOrientTo farget €272 |

 (this.camera moveAndOrientToAGoodVantagePointOf entity:

E (this.camera setVehicle venicle: €922 |

audio

Eff - (fhis.cameral playAudio audioSource: 222 J

timing

| (ihis.camera delay duration: =229 |

(this.camerd  moveTo I:"’Z:this.alieri{ getHead‘] add detail ‘

(this.camera] move [BACKWARD] , 5235

" (this.alien say Sfis thinking i dont her}

' (this.adultPerson move [CLEFT)" , 505

 (this.adultPerson move [FORWARD] , 54.0)

this.adultPerson| turnToFace (this alien)

<

this.adultPerson|

(this.ancientTempleWall

20: now to finish choosing the camera and
orienting it towards the human to show on the
paln that the human to find the alien

if you want to take the command say with the
human and type "l found it"




