HOW TO MAKE A SHORT
MOVIEWITH ALICE

BRUGNOT




HOW WORK ALICE

* Alice is a simple software to make 3d animation with programation

* You have a lot of posibility to make your own movie

* You can custom a lot of part of the setting, the character and the objet




LET’S START THE ANIMATION:
1ST STEP

| £ Select Project

Blank Slates

SeaFloor

Wonderland Sea Surface

o You must select project to open.

When you start alice your
going to see this screen.You
can choose your landscape.

In this tutorial were gonna
choose the moon



We can see screen. It’s useful to programmed your movie but we don’t have anythings to
move so were gonna add some object to the stage

[£] Alice3.5.0 * - X

myFirstMethod i

 dectare procedurem yFirstM ethod
|{do in order Z

drop statement here

Click here
on alice

& (this. marsOutpostBunker|

Procedures

group by category v

"MarsOutpostBunker ) 's Editable £ (0

_Flm_p ) 's Editable Procedures (0)

say, think

L
{

position
(this.marsOutpostBunkeri move direction: /2

30y 79 |
‘this.marsOutpostBunker think {222] |

amount 522

(this. marsOutpostBunker moveToward farget:

. amouni

E (this.marsO AwayFrom target €222 , amc

his.marsOutpostElunkEﬂ moveTo target:

i place spatialRelation: £222) , target

his.marsOutpostBunker orientToUpright |
this.marsOutpostBunkerf pointAt target ¢299) ]

position &
| Cinis.marsOutpostBunker moveAndOrientTo target ¢

marsOulpostBunker setWidth widtn: 5773 |

“this.marsO r setHeight height =2772]

this.marsOutpostBun|

| [ doin order:{ { coun(_:\ while_j[[' for eachin _ | ] if_} [ dntogelher]{ eachin_togelher} [ variable.u:\{ assign'\ { /Icomment:[

08:29

21/09/2021



We can this the stage but it’s avoid
So were gonna add some objet

& Alice 350P;

ethv.bak\auto20210921_084655.bak\save20210921_090226.a3p *

File Eot Project Ry w Help

undo |

e

ey sl gl =]

" Detauit Rotation Move Resize
| use snap P Snap details

§ (this.alien3 v

R Starting Camera View ¥

| one shots ¥

| aien ) allend = new Aen)|
Palnt= | WHITE

Opacity= 1.0

Vehicle = i</

‘Position = (x 2190 Ly 000 L& 2770 )
Wian'| 057 [

- » Camera Markers (0)

Browse Gabery By Class Hierarchy
Al Classes [V

Fy

With this you can add a lot of characte
objet, vehicle.

Edo Eoq Project Run Yoncow Help

unto | ¥

Oetaut Rotaton 11v2
L use snap > Snap details

@B this circusTrampoline

cae shots ¥
this.circus’ 's Propet

Opacity= 10
Vehicle = | 1=
L Position= {x <15 1y 000 L2 2670 )

Wam 195
. @ =
o
| showdoints:

In this tutorial were gonna place two alien, two building




MOVE THE OBJET TO MAKE A MOON BASE

- _ —— To move the object we use

Default Rotation Move Resize

| use snap P Snap details

= { @ﬁihis.marsOutpostQ\ We select What we

" | oneshots ¥
R m this.marsOutpostCompour Want to mve h ere

\ MarsOutpostCompound ) marsoutpostl
i Paint= (| WHITE|

Opacity = =10

Vehicle = [ this|

|Position = (x 13.30 % 0.00 L2 47.00 )

Width: 25.54

Size = Height 532

Reset

Lealesd

Depth: 33.72

~ | show Joints: |_|
> Object Markers (0)
'» Camera Markers (0)




Let’s make somethings looking like this

|2/ Alice 3.5.0 P:\Documents\SIN\etlv.bak\auto20210921_084655.bak\save20210921_090226.a3p *
File Edit Project Run Window Help

Undo

handie style: g‘ g‘ g“ g‘
| Default |Rotation Move Resize
| use snap P Snap details

| & this.alien3 v,

- o EH

:V § this.alien3's Properties
{niien ) aliend ! {new ( Alien )|

Paint= [{ WHITE|

Position = (x 21.90 ¥ 000 ,z 27.70 )

Width:  0.57 | =

=
Size = Height 1.44 TX‘ Reset
Depth: 058 | -

Show Joints: |_|

;> Object Markers (0)
> Camera Markers (0)

Browse Gallery By Class Hierarchy

All Classes |V

Biped classes Flyer classes Prop classes

Quadruped classes

Slitherer classes

Rejoindre le
groupe PIN




Let’s start the programation but first im gonna explain the command and how the software work

You can choose

the character
i

you want to/
Procedures

program

. "Alien ) 's Editable Procedures (0}
'Biped ) ‘s Editable Procedures (0)

say, think

s tend say
s e think

Here is were sstion
 (this.alien2 move direction: 292) , amount £727) }
are the block to

(

group by category | ¥

: (this alien2) moveToward target , amouﬂf'%@
make your

2 moveAwayFrom farget , amount £799)
program.

* (this.alien2 moveTo farget ]

. (this alien2! place spatialRelation' 292 , target
They are filed by
category

 (ihis.aliend| turn direction: =993 , amount =99
3 roll direction
* (ihis.alien2 turnToFace target

orientTo target
: (this alien2| orientToUpright

# (this alien2) pointAt target
sosition & orientation

“ (fhis.alien2 moveAndOrientTo farget ]

size

* (this.alien2 setWidth width: =292)
~ (this.alien2| setHeight reignt =/277)
; setDepth depth: 227

myFirstvethad

declare procedure m YFirstM ethod

do in order
| Gnisallend) think swnatis thar?  add detail |

{ (this.alienZ]  think {You know whatis us for 7 add detail ]

Here is the area where your gonna put
your code the make the animation
When your gonna click on run button
The program is going to run

or do together



TO BEGIN THE SCENE | MOVE THE TWO
CHARACTER FORWARD

We can see the block
« do together »

Here i choose the direction

of the movement and the Here the duration

To make the two alien distance of the movement
move in the same time

\.;:fdntu ether
| had two B -

different  — (this.alien? move [FORWARD| , 5.0 , duration , animationStyle [BEGIN_AND_END_GENTLY]  add detail ]
block in the

___—» (this.aliend’ move [FORWARD , 59.0 , duration 4.0/ , animationStyle [BEGIN_AND_END_GENTLY|"  add detail ]

do together.
one by alien




NOW | START A DIALOG BETWEEN THE ALIEN

We can see a lot of block

The scene is going to run in the We can custom the text in
order of the block the speech bubble
We use this block to make a speech bubble this.alienZ]” think ffWhat is that 71" , duration EEIJ add detail |
| use this block to turn the alien 2 in front of alien 3 :@ turnToFace this-alienﬂ] add detail ]
| had an other speech bubble but to talk . (this.alien2]’ say 4TYou know whatis us for 77 | duration 52,0/  add detail }

=

| use this block to turn the alien 3 in front of alien 2 | (this.alien turnToFace (this.alien?  add detail J

this.aliend” say .1 don't know. we have to look whatis it , duration 3.0  add detail ]

this.alien2] say JTOK7] |, duration 51.0  add detail ]




RESULT:THE CHARACTERS HAD A DIALOGUE

%] Run — 5 % e
EJ speed: 1x Q) restart _E —

LLJ speed: 1xQ

=t

g
e

restart e b




MAKE A ANOTHER MOVEMENT

Had again a do together dotogether
- : - (this.alien2 turnToFace C(this.circusTrampoline  add detail |
We turn the alien in front of ; :

the trampoline and had a delay Cthis.alien2” turnToFace (this.circusTrampoline  add detail |

of 2 second

$
t\
| (this.aliend = delay 2.0

; Cthis.alien3  delay 52.0

e e e e —————— > ————— —— - - -

g‘;idotqgether
| (this.alien3 moveToward (this.circusTrampolinel , 56.5  add detail |

Move the alien to the trampoline in 605 second

Rl T ettt

‘this.alien2  moveToward (this.circusTrampolingl , 56.5  add detail ]




| make a block for the alien go on the
trampoline

| had a loop to make the alien jump on
the trampoline ( you can custom th
duration to make something funny or
realistic




MAKE THE ALIEN 3 GO ON THE TAMPOLINE AND
THE ALIEN 2 GO DOWN OF

The first alien go down of is place and G — — :
.~ (this.alien3 say /Tiwanttotry MOVE!T  add detail

the second go on the trampoline

- do together

| move the alien down . | (this.alien2  move [DOWN ', 505 adddetail |

and forward of is position z tﬁ@%lfen—z R IFoﬁwﬁb I -jo 2dd detail ‘

In the same time i move | (thisalien3 move [UP , “05  add detall

the alien 3 up and I e
forward R

(this.alien3’ move [ FORWARD ', 520  add detall ’




TH JUMP OF THE ALIEN 3

_ (this.alien2 turnToFace (this.circusTrampolingl  add detail | | turn the alien 2 in the direction of the trampoline

. Fopnt upia =3 | make an another loop to make the alien jump

(this.alien3  move [UP , 520 adddetail’ |

(this.alien3 ' move [DOWN , 520  add detail |

loop :
- (ihis.aliend say Jfitsveryfunny!  add detail | | Finish the animation with the alien make a very

e 2 o Sl rre e fast big jump
= Lthis.allen3]” say jTokaylastone’  adddetail |

~ (this.alien3 move [UP|' , 510.0 , duration 50.5  add detail




NOW MAKE SIMPLE MOVEMENT FOR THE ALIEN

°% ( this.alien2| getLeftShoulder | ¥

We go here to select what
memebers we want to
move here is the shoulders

Procedures

[grnup by categary ‘l’]

position
[ ((his.alien2 getLefiShoulder| move direction: £292) , amount: £

;(:Cihis.alien.?]getLeﬂShnuIder moveToward target:, aimot

)
)
;(:Cthis.alien.?]getLeﬂShnuIder] moveAwayFrom target ©79%] , a
)
)

((tnis.alien2| getLeftShoulder| moveTo target: ]

;(:Cihis.alien.?] getleftShoulder | place spatialRelation: 992 , targe

[
[
[
f

© dotogether
© [countupto =2

( (this.alien?  getRightShoulder|  turn , add detail ] | turn the arm of the alien to make

ey

[ ( (his.alien?  getRightShoulder|  turn . 50125 add detai ] something like in the real life
oop | | I make a do together to make the two
countupto 52 | arme move in the same time and i put a
. [ ( gefLeftShoulder|  turn . 50125 add detai ] loop to make the movement

[(: getLeftshoulder|  turn CLEFT] , S0.128/  add detai ]




| HAD THE MOVEMENT INSTRUCTION IN THE
PROGRAM FOR THE MOVEMENT OF WALK

do in order
o together

move [FORWARD , 5.0 , duration 54.0 , animationStyle CBEGIN_AND_END_GENTLY|  add detail ] ,
—= It’s looking like that:

t(;ilg —— e | had the instrucion in the first do together to

( (his.alien?  getRightShoulder|  turn , 50125 add detail ] make the movement jUSt for thls movement
— B because the duration of the walk isn’t the
countup to

( his.aliend  getlefShoulder|  turn , 50125 add detail ] same for a.”

<

loop-

(ihis.alien2  gefLefiShoulder| turn (LEFT , 50.125  add detai ]

| make two program for the two alien

move [FORWARD| , 9.0 , duration 540 , animationStyle CBEGIN_AND_END_GENTLY]  add detail
do together

count up to E@

fhis.aliend  gelRightShoulder|  tum [LEFT , S0.125  add detail ]
fhis.aliend  getRightShoulder|  tum [RIGHT , S0.125/  add detail ]

T

loop
count up to E@

- ((fhisalien3  getLeftShoulder| turn [LEFT| , 50125 add detai ]
- ((this.alien3 getLefiShoulder|  turn [RIGHT , 50.125  add detai ]

E (this aliend think SfWhatis that 7, duration 2.0  add detail ]
| Chisalen? tumToFace (thisaliend addcetal |

(this.alien2 say STou know whatis us for 74 | duration add detail




THE OTHER MOVEMENT

[ turnToFace add detail
delay 20| Do the same thing for the movement to go in front

daelay 20| of the trampoline

moveToward (this circusTrampoling] , duration add detail ]
together

untupto 52|

(this.aliend  getRightShoulder|  turn : add detail 3 . . .
e i In alice you can’t make a copy paste but with right click
: <Qh|s.al|en3} getR|ghtSh0uIder] turn ! add detail ]

oop you can copy to the clipboard and at the up right you can

=2 h
 (Cihisaliend getlefiShoulder|  turn [LEFT]', 50.125 add detail ] see this
( (this.aliend  getLefiShoulder|  turn CRIGHT) , 50125  add detail ] — .o

After make slide what
you COpy in your
programm

moveToward ! , duration add detail

p—

( Cihis.alien?  getRightShoulder| turn CRIGHT| , 50125 add detail ]

( Gihis.alien?  getRightShoulder| turn CLEFT| , 50.125  add detail ]

untup to E@
~ (Cnisalien2] getLeftShoulder|  tum CRIGHT , 50.125  add detail ]

( (this.alien?  getLefishoulder|  turn CLEFT] , 50125 add detail ]

: think /it dontlook dangerousi’  add detail ]
" do together

1* move [UF add detail




THE RESULT

|£| Run - O X

P | speed: 1x(Q)

| restart || B
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