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1. Open ALICE and Configuration

» Open ALICE and create a new
project. After this, choose
the moon world.
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1. Open ALICE and Configuration

 When you create the project, *
you’ll see this page.

myFirstvethod

deslars pracsdure M yFirstM ethod

« Go to Setup scene to start
create our scene and put up
some props.

: goinorder| | count | while _ |l foreachin _ _ | | dotogsther | eachin _together| | variable



. Import object in the scene

Camera View

< & &
handle style: = =2 ¥
Defaut Rotation Move Resize

use snap » Snap details

‘ this.camera ¥

one shots ¥

v ‘ this.camera's Properties
amera | camera new  SCamera

Vehicle = [ hs

Position = (x ¢ ¥ 1 z

» Object Markers (0)

» Camera Markers (0)

southwest wonderland



. Import object in the scene

rting Camera View ¥

handle style: ==
De Rotaton Move Resze

use snap > Snap details
‘ @ this.camera ¥
= — = e i — P = == ‘7 Y ‘!his.camem's Properties
—— —— 1 — — = . = amera | camera new amera

= Vehicle =

Position= (x 000 |y z

- s » Object Markers (0)

» Camera Markers (0)




2. Import object in the scene

Bk Starting Camera Vi

handie style

& this.marsOutpostCon

e shots ¥

A _2—> this.marsOutpostCompound

i - marsOutpostCc
Paint =
Opacity = 1 ¢
Vehicle = this

Position = (x 1

Width.

N

Size = Height Reset

Depth

= " EgiCode ||  Show Joints:

Browse Gallery By Theme

™




* Rotation Mave Resze

Depth

handle style
use snap ® Snap details
»‘this.boulder ¥
this.boulder’'s Properties
Vehicle =
Show Joints:
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Browse Gallery By Theme

3. Animate the scene and
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3. Animate the scene and




3. Animate the scene and




3. Animate the scene and

» Choose the uFO object on the
left window and on the
procedures window, drag and
drop the “this uFO move
direction...” block.

» AfterWards, choose “down”
and “20” block.
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3. Animate the scene and

» Repeat like the previous
page. But this one, go choose
the Alien and drag the “this
alien resize...” block and set
the value to 10.0.

do in order
~ Cinis  myFirstMethod

;i;idc together
| (thisuFQ move [DOWN , =200

- Chisalien resize 5100  add detai

add detail

}

]
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3. Animate the scene and

« Then, Repeat it for all of —_— —
Cthis.alien  resize =10.( add detail
these on the screenshot. —
Chis.alien) move CFORWARD , 5200 add detail |

{this.alier]” move [UP ', =2.0  add detail ]

J

(this camera  move RIGHT , 5100 add detail |

o 7

Lthis.camer-a] pointAt Lthis.hippo;j add detail

et ul st

amerg  pointAt Cthisalienl  add detail

Lthrj,camer@ move DDWI‘-] 5:1__@ add detail

Rl L oL

{ S,r.arruer-ﬂ moveAndOrientTo th\sa,l'noij add detail l

you want to fighting meﬂ add detail
(this.camera  moveAndOrientTo Cthis.alier]  add detail

‘-_tr'ns,camera] move @ : 5;3:5“ add detail

ees=bge Ll

1 5_c-amer3] move LEFﬂ @ add detail

Cthis.hippo2 - say F'YES 1) add detail ]

4

Cthis alien)  move [FORWARD , ©8.0  add detail
Cthis.alien  turn CLEFT) |, 50.25  add detail

- .

Cthis.hippo2l  turn CLEFT] |, 50.28  add detail ]

Lthis -alier] say /| o itﬂ add detail ]

(this.hippo2) . say f'sure’l  add detail
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« When you finished, if you
want to watch the preview of
your game, go to the “Run”
button at the top right of
your screen.

4. Preview of the game

group by category (¥

IS UFU) MOVEAWRYFFOM [argel  #¢2, , amount

moveTo target 777

place spatiaiRelaton 979) , target <777

this uFO turn direction 272 , amount =727
thes uF Ol roll direction B.222) | amount: =297
this uF Ol turnToFace farge
this uFO orlentTo farget. ©
this uFO orientToUpright

PointAt rarget

position & onentation
his UFO moveAndOrientTo  target. <227

this uFOl setWidth with- =279
setHeight neght =777
this uFO setDepth depth =777

ameral
this.camera

this camera

this alier}
this camera

do together

initializeEventListeners £3

move VN, 5200  add detal

resize ~100  add detail

move _FORWARD |, =200  add detad
move "UP 20  add detail

3’ move [RIGHT ', 5100  add detai

pointAt (ihis hipod '  add detad

pointAt Cihisalier  add detail

move [DOWN ', =10 add detad

moveAndOrientTo (ihishppo?  add detail
say /7do you want to fighting me} *  add detail

moveAndOrientTo (thisaien  add detail

this camera ' move [ UP add detail

this camera © move [ LEFT ', 520  add detail

this hippo?

his hippo?
iien

ippo2

do in order| | count

say /YESI'  add detail

80 add detai
turn CLEFT |, 5025 add detad
turn [LEFT , 5025 adddetal
say etsdotd  add detai

say SFsue’  20d detail

Add Event Listener ¥

while _ | for eachin _ dotogether | eachin _ together | | variable

assign
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4. Preview of the game

hen, a window like this will

% on your screen. This is
he preview of the cinematic

you’ve created. P
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£ this.uFO

7

O orientTo farget <777

O orient ToUpright
IntAt farget <277

| position & onentation
itus 1O moveAndOrientTo farger

initializeEventListeners &3

move (DOWN ' , 5200

resize “100  add detail

add detail

Gotogether |_each in _ together

variable

assign




CONGRATULATION




