Tutorial to make

an animation on
Alice




The Alice App

- Alice is an innovative block-based programming software that
makes it easy to create animations, build interactive stories, or
program simple 3D games.



My program on
Alice

This is my program

“this| addSceneActivationListener

declare procedure ScehneActivated

do in order

[ setOpacity =0.0  add detail ]

move [FORWARD| , 5100 , animationStyle CBEGIN_AND_END_GENTLY| |, duration 5100  add detail

i turn , add detail ]

turn , , animationStyle [ BEGIN_AND_END_GENTLY|  add detail ]

turnToFace , duration add detail

this.loki turnToFace add detail ]

moveTo . duration . animationStyle [BEGIN_AND_END_GENTLY| , pathStyle ]
setFogDensity . animationStyle [:ELEGIN_AND_END_GENTL\f] add detail

pointAt add detail |
setOpacity 0.0 add detail ]
- (tnis.thor

this.thof  turnToFace add detail ]

this.thol  moveTo , duration , animationStyle CBEGIN_AND_END_ABRUPTLY] , pathStyle CBEE_LIN ]




1.

Explanation

After creating your world, you can move on to animating your
characters and your environment.

To create a new animation you just have to click on the "file"
button at the top left and choose on which base you want to start.
(several sounds available, | personally choose earth. | recommend
this base for my tutorial).

Attention each of the available actions will be available on the left
side of your screen.

Attention to animate a character or modify the environment you
will have to select the object in question.



Explanation block by block

" this| addSceneActivationListener

* Here we start by selecting the character and
giving it an opacity of zero,
e |tisthen invisible on the screen,

« This block designates the sky which is in
normal mode. It is blue without
obstruction




Explanation block by block

O -

In this block we ask the Loki characters
to say "hello”,

o e e ¢ [he characteris on a pontoon,
« We ask the Loki characters to move towards the
coconut for a duration of 6 seconds by starting

gently and ending their movement gently by
going straight



Explanation block by block

CBEGIN_AND_END_GENTLY _ add detail ] * Here we set an opacity in the sky, a fog
with a density of 0,3 which arrives in a

subtle way.

(this| setFogDensity 0.3, animationStyle

| setOpacity 0.4 add detail - * Here we ask for a previously invisible ghost
to appear with an opacity of 0.4.




Explanation block by block

* In this block we ask the ghosts to move into a
floating pose.

(ks ghosi move [FORWARD) , 10, animatonStle [BEGIN_AND_END_GENTLY , duration =109 add detal e Then he is asked to move forward for a

period of 10 seconds, starting slowly and
ending his trajectory slowly.



Explanation block by block

 Chis ghosi setOpacity 500" _ add detail  After its displacement we ask the ghost to
disappear again giving it an opacity of zero.

 (ihisioki turn (LEFT), 5025 adddetail | | « Then we ask the Loki characters to turn right
for a duration of 0.25 seconds. It will stop after
the action.



Explanation block by block

" turn [RIGHT)" , 50.5 ", animationStyle [BEGIN_AND_END_GENTLY|'  add detail

* turnToFace (this.coniferTree2) , duration 1.0  add detail

« Then we ask the character to turn right
again for 0.5 seconds starting at the
action slowly and ending it slowly. It
will stop after the action.

Finally we ask the characters to orient
themselves towards the tree number 2 in 1
second for a fast movement. (His gaze is
directed towards the place where the ghost
appeared).



Explanation block by block

~ (hisloki tumToFace Cinis)  add detail * In this block we ask the Loki characters
to orient his head towards the sky.

 (histhor " moveTo (ihis.coconut?] ', duration 6.0/ , animationStyle (BEGIN_AND_END_GENTLY,  , pathStle [BEE_LINE "

We ask Thor characters to
move towards coconut
number 2 for a duration of 6
seconds in a slow way and
ending their action in a slow
way. It performs its action in
a straight line.



Explanation block by block

 (inis)' setFogDensity 0.0 ", animationStyle [BEGIN_AND_END_GENTLY)  add detail

We remove the fog present in the sky by
putting a density of 0. The fog disappears in
a subtle way.

In this block if we ask the Thor characters to orient
themselves towards the pontoon where the Loki
character is.



Explanation block by block

' setOpaciy S0 _agadeta | | « Then we set the character of Loki to an opacity of
zero. This causes it to disappear.

_ Chisho " tumToFace Chis.coconutd ' _ add deail' | « There we ask the characters of Thor to turn

towards the coconut number 3. (This is not
displayed but it turns slowly).



Explanation block by block

 Finally to end the animation we ask the characters of
Thor to move towards the pot number 3 in a period of
one second and by doing this action in a brutal way
and he performs this action in a straight line. Doing
this gives him the impression of running fast.



(this addSceneActivationListener

The final result e ——

(i myFirstMethod

(this.loki* say Sfhello}’  add detail

(this.loki* moveTo (this.coconut " , duration 6.0/ , animationStyle [BEGIN_AND_END_GENTLY| " , pathStyle [ BEE_LINE| "
(this setFogDensity 50.3 , animationStyle [BEGIN_AND_END_GENTLY|"  add detail

(this.ghost' setOpacity =0.4/  add detail

(this.ghost  floatingPose

(this.ghost move [FORWARD ', 510.0 " , animationStyle [BEGIN_AND_END_GENTLY| " , duration 510.0  add detail

. After following the entire tutorial, we get this code mEl . R
: : : (thisoki* turn CLEFT" , 50.25" add detail "
WhICh IS the flnal COde. (thisloki  turn CRIGHT) ", 508" , animationStyle [BEGIN_AND_END_GENTLY) '  add detail
Cthis.loki* turnToFace Cthis.coniferTree2 ', duration 51.0/  add detail
- It will allow you to get the same animation as me e o) BURTERRS i ot

(fhishor moveTo (ihis coconut2 ', duraion 6.0, animatonSbe [ BEGIN_AND_END_GENTLY)  , pathStle [BEE_LINE)
(this| setFogDensity =0.0 , animationStyle [ BEGIN_AND_END_GENTLY,  add detail

(this.thof  pointAt (this.docks)  add detail

(this.loki = setOpacity 0.0 add detail

(thisthori* turnToFace Cthis.coconutd ™  add detail

(fhs hoj ' moveTo Ciis coconut3 , uration 510/, animatonSble [BEGIN_AND_END_ABRUPTLY) , painStfle [BEE_LINE)




The result in video



Thank you tor following this tutorial to
the end.



