Tutorial in Alice

Tutorial for program a 3D animation

Fournier Enzo



Choice of floor

Eile| | select Project

Blank Slates

. To achieve the same scene it will
be necessary to hang the snow

° You must select project to open.




* Open "setup scene " to be able

S to place the scenery

Eile Edit Project Run Window Help

=D

 declare procedure My Firstl

|| doin order

| drop statementhere

|
% & Setup SceneJ

@ this.camera A
Procedures

[Agroup by category B;




Adding the background

For the background | have choose
plants to recreate a forest




Inserting a background

* Scatter trees of your choice on
the map




Insertion of the two main characters

For 2 characters main, | have choose
a wolf and a rabbit
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Arrangement of the two characters

[‘ Starting Camera Viewa

Place the two characters so as to be
opposed with each other

* Edit Code




Setting up the camera

g

: : Setup Scene

@ this.camera v

Procedures

I group by category "'

[ this.camera move direction: . amount: 5@ J
[ Cthis camera moveToward target @ amount: 5222) J
f

Cthis camerd moveAwayFrom target € 222)  amount = 222 ]
P 3

OV myFirstMethod

B cecire procedure myFirstMethod

. "
! | doinorder

[ moveToward Cthis bigBadWolf , 5200 add detail ]

The procedure allows you to zoom in
on the wolf



- m The procedure makes it possible to

' dectare procecure My FirstMethod orient the wolf facing the rabbit

L} [ .
! || doin order

[ moveToward this bigBadWoli , 200  add detal
| CihisbigBadWolf| turnToFace add detail |

l : : Setup Scene

¥ cthis.bigBadWolf v

Procedures

[group by category | 'l

[ M {this bigBadWolfl turn direction- , amount: 5@ J
[ Cthis bigBadWoli roll direction: . amount: =777) J
[ Cthis bigBadWolf turnToFace target: @ J




thoughts of the wolf

gL myFirstMethod The procedure allows to display the
| decareproceaue my FiirstMethod thoughts of the wolf

: || doin order

[ moveToward Cthis.bigBadWoifl add detail J
[ fhis bigBadWol| turnToFace acd detail ]
[ his.bigBadWol|  think Jfyum, im hungry) " , duration 520 add detail ]

: : Setup Scene

¥ cthis.bigBadWolf v
Procedures

I group by category Tl
say, think

s bgBowol say text /(779 | )
s bgszavon think exc 779 | l




-} The procedure allows to add a new
pansy to the wolf

79! [doin order
+ o [ Cthis.cameral  moveToward (this.bigBadWolf  , 520.0  add detail J
g

[ Cthis.bigBadWolf * think Jfyum, im hungry! " , duration 2.0  add detail ]
[ {fhis bigBadWolf = turnToFace (ihisbunny | duration 52.0°  add detail ]

Cthis.bigBadWolf * think /1 think | just found my prey’ * , duration S2.0 add detail - J

¥ cthis.bigBadWolf

group by category
BigBadWolf

Biped



g e e 4 e w w w o wE .

- o s
{ h|5 bigBadWoalfl  think , duration E‘@ add detail ]
[ (this_bigBadWolf  turnToFace <(thisbunny , duration E‘@ add detail J

(=m :

[ w o Setup SceneJ [ Cthis bigBadWolfl  think /7l think | just found my prey’ | duration E@ add detail J

el e e J]

= P |

| oo camerd) pointAt Ciisbunm) ! add defail! )
 (scamera delay 10 ]

v

Procedures

The procedures allow to rotate the
camera towards the rabbit and add a
delay of 1s



I : : Setup Scene

I{this.camera] v

Procedures

[group by category |_"]

Eﬁ@;(this_cameré place spaﬁaiRefaﬁon.‘EE, target.'@ ]

| B myFirstMethod

declare procedure MYy FirstM ethod

do in order

[ move Toward , add detail J
think SFyum. fm hungry] Y, duration =2 7| | add detad J
| CihisbigBaowolt - turnToFace (fis bunny , duration =20 agd detai |
think ;Ff’l think | just found my preyj , duration @
[ pointAt Cthis.bunny  add detail J

| Cscome) delay 510

| Cihiscamers)  pointAt (ihis bigBadWoll  add detail |

[ moveAwayFrom , add detail J

add detail

The procedure allows to zoom
out the camera on the wolf



r ) ’ .

¥ cthis.bigBadWolf

Procedures

his.cameral pointAt add detail J
. (fnis.camera) delay =1.0 J

' (this.cameral pointAt <thisbigBadWolf  add detail J

r
L

- {this.cameral moveAwayFrom CthisbigBadWolf , =350  add detail

[-grcup by category |—‘l']

.llrl—\' [ Ilﬁll!"l'al [ EF ] (= ] Er -

' Cihis bigBadWoll© moveToward Cthisbunny . =200 add detail’ |

* The procedure allows to

zoom the camera on the
rabbit



Direction of the camera

* The procedure
redirects the camera
to the rabbit

m pointAt Cthisbunny  add detail J
(this.camera) delay =1.0 ]
m pointAt Cthis bigBadWolf M add detail J
(this.cameral  moveAwayFrom m 5@ add detail J
his.bigBadWolf  moveToward (thisbunny , 520.0  add detail J
m pOIntAt add detail J

‘{this.camera] v

| group by category |—'|']
o L
E move direction.‘ . amount.‘é@ J

=
R=car=
Procedures [
| iscamers
| e opaaiod
.




¥ (this bunny

Procedures

| group by category |—"]

say, think

[ say text /{272 J

. Cihis bunny think text 7{272) |

position

[ move direcﬁon.‘ s amount.‘%@ J

| Cthis.bunnyl moveToward target <222) . amount: = 272) |

[ —

(5 — y

[ thIS cameral moveAwayFrom (this. blgBadWo 5@ add detail J
[ (this.bigBadWolfl - moveToward Cthis.bunny add detail J
[ Gnscamera pointAt iy add gt J

Cthis.bigBadWolf* say 4l will eat you' ' , duration E-@ add detail J

thIS cameral moveToward Cthis bunny add detail J
turnToFace (this.bigBadWolf = add detai J

(hls_bunny} say f[l don't think it's going to happen like that‘jl , duration E'@ add detail

[ ths_bunnﬁ say fE'you will see what | am capable of‘j , duration E'@ add detail J

* The procedure allows
the rabbit to say "I
don't think it's going
like that ” and the
next to say “ you will
see what | am
capable of”



Increase the size of the bunny

turnToFace this bigBadWolf add detail J

say ff‘l don't think it's going to happen like that‘j , duration E'@ add detail

say fﬁ'yuu will see what | am capable Df'j , duration E‘@ add detail J

resize add detai ]
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setPaint [_new{ Calar >§@,, add detail J

* This procedure allows the rabbit
to increase in size

* The second procedure allows to
change the color of the rabbit



. Cihis.bigBadWolfl  say f(how itis possible’ | duration =2.0  add detail ]

say "now i'm going to finish you'| | duration E@

add detail

e Use the wolf procedure which
allows the wolf to say the phase
"How it is possible »

* Then use the rabbit procedure
which allows the rabbit to say
the phase " Now |I'm going to
finish you »



[ move [@ . E@ . duration add detail J
. moveTo CihisbigBadWolf  add detal |

e Use the procedure that allows
the bunny to jump in the air and
then land on the wolf



Last action

HI

* Use the procedure to say

[ (this bunny = say #'lwon!  add detail J won”




myFirsi

declare procedure MY FirstMethod

|| his.bigBadVVolij TRINK /{yum, m hungry) , duration =2
I_a un Ch Of ™ A o [ turnToFace , duration =2
th e p rog ra m [ think .7l think | just found my prey’ | du
[ pointAt add detail ]
l : : Setup SceneJ [ delay E'@ J
| pointAt add detail |
| & Ahic hinDAANAL '] [ im mmmren) . wamua MasauiEram ~ihin MaDAANAR . —AE

e With the “run” button, we can execute the program made above




Good luck

The explanations are finished I
it's up to you to recreate it




