Tutoriel Alice 3

By : POUHIN—LAURENT Maxence



Blank Slates \Stater

Sea Floor

First, you have to open the
software « Alice 3 » and select a
project.

Room

b ® You must select project to open.

Moon

Wonderland

l‘ Cancel |

it




You will appear here

aure sceneActivated

yFirstMethod

Ry this.camera




File Edit Project Run Window Help

declare procedure m yFlrstM ethod

do in order

Click here to et
go on the view

@ this.camera

» Object Markers (0)
» Camera Markers (0)

Now you can start to
place some elements




Try todo
somethng like
this with the
following
menu :

T Layout Scene V



%] Alice 3.5.0 OUT\ETLW\alice.a3p
File Help

By clicking here you can
see what element you
have to place

this|

this.adultPerson ; >
this.anc

File Edit Project Run

(this.alice)
this.castieGate|
Cthis.bat :
this.logwall
this.hillyGoat
this.nordicHouse
this.camera

this.nordicHouse3

this.humvee )
this.plankHouse|
this.Mango
this.stoneBridge,
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this.odin

* this.wychElm

BayLaur

Cthis.thon

this.valkyrie| Castlewall

ZumaRock

position & orientation )
this.castleWall15| moveAndOrientTo target: €7

31115] setWidth width

stieWall15 setHeight hei



Browse Gallery By Class Hierarchy
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Here you can choose all the character —— ' ﬁ # 7
: -

Flyer classes Prop c Quadruped 3 Slitherer 3 Swimmer cl SES Transport

Here you can find all the propstodo
the small city

| All Groups |V

And here, somes groups of item to
help you to find the good one

animals characters household plants scenery vehicles




Browse Gallery By Theme

far east

To find castle element go in
fantasy, and go in the
folder named « castle »
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cauldron castle new BigBadWolf( )




In the « castle » folder you will find all this elements

Browse Gallery By Theme Yq - Browse Gallery By Theme

| AllThemes (VY| | fantasy |¥| | castle |V| new Castlewall( _ )

| AllThemes |¥| | fantasy lV‘ | castle 1V

LY J

new CastleGate( ) new CastleTowerBase( ) new CastleTowerMiddle( ) new CastleTowerTop( ) new CastleWall( _ ) o : ; . :
new CastleWall{ DEFAULT ) new CastleWall{ WALL_WITH_FLAG )

In the schema:

-Black circle = Wall with the
flag

-Blue circle = Wall without
flag

-Red circle - castle gate




| Browse Gallery By Theme

haunted household

new NordicHouse( _ )

Take this tree
and put it af
the middle of

the houses
Place thoses houses like

this with the following
colors

new WychEIm( )

_ Search Gallery

Finally to place the bridge go
in « Search gallery » and type
« stonebridge », then put it
like the plans

NE_STORY )| |:: new NordicHouse( THREE_STORY ) || newNyordicHouse( TWO_STQR

new StoneBridge( )




8|éments and
place them like this, for the
mountain, u cah enlarge them
with this tool

1iandle style
Default | Rotation Move

snap P Snap details




Next step, select this view

'ilwf " Q tp

A %

Now move in the map with this view to
obtain the same field of view

h this.castleWall15 ¥

¥ g this.castleWall15's Properties

wriall | castieWall1s
o 57,1 Paint= T
Opacity= 10

Vehicle =

N

Position = (x 2850 .y
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Size = Height <70

Depth 122
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> » Object Markers (0)
- o i e NN - » Camera Markers (0)
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Browse Gallery By Class Hierarchy
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this.alice ¥

the firstfscreen it's

Opacity =
Vehicle =

this.billyGoat

this.billyGoat's Prope

and the last it's Bl

Paint= WHITE
Opacity= =1.0

Vehicle = [this




moveAndOrientTo targ

setWidth
setHeight
setDepth
resize f:
resizeWidth
resizeHeight

resizeDepth 7

setPaint

setOpacity «

setVehicle vehi

playAudio au

delay

straightenOutJoints

Procedures
| group
Hur
Automohile ) s Editable Pr

s Editable Prox

Move
moveToward targ

moveAwayFrom

orientToUpright
pointAt t:



Now, start the code :

First click here : Then, reproduce this code

X -Iﬂl izeEvent]

addSceneActivationListener

MitializeEventListeners £ eclare = sceneActivated
1 order

this/ myFirstMethod

this| add SceneActivationListener

declare procedure sceneActivated
do in order

this) myFirstMethod

this| addSceneActivationListener

e sceneActivated
this| addSceneActivationListener in order

th playAudio [ new




After this, click here
and reproduce the
same code

initializeEventListeners

do in order
o together

meral move FORWARD| |, =10.0/ , duration =5.0 add detail

meral move [RIGHT| 0, duration =5.0 add detail

meral moveTo Cthis adultPerson| | duration =0.0 add detail
do together

pointAt Cthisthor | duration =1.0 add detail
say JTMIAQUUUUUT | duration =2. add detail
resize =2.0| , duration 52.0 add detail
turn [CLEFT] |, =1.0/ , duration =2.0 add detail

playAudio [ new ( AudioSource

setPaint (jffjBLA . duration

orientTo Cthisthor  add detail
say SAHAHHHHH I'm ed’] add detail
this thor move [[FORWARD| |, 31.0 add detail
do together

th meral  pointAt Cthis.humvee! | duration =1.0 add detail

thisthor turnToFace Cthis.humvee add detail

this.thor moveAwayFrom (this.Mango| , 510.0/ , duration 52.0 add detail

this.thor setOpacity =0.0 add detail
do together
this.humvee/  playAudio [ new( AudioSource )[rec 1 supra.
do in order

this.humvee|  pointAt yGoat |, duration =1.0 add detail

hurmvee|  moveTo , duration =3. add detail

do in order
delay =2.

moveTo e, duration =0.0 add detail

pointAt at , duration =0.0 add detail

volume: =1.01 |, startTime:

0.0




WELL PLZ(]/{/ED, YOU FINISHED
THIS TUTO
/Your short film is now finished and ready to be

seen |

I hope it helped you ! ©



