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First, select projet(1) : choose a setting like on
the picture. For example | chose the Lagoon
Floor.

Ps : remember to save every 10 minutes your
project.

Then, click on “Setup Scene”(2) and go to
step 2,

4] Select Project X

‘| Blank Slates

Snow Wonderland

Lagoon Flool Swamp

°Yumut select project to open.

L I
w w Setup Scene




Step 2 : (decors : character)

Browse Gallery By Class Hierarchy

==

All Classes |‘;

Prop classes b Quadruped classes ” Slitherer classes - Swimmer classes

Biped classes b Flyer classes

Sy

-

Transport classes

« For the character one : click on « Biped classes » and choose the
Wolf :

« For the second character click on « Flyer classes » and look for
the chicken :

« For the decor in the step 3 you will have to go to “Prop classes’.

e

new BigBadWolf( )

!§

new Chicken( _ )




Step 3 : (decors)

« The crosses are the buildings to be found in the
“Prop classes” and position them as follows

(It is necessary to change the color of the buildings)




Step 4 : Animation principle

The scenario :

» The principle of the animation is that the wolf chases the hen around the
structure.

» The chicken will start to run to avoid the wolf by furning around the
structure.

» But unfortunately the wolf will end up catching him.

After that go to :

" Editcode




ep 5 : The enfire code

' v
ﬁ | | C d . \_/ myFirstvethad
O e . declare procedure m Y FirstM ethod
do in order
do together
~do together
- move [RIGHT , duration , animationStyle CBEGIN_AND_END_ABRUPTL' add detail ]
tumn ! , duration ar [BEGIN_AND_END_ABRUPTLY]  add detail ]
“. SetuDSceneJ :
— : pointAt , duration . ['BEGIN_AND_END_GENTLY|"  add detail ]
4 v doin arder
e E: say , bubbleOutineCalor [ , duration add detail ]
Procedures

- (thiswoul - say SfRaawwww I, bubbleOutineColor [HlMAGENTA |, duration 51.0°  add detail ]
group by category | ¥ [ dotogether
{ Chicken ) ‘s Editable Procedures (1)’ DR

" sat| s R setChickenR G

{ Fiyer ) 's Editable Procedures (0)

move [BACKWARD| , 5.0/  add detail ]
his.woufl - move ! add detail ]

“do together
say, think move : adacetall |
: move ] adddetail |
do together
postan : move : add defail
(fhis.KFC) move direction. | amount 292
3 thi dd detail
Ciis KFG) moveToward target amount : move d aides
moveAwayFrom target amount ={39%) do together
(ihis.KFC moveTo target : move CRIGHT , 530 add detail ]

place spatialRelation: =.7??) , farget
orientation

Cthis.KFC| turn direction £272) , amount =222

E fhis.wouf - move [FORWARD| , 55.0/  add detail ]

“do together
his.woufl - move [RIGHT] | add detail ]
his wouff  say J['i eatyou ahah”) | bubbleOutlineColor [ SMAGENTA add detail

pointAt target

position & orientation

: moveAndOrientTo farget
size

Cthis.KFC) setWidth wiath- =322
Cthis.KFC) setHeight neight =999]
— = [ o in arder | £ count “foreachin | it | dotogether | eachin _tooether| [ varianle | assion | - ]




Step 6 : Information

File Edit Project Run Window Help

myFirstMethod

dectare procedure My FirstMethod

doinorder [— ——
dotogether
dotogether

 The numbers 2 and 3 represent the
| CWscamerd move CRIGHT |, E100 , dwabon 5100, animationse CBESIN AND_END_AERUPTLY  addsetal |

o
functions :
.
.
_ 2 4 do In Order | tum (LEFY) , 0.2 auraion 5{0.) . snimatonSyte "BEGIN_AND_END_ABRUPTLY  _aoa sstail |
. | & % setup Scens |
pointAt (thiswouf ', duration =0.02 " , animationStyle [BEGIN_AND_END_GENTLY|"  add detail ]

. doin order
- ( —_— v
. say JfHelp 1117, bubbleOutlineColor ., duration S1.0/°  add detail ]
Procedures : say ((RaswwwiIT]  bubbleOutineColor [AGENTA , curetlon 510 scdcetal |
group by category | ¥ ST
{ Scens ) s Editable Procedures (4) move [(BACKWARD] , 550/  add detail ]

(ihis] performCustom Setup

Cihis| initializeEventL isteners.

dd def

[ edit
[ edit
[ edit

do together

3 move [ForwmRD | £50) ssaceal’ |
| move [LEFT | 530 sddoetal |

11 1 ° Cinis| handleActiveChanged isActive: 292) , activatior do together
« The "do together” is used to do 2 el e
. .  (inis| setAtmosphereColor color£772)
actions at the same time.
do together
timi
move [RIGHT , 530 add detail |

(ihis| myFirstMethod [ move [LEFT , 530  add detail ]
1" . n e :
« The "do in order”is used to do the e T w0
move [FORWARD , 50 adddetal |
. . lng
actions in order. |
say Jfi eatyouanan’ , bubbleuttineColor [JIMAGENTA add detail ]

—l @ Jain Pin Group)

* Forthe number 1 go to step 7. —




Step 7 : Choose code for an character

. group by category | ¥
* Click on the arrow to choose the s
character you want to code .

. Cthis.camerd move direction:222) , amount =299) ]
(this.came@] moveToward target: , amounr:@ ]
(this.camerg} moveAwayFrom target: , amounr:@ ]
__(this.camerg] moveTo target: ]

§f§f(this.came@ place spatialRelation: = 999] , target: ]

‘ this.camera v - (this.cameral turn  direction: £297] , amount@]

© (this.camera roll direction: £999| , amount =993 ]

(this.came@] turnToFace target: ]

(this.came@] orientTo target ]

(this.cameral orientToUpright ]

§§§§(this.camer§} pointAt target: ]

* After that, just below you will find all s it |
.I.h e fU n C .I.I O ns .I.O C Od e yo U r & (this.cameral moveAndOrientToAGoodVantagePointOf entity:

C h O rO C Te r : Fhm(tm s.camera setVehicle vehicle: ]

« » Setup Scene

wdio

&;E(this.came@ playAudio audioSource: [992] ]

irming

E;E;(this.came@] delay duration:=227| }




Step 8 : Part of code 1 : Camera

do in order

 dotogether
| dotogether

move [RIGHT] , 510.0/ , duration , animationStyle CBEGIN_AND_END_ABRUPTLY]  add detail ]
turn , 50.128 ", duration , animationStyle [(BEGIN_AND_END_ABRUPTLY]  add detail ]

i pointAt , duration . animationStyle CBEGIN_AND_END_GENTLY|  add detail

« This is the part of the code for the camera.

* In the big function "do in order” we put the function "do together" with inside an other

function “do together” and in this : 2 actions which are the movement of the camera and
the rotation that it will make.




Step 9 : Next

daoin arder

 do together

- | ‘dotogether

M

move [RIGHT , 510.0/ , duration , animationStyle CBEGIN_AND_END_ABRUPTLY]  add detail ]

- Cthis.camera turn CLEFT] , 50125/ , duration 510.0] , animationStyle CBEGIN_AND_END_ABRUPTLY]  add detail ]

pointAt , duration . animationStyle [BEGIN_AND_END_GENTLY]  add detail

Under the second “do together” the "pointAf" action is used to put the
camera on the wolf and is the center of rotation.

Do the same and to add a detail click on "add detail".
(the shares are on the left so don't get confused) ;)




Step 10 : Part of code 2 : Scenario

1 :In this "do in order" there are 2 actions
that serve to make the 2 characters talk :
the first one (chicken) will say "Help" and

the wolf will say "Rawwww".

move , add detail ]

move , add detail ]

move [LEFT) , 53.0 add detail ]
move , 550  add detail ]

move ! add detail ]
move , add detail ]

move [RIGHT , 530  add detail |
move ! add detail ]

:

move , add detail ]

 (thiswouf

say i eatyou anah?  , bubbleOutiineColor [JIMAGENTA  add detail ]




The 5 "do together” will be used to make the
movement of the 2 characters.

Example : The first "do together' consists of 2
actions : the first is that the character (KFC) :
the chicken moves backwards for 5 seconds
and at the same time the wolf moves to the
right.

For the other "do together" it's the same
thing, you just have to change the direction
so that the characters follow each other
characters.

is.KFC| say SHelp " bubbleOutlineCalor [} . duration 51.0°  add detail ]

iswouf say JfRaawwww " | bubbleOutiineColor CJJIMAGENTA | duration 1.0 add detail ]

ogether

move 8 add detail ]

move . add detail ]

g

- Cthis.wou

move [BACKWARD| , 550 add detail ]

ether
ether

0
(]

move . add detail ]

g

this.wouf

move [FORWARD| , 55.0°  add detail ]
move [LEFT] , 53.0° add detail ]

)
3
E .
1:]

 Cihis.wou

move . add detail ]
move ! add detail ]

[=]
K
||
h o
= [
(=]
E.

move X add detail ]

=
=
=]
=

say /i eat you ahah”] |, bubbleQutlineColor [ EMAGENTA add detail ]

)G—&




» Normally if you have followed the tutorial correctly the animation should
work.




