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HELP

 In case you are blocker or need to see how | do it, there a usb key on the
prof desk in sin class, copy is folder and return the usb as is place so other
can use it(sorry for the quality, | made a mistake and | don’t have fime to fix
it, | hope it will still be use full)

« Some shortcut:

* if you press ctrl and click to move a block it will copy it

« |If when you setup all of the décor and move one just press cirl + Z
* If you want to rotate a piece of the décor you can press cfrl
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LETS CREATE THE PREPARATION



e First launch alice

* Then select amazon in the categorise blank state
e SAve your project

« After saving go to select InitializeEventlisteners
On the fop g E—

seciare proceaure SCeneActivated

myF instMethod




* You can delete the first scene by moving it to the instruction of block N the

bottom-left corner and add you event listener J
« And add 2 Key press listener

myF instMethod

addAsrowKeyPressl istener

addNumberKeyPressl istener
addObjectMoverF o1 '



* Place the exact same numbers and same order of bIocI_< like this:

re pr e KeyPressed

dotogether

X
If you want to go faster you can select a block
[aer

Already place and push you ctrl key (copy) T

|. drop

do in order
do together
do together
countup to

addKeyPressListener add detail

keyPressed

do in order

nt here
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4- LETS ADD A LITTLE MUSIC

 Then select this bu’r’ron:_
‘ this.camera v

 And chose this

« After this manip select block play audio and place it in our second key
pressed

* Import audio from backround music -) suspense




« now that we have prepared our animation, let’s give him a decor because
an animation without decor, it's like a friend passing you an empty drink



« SO now lets setup the decor
» So clic on the button setup scene
» First set the propriety of this: B (1o Properties

Atmosphere Color= | fJeLACK

Above Light Color = CYAN

Below Light Color= [ JJJELUE
Fog Density = =0.0

» Object Markers (0)

> Camera Markers (0)




use snap ™ Snap details

eeeeeeeeeeeeeeeee

this.box ¥

one shots W

‘ ) = v this.box's Properties
] ‘ i i Box ) bOX new | Box
 Make it black and set his size 100 everywere B WL

Opacity = =1.0
Vehicle = [this

Position = (x -699 |y 000 [z 39.12 )

Width:  00.00

Size = Height 00.00



* Make its radius 5
preview: constant: Sphere - DIALOG

value type: | Sphere

name: | TN

initializer: L new < Sphere

¥ initial property values

paint. [ JBLACK

opacity: =1.0

radius: =5.0
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* Inside the menu of the bottom go to search gallery and type cliffwall used
the non mars and set his width to 100 and place it on the outer ring (with the
rotation you want) and repeat the proces create a circle with one side
missing (right picture) if you want you can use canyon spires with a height 87

to create the scene
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« With the side missing create a path with 2 cliff wall on the side and 2 canyon
spires at the end to create a gate like this
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« Move away the torus
« And place down a palm free (cocunt), a cauldron and a CedarTree like this:

-1 F=s
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Place a skadi, a playing card, a queen of heart and a pumking head like this:
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« Go to your gate at the end of your path and place a carp and set hisy
coordonate to 100 (its placement: don't worry, just make sure the fish it is
outside the gate)




« Place a alienhelmet outside the gate with is coordonates at y=20, make its
closer and set is size to 0,01 (so we don’t see him)




_
CODAGE

« Now that we have ready our animation, and the decoration. We may begin
coding the animation.



~ Place it inside the first do in order
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« Click on the edit button and select the camera
« Make it move to this,DIALOG (our sphere)

« Select this and set AtmosphereColor to black

« Set the FogDensity 1o 0,2

« Add this setFromAbovelLightColore black

* Then select this,DIALOG and place This,DIALOG say « message » and add
detail: text style plain, front style serif, bubble position center and duration

« Then copy to have 5 times Dialog say
« To change the text click on it and select custom textString
« Text will be display on the next page



Hello | Aventurer

After you fravel in a creepy canyon valley for
hours your finally comme to a resting place,

where one member of the party cook for
everyone

While eating you remember your flee from the
zero island with a high ranking and his party,
who grab you in is carage, then you also
remember your departure from amarzashido
territory who also finish in fight

What a memory
but this day will be like none other




* Then select this and set the atmosphere color to cyan

* And select this,camera then this,camera place above this,carp

* You should have somethink like this

do in order
doin order
moveTo (this DIALOG
setAtmosphereColor (B
add detail

this
this| setFogDensity

this.DIALOG| say JTHello

What a memn

say JTbutthis day

setAtmosphereColor

this

this.camera place

add detail

add detail

PLAIM| | foniType [CSERIF |, bubblePosition _CEMTER

omme to a resting pl

a high ra

, fontType [SERIF| |, bubble tion CCENTER.

PLAIM |, fontType [SERIF | bubble

ke none other

add detail

add detail

, duration

0.5

, duration =0.5

0.5

on [CENTER

add detail

add detail

, duration =1.0

add detail

PLAIN

, fontType

SERIF

, bubbleP

sition

CENTER

1in fight1

, duration

PLAIN
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« Between do in order and before do toghether
« Add this,camera moveToward this,alienhelmet with a duration of 10
* Add this camera furnToFacethis,canyonSpires(?)




%

Place this,camera move AndOrientToAGoodVantagePointOf this,cauldron
duration 10

Add This,camera moveAwayFrom this,cauldron ; 2
And add this,camera delay 0,5

You should have somethink like this

add detail

this.cameral place CABOVE| |, Cthis.carp

this.camera
thiz.camera
thiz.camera
thiz.camera
this.camera

do together

moveToward Cthis.alienHelmet |

turnToFace Cthis.canyonSpires3

moveAndOrientToAGoodVantagePointOf Cthis.cauldron

moveAwayFrom (this.cauldron |

delay =0.5

10.0

add detail

add detail

add detail

duration =10.0

add detail
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« Select this, then place the following block Inside the do together
« Add this setFogDensity 1o O

« Add this setfromBelowLightColor to black

« Add this setFromAbovelLightColore black

this.cameral’ delay =05
do together
this| setFogDensity =0.0/  add detail

this| setFromAbovelightColor CYAM

this| setFromBelowLightColor [fJBLACK




2]

« Before the next do together
 Select this cauldron and add this,cauldron setHeight 2
« Add this,cauldron setWidth 2

« Select this,skadi and add this,skadi say « You where frue this lunch were
truelly execptional” duration 2

« Select this,pumpkingHead and add this, pumpkingHead say «albsolutely”
duration 1

« Select this,playingCard and add this, playingCard say «enough talking, lets
continue” duration 1

* You should have somethinks like this



this| setFromBelowLightColor [ JBLACK

this.cauldron setHeight =2.0/  add detail
this.cauldron| setWidth =2.0 add detail
this.skadil say JTYou where true this lunch were truelly execptional” |, duration =2.0 add detail

this. pumpkinHead say /absolutelly” | duration =1.0 add detail

this.playingCard say S[enough talking, lets continue®) | duration =1.0 add detail

do together
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* Inside the do together

« Select this,gueenOfHearts and add this,queenOfHearts think « Well im still
hungry » duration 1

* Then select this,gueenOfHearts but go on the and select
this,queenOfHearts getHead and add this,queenOfHearts getHead turn left
i

thiz.playingCard  say J/[enough talking, lets continue” | duration =1.0 add detail

do together

this.queenOfHearts|  think fWell im still hungry? , duration =1.0 add detail

this.queenOfHearts| getHead| turn [ LEFT] , =21.0 add detail




Inside the 3 do together add:

this,gueenOfHearts getHead roll left 0,25

this,gueenOfHearts getHead turn left 0,25

Outside of the do together select this and add this delay 0,25
should have somethink lioke this:

this.queenOfHearts| getHead| turn LLEFT] |, =1.0 add detail

“do together

this.queenOfHearts|  getHead| roll CLEFT] |, 20.25 add detail

this.queenOfHearts| getHead| turm [LEFT] |, =20.25 add detail

this| delay =0.25

do together

24
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* Inside the 4 do tfogether
« Select this,skadi and add this,skadi moveAwayFrom this,queenOfHearts; 10
« Repeat

« Select this,pumkinHead and add this,pumkinHead moveAwayFrom
this,queenOfHearts; 10

« Repeat

« Select this,playingCard and add this,playingCard moveToward
this,pumkingHead; 10

* You should have this:



this 0.25

delay

do together

this.skadi moveAwayFrom (this.queenOfHearts 10.0

this.skadi moveAwayFrom Cthis.queenOfHearts 10.0

this. pumpkinHead moveAwayFrom (this queenOfHearts

this.pumpkinHead

moveAwayFrom

this.queenOfHearts

this.playingCard moveToward (this.pumpkinHead 10.0

add detail
add detail
10.0 add detail
10.0 add detail

add detail




this,camera

this. playingCard| moveToward

doin arder

this.queenOfHearts| getHead

this.queenOfHears! getHead

this.queenOfHearts! getHead

this.queenOfHears!  getHead

doin arder
do together

Inside the do in order

Select this,ueenOfHearts getHead and add this,gueenOfHearts getHead
move AndOrientTo this,playingCard duration 0,25

Copy and chage this,playingCard to this,pumkingHead ; this,skadi and

You should have this:

this pumpkinHead| |

moveAndOrientTo

moveAndQOrientTo

moveAndOrientTo

moveAndOrientTo

10.0

this playingCard

thi

thi

thi

s.pumpkinHead

5.skadi

S.camera

add detail

, duratian

, duration

,duration

, duratian

0.25

0.25

0.25 add detail

0.25 add detail

add detail

add detail

27
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Inside the first do together:

Add this,queenOfHearts getHead move AndOrientTo this
Select this and add this setAtmosphereColor black
Add this setFogDensity |

this.queenOfHearts| getHead| moveAndOrientTo Cthis.cameral | duration =0.25 add detail

do in order
do together

this.queenOfHearts| getHead| moveAndCrientTo Cthis add detail

this| setAtmosphereColor (fBLACK]  add detail

this| setFogDensity =1.0  add detail

do together

countup to =2



 Inside count up to 2:

« Add this setAtmosphereColor white duration 0,25
« Add this setAtmosphereColor black duration 0,25

« After count up to 2 but inth same do fogether add this playAudio undertale-

death-sound-effect from this site:
https://tuna.voicemod.net/sound/ef?2fc860-a097-4d36-a132-f9dblb1681fcé

* If not work come to the sin class i will left a usb with the effect on, copy it on
the computer and after place the usb were you found it

* You should have somethink like this;



https://tuna.voicemod.net/sound/ef9fc860-a097-4d36-a139-f9dbb1681fc6

this.queenOfHearts| getHe: moveAndOrientTo (this.camera | duration 50.25  add detail

dao in order
do together

moveAndOrientTo (this add detail
this] setAtmosphereColor (JlIBLACK]  add detail
this| " setFogDensity =1.0/  add detail

do together

count up to =2

this| setAtmosphereColor WHITE| " |, duration =0.25 add detail

this| setAtmosphereColor [ JBLACK | duration =0.25 add detail

loop

this|" playAudio | new ! AudioSource ) [undertale-death-sound-effect-By-Tuna(1).mp3
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31 (NEARLY THEIR)

« Add after all everythink this setAtmosphereColor white duration 0,25
« Add this setAtmosphereColor black duration 0,25

« Add this setAtmosphereColor red duration 0,25

« Add this setAtmosphereColor black duration 0,25

» Then Select this,camera and add this camera moveTo this,DIALOG
» Select this,DIALOG and add 4 time this,DIALOG say « text »

« Text on the next page



duration
Wasted
Maybe fry to dodge next time
Game over

Try again

this| playAudio [ new{ AudioSource ) Cundertale-death-sound-effect-By-Tuna(1)

setAtmosphereColor WHITE| |, duration =0.25 add detail
setAtmosphereColor (JJBLACK | duration 50.25 add detail
setAtmosphereColor [ RED| |, duration 50.25 add detail
setAtmosphereColor (JJELACK | duration 50.25 add detail
mera moveTo (this.D G add detail
this.DIALOG ted’ |, duration =1.0 add detail
this DIALOG maybe try to dodoge nexttime” | duration =2.0 add detail
this. DIALOG game over] |, duration =1.0 add detail

this.DIA 3 Try again’ , duration =10.0 add detail
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* If the animation inside the canyon is not really working then try to move the
carp or the alienhelmet
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THANK YOU

| hope you enjoyed it
Have a good day



