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Creating a Sound in Alice

-We are now going to @

make your character -

actually speak. @ cetphone
[ Jenna
. . [ horse1
-Click on world in the Qmart
. = um jects
object tree. =

waorld's details

-GO to the N | ethods | functions |

p rO p e rt | e S ta b . create new variable

“atmosphereColor =
~ amhientLightColor =

“ambientLightBrightness = 1

-Click on the plus sign next to :“j‘“w;f
“fogDensity = 0.
SO un d S. :fogNearDistance = 1 meter

fogFarDistance = 256 meters

wig L Ised Properties
€D
BPE Maps

E a E S




Naming the Sound

-Click on the record sound
button.
*(Make sure the volume on your
computer is on)
-Type in a name for the sound file.
Call it jennaHello. We are going to
makeplenna say “Hello?” when
she ahswers her phone.

73 edu.

«cs.stagel.alice.autheringtocl.dialeg. SoundRecorder [3m]

Hame: |jennaHello

Duration: 0:00.000

Record

Cancel

world's details

{prupenies methods [ functions

create new variahle

- atmosphereColor =

* ambientLightColor =
“ambientLightBrightness = 1
“foyStyle = no fog

“ fogDensity = 0.1
fﬁéfugﬂear[)is*tance = 1 meter

- fogFarDistance = 256 rmetets

Seldom Used Properties
=] Sounds

import sound

‘ record sound

Texture Maps

[ |»




Recording the Sound

'CIiCk Record, Say "? edu.crmu.cs.staged.alice.authoringtool dialog. 5oundRecorder

“Hello?”, and then Name: jennatiell

click StOp when you Duration: 0:01.515

Stop

are done.

N Cancel

Click play to hear it. If .
yOU dOn’t Iike it, I'pruperties rmethuds rfunctinn5|

record again and click create now variable

k éiéatmuspherecmur =
OK. i

. ambientLightColor | =
'YO ur soun d WI I I “ambientLightBrightness = 1

“fogStyle = nofog

appear On the éiéfugDensity= 0.1
p o pe rt i es pa ne un d er ?é?fugNearDistance = 1 meter

“fogFarDistance = 256 meters

S O U n d S . Seldom Used Properties
=] Soung
b 0:03.850 |

import sound Iz

record sound

4




Editing answercellphone

-Click on Jenna in the object tree.

-Click on methods, and find
answercellphone. Click on edit
Next to that to see the code for
answercellphone.

@ Jenna.answercellphone

Jenna.answercellphone Mo parameters

I!I wul

s camera
(3 ight

Q ground
Q Cellphone
[Ysema
a horse1
@man

(0] Dummy Objects
% original position

B

“hello
angry
“happy
“walk SetWalkTime
“confused

Jidie SetidieTime
“no

“yes

“stand
“ShowAllAnimations

“answercellphffie

create new method




Adding the Sound to your Code

gether

na say hello more...

Seldom Used Properties

=]

“jennaHello g

import sound

record sound

Texture Maps

“Doinorder “Dotogether “IfElse Loop :While “For allinorder :For alltogether | VWait = print | 50/
Drag a Do together into your code above

your Jenna say and then drag the say
method into it.

s BTN UPPE GUIL L TIESLFIGTIUUPEED S ITLFIYTIuEu edi m 1 e WL TEVLHULITS ITILN E...
‘[~ Do together
L Jenna —  say hello — more...

© world — playsound worldjennaHello (0:03.850) — more...

1| “Doinorder ‘Dotogether IfiElse “Loop “While :For allinorder Foralltogether | Wait | print

-

i

Find your sound again in world properties,
and then drag it into the Do together with
your say method.



Changing Duration

Set the duration of your say method so it
matches approximately the length of your sound

file.

-[=|Do together
: Jenna say hello duration =4 seconds more...

world play sound world.jennaHello (0:03.850) more...

“Doinorder ‘Dotogether “IfElse “Loop :While “For allinorder :Foralltogether | Wait ' print 50

Now your character can speak!
Play and try out the sound.



“As Seen By~

e “As Seen By” is a
function that allows
you to rotate an
object around
another object.

e \We will make Jenna
Circle around the
horse.




As Seen By (Continued)

-First, drag a camera set point of view to command to the end
of my first method and set it to original position, so you can see
all your characters again at the end of your animation.

camera"s details world.my first method Vo parameters

|| properties Imethuds functions Mo varishios
o camera move awayfrom EI Loop 2times times show complicated version |

© camera orient to B = Jenna.cartwheel

= camera turnto face

Jenna say | love cartwheels! qraion =2 seconds n

ff Jenna answers her phone and says hello, and then Ma

“Jenna.answercellphone

~ camera set pose T
G . oCcamera turn to face horse more...

* camera stand u =
i L & camera mowve backward 1.5 meters more...
“Matt.RIdeHorse

§§§ camera move at speed : . N o
| Carmera set point of view to horse position more...

camera turn at speed

mera set point of view to  original position mMore...

= oramara | rnll at enead



Now, click on Jenna in the object tree and find her turn

As Seen By (Continued)

method. Drag and drop it at the end of my first method. Tell
her to turn right 1 revolution.

Jenna's details

“’prnperties methods | functions

= Jenna

= Jenna
= Jenna

= Jenna

= Jenna
= Jenna

= Jenna

= Jenna

moune

resize

say
think

play sound

mowve to
mowve toward
move away from

orient to

world.my first method Vo parameters

No varighias

show complicated version

‘ElLoop 2times — times

“’ Jenna.cartwheel

“ Jenna say | love cartwheels!

duration =2 secaonds

more...

i Jenna answers her phone and says hello, and then Matt gets ¢

““Jenna.answercellphone

§§§ camera turn to face horse1 more...

* camera move bhackward

“:Matt.RldeHorse

armount

1/4 revolution
121

- camera set| girection

1 revolution (all the way around)

“ camera set

‘Do in order| Do ta

2 revo

other...

“Loop S While :For allinorder | For

harkward » |



As Seen By (Continued)

Click on more... next to your Jenna turn right command. Select

asSeenBy and then horsel.

L N IRLE P IR R L R Ll ] LR L)L =

§§§ camera turntoface horse1 more...

® <None>

§§§ camera move hackward 1.5 meters more...

the entire world

the entire horse1

frontLeftLeg
frontRightLen
backRightLen
tail

Matt.RldeHorse camera

camera set point of view to  horse position more.. light

- ground

camera set point of view to  original position MOTE  caliphone

Jenna turn right 1 revolution

” ffation » horse
“Doinorder ‘Dotogether ‘IfElse :Loop b

asSeenBy ¥ Dummy Objects

b
b
b
b
b

motith
ner G Wait | print

Now play your animation to see what happens. Jenna

should circle around the horse.



As Seen By (Continued)

e Try Changing the object
after “as seen by” from
the horse to the
camera.

Jenna should disappear
off the right side of your
screen and reappear on
the left side.

In this picture she is
circling off screen,
around the horse.




As Seen By Conclusion

* You can use “as seen by” to have an object
rotate around another object.

e Whichever object you select first will do the
rotating and whichever object you select after
“as seen by” will be rotated around.

e Example: Jenna turn left 1 revolution as seen
by the horse means that Jenna will rotate
around the horse.



Making a Billboard

-We will now show you how to make billboards in
Alice.

-This is a way you can take pictures that you make in
Paint or find on the Internet and use them in your
Alice world.



Getting Started

Go online and find a
picture that you like

In this case it is a stable
scene, taken from
Google Images.

Save thisimage onto  CESEEEES,
your desktop or a folder f==
that is easily accessible.

Ours is saved on the
desktop, as a .jpg



Billboards

ddit Tools Help  Now click on File and

Hew World SeleCt “make a
¥) Open World... billboard.”
E‘ Save World

e World As...




Billboard

e A pop up box will
appear in the middle FFsEs %
of your screen. | . o : —

e Select the .|pg Image ™= 7
from your desk top

e Select “import.”

istyned, do - horsel —  say NEEEEEEEEENGHY — m

188 D capture00.jpeg

%%} File name: {_ [horse-boarding-stable-harn.jpg -) |
irtwh

Files of type: | Image Files (GIF,JPG;TIFEPHGEMP;JPEGTIFF) v Cancel I

turntoface Jenna = more..



Billboard

e This should import a
small picture of your
Jpg Image into your
Alice world (shown
behind the people)




Billboards

 Now click on your

| billboard and stretch it
out so that it is big
enough to be the
background to your
animation.




3-D Text

Lets add some 3-D text to
our world

] hdd =T ext

‘That's all folks!!!!

This can say “That’s all
folks”

Font: Agency FB v” B || I ‘

| OK ” Cancel I

e You can change the font
below in this square.

e Once you have selected |
the font it will appear in
your world.




e Your text should appear
in your world like this.

e You can move it around
using the buttons at the
right.

That S EH FﬂﬁkSFH * Your screen should look

T like this.

.\ il
: ‘ I/..h e, ¥ ." ,_,:"‘f =y

—S— v




Colo

| - [¢ybackLeftleg
- [¢) frontLeftleg
E) frontRightLeg
E) backRightLeg
G tai
E)muuth
[ matt
i) horse-boarding-stablth
5~ |That's all Folksiu
(] Dummyrome

Eiétext = That's all Fg

Scolor| =
111 L5Y]

-:skin texture = <Hone>

opachy™=

“fillingStyle = solid

“ wahirle = world

T A E
i |"I sy “?
- J i "‘__, 1

“ camera move forward

Jenna say |love cartwheels!

4 Jenna answers her phone and
“ Jenna.answercellphone

=] Do together

“ camera turnto face horset

“ camera move backward

“Matt.RldeHorse

ring Your Text

B> |f you want to color your

text you can go to the
properties tab of your
text and change the color

It should automatically
appear on your 3-D text,
in your animation



Animating Your Text

You can animate your text to spin around, and do
things just like any other object in your world, simply
by writing a method. Let’s write a new method to
move the 3-D text in and spin it around.



Animating your Text

That's all Folks!i set isShowing to  true more...
That's all Folks!i move forward A meters more...

:[=/Do together

E| Loop 3Jtimes times show complicated version

That's all Folksit! turn left 1 revolution auration =0.5 seconds sihyle = abrupthy more...

 Write a new class level method that looks like
this.

e Call it “animate.”

 Change the event “when the worlds starts” to call
the “animate” method and try it out!



New Events

e Now lets try a different
event.

Events |create new event

/ N | 7
_ When N |- istyped, do __ horsel —  say NEEEEEEEEEI|GH!

™ e Try creating another
simple event.

= When e ’_5 is clicked on amything , do Mothing

Events
L d SEIeCt ”When the mMmouse Events |create new event
is clicked on something.”

e When the mouse is
clicked on Jenna, Jenna
say “What a beautiful

”

day”.




Wrapping up

e Finally lets add the 3-D
text call to animate to our
World.myfirstmethod.

e \We need to set the
camera back to “Original
Position” and then call

camera ~  setpointofviewto Original Position = more..

 Change the event for “That's all folks.Animate”
“when the world starts” . Add this to th q
back to “myFirstMethod” IS 10 the very en
of your

* Now your entire world world.myfirstmethod.
should play as before

with the 3-D text
animating at the very end



Now vou should have two events in
your animation

e Press “N” and click on
Jenna when your
story plays

e |f you want to learn
more about Events,
see the “Events
Tutorial”.




Congratulations! You now know much of what is
possible in the Alice world. Explore on your own, and
see what new things you can create and do! Feel
free to try our other tutorials to learn more.




