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Introduction

Welcome to Part 4 of the Princess & Dragon tutorial. In Part 3 we covered
how to create an event to change camera views as well as introduced you to
functions.

Part 1: Objects
Part 2: Methods & Properties

Part 3: Cameras & Events

Part 4: Billboards, Sound, & 3D-Text

In Part 4 we’ll add more events, tying them to ‘special effects’ in Alice to
make the animation more realistic.

This will cover billboards, sound, and 3D-text.



Step 1: Fire Object

The first thing we want to do is have the
dragon roar and breathe fire. We’ll do this
by reviewing some of the techniques from
parts one through three as well as
introduce a new type of event and show
you how to integrate sound into your Alice
: worlds.

on your computer !

Click on Add Objects to access the gallery. Find
the Special Effects folder in the Local Gallery.

Find the Fire object and add an instance of it to
the world.



Step 1: Positioning the Fire

Use the positioning tools to move the fire to the mouth
of the dragon.

from the top

You will need to use
quad view to turn
and rotate the fire
so that the base is
at the mouth of the

dragon.

from the right from the fi@nt

Click on done to exit
add objects mode.



Step 1: isShowing Property

fire's details

properties fmethods [ functions

create new variable

capture pose

“color = <

;opacity = 0.6 (60%) —

vehicle = d - - - i
BAL 12908 Under the properties of the fire, set the vehicle property

skin texture = firetexture - to the dragon. Remember, this will glue the fire to the

fillingStyle = solid — dragon.

Another property that is useful is the isShowing property.
Like the name suggests, by setting isShowing to false,
~isShowing = false you can make objects disappear. To make them

reappear, set isShowing to true.

pointOfView = position: 0.06, 3

Set the isShowing property of the fire to false.



Step 1: New Method

We will create a new method called dragonFire to put in our code.

Click on world in the object tree.

world's details

Click on create new method under the methods tab
and name the method dragonFire.

properties [methods [ functions

“my first method | edit

7 i di : :
zcapturePrincess ) | == @ world.my first method | @ world.dragonFire

“knightRescue | edit

- world.dragonFire No parameters
~dragonFire

create new method

No variables

(Do Nothing

I M ™ New Method I

Name: §gragonFire|

dragonfFire is a world method because it will use the fire
and also sound from the world. Since these objects are
different in the object tree, it must be a worldMethod.




fire's details

Step 1: isShowing & Wait

Click on fire in the object tree.

methods [ fund  The first thing we will animate is making the fire appear and

“color =
~opacity

“vehicle

~skin texture = fire.textur

then disappear.

= 0.6 (60%) Drag the isShowing property into the code and set it to true.

= dragon Put in a Wait command and select 1 second. This will simply
make the code do nothing for a second.

Drag in another isShowing property and set it to false. Set the

fillingStyle = solid duration of the isShowing lines to 0 seconds.

;époimOfView = position:

_isShowing|= false p¥oiparametcrs create new parameter

No variables

create new variable

~ fire set isShowing to true — duration = 0 seconds — more...

~ Wait 1 second

~ fire

set isShowing to false dur

Do in order Do together If/Else Loop ~While Forallin order Forall togeth




Step 1: When Key is Pressed Event

|create new event ;;éworld.dragonFire To make this code run we will
When the world starts my first method create a new event that runs
When a key Is typed dragon » | code when a key is typed
When the mouse is clicked on something capturePrincess :
L LNE R knight » | Select create new event in
When a variable changes knightRescue )
Let the mouse move <objects> fire > the event editor. Select When
Let the arrow keys move <subject> dragonFire a key is typed.
Let the mouse move the camera
Lot e el S ot In the first blank, select Letter and then F. In

the second blank select dragonFire.

= world

You will notice that there
When the world starts, do ;;éworld.my first method is a new event in the
events editor under fire:
When the world starts,

,

When ’}3 is clicked on knight , do fﬁworld.knightRescue

* When F |~ istyped, do = world.dragonFire do fire.spin like crazy.
- Some objects come with
= fire built in events; in this

case this method helps

When the world starts, do égﬁfire.spin like crazy }
the fire look natural.




Step 1: Testing dragonFire

F

Now play your world. When

the dragon begins to fly
around the tower, press F.

You will notice that every
time you press F, the fire will
appear. This happens
whether you can see the
dragon in the frame or not.



Step 2: Adding Sound

If you have not downloaded
the creature_roar2.wav file
from the tutorial site, do so
now and save it in a place
you can find it.

There are many short clips of
sounds for free online. Check
the terms of use before you
use music however. For this
particular animation we are
looking for a noise that
sounds like a dragon and
lasts for about a second.

Click on world in the object tree and
then on the Properties tab. Scroll down
until you see Sounds and click on the +
next to it to reveal the sound controls.

¥V Preview:

Name creature_roar2.W
AV

Kind WAVE Audio File
Size 66 KB on disk
Created 5/24/10 3:40 PM
Modified 5/24/10 3:40 PM
Last opened 5/24/10 3:40 PM
Duration 00:01
Audio bit rate 352800

world's details

(properties I methods [ functions

create new variable

iiatmosphereCoIor = H
~ambientLightColor =

égambientLightBrightness =1

%gfogStyle = no fog
iifogDensity = 0.1
fogNearDistance = 1 meter
fogFarDistance = 256 meters

4+ Seldom Used Properties
Sounds

import sound

record sound




Step 2: Adding Sound Continued

Seldom Used Properties Click on import sound and find the

=] Sounds _
- creature_roar2.Wauv. Click on import when you have
:01. : . .
creature_roar2 | D | 0:01.394 found it. You will see that it appears under Sounds.

You can preview the sound by pressing the green play

record sound arrow.
000 Import... You will see that you can
Look In: | material <] [l = ee] e- also record a sound. This
feature currently only
(] princessDragon works on the Alice 2.2 PC
[ creature_roar2.WAV version and not the Mac
version.
An alternative for Mac

File Name: |creature_roar2.WAV | users is to use another

Files of Type: |Sound Files (WAV;MP3) - program to record and save
the sound and then import

cancel 1] itinto the world.




Step 2: Animation with Sound

We want the fire and sound
to appear and play at the
same time.

Dragin a Do in order and put
all three lines of code inside.
Drag in a Do together and
put the Do in order inside.

=~/ Do together

- [=] Do in order

fire set isShowing to true duration = 0 seconds

~ Wait 1 second

‘ ire set isShowing to false duration = 0 seconds

Do in order If/Else Loop While Forall in order §E§For|

Seldom Used Properties
=] Sounds

“creature_roar2 ‘ [> ‘0:01.394

import sound

record sound

= Do together
=] Do in order

~ fire set isShowing to true — duration = 0 seconds

~ Wait 1 second

Drag in the creature roar2
clip into the Do together
outside of the Do in order.

~ fire set isShowing to false — duration = 0 second

world play sound world.creature_roar2 (0:01.394) mo

“Do in order Do together 'If/Else ~Loop While Forallin order



Step 2: Testing dragonFire Again

F

Play the world and press F
when the dragon begins
flying. You should see the fire
and hear the dragon roar.

Make sure your volume is on!

The next step is to add the
words “The End” to the
animation and have them
show up at the end after the
knight catches the princess.




Step 3: 3D Text

Create 3D Text

i

HanE [ Lucida Blackletter

LT Oksana Light

I (]

Click on Create 3D Text at the end of the local gallery in
order to add a 3D Text object to the world. Type in the
“The End” and select a font that you think looks good.
We chose Lucida Blackletter but every computer has
their own list of fonts. Click OK when you are done.

Rotate and move the text up with the positioning tools.

v Lucida Blackletter

Cancel




Step 3: 3D Text Properties

(2] Cameraviews

3D Text's details

methods [ functions

“text = The End

“font = | LucidaBlackletter

;extrusion = 0.25

curvature = 2

“color =

éfopacity = 1(100%)
skln texture = <None>
;;fillingSter = solid

“vehicle = world

isShowing =

You will notice that the 3D Text object appears in the
object tree. 3D Text is an object just like all the other
objects in Alice, but they do have some special
properties. Click on the properties and you will see that
you can change what the text says, and what font it is
from the properties panel.

Change the
color of the text
to grey.

Set the
isShowing to
false.

We will now
animate the
text to appear
at the end.

“vehicle = world




Step 3: 3D Text Animation

world's details

(propertes [methods} functons

“my first method |edit

“capturePrincess | edit

“knightRescue

“dragonFire |edit

create new method

We will add this code to the end of knightRescue. If

you do not have the knightRescue tab open, go to

to knightRescue.

world methods and then click the edit button next

Scroll down to the end of knightRescue and drag in
the 3D Text isShowing property into the very end of
the method, outside of the last Do together.

17Y3D Text]]

(] CameraViews

3D Text's details

[ methods [ functions

No variables

“vehicle = world

T

3D Text

world.knightRescue No parameters

knight.upperBody.leftArm

set isShowing to true

turn forward 0.5

more...




Step 4: Making a Billboard

A billboard in Alice is a flat rectangle with a picture on it. You
can either find the images for billboards online or you can make
your own in an image editing program (like Paint or Photoshop)
or Powerpoint.

Either download the forest-1.jpg file from the tutorial website

or use another image of a forest that you find online. Save it on
your computer so you can find it later.

¥V Preview:

Name forest-1.jpg
Kind JPEC image

To put the File JEdit Tools Help AN Import...
Plllboard s New World Look In: |J material v| ||| 3] BE | B=
into the £ 0pen World...
world, click save World [] princessDragon
on File and Save World As... S forest- I'Jpg_ y
stage-curtainl.jpg

select Make Export As A Web Page...

. Export Video...
Billboard. P . File Name: |forest-1.jpg

. Export Code For Printing...
Find the 9 |mport Files of Type:Image Files (BMP;JPGJPEG;PNG;GIF;TIF:TIFF)
image and Add 3D Text. —
click Import. Make Billboard...




Step 4: Positioning the Billboard

Click on add objects in order to move the billboard into place.
Position the billboard behind the tower and the dragon. By resizing it and moving it
backwards.

Billboards can also be animated like any other object. We will add a curtain billboard
that will rise at the beginning of the animation and drop back down at the end.



Step 5: Another Billboard

- Edit Tools Help

New World
£ 0pen world...

EI Save World

Save World As...
Export As A Web Page...
Export Video...

Export Code For Printing...

9 Import...

Add 3D Text...

Make Billboard...

The curtain we will be using is
another billboard that you can
download from the tutorial site. You
can also find similar images online.

Make a Billboard with the stage-
curtainl image or another
similar image. Turn and Move it
forward and resize it so that it
covers the entire view.

¥V Preview:

Name stage-curtainl.jpg
Kind JPEC image




Step 5: Animating Billboard

r'stage-curtainl

2] Cameraviews

@ world.my first method @ world.knightRescue

world.my first method No parameters

stage-curtainl's details

(properties [methods | functions

No variables

“ // Name: Liz Liang
create new method =

/I Date: June 2, 2010
- stage-curtainl move

~ stage-curtainl move up — 10 meters — duration = 5 seconds

- stage-curtainl turn

~ stage-curtainl roll ~ camera set point of view to towerView — more...

- stage-curtainl resize

~ cinderella.hips.skirt set color to - more...

To raise the curtain at the beginning we will add a line of code to world.my first method.

Click on the world.my first method tab in the method editor. Click on the stage-curtainl
billboard in the object tree.

Drag the stage-curtainl move method into the code directly below the two comment
lines. Have the curtain move up 10 meters. Set the duration to 5 seconds.




Step 5: Animating Billboard Continued

Q stage-curtainl

2] Cameraviews

stage-curtainl's details

@ world.my first method J@ world.knightRescue

world.knightRescue No parameters

No variables

properties [methods rfunctions

create new method

- stage-curtainl move

- stage-curtainl turn
- stage-curtainl roll

- stage-curtainl resize

knight.upperBody.leftArm turn forward 0.5 revolutions

3D Text —  set isShowing to true — more..

move down 10 meters duration = 5 seconds

- stage-curtainl

To lower the curtain at the end we will add a line of code to world.knightRescue.

Click on the world.knightRescue tab in the method editor.

Drag the stage-curtainl move method into the code into the end directly below the 3D
text isShowing command. Have the curtain move down 10 meters. Set the duration to 5

seconds.

more




Congratulations!

Now play your world.

Watch the curtain pull up and
the animation play.
Billboards, Sound, and 3D
effects help add another
layer to your world to make
your animations look more
polished and engaging.

Congratulations on finishing Part 4! Use the basic skills that you have learned to
create your own Alice animation. Continue learning about the features of Alice in
other tutorials on the site. Welcome to the Alice world!



