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STATEMENT OF WORK
We are interested in the two scenes which depict our hero fighting on a rooftop of the burning city.  However, our group will focus on developing scenario six, namely the second fight between our hero and the Snakeman.  In this scene, the Snakeman will be on-screen, while the actor plays the hero in the foreground.  As the Snakeman advance towards the hero, he will repel them by using various attacks.  These different attacks will register different on-screen reactions (possibly in the Snakeman himself or in the scenery).  The scenario is ended once the hero reaches the safety valve.
CONCEPTUAL PATTERN

Problem: 

· Convey the following scenario: The hero tries to activate a safety valve (?) on the wall (screen), while the Snakeman is doing its best to prevent that from happening, with visual effects.
Context:

· This will be a live theatrical performance, where the hero is an on-stage actor and the Snakeman will be represented as a virtual construct on the screen.

Constraint:

· Must use the Microsoft Kinect interface to translate the actor’s motions into virtual ‘attacks’ against the virtual Snakeman

· Must use various reusable components

Forces:

· Multiple actors may play the same role at different times, so the interface should allow for organic movements and shouldn’t have a steep learning curve.

Solution:

a. Use the BodyInfo reusable component to track the tip of the hero’s sword
a. The sword is a StageObject reusable component

b. The tip of the hero’s sword serves as a pointer on the screen

c. As the sword is swung, the motion is registered as a crosshair cursor on the screen
b. Define the Snakeman’s virtual world as a World object (a Java class).  
a. Define how ‘deep’ he is able to go in his virtual environment

b. Define the ‘event horizon’ in which the physical actions made by the actor will register as a hit  on the Snakeman

c. Define the rules of the ‘game’

a. As the Snakeman advances towards the event horizon (or foreground/screen boundary) he grows larger to create the illusion of depth of space.

b. Once the Snakeman reaches the event horizon he will attempt to attack

i. Attack is successful if the hero does not attack first, and the screen flashes red

ii. The Snakeman stays in the event horizon until he is repelled by the hero

c. Once the Snakeman reaches the event horizon the hero will attempt to attack with a stab of his sword

i. Attack is successful if the sword’s motion is registered on the screen as a red crosshair , and the Snakeman retreats into the background
ii. Attack fails if the Snakeman is not in the event horizon at the time of the attack

d. Once the Snakeman has been successfully hit three times, he dies and the hero advances to the valve scenario.
i. The reusable Snakeman controller component opens the next scene’s components, where the Snakeman tries to prevent the hero from turning a valve.

Reuses:
· This problem modifies the basic game pattern of Pong, and as such it can be used in any situation that calls upon these mechanics.  Perhaps a tennis simulator or a racquetball simulator could use this pattern as well.
DESIGN PATTERNS:
Reusable components:
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Scenario-Specific Components:
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