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SOW: We would like to do something in our project that involves sound to change the state of the machine to perform different actions onscreen. I was thinking this would go well with Scenario 6. Snakeman while trying to stop the hero could have some dialog that would set the state so that the valve could be turned.

Conceptual pattern for Visual-sound: The problem of visual-sound is trying to get the sound that the Snakeman says to interact with the scene so that the valve won't move until he says a certain phrase. The context is the second fight between the hero and the Snakeman. The idea is to have them fight and the hero tries to turn the valve. The valve on the wall will not be able to turned until the Snakeman says a certain phrase into his microphone. After this phrase is said the valve will be able to be turned by an action the hero does. We will solve this by using a microphone that will record what Snakeman says. The microphone will act as a character device, sending a stream of audio data to the machine. The machine will be reading this data and waiting for trigger phrases from the Snakeman.  Until the Snakeman says his phrase whatever action the hero does to try to turn the valve won't work. After Snakeman says a certain phrase, the state of the machine will change. This change will allow for the hero to make some kind of gesture to open the valve. This input will come from the GestureRecognizer component, and when the proper gesture is received, the valve will begin to open.
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