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Scenario Walkthrough

1. Start by having the Hero give a certain pose that can be identified as the key for Group 4’s components.  The pose will be recognized by using the GestureRecognition class (a reusable component). 
2. The battle sequence is then initiated by the Snakeman class (our reusable component), and the virtual world is updated with our virtual depiction of the Snakeman.  He will commence to move about the virtual world.
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The Snakeman’s Head
3. Whenever the Hero swings his sword, which is an instance of StageObject (a reusable component), the bodyInfo class translates the movement of the tip of the sword into screen coordinates.

4. The coordinates turn into crosshairs by using the SceneDrawer class (a reusable component).

a. If the crosshairs appear over the Snakeman’s head, then he is hittable.

b. The Hero may then thrust his sword forward to imitate a stabbing motion.

c. If the Snakeman is hit, he retreats into the background of the virtual world.

5. After three hits to the Snakeman’s head, the Snakeman will be defeated and our group’s scenario will terminate.
6. Re-enter the Snakeman class (our reusable compoenet) upon the scenario’s termination, where the next scenario can be called with a different gesture and executed.

