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I, Preliminaries

1. Related works
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lll, The Proposed Scheme
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Fig. 2. Game Map
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Fig. 3. Game play shot
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1| ch move marble 1shot loop =2
2 Ch_move wood 1shot loop =8
3 chmove carpet Lshot loop 2
7 Ch_run_marble Tshot loop a
5 Ch_run_wood Tshot loop a
6 Ch_run_carpet Tshot loop a
7| chjump_marble %) [1shot loop =8
8 Ch_jump_wood 2) |1shotloop 2
o] chjump_carpst Tshot loop a
10| Ch_crash_wal Tshot a
1] Ch_crash_bed Tshot a
12 Ch._crash_desk 1shot 28
13| Ch_crash_case 1shot EE)
1| Ch_crash_chair Tshot a
15| Ch_hit Tehot FHEIE 5
16| Ch_death Tshot EE]
17] SE key loop
15| SE_unlock 1shot
19| SE_unlock_fail Lshot
20| SE_door_open Tshot
21] SE_door_close Tshot
22| SE ftem_acg 1shot
23| SE_food_drop. 1shot
24| SE_apple use 1shot
25| SE bread_use Tshot
2] SE_cheese use Tshot
7] SE_chicken_use Tshot
28] SE pumpkin use 1shot
29) SE_glass_drop 1shot
30| SE_glass Use Lshot
31 SE_pot_use Tshot
32) SE_paper_drop Tshot
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Fig. 4, Sound List

IV. Conclusions
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