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Stop AirfailTimer
Post FireBoost Event to MainGameSM
Deactivate Mic indicator LEDs

Reset AirCount
Init AirEventTimer
AirCheckTimer Ti Ai <2 /__AirNeeded 4 AIrOK
Increment AirCount by current mic intensity
Init AirCheckTimer \
AirEventTimer Timeout

Post FireDim Event to MainGameSM
Activate Mic Indicator LEDs

Init AirFailTimer (Posts to MainGameSM)
Init AirCheckTimer
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Define AlenOF Effect Define AlseniniOn Efecs
Stop AlienfaiTimer Posz FireDirm Event to ManGame S
Deactivate Alien LEDs Init AlienfsilTemer [Posts to MainGameSM)
Bemet AlienbitCount Tum on Alien Health LEDs
Post FireBoast Event to MainGameSi Tum on AlenFace LED:
Start AlienEvert Timer Tum on Alienjn] LED
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Tum on Alienl LED r—— Turn on Aliend LED
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[AlientitCoynt=3 & Randomizer =01 [AlientitCount<d & Randomirer = 1]
Increment Abenkat <1 Increrment Alierkid +1
Beduce Alien Health LEDs -1 Sawress or Fail Tamer Timeout Reduce Alen Health LEDs -1
Tum on Alienl LED AlenOff Turn on Alienl LED
Seop Alenfvent Timer
AbenBution e AlienEyent Timer Timegut
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lakentitount<3 & Randomizer == 11
Ingrement AlenHil =1
Reduce Alien Health LEDs -1
\.. Tiam on Alend LED _.}
AbenBlytion] Hit
AdenmCognic] & Ranaoeuiee << 0]
Increment AlpnHit «1
Redhce Alsen Health LEDs -1
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— Stop FuelFailTimer

Set CurrentPosition to Pot_Value*ScalingFactor
Update Servo Position to CurrentPosition

Init FuelEventTimer
not in Correct Range] ¢~ FuelNeeded ™ ; FuelOK OR CorrectRange Not Set]
Set CurrentPosition to Set CurrentPosition to Pot_Value®*ScalingFactor
Pot_Value*5calingFactor C J L Update Servo Position to CurrentPosition
Update Servo Position to A
CurrentPosition + t J
FuelEventTimer Timeout

Post FireDim Event to MainGameSM

Init FuelFailTimer (Posts to MainGame SM)
Set new CorrectPosition (not CurrentPosition)
Light Fuel LEDs to CorrectPosition
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n i rren ion in n
Set CurrentPosition to Pot_Value*ScalingFactor
Update Servo Position to CurrentPosition
Post FireDim Event to MainGameSM
Init FuelFailTimer (Posts to MainGameSM)




MainGamesm Iﬁ

TOT IR Beam Broken
Turn on Firestarter LEDs
Dimly Light Fire LEDs

Sleep ™
S
A
GameQverTimer Timeout
Turn off all LEDs and Fan
([ GameOver
A

AirfailTimer Timeout

Play sad sounds, Turn Fire off
Return TOT

Start GameOverTimer

Success Timer Timeogut

Play Happy Sounds, Max Fire Intensity {

7~ Welcome
irestarter Switch Hit [FireSta
Jncrement Firestarter Count +1
R
Firestarter Switch Hit [Fir nt>=1

Turn on Fire LEDs, Fan to 100%

Init AlienEventTimer (Posts to AlienSM)

Init FuelEventTimer (Posts to FuelSM)

Init SuccessTimer

Init KitchenTimer

Post Initial AirEventTimer Timeout to AirSMm

InGame

" FireBoost Event
Return TOT, Deliver potato ;
Start GameOverTimer 1—)Boostl=|re LED/Fan PWM +10%
\ _/&—FireDim Event
U Reduce Fire LED/Fan PWM -10%
) KitchenTimer Timeout

e T e on_____/ Decrement TimeRemaining Indicator by 1

Start GameOverTimer Init KitchenTimer

EuelFailli T /

Play sad sounds, Turn fire off
Return TOT
Start GameOverTimer

nt <1



SoundBoardTimer Timeout
Stop SoundBoardTimer
SoundBoard pin high

\

(~ Ready2Trigger

Eail_Sound Event
Init SoundBoa rdTimer
SoundBoard pin 0 low

Success Sound Event
Init SoundBoa rdTimer
SoundBoard pin 1 low



