Finalize your utilities project with reusable code snippets from earlier assignments that accomplishes at least half of the following requirements.  Write comments under the methods and classes explaining what the code does for your future reference and to show me you understand how it works.  A lot of this will be just organizing code you’ve already written, so don’t be intimidated by the long list, this should be an easy assignment of just consolidating and organizing what you’ve learned in this class in a single project.  

Finally, add one snippet of code not on these requirements you found useful that you wrote yourself or found and used in one of your projects this semester.  When you submit this assignment in the submission comments let me know what this is, how it works in your project, and how you came to write it yourself or find it online.  Post it to the discussion board I set up in blackboard and take a look at your peers posts for useful snippets of code.

350:
1. Animates something when an event happens using the observer design pattern.
2. Moves something when an event happens.
3. Moves a player around using the mouse.
4. Moves a player around
5. Moves an enemy around
6. Instantiates a number of objects
7. Uses the singleton pattern to load scenes
8. Uses the delegate pattern to add to and remove from a method in another script
9. Uses a static variable to access a class from different scripts
10. Modifies game sounds in code on certain conditions
11. Detects collisions and does something when that collision is detected
12. Saves the game state as json or using serialization or both
13. Activates and deactivates UI interfaces in code when a user clicks a button
14. Sets up a unity network in code when a button is pressed
15. Calls OVRInput to do something in VR when a button is pressed or a joystick is used
16. Detects mouse clicks and mouse position
17. Detects a key is pressed
18. Displays information to a player that changes when an event happens (an enemy dies for instance).
19. Modifies scale, position, and rotation of a gameobject in code
20. Moves a player around in 2D with raycasting.

400:
1. Detects and send over a network oculus touch controller position in code
2. Detects and send over a network oculus touch controller input in code
3. Set up a custom UI for a unity network so that buttons connect a user to an ip in code
4. Moves an AI around to random positions
5. Detecting collisions of an AI and doing something when those collisions happen
6. Spawning and destroying gameobjects over a network
7. Moves a player around from user input using a rigid body, player controller, and direct transform assignments.
8. Sets up a state machine AI
9. Syncs an animation over a network
10. Deactivates and destroys certain things if not the local player over a network
