
Pseudo Code for Lazy Larry

Kyla Barr, Abigail Soong, and Kathy Spriggs

______________________________________________________________________

We will use the ME218 Event Framework written by Ed Carryer.

This code uses a single state machine called: LarryActions

Assumed Connections:

	Startup Sensor
	T5

	Pick Up Sensor
	AD0

	Poke Sensor
	M2

	Eyes Covered Sensor
	AD1

	Eyes Motor
	T2

	Right Arm Motor
	T3

	Left Arm Motor
	T4

	Ear Motors
	T0 & T1

	Buzzer
	M4


______________________________________________________________________

Main Module

This .c file contains the main function.

_____________________________________________________________________

Main Function
/**************************************************************************** Function Main()

Runs an infinite loop checking for events and then responding to events.

Parameters: None 

Returns: None

Author J. Edward Carryer, 10/23/11

****************************************************************************/

Initialize microcontroller


Set I/O on data register


Set initial values

Initialize Timers

Initialize Servos

Initialize PWMS12 

Initialize the event framework (EF_Initialize)

Initialize state machines

Start state machines

Initialize variable ErrorType as equal to EF_Initialize()

if ErrorType is successful


ErrorType is equal to EF_Run();

If an error breaks the EF_Run() loop above:

Based on the value of ErrorType choose one of the following blocks of code:


if ErrorType is FailedPointer



print “Failed on NULL pointer


if ErrorType is FailedInit



print “Failed Initialization:


else 



print “Other Failure”

end switch statement 

“for (;;);”

end Main function

____________________________________________________________________________

Init Module

This .c file contains the init functions for all hardware.

The .h file prototypes for PortC32Init() and InitServos() called in the main function

_____________________________________________________________________

PortC32Iinit() Function
/**************************************************************************** Function PortC32Init()

Initializes ports of C32.  Such that:

T0 Output

T1 Output

T2 Output

T3 Output

T4 Output

T5 Input

M2 Input

M4 Input

AD0 Analog Input

AD1 Analog Input

Parameters: None 

Returns: None

Author J. Edward Carryer, 10/23/11

****************************************************************************/

Set DDRT to 0x1F

Set DDRM to 0x10

Set AD0, AD1 to analog inputs.

End PortC32Init function.

InitServo() Function
/**************************************************************************** Function InitServos()

Uses servo module to set ports T0-T4 as servo outputs.  Sets initial positions of servo motors.

Parameters: None 

Returns: None

Author J. Edward Carryer, 10/23/11

****************************************************************************/

If servo initialization of T0-T4 is successful


if RightArmDown() && LeftArmDown() && EarsWiggleIn() are successful



print “We are starting in the right place”


print “Servos are Initialized”

End of InitSensors funciton.

______________________________________________________________________

EventCheckers Module

This .c file contains the EventChecker functions.

The .h file includes prototypes for:

CheckStartupEvents()

CheckPokeEvents()

CheckEyesCoveredEvents()

CheckPickUpEvents()

CheckEyesClosingTimer()

CheckGameTime ()

CheckActionTimer ()

CheckBeepTimer()

CheckEarTimer ()

CheckInterimTimer()

CheckActionSequenceEvents ()

ResetGameTimer ()

Data private to the module: 

Defined variables:

//EyesStillCoveredTime (Time to wait before checking if eyes are still covered)

StartDebounceTime

PokeDebounceTime

GAME_LENGTH

EYES_TICKING_TIME

Static variables:

LastStartupState

LastPokeState

LastPickUpState

CurrentPickUPInt

IRLEDDebounce

LastTime

GameTime

_____________________________________________________________________

CheckStartupEvents() Function
/**************************************************************************** Function CheckStartupEvents()

Checks for start button pressed to start the game.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/17/11

****************************************************************************/

local variable ReturnVal is FALSE

local variable CurrentStartupState

If start debounce time has expired


read CurrentStartupState from pin T5


If CurrentStartupState is not the same as LastStartupState



If CurrentStartupState is hi




PostEvent EF_StartPressed




Start start debounce timer




ReturnVal is TRUE



Else (CurrentStartupState is lo)




Do nothing


Set LastStartUpState to CurrentStartupState

Return ReturnVal

End CheckStartupEvents function

CheckPokeEvents() Function
/**************************************************************************** Function CheckPokeEvents()

Checks for poke events.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/17/11

****************************************************************************/

local variable ReturnVal is FALSE

local CurrentPokeState

If poke debounce time has expired


read CurrentPokeState from pin M2


If CurrentPokeState is not the same as LastPokeState



If CurrentPokeState is hi




PostEvent EF_Poke




start poke debounce timer




ReturnVal is TRUE



Else (CurrentPokeState is lo)




Do nothing


LastPokeState = CurrentPokeState

Return ReturnVal

end CheckPokeEvents function

CheckEyesCoveredEvents() Function
/**************************************************************************** Function CheckEyesCoveredEvents()

Checks for eyes covered events.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/17/11

****************************************************************************/

local variable ReturnVal is FALSE

local CurrentEyesCoveredState

if eyes covered debounce timer has expired


read CurrentEyesCoveredState from pin AD0


If CurrentEyesCoveredState is greater than 500 and not equal to 1023



PostEvent EF_EyesCovered



start eyes covered debounce timer



ReturnVal is TRUE

Return ReturnVal

end CheckEyesCoveredEvents function

CheckPickUpEvents() Function
/**************************************************************************** Function CheckPickUpEvents()

Checks for changes in pick up height.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/17/11

****************************************************************************/

local variable ReturnVal is FALSE

local CurrentPickUpState

Read CurrentPickUpState from pin AD1

Choose one of the following blocks of code based on LastPickUpInt

(These lines implement hysterisis for analog readings of pick up height)


if LastPickUpInt is 0



if 250 <= CurrentPickUpState <= 300




CurrentPickUpInt = 1



else




CurrentPickUpInt = 0


if LastPickUpInt is 1



if 100 < CurrentPickUpState <= 250




CurrentPickUpInt = 2



else if CurrentPickUpState >= 500




CurrentPickUpInt = 0



else




CurrentPickUpInt = 1


if LastPickUpInt is 2



if CurrentPickUpState <= 50




CurrentPickUpInt = 3



if 350 <= CurrentPickUpState <= 500




CurrentPickUpInt = 0



else




CurrentPickUpInt = 2


if LastPickUpInt is 3



if 250 <= CurrentPickUpState <= 300




CurrentPickUpInt = 2



else




CurrentPickUpInt = 3

end switch statement

if CurrentPickUpInt is not equal to LastPickUpInt


if CurrentPickUpInt is not equal to 0 



post event EF_PickedUp



send event parameter CurrentPickedUpInt



ReturnVal is TRUE


else



post event EF_PutDown



ReturnVal is TRUE

LastPickUpInt = CurrentPickUpInt

return ReturnVAl

end CheckPickUpEvents function

CheckGameTime() Function
/**************************************************************************** Function CheckGameTime()

Checks if the game timer has expired.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/17/11

****************************************************************************/

local variable ReturnVal is FALSE

local CurrentTime is current global time

if CurrentTime - GameTime >= GAME_LENGTH


if IsGameActive() is TRUE



post event EF_GameTimerExpired



ReturnVal is TRUE

Return ReturnVal

end CheckGameTime function

CheckActionTimer() Function
/**************************************************************************** Function CheckActionTimer()

Checks if the action timer has expired.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/17/11

****************************************************************************/

local variable ReturnVal is FALSE

if IsActionActive() is TRUE


if action timer has expired



post event EF_ActionTimerExpired



ReturnVal is TRUE

Return ReturnVal

end CheckActionTimer function

CheckEarTimer() Function
/**************************************************************************** Function CheckEarTimer()

Checks if the ear timer has expired.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/17/11

****************************************************************************/

local variable ReturnVal is FALSE

if EarsAreOut() is TRUE


if ear timer has expired



post event EF_Ear_Timer_Expired



ReturnVal is TRUE

Return ReturnVal

end CheckEarTimer function

CheckEyesClosingTimer() Function
/**************************************************************************** Function CheckEyesClosingTimer()

Checks if the eyes closing timer has expired.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/17/11

****************************************************************************/

local variable ReturnVal is FALSE

local CurrentTime is current global time

if (CurrentTime - LastTime >= EYES_TICKING_TIME


post event EF_Eyes_Timer_Expired


ReturnVal is TRUE


LastTime is equal to CurrentTime

Return ReturnVal

end CheckEyesClosingTimer function

CheckBeepTimer() Function
/**************************************************************************** Function CheckBeepTimer()

Checks if the beep timer has expired.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/30/11

****************************************************************************/

local variable ReturnVal is FALSE

if IsBeepActive() is TRUE


if beep timer has expired



post event EF_BeepTimerExpired



ReturnVal is TRUE

Return ReturnVal

CheckInterimTimer() Function
/**************************************************************************** Function CheckInterimTimer()

Checks if the interim timer has expired.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/30/11

****************************************************************************/

local variable ReturnVal is FALSE

if IsInterimActive() is TRUE


if interim timer has expired



post event EF_InterimTimerExpired



ReturnVal is TRUE

Return ReturnVal

end CheckInterimTimer function

CheckActionSequenceTimer() Function
/**************************************************************************** Function CheckActionSequenceTimer()

Checks if the interim timer has expired.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/30/11

****************************************************************************/

local variable ReturnVal is FALSE

if IsActionSequenceActive() is TRUE


if interim timer has expired



post event EF_ActionSequenceTimerExpired



ReturnVal is TRUE

Return ReturnVal

end CheckActionSequenceTimer function

ResetGameTimer() Function
/**************************************************************************** Function ResetGameTimer()

Resets the game timer.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/30/11

****************************************************************************/

GameTimer = current global time

end ResetGameTimer function

______________________________________________________________________

LazyLarrySM Module

This .c file contains the LazyLarry State Machine functions.

The .h file includes:

State Definitions: 

InitPState

WaitingForStart

WaitingForPoke

WaitingForEyesCovered

WaitingForPickUp

WaitingForPutDown

WaitingBetweenActions
Function Prototypes for:

InitLazyLarrySM()

PostLazyLarrySM()

IsLazyLarrySMQEmpty()

RunLazyLarrySM()

QueryLazyLarrySM()

TurnBuzzerOn()

TurnBuzzerOff()

IsGameActive()

IsActionActive()

IsBeepActive()

EarsAreOut()

IsInterimActive()

IsActionSequenceActive()

getGlobalTime()

RightArmDown()

LeftArmDown()

EarsWiggleIn()

Module Defines:

SERVO_RA 3

SERVO_LA 4

SERVO_LE 1

SERVO_RE 0

SERVO_EYES 2

QUEUE_SIZE 3

BEEP_TIME 100

NOISE_SPACE_TIME 100

EAR_TIME 500

ACTION_TIME 20000

INTERIM_TIME 1000

EYES_CLOSED_TIME 1000

ACTION_SEQUENCE_TIME  500

Static variables:

static LazyLarryState_t CurrentState;

static LazyLarryState_t NextState;

static LazyLarryState_t LastState;

static boolean BuzzerOn;

static boolean GameActiveFlag;

static boolean ActionActiveFlag;

static int BeepCount;

static boolean BeepActive;

static boolean InterimActive;

static boolean EarsOut;

static int CurrentEyesPosition;

static boolean ActionSequenceActive;

static boolean HappyEndSequence = FALSE;

static boolean SadEndSequence = FALSE;

static boolean RerequestPickUp = FALSE;

static boolean RerequestPutDown = FALSE;

static boolean PutDown = FALSE;

static int score = 100;

static EF_Event LazyLarrySMQueue[QUEUE_SIZE+1];

Private Functions:

void RandomlyPickNextState (void);

void RequestAction (void);

void RerequestAction (void);

void DoRerequestPickUpAction(void);

void DoRerequestPutDownAction(void);

void DoPutDownAction(void);

boolean EarsWiggleOut(void);

boolean LeftArmUp(void);

boolean RightArmUp(void);

void LowerArmsHalfWay (void);

void PutArmsDown (void);

void PutArmsUp (void);

boolean OpenEyes(void);

boolean EyesPosition(void);

boolean CloseEyes (void);

void MakeHappyNoise(void);

void DoHappyEndSequence (void);

void DoSadEndSequence (void);

void DoHappyEndSequenceAction (void);

void DoSadEndSequenceAction(void);

void Beep (void);

_____________________________________________________________________

RunLazyLarrySM() Function
/**************************************************************************** Function RunSM()

Checks for start button pressed to start the game.

Parameters: None 

Returns: boolean FALSE if error in initialization TRUE otherwise

Author Katherine Spriggs, 11/29/11

****************************************************************************/

For several events, the same code appears in each state of the state machine after the InitPState.  To make the state machine easier to read, the code for each of those events is described here:




if ThisEvent is EF_BeepTimerExpired





if BuzzerOn is TRUE






TurnBuzzerOff()






BuzzerOn is FALSE






Restart beep timer for BEEP_TIME





else if BeepCount is not equal to 0






Beep()






BeepCount is BeepCount -1





else 






BeepActive is FALSE




if ThisEvent is EF_EarTimerExpired





EarsWiggleIn()




if ThisEvent is EF_ActionTimerExpired





if HappyEndSequence == TRUE






DoHappyEndSequenceAction()





if SadEndSequence == TRUE






DoSadEndSequenceAction()





if RerequestPickUp == TRUE






DoRequestPickUpAction()





if RerequestPutDown == TRUE






DoRequestPutDownAction()




if ThisEvent is EF_GameTimerExpired





ActionActiveFlag is FALSE





GameActiveFlag is FALSE





if score >105






DoHappyEndSequence()





else






DoSadEndSequence





CurrentState = WaitingForStart




if ThisEvent is EF_ActionTimerExpired





ActionActiveFlag is FALSE





GameActiveFlag is FALSE





DoSadEndSequence()





CurrentState is WaitingForStart




if ThisEvent is EF_Eyes_Timer_Expired





Increment the eyes closing timer (call EyesPosition())

local variable ThisEvent

pull an event from the queue 

if ThisEvent equals EF_NO_EVENT


return FALSE

else

choose one of the following blocks of code based on CurrentState


if CurrentState is InitPState



Set CurrentState to WaitingForStart



ActionActiveFlag is FALSE



TurnBuzzerOff()


if CurrentState is WaitingForStart



LastState is WaitingForStart



Choose one of the following blocks of code based on ThisEvent




if ThisEvent is EF_StartPressed





GameActiveFlag is TRUE





InterimActive is FALSE





ResetGameTimer()





Score is 100





OpenEyes()





CurrentEyesPosition is 0





RandomlyPickNextState()





RequestAction





ActionActiveFlag is TRUE





Set action timer





CurrentState is NextState




if ThisEvent is EF_BeepTimerExpired





See event notes at top of function




if ThisEvent is EF_EarTimerExpired





See event notes at top of function




if ThisEvent is EF_ActionTimerExpired





See event notes at top of function




end switch statement


if CurrentState is WaitingForPoke



LastState is WaitingForPoke



Choose one of the following blocks of code based on ThisEvent




if ThisEvent is EF_Poke





MakeHappyNoise()





Add 1 to score





CurrentState is WaitingBetweenActions





InterimActive is TRUE





Start Interim timer for INTERIM_TIME




if ThisEvent is EF_EyesCovered





RerequestAction()





subtract 1 from score




if ThisEvent is EF_PickedUp





RerequestAction()





subtract 1 from score




if ThisEvent is EF_GameTimerExpired





See event notes at top of function




if ThisEvent is EF_ActionTimerExpired





See event notes at top of function




if ThisEvent is EF_Eyes_Timer_Expired





See event notes at top of function




if ThisEvent is EF_Ear_Timer_Expired





See event notes at top of function




if ThisEvent is EF_BeepTimerExpired





See event notes at top of function







if ThisEvent is EF_ActionSequenceTimerExpired





See event notes at top of function




end switch statement


if CurrentState is WaitingForEyesCovered



LastState is WaitingForEyesCovered



Choose one of the following blocks of code based on ThisEvent




if ThisEvent is EF_Poke





RerequestAction()





subtract 1 from score




if ThisEvent is EF_EyesCovered





MakeHappyNoise()





CurrentState is WaitingBetweenActions





InterimActive is TRUE





Start Interim timer for INTERIM_TIME





add 1 to score




if ThisEvent is EF_PickedUp





RerequestAction()





subtract 1 from score




if ThisEvent is EF_GameTimerExpired





See event notes at top of function




if ThisEvent is EF_ActionTimerExpired





See event notes at top of function




if ThisEvent is EF_Eyes_Timer_Expired





See event notes at top of function




if ThisEvent is EF_Ear_Timer_Expired





See event notes at top of function




if ThisEvent is EF_BeepTimerExpired





See event notes at top of function







if ThisEvent is EF_ActionSequenceTimerExpired





See event notes at top of function




end switch statement


if CurrentState is WaitingForPickUp



LastState is WaitingForPickUp



Choose one of the following blocks of code based on ThisEvent




if ThisEvent is EF_Poke





RerequestAction()





subtract 1 from score




if ThisEvent is EF_EyesCovered





RerequestAction()





subtract 1 from score




if ThisEvent is EF_PickedUp





add 1 to score





if event param is 1






BuzzerOn is TRUE






BeepActive is TRUE






Start Beep timer for BEEP_TIME






TurnBuzzerOn()






CurrentState is WaitingForPutDown





else if event param is 2






BuzzerOn is TRUE






BeepActive is TRUE






Start Beep timer for BEEP_TIME






BeepCount is 2






TurnBuzzerOn()






CurrentState is WaitingForPutDown





else if event param is 3






BuzzerOn is TRUE






BeepActive is TRUE






Start Beep timer for BEEP_TIME






BeepCount is 3






TurnBuzzerOn()






CurrentState is WaitingForPutDown




if ThisEvent is EF_GameTimerExpired





See event notes at top of function




if ThisEvent is EF_ActionTimerExpired





See event notes at top of function




if ThisEvent is EF_Eyes_Timer_Expired





See event notes at top of function




if ThisEvent is EF_Ear_Timer_Expired





See event notes at top of function




if ThisEvent is EF_BeepTimerExpired





See event notes at top of function







if ThisEvent is EF_ActionSequenceTimerExpired





See event notes at top of function




end switch statement


if CurrentState is WaitingForPutDown



LastState is WaitingForPutDown



Choose one of the following blocks of code based on ThisEvent




if ThisEvent is EF_Poke





RerequestAction()





subtract 1 from score




if ThisEvent is EF_EyesCovered





RerequestAction()





subtract 1 from score




if ThisEvent is EF_PickedUp





if ThisEvent is EF_PickedUp





if event param is 1






BuzzerOn is TRUE






BeepActive is TRUE






Start Beep timer for BEEP_TIME






TurnBuzzerOn()






CurrentState is WaitingForPutDown





else if event param is 2






BuzzerOn is TRUE






BeepActive is TRUE






Start Beep timer for BEEP_TIME






BeepCount is 2






TurnBuzzerOn()






CurrentState is WaitingForPutDown





else if event param is 3






BuzzerOn is TRUE






BeepActive is TRUE






Start Beep timer for BEEP_TIME






BeepCount is 3






TurnBuzzerOn()






CurrentState is WaitingForPutDown




if ThisEvent is EF_PutDown





MakeHappyNoise()





TurnBuzzerOff()





CurrentState is WaitingBetweenActions





InterimActive is TRUE





Start Interim timer for INTERIM_TIME





Add 1 to score




if ThisEvent is EF_GameTimerExpired





See event notes at top of function




if ThisEvent is EF_ActionTimerExpired





See event notes at top of function




if ThisEvent is EF_Eyes_Timer_Expired





See event notes at top of function




if ThisEvent is EF_Ear_Timer_Expired





See event notes at top of function




if ThisEvent is EF_BeepTimerExpired





See event notes at top of function







if ThisEvent is EF_ActionSequenceTimerExpired





See event notes at top of function




end switch statement


if CurrentState is WaitingBetweenActions



Choose one of the following blocks of code based on ThisEvent



if ThisEvent is EF_GameTimerExpired





See event notes at top of function




if ThisEvent is EF_ActionTimerExpired





See event notes at top of function




if ThisEvent is EF_Eyes_Timer_Expired





See event notes at top of function




if ThisEvent is EF_Ear_Timer_Expired





See event notes at top of function




if ThisEvent is EF_BeepTimerExpired





See event notes at top of function







if ThisEvent is EF_ActionSequenceTimerExpired





See event notes at top of function




if ThisEvent is EF_InterimTimerExpired





InterimActiveFlag is FALSE





RandomlyPickNextState() such that NextState is not the same 




as LastState





RequestAction





ActionActiveFlag is TRUE





Start action active timer





CurrentState is NextState




end switch statement


end switch statement

end RunLazyLarrySM function

Motor Functions
/**************************************************************************** Motor Functions

Moves servo motors to assigned positions

Parameters: None 

Returns: FALSE if error encountered, TRUE otherwise

Author Abigail Soong, 11/15/11

****************************************************************************/

boolean RightArmUp ()


if SERVO_RA to right arm up position does not encounter an error



return TRUE


else



return FALSE

boolean RightArmDown ()


if SERVO_RA to right arm down position does not encounter an error



return TRUE


else



return FALSE

boolean LeftArmUp ()


if SERVO_LA to left arm up position does not encounter an error



return TRUE


else



return FALSE

boolean LeftArmDown ()


if SERVO_LA to left arm down position does not encounter an error



return TRUE


else



return FALSE

boolean LowerArmsHalfWay (void)


if SERVO_RA to halfway position does not encounter an error



if SEVO_LA to halfway position does not encounter an error




return TRUE


else 



return FALSE

boolean PutArmsDown (void)


if LeftArmDown() is not FALSE



if RightArmDown() is not FALSE




return TRUE


else 



return FALSE

boolean PutArmsUp(void)


if LeftArmUp() is not FALSE



if RightArmUp() is not FALSE




return TRUE


else 



return FALSE

boolean EarsWiggleOut()


if SERVO_RE to out position does not encounter an error



if SEVO_LE to out position does not encounter an error




EarsOut flag is TRUE




Start ear timer for EAR_TIME




return TRUE


else 



return FALSE

boolean EarsWiggleIn()


if SERVO_RE to in position does not encounter an error



if SEVO_LE to in position does not encounter an error




EarsOut flag is FALSE




return TRUE


else 



return FALSE

boolean OpenEyes()


if SERVO_EYES to open position does not encounter an error



return TRUE


else



return FALSE

boolean CloseEyes()


if SERVO_EYES to closed position does not encounter an error



return TRUE


else



return FALSE

EyesPosition() Function
/**************************************************************************** Function EyesPosition()

Increments eyes position between open and closed.

Parameters: None 

Returns: boolean TRUE if an event was detected, FALSE otherwise

Author Katherine Spriggs, 11/20/11

****************************************************************************/

local variable travel is equal to the range of travel between open and closed

local variable position is equal to 


eyes open value -(travel/45*CurrentEyesPosition)

if SERVO_EYES to position does not encounter an error


Add one to CurrentEyesPosition


return TRUE

else


return FALSE

end EyesPosition function

Noise Functions
/**************************************************************************** Noise Functions

Parameters: None 

Returns: none

Author Katherine Spriggs, 11/20/11

****************************************************************************/

void TurnBuzzerOff(void)


Set port T4 hi


Start beep timer with BEEP_TIME

void TurnBuzzerOn(void)


Set port T4 lo

void Beep void


TurnBuzzerOn()


Set beep timer with BEEP_TIME


BuzzerOn flag is TRUE


BeepActive flag is TRUE

void MakeHappyNoise (void)


TurnBuzzerOn()


Set beep timer with BEEP_TIME


BeepActive flag is TRUE


BuzzerOn flag is TRUE


BeepCount is 1

RandomlyPickNextState() Function
/**************************************************************************** Randomly picks between WaitingForPoke, WaitingForEyesCovered, and WaitingForPickUp to assign the value of NextState 

Parameters: None 

Returns: none

Author Katherine Spriggs, 11/20/11

****************************************************************************/

local variable random is equal to some random number

if random <= (the max possible value of the random number)/3


NextState is WaitingForPickUp

else if random >= (the max possible value of the random number)(2/3)


NextState is WaitingForEyesCovered

else


NextState is WaitingForPoke

end RandomlyPickNextState function

RequestAction() Function
/**************************************************************************** Requests an action based on the variable NextState.  For example NextState is waiting for poke, wiggles ears to request poke.

Parameters: None 

Returns: none

Author Katherine Spriggs, 11/28/11

****************************************************************************/

based on the value of NextState choose one of the following blocks of code


if NextState is WaitingForPoke



EarsWiggleOut()


if NextState is WaitingForEyesCovered



CloseEyes()  (This looks like a blink because eyes close and then 


return to incrementing position)


if NextState is WaitingForPickUp



PutArmsUp()


if NextState is waitingForPutDown



LowerArmsHalfWay()

end RequestAction function

RerequestAction() Function
/**************************************************************************** Rereequests an action based on the variable CurrentState. For example if CurrentState is waiting for poke and the user covers Larry’s eyes, this function will be called to rerequest the poke by wiggling Larry’s ears.

Parameters: None 

Returns: none

Author Katherine Spriggs, 11/28/11

****************************************************************************/

based on the value of CurrentState choose one of the following blocks of code


if CurrentState is WaitingForPoke



EarsWiggleOut()


if CurrentState is WaitingForEyesCovered



CloseEyes()  (This looks like a blink because eyes close and then 

return to incrementing position)


if CurrentState is WaitingForPickUp



RerequestPickUp flag is TRUE



ActionSequenceActive flag is TRUE


if CurrentState is waitingForPutDown



RerequestPutDown flag is TRUE



ActionSequenceActive flag is TRUE

end RerequestAction function

Sequence Functions
/**************************************************************************** Sequence Functions including: HappyEndSequence, SadEndSequence, RerequestPickUp, RerequestPutDown

Parameters: None 

Returns: none

Author Katherine Spriggs, 11/29/11

****************************************************************************/

void DoHappyEndSequence (void) 


HappyEndSequence flag is TRUE


ActionSequenceActive flag is TRUE

void DoHappyEndSequenceAction (void


local static variable count is 0


if count is 0



PutArmsUp()



EarsWiggleOut



Set action sequence timer for ACTION_SEQUENCE_TIME




add 1 to count


else if count is 1



LeftArmDown()



Set action sequence timer for ACTION_SEQUENCE_TIME




add 1 to count


else if count is 2



RightArmDown()



LeftArmUp()



Set action sequence timer for ACTION_SEQUENCE_TIME




add 1 to count


else if count is 3



LeftArmDown()



RightArmUp()



Set action sequence timer for ACTION_SEQUENCE_TIME




add 1 to count


else if count is 4



RightArmDown()



LeftArmUp()



Set action sequence timer for ACTION_SEQUENCE_TIME




add 1 to count


else if count is 5



LeftArmDown()



ActionSequenceActive flag is FALSE



HappyEndSequence flag is FALSE



count is 0

void DoSadEndSequence (void)


SadEndSequence flag is TRUE


ActionSequenceActive flag is TRUE

void DoHappyEndSequenceAction (void


local static variable count is 0


if count is 0



PutArmsUp()



Set action sequence timer for ACTION_SEQUENCE_TIME




add 1 to count


else if count is 1



PutArmsDown()



ActionSequenceActive flag is FALSE



SadEndSequence flag is FALSE



count is 0

void DoRerequestPickUpAction (void)


local static variable count is 0


ActionSequenceActive flag is TRUE


if count is 0



PutArmsDown()



Set action sequence timer for ACTION_SEQUENCE_TIME




add 1 to count


else if count is 1



PutArmsUp()



ActionSequenceActive flag is FALSE



RequestPickUp flag is FALSE



count is 0

void DoRerequestPutDownAction (void)


local static variable count is 0


ActionSequenceActive flag is TRUE


if count is 0



PutArmsUp()



Set action sequence timer for ACTION_SEQUENCE_TIME




add 1 to count


else if count is 1



LowerArmsHalfWay()



ActionSequenceActive flag is FALSE



RequestPickUp flag is FALSE



count is 0

Check-flag Functions
/**************************************************************************** Check-flag Functions including: IsGameActive, IsActionActive, IsPickedUp, IsBeepActive, EarsAreOut, IsInterimActive, IsEyesClosed, IsActionSequenceActive

Parameters: None 

Returns: none

Author Katherine Spriggs, 11/29/11

****************************************************************************/

boolean IsGameActive (void) 


return GameActiveFlag

boolean IsActionActive (void) 


return ActionActiveFlag

boolean IsBeepActive


return BeepActive flag

boolean EarsAreOut


return EarsOut flag

boolean IsInterimActive 


return InterimActive flag

boolean IsActionSequenceActive (void


return ActionSequenceActiveFlag 


