Lender

Ukolem hry ,Lender* je pemistit bilou raketu na modrodigtavaci plosinu. Pomoci Sipek Ize
zaZehavat raketové motory, které ragkatkluji zrychleni. Raketa nesmi dosednotiti rychle,
jinak exploduje. Pozor na stav paliva.

<) Figure 1: Lender
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ProgramovéesSeni:

function  Lender

% definice globalnich parametru
global xy vx vy zazeh konec tisk pristani palivo

% zjiSteni rozliSeni obrazovky, definice hlavni fig ury
R =get(0, 'ScreenSize' );
fig = figure( 'name' , 'Lender’ , 'position’ [fix(R(3)/2)-500, fix(R(4)/2)-250,

1000, 5007, ‘color K

% zde se nastavuje akce vykonavana p i stisku nebo uvoln &ni klavesy
set(fig, 'KeyPressFcn' ,@keyPress, 'KeyReleaseFcn' , @keyRel);



% nastaveni 0s
axes( 'position’
hold on;
plot([02200],[001 1 0], w');

plot([1.5 1.7],[0 O], ‘color ,'b" , 'linewidth’
axis([0 2 0 1]);

0.1,0.1,0.8,0.8], color 'k, visible' ,'off );

,3);

X =0.5;
y=0.5;
vx = 0;
vy =0;

% vykresleni rakety a Gdaj 4
tisk{1}.x = 0.03*[0.5-0.5-0.3 -1 -10110.30 .5];
tisk{1}.y =0.03*[0 0 0.50.51.521.505050 1;

tisk{1}.t = fill(tisk{1}.x+x,tisk{1}.y+y, ;

tisk{2}.x = 0.03*[1 1.5 1];
tisk{2}.y = 0.03*[1.3 1 0.7];
tisk{2}.t = fill(tisk{2}.x+x,tisk{2}.y+y, 'y, 'visible' , 'off );
tisk{3}.x = 0.03*[-1 -1.5 -1];

tisk{3}.y = 0.03*[1.3 1 0.7];

tisk{3}.t = fill(tisk{3}.x+x,tisk{3}.y+y, 'y, 'visible' ,'off);
tisk{4}.x = 0.03*[0.3 1 -1 -0.3];

tisk{4}.y = 0.03*[0 -0.5 -0.5 0];

tisk{4}.t = fill(tisk{4}.x+x,tisk{4}.y+y, 'y, 'visible' , 'off);
tisk{5} = text(0.6,0.95,[ 'Palivo:
tisk{6} = text(1,0.95,[ A
tisk{7} = text(1.4,0.95,[ vy: !

,num2str(palivo), ‘%' ], 'color’
,num2str(vx)], ‘color'  ,'g" );
,num2str(vy)], ‘color'  ,'g" );

zazeh = 0;
palivo = 100;
konec = 0;
pristani = -1;
% nekonecny while cyklus, zajis case
while ~konec

pohyb_rakety;

pause(0.01);

if (pristani ~=-1)
break ;

tuje zm é&nu polohy rakety v

end
end
if (pristani ==1)
text(1,0.5,
else
text(1,0.5, 'Havarie!'
set(tisk{1}.t, 'visible'

'Uspesne pristani!' ,'color ,'w' , ‘fontsize' ,30)

, 'color’ , W
, off )

, 'fontsize' ,30)

f = linspace(0,2*pi,20);
fill(0.1*cos(f)+x,0.1*sin(f)+y,
end
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% tato funkce implementuje dynamiku a vykresleni ra kety
function  pohyb_rakety
global xy vx vy zazeh tisk pristani palivo
ax =0;
ay =-0.3;
switch zazeh
case 1
if (palivo > 0)
ax =-0.5;
palivo = palivo - 0.15;
set(tisk{2}.t, 'visible' ,'on' ),
end

case 2
if (palivo > 0)
ax=ax + 0.5;
palivo = palivo - 0.15;
set(tisk{3}.t, 'visible' ,'on' ),
end
case 3
if (palivo > 0)
ay =0.8;
palivo = palivo - 0.3;
set(tisk{4}.t, 'visible' ,'on' ),
end
end
if (palivo <0)
palivo = 0;
end
dt =0.01;
VX = vX + dt*ax;
vy = vy + dt*ay;
X =X + dt*vx;
y =y +dtvy;
set(tisk{1}.t, ‘Xdata' tisk{1}.x+X, Ydata' tisk{1}.y+y);
set(tisk{2}.t, ‘Xdata' ,tisk{2}.x+x, ‘Ydata' ,tisk{2}.y+y);
set(tisk{3}.t, ‘Xdata' ,tisk{3}.x+x, ‘Ydata' ,tisk{3}.y+y);
set(tisk{4}.t, ‘Xdata' ,tisk{4}.x+x, ‘Ydata' ,tisk{4}.y+y);
set(tisk{5}, 'String’ [ 'Palivo:’ ,num2str(palivo), %" 1);
if (palivo < 20)
set(tisk{5}, ‘colort ,'r ),
end
set(tisk{6}, 'String’ J vt num2str(vx)]);
if (abs(vx) > 0.05)
set(tisk{6}, ‘colort ,'r ),
else
set(tisk{6}, ‘color' ,'g" );
end
set(tisk{7}, 'String' J vyt numa2str(vy)));
if (abs(vy)>0.1)
set(tisk{7}, ‘color ., 't );
else
set(tisk{7}, ‘color'  ,'g" );
end
drawnow;



if (y<O|ly>1]|x<0]|lx>2)

if (y <=0 && abs(x - 1.6) <0.1 && abs(vy) <=0.1 && a

pristani = 1;
else
pristani = 0;
end

end

% funkce realizujici akci vyvolanou stiskem klavesy

function  keyPress(src,event)
global zazeh konec
switch event.Key
case 'rightarrow'

zazeh = 1;
case 'leftarrow'
zazeh = 2;
case ‘'uparrow'
zazeh = 3;
case ('
konec = 1;
end

% funkce realizujici akci vyvolanou uvoln
function  keyRel(src,event)
global zazeh tisk

zazeh = 0;
set(tisk{2}.t, 'visible' , 'off’
set(tisk{3}.t, 'visible' , 'off'

set(tisk{4}.t, 'visible' , 'off’

&nim klavesy

bs(vx) <= 0.05)



