Cobupaem urposyro npucrtaBky «Pong» Ha Arduino Uno
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* [lnatdopmsl: Arduino Uno
»  A3sblku nporpammupoBaHus: Arduino (C++)
= Taru: aneKkTpOHHbIE UTPbI, KOHCOMb, pong, dendy
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Cobupaem NpocTyo UrpoBYyH KoHcornb Ha 6a3e Arduino Uno. MNogkntoyaem nnaTy K TENeBU3opy
Yepes KOMMO3UTHLIN B1aeoBxod. KapTuHKy reHepupyeM ¢ noMoLlpbto 6ubnmotekn TVout, a nrposyto
noruky nuwem Ha C++. B kayecTBe KOHTPOIIEPOB UCMONb3yeM NOTEHLMOMETPbl — Kak U B
paputeTHoun Atari Pong.

Yto noHapobuTcs

Arduino Uno

Troyka Shield

Breadboard Mini

MoTteHumnomeTtp (Troyka-mogyne) (2 wr.)

Pyuyka ansa noteHumomeTtpa «Pekopa» (44 mm) (2 wT.)
CoeavHuTenbHbIE NpoBOAa «nana-nana»
FepmeTunyHbIn kopnyc 120x120%60

MnactnHa mera (#CTpykTOp)

9. Kabenb USB (A —B)

10. UmnynbcHbI 6ok nutaHus (1000 mA)

11. Peauctop 1 kOm (1 wT.)

12. Peauctop 470 Om (1 wr.)

13. Kabenb coeanHutensHbin 2XRCA «nana-nana» (TiornbnaHbl)
14. MHe3po Ha naHenb RCA (2 wr.)
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15. 'He300 NUTaHus Ha naHenb 2,1 MM
16. MepmeTnYHbIE pa3dbEMbI «Mana-mMmama»
17. MHOroXnnbHbIN MOHTaXXHbIN NPOBOA C cedeHnem 3x1 mm? (3 meTpa)
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18. KHorka cbpoca «3BOHOK»

Kak cobpaTtb

YctaHoBuTe Troyka Shield Ha nnaTty Arduino Uno.

1.
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2. TlpuknenTe makeTHyto nnaTy Ha Troyka Shield.

3. BcTaBbTe B MakeTHylo nnaty ABa pesucTtopa Ha 470 OM 1 1 KOM 1 CKOMMYTUPYWTE UX CReayoLLMM
obpasom:
o Pesuctop 470 Om coeguHuTe NnpoBogamun «nana-nana» ¢ 7 unudposbiM nuHoM Arduino.
o Pesuctop 1 kOmM — ¢ 9 uudposbIM NMHOM Arduino.
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o CoeguHnTe HOXKM pPEe3NCTOPOB PE3INCTOPOB MeXAyY cobon.

4. Bosbmnte RCA-pasbém 1 NOAKMHYMUTE ero LieHTpanbHbIV MUH K TOYKe CoeMHEeHUs1 pe3ncTopos 470
OmM 1 1 kOM. BHelwHun nuH nogkntounTe K 3emne. Yepes 10T pas3beém OyaemM BbIBOAUTL
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BunaeocurHarl.

5. Bosbmute BTOport RCA-pa3bém 1 nogknoumnte ero K 11 nuHy Arduino v Kk 3emne. 3T0T pa3beéM
OyneTt nepenasaTb ayanocurHarn.
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6. [llogknounte aBa noteHumomeTpa (Troyka-moaynb) k Troyka Shield ctaHaapTHbIMK
TPEXNPOBOAHbLIMM LWNendamMm K aHarnorosbiM nuHam A@ n A5.611


http://wiki.amperka.ru/_detail/projects:pong:pong_build4.jpg?id=projects%3Apong
http://wiki.amperka.ru/_detail/projects:pong:pong_build5.jpg?id=projects%3Apong
http://wiki.amperka.ru/_detail/projects:pong:pong_build4.jpg?id=projects%3Apong
http://wiki.amperka.ru/_detail/projects:pong:pong_build5.jpg?id=projects%3Apong

OOJDKHA MNMOJTY4YUTCA TakKada cxema:
A

‘!I!I!’ \

oyka Module

r Ito Amperka

7. [nsa 6esonacHocTu U KpacoThbl CnpAYbTe ynpaBliAOLYH 3JTEKTPOHUKY B KOPMNYC:
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o MoTeHumomeTpbl ynakyiTe B #CTPYKTOP M MOAKIOYUTE Yepes repMeTUYHbIE PasbEeMbI.
AHanorMyHo NOAKMIYNTE KHOMKY cTapTa urpbl. MicnonbayiiTe Ans aToro nuH Reset.

o Pa3bémbl ayano/Buaeo n nuTaHne ycTpomcTBa pa3MecTuTe Ha MpOTUBOMONOXHON NaHenu
kopnyca.

KoHconb rotosa. MNogkrntounTe e€ coeanHuTenbHbiM kabenem 2xRCA «nana-nanay» (TionbnaHbl) K
Tenesun3opy, bepuTe gpyra 1 HacnaxganTecb Urpon.

UcxopoHbin Kop,

[nsa paboTbl HUXe NPMBEAEHHOTO CKeTHa ckavanTe 1 yctaHoBuTe 6ubnuoteky TVout ang BeiBoga

MHd)OpMaLLVIVI B BUge KOMNo3nTHOro Bnaeo curHana.
gamePong.ino

#include <TVout.h>

#define MAX SCORE

#define PADDLE HEIGHT

#define PADDLE OFFSET

#define PLAYER LEFT PIN
#define PLAYER RIGHT PIN
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ballX, ballyY;

ballDX
ballDY

int playerScorelLeft = 0;
int playerScoreRight = 0;
int leftPaddleY = 0;

int rightPaddleY = 0;

enum State

{
RESET GAME,
NEXT LEVEL,
PLAY GAME,
STATE MISS,

State state;

bool missed = 0;

void setup ()

{

TV.begin (NTSC, 136, 96);

delay (1000) ;

hres TV.hres () ;

vres TV.vres () ;

state = RESET GAME;

void loop ()
{

switch (state) {
case RESET GAME:
.clearScreen|() ;

.selectFont (font4xo) ;

TV.print (55, 0, "Amperka");
delay (1000) ;




TV.selectFont (font8x8) ;

TV.print (20, 30, "Arduino Pong");
delay (1000) ;

for (int 1 = 3; 1 != 0; i-- ) {
TV.print (hres / 2, i) g
TV.tone (1000, 300);
delay (1000) ;

}

TV.tone (2000, 300);

TV.selectFont (font4dxo) ;

TV.clearScreen () ;

playerScoreleft = 0;
playerScoreRight = 0;

state = NEXT LEVEL;
break;

case NEXT LEVEL:
resetBallAndPaddles () ;
drawBox () ;
drawScores () ;
drawPaddles () ;
state = PLAY GAME;
break;

case PLAY GAME:

if (ballY == vres || ballY == 0) {

ballDY *= -1;

if (ballX >= hres - 2) {

if (ballY > rightPaddleY - PADDLE OFFSET &&
ballY < (rightPaddleY + PADDLE HEIGHT + PADDLE OFFSET) && ballDX > 0

ballDX = -1;

if (ballX == hres




missed = true;
state = STATE MISS;
playerScorelLeft++;

break;

if (ballX <= 2) {

if (ballY > leftPaddleY - PADDLE OFFSET &&
ballY < (leftPaddleY + PADDLE HEIGHT + PADDLE OFFSET) && ballDX < 0 )

ballDX = 1;

if (ballX == 0) {
missed = false;
state = STATE MISS;
playerScoreRight++;

break;

leftPaddleY = map (analogRead(PLAYER LEFT PIN), O, 1024, 0, vres -
PADDLE HEIGHT) ;

rightPaddleY = map (analogRead (PLAYER RIGHT PIN), 0, 1024, 0, vres -
PADDLE HEIGHT) ;

drawBall () ;

ballX += ballDX;
ballY += ballDY;
drawPaddles () ;

drawBall () ;
TV.delayFrame (1) ;

break;

case STATE MISS:

if (playerScoreLeft == MAX SCORE) {
TV.print (16, vres / 2, "Winner!");
TV.tone (2000, 500) ;
TV.delayFrame (120) ;
state = RESET GAME;
while (1) ;
break;
else if (playerScoreRight == MAX SCORE) {
TV.print (hres / 2 + 16, vres / 2, "Winner!");




TV.tone (2000, 500) ;
TV.delayFrame (120) ;
state = RESET GAME;
while (1) ;

break;

(missed) {
TV.print (hres / 2 + 16, vres / 2, "Missed!");
TV.tone (500, 300);
else {
TV.print (16, vres / 2, "Missed!");
TV.tone (500, 300);
}
delay (1000) ;
TV.clearScreen () ;
state = NEXT LEVEL;

break;

void resetBallAndPaddles () {
randomSeed (analogRead (A2)) ;
int noise = random (vres) ;
ballX = hres / 2;
ballY = random(vres) ;
ballDX = (noise & 0x01) ?
ballDY = (noise & 0x02) ?

leftPaddleY = vres / 2;
rightPaddleY = vres / 2;

drawScores () {

.printChar ((hres / 4), 4, '0' + playerScoreleft);

.printChar ((hres / 4) + (hres / 2), 4, '0' + playerScoreRight);

drawPaddles () {

.drawRect (0, 0, 1, vres, 0, 0);

.drawRect (hres - 2, 0, 1, vres, 0, 0);

.drawRect (0, leftPaddleY, 1, PADDLE HEIGHT, WHITE, true);
.drawRect (hres - 2, rightPaddleY, 1, PADDLE HEIGHT, WHITE, true);




void drawBall ()

for (int i =

TV.drawLine (!

2, WHITE)
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