TORPEDO SM

[nitPState CONN

TORPEDO _ldle

~

ButtonDown
[UpdatedAction ==IDLE]

ButtonDown

[UpdatedAction ==FIRE]

UpdatedAction is FIRE
Print Going to FIRE
NumberEvent

Update TargetLocation

UpdatedAction is IDLE
Print Not going to FIRE

TxNoActionEnded

[TwoActionsAgo == FIRE]
Post NO_ACTION to TxSM
Post DETONATION to TxSM with
TargetLocation as Param
[UpdatedAction == FIRE]
Post LAUNCHED to TxSM with
CurrentCoordinate as Param

Post UpdatedActionEvent to TXSM
with UpdatedAction as Param

HIT [From ENEMY]

Print successful hit

:

( _ )
C TORPEDO_Live_Input

.

POS_REQUEST
Post POS_UPDATE
with Coordinate and

Heading as param

A

SyncComplete
Clear UpdatedAction

Clear Response Variable
Clear PastAction
Turn ON LED

\
SetupEvent [Param == e ~

TORPEDO] TORPEDO_Idle

A

Update CurrentHeading and
CurrentCoordinate

Y

A

A

Reset UpdatedAction
Clear Response Variable
Post GameOver to
SyncSM

(HIT or RIP) [More than 1 sub

is alive]
Update LiveSubs list

( _ ) POS_REQUEST
: »| TORPEDO_Live_Waiting|_ J  Post POS_UPDATE
TxNoActionStarted with Coordinate and
Clear UpdatedAction ) Heading as param
Print Response Variable to
Screen (Setter/Getter f(x)) nat POS_UPDATE
Update PastAction — Update CurrentHeading and
CurrentCoordinate
\_ )<~ Update LastHeading and LastCoordinate
Disconnected
Clear UpdatedAction / Pri ri'—ge% en
( Clear Response Variable Turn Off LED
Disconnected PostRIP to
Clear UpdatedAction ) GamelogicSM
Clear Response Variable ( (HIT or RIP)
Recalibrate & in [all other subs dead]
GL_Live_Waiting Print WIN Y, RIP [From US]
Post POS_REQUEST to Reset UpdatedAction < N Update LiveSubs list
TXSM Clear Response Variable
Turn Off LED
Post GameOver to
SyncSM YvYy HIT [From US]
) N\ Print Dead to Screen
| TORPEDO_Dead Tum Off LED
Post RIP to
\ GamelLogicSM
J
(HIT or RIP) [Only 1 sub L )
is alive]
Print LOSE t

Detonation Guard Notes:
We have a variable that contains
the last eight actions. If
Detonation was the action => add
1 to the LSB. If Idle was the
action => add 0 to the LSB

Print when PastAction & BIT1HI
== BIT1HI tells you that the
second to last action was a fire

Current Action = UpdatedAction
Past Action = Bit 0
2 Actions ago= Bit 1

Update PastAction (shift
left, add 1 if detonate, add
0 if idle)
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