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lecture5_class.c o i d . %
Eyprpee. /e‘/‘ Tow  JIRE GAme
2#include <msp430.h>

3

4#include "peripherals.h"
S#include "utils/debug assert.h"
6 #include "lecture.h"

7

8// Function prototypes

9void swDelay(char numLoops);

10

11 #define BUTTON_LEFT 0x01

12 #define BUTTON RIGHT 0x62

13

14 #define TARGET_NUM 7

15

16 // Here, we can represent our state as an gnum, or enumerated type,
17// which is a type that is functionally the same as an integer, but
18 // enables us to assign names to the values for clarity

19 enum game_state {
20 PROMPT = 0,
21 READ = 1,

22 CHECK = 2,

23 WIN = 3,

24 LOSE = 4,

25 RESET = 5,

26};

27

28

29 // Main

30 void main(void)

31{

32 enum game_state state = RESET; // Declare our game state, which starts in
the RESET statl

33 int input_number = 0;

34

35 WDTCTL = WDTPW | WDTHOLD; // Stop watchdog timer.

36

37 // **¥* System initialization ***

38 initlLaunchpadButtons();

39 initLaunchpadlLeds();

40 configDisplay(};

41

42 Graphics_clearDisplay(&g_sContext); // Clear the display
43 Graphics_flushBuffer(&g_sContext);

44

45 // *** Continued on next page ***

46

47
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48
49 // To draw our prompt, we need to build an array of characters, so here
50 // we make a "buffer" of 3 characters that we will adjust based on the
input
51 unsigned char buffer[3];
52 buffer[@] = '-'; // The first two characters make a "->" as a prompt
53 buffer[1l] = '>'; // The last character will be the number
54
55 while (1) // Forever loop
56 {
57 switch(state)
58 {
59 case PROMPT:
60 Graphics_drawStringCentered(&g_sContext, "Enter choice",
61 {UT0 SIRING LENGTH, 64, 15,
62 RANSPARENT_TEXT) ;
63
64 // Add number to the buffer, adding the offset for ASCII zero
65 buffer[2] = input_number + '0';
66 Graphics_drawStringCentered(&g_sContext, buffer, 3,
67 64, 25, OPAQUE_TEXT):
gg Graphics_flushBuffer(&g_sContext); /7: f?ﬂé S/Z6 OF
70 // From here, we go to the "READ" state: T)V[ /AZ.(A/ VA /(/Uou_)f)/
71 // after the "break" statement, we re-enter the,
72 // while loop and enter at the READ state We  cqw Steciry 7
7 o rens: Osm P8y /F Yoo
reak; U
75 case READ: { ;/C r/“”"- STRIM6. Lewérn, e
76 char button_state = readLaunchpadButtons(f; ’/U'U Wil ExZper Tie St
7 , | € ML Terpmariy
78 // Define next state based on input from the buttons L
79 if (button_state & BUTTON_RIGHT) {
80 state = CHECK;
8l } else {
82 input_number = (input_number + 1) % 10:
gz } state = PROMPT; % WRAP pUMBEL 7O
85 break; JANGE  0-1
86 }
87 case CHECK:
88 if (input_number == TARGET NUM) {
89 state = WIN;
90 } else {
91 state = LOSE;
92 }
93 break;
94
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95

96

97

98

99
100
101
102
103
104
105
106
107
108
109
110
111
112
113
114
115
116
117
118
119
120
121
122

123}

124
125
126

12771 -.

128
129
130
131
132
133
134
135
136
137
138
139
140
141
142

} // end while (1) AN AR T pe,

lecture5 _class.c

case WIN:

Graphics_clearDisplay(&g_sContext):

Graphics_drawStringCentered(&g_sContext, "YAY",
AUTO_STRING_LENGTH, 64, 15,
TRANSPARENT_TEXT) ;

Graphics_flushBuffer(&g_sContext);

swDelay(2);
state = RESET;
break;

case [OSE:

Graphics_clearDisplay(&g_sContext):

Graphics_drawStringCentered(&g_sContext, "YOQU FAIL",
AUTO_STRING_LENGTH, 64, 15,
TRANSPARENT _TEXT) ;

Graphics_flushBuffer(&g_sContext);

swDelay(2);

state = RESET;

break;

case RESET: N\

Graphics_clearDisplay(&g_sContext):
Graphics_flushBuffer(&g_sContext):
input_number = 0;

state = PROMPT;
swlagy ( (I

D y

Ly vy oF
7mne ( Aor” 5g-¢cwp_f9 70

. Other demo functions omitted ... 7/@///05/1 SInPLE %(//
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