Pseudo Autonomous Code

Mode 1: Offensive Defense

· Offensive Defense - Stopping opponents from getting where they want to go 

· drive forward to block B3 

· drive directly across the field and block B2 & B1 (these for R1&R3) 

· choose left or right 

· head on collision with corner opponents

from R1/B1

*go straight out from wall 7.4ish feet (keep in mind the slide factor)

* turn left to center of field (about 135 degrees including slide)

*drive straight through all traffic… since that’s the point is to mess up other autonomous modes

*if possible drive about __ feet (# around 15-20 feet)

*ROBOT FREAK OUT! (“Oh Crap Override” enabled)

from R3/B3

*same as R1 but turn right

From R2/B2

*drive arc to the position on the opposing alliance where the team with weaker autonomous is

*drive ___ feet (# around 13.5)

Mode 2:Pure Defense

· really random stuff 

· robot seizures (tipsy robot walk) 

· random speed for 2-3 ft distance 

· random choice for left and right fork 

· no more than 2 left or right turns in a row (to avoid getting stuck on walls) 

*find a random # generator that we can make to not give the same # more than twice

*each moment goes at a random speed for a random distance before the generator tells it to go either the left or right fork based on the number that comes up.

Starting at R1 or R3

Do forever {

a)  Randomly select a speed between ½ speed to full speed

b)  Randomly select a distance between two and four feet

c)  Randomly select a direction (left, right) 

d)  If first time through loop,  drive forward using the speed and distance values

else drive direction using speed and distance values

}  

Starting at R2

Override to be inserted in any code

· "Oh Crap Override" 

· detect if we stopped moving 

· become a creator of chaos (vague but… it’ll be awesome) 

· can be put in other modes just in case 

*detect if the robot has stopped for __ seconds using the information from the accelerometer

*create chaos – makes the robot freak out

*sole purpose is to make the trailer harder to score on

*start by moving backwards

*turn 90 degrees

*start into the random motion machine

Mode 3 : delivering an empty cell

· Getting the empty cell and refueling (only valid for R1/B1 and R3/B3 positions) 

· needs a “crazy Turn” to plow B2 out of the way 

· R1 to local is too tight of a turn (same for R3 to remote) 

· needs to determine position (has to be from R1 or R3) 

· R1 => B2 => B1 

· R3 => B2 => B3 

Pseudo code written for position R1

*turn left 90 degrees in a smooth arc


-Use PID in 10 degree increments


- drive one wheel and use wheel distance

*full speed ahead to plow through the B2 position (should be about 10 feet total)

*use the bounce back

*wait 2 seconds if impacted

*turn on collection mode

*ride on the wall past the outpost

(this might take up all the time but if not)

*drive 45 degrees to the right (towards the airlock)

*drive a total of 27 feet

* “burp” or shoot ball out the top into airlock

Mode 4: scoring

· Score on opponent 

· Choose what opponent to score on 

· Which station currently at 

· needs to drive an arc (still to come are drawings and math) 

· general idea would be to score on the trailer 

this will all be difficult without a camera and would have to left to chance…

Scoring from R1

to score on B2 

*drive 45 or less drive forward and shoot out top

to score on B3

*turn on a dime and go straight forward 14.8 feet and start shooting

Moving an unattended trailer

R1 saves R2

drive straight out and bump into the trailer to move it out of the way of the payload specialist

attempt to continue bumping using the camera for tracking

R2 saves R1

drive out at a -45 degree angle to hit the trailer at R1

“ camera tracking

R2 saves R3

drive out 45 degree angle

''

holding and lining up the other alliance's trailer

r1/r3 moves to b3/b1

drive out 45 degree angle bump into trailer and attempt to hold it there

use camera to follow the trailer's target if it moves

=> b2 would be better not to move at all but could use opportunity to run empty cell

R2 blocks in B2

drive directly forward to hold the trailer in place

