16x62: Lab0

Due: Tuesday, Week 2

| ntr oduction

The purpose of thislab isto familiarize you with the robots (i.e., force you to read the
Robot Manual) and with your team members (i.e. force you to meet them). Not to
worry, it'srealy easy!

For each assignment, create a button on your java console:
(1) I will click the button.
(2) Your assignment code starts running and continues running until | exit the
application (you' Il tell me how best to exit).

Assignment 0.0: The Dumb Wanderer

Write bunbWander

When called, thiswill cause the robot to move forward at least 5 inches per second as
long as its sonars do not detect an obstacle in its path. Before it hits anything it can see
in its path, the robot should stop. If you remove the obstacle, it should start to move
again. Ad nauseum.

Note that this assignment involves no robot rotation and that the obstacles are usually
going to be tall and slender things called human legs, although they will at times be the
wallsand chairs.

Assignment 0.1: The Head-Turner

Write Tur nCl osest
When thisis called, the robot should exhibit the behavior of rotating toward the closest
object that its sonars detect.

With some care, your solution can look smooth and intelligent. For instance, it isagood
ideafor the robot to turn faster if | am ninety degrees from its front compared to twenty
degrees. Welll be testing this by walking around your robot asit sitsin an empty, open
Space.



