April 7, 2003

After working with the code for a few days towards the end of the week last week and starting again tonight, I made several breakthroughs in the project.  There was an additional element that was added to my project to fix Jeremy’s code and allow the trains to be able to back out of deadlock.  I have made this work by moving some code between allocate resources and update resources.  The code will then update the train’s position in the train but not allocate the track resources.  When the train is backed out of deadlock, the train will still know where it is and be able to adjust these values.  


I have also fixed the problem of when the trains are at opposite photocells and blocking each other.  When a train becomes blocked, it changes the blocked status to BLOCKED.  When update lights is called, it will scan through each of the trains and update the lights accordingly.  Before any of the other lights are set because of the train, it checks the blocked status.  If the blocked status is BLOCKED, it sets the light at that photocell for any train going in the opposite direction to be red.  This should never cause issues because if a train is blocked at that photocell, any train going in the opposite direction would not be allowed to go anyway.


I also added a function called brakeforturnouts in the light manager that will stop the train when it hits a section where the next section of track has a turnout.  You are then allowed to toggle the turnout and the train moves from the blocked list to the active list.

