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Acceleration

Acceleration

In some games accelerating objects is needed to show a speed increase. In this example we see how adding
a constant

acceleration value to the speed of a missile increases the distance traveled each time the graphic screen is
updated.

"W ndow Set up

nomai NWi n

W ndoww dt h=400

W ndowHei ght =400

open "M ssle Launch" for graphics_nsb as #main
#mai n, "trapcl ose [exit]"

"launch angl e (0-360)

angl e=90

‘convert angle to radi ans

Angl el nRadi ans=angl e/ 57. 29577951

'set missile starting val ues
novi ngQbj ect . speed=2
nmovi ngQbj ect . accel erati on=1 'constant accel eration

‘starting position
nmovi ngQbj ect . x=200
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nmovi ngQbj ect . y=370

"set direction of novenment by getting
"the cos and sin of the angle in radi ans
scal e. x=cos( Angl el nRadi ans)

scal e. y=si n( Angl el nRadi ans)

#mai n, "down; col or red;size 5"
timer 100, [] oop]
wai t

[ 1 oop]
"add our constant acceleration to the speed

novi ngbj ect . speed=novi ngCbj ect . speed+novi ngObj ect . accel erati on

#mai n, "up; goto 0 12; down;\ Speed: "; novi ngbj ect . speed

"increase the object velocity by multiplying our new speed by our
‘scal e val ue

nmovi ngQbj ect . vel oci ty. x=(novi ngObj ect . speed*scal e. x)

novi ngbj ect . vel ocity. y=(novi ngObj ect . speed*scal e. y)

"add our new velocity value to our current novi ngObject x and

"y val ues

novi ngQbj ect . x=novi nghj ect . x+nmovi ngCbj ect . vel ocity. X

novi ngbj ect . y=novi nglbj ect . y- novi ngbj ect . vel ocity.y

#mai n, "set "; novi ngbj ect.x;" ";nmovingObject.y

i f movi ngQbj ect. y<0 then
timer O
wai t
end if

wai t

[exit]
cl ose #main
end
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