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We have a metro which length is 1000px. We have 2 trains. They move in clockwise
direction. Each train has start speed, which is 10. Max speed is 20, minimum speed is 0 (we do
not allow to exceed or to be less than 0). On each iteration, speed of a train could be changed
(from -1 to 1 including 0). The program stops when trains are collide

speed

L ¢ very slow meciivarm wvery Ffast

T1.00
o.7S

0.50

o.=Zs

o

Below | attach 5 snapshots of trains:

1.

u1={0; 0; 1; 0; 0;}

n2={0; 0; 1; 0; 0;}



u1={0; 0; ; 0; 1;}
u2={0; 0; 0; 0; 1;}



u1={0; 0; 0; 0.5; 0.5;}

u2={0.5; 0.5; 0; 0; 0;}



n1={0; 0; 0; 0; 1;}

u2={0.5; 0.5; 0; 0; 0;}



Train 1: Train 2:
Speed: 16 Speed: 2
Distance: 6 Distance: 999

u1={0; 0; 0; 0.5; 0.5;}

u2={1;0;00; 0;}
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.main-conten

Ltion:

.main-content .trains-info .train-content {
isplay: inline-block,

.train-content

.main-content .trains-info .train-content .train-data {

.main-content .trains-info .train-content .train-ds
inline;




nst WIDTH
t HEIGHT
t X_CENTER
st Y_CENTER
¢ RADIUS
¢ TRAIN_RADIUS
t ARC_ANGLE - 2
¢ MOVE_UPDATE
¢ SPEED_UPDATE
¢ TRAIN_NUMBERS
t MAX_SPEED - 20;
st MIN_SPEED

et canvas = dox
et context

3
et movelrain;
et changeTrainSpeed;
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init();

Index.js




ction init() {
updatelindow() ;

movelrain setInterval(move, MOVE_UPDATE);
changeTrainSpeed - setInterval(changeSpeed, SPEED_UPDATE);
L
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function move() {
updateWindow() ;
drawTrains();
changeTrainsAngel();
(isBreak()) {
stop();
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function cha peed() {
(let i = B; i trains.length; i++) {
trains[i].speed getRandomInt(-1, 2);
(trains[i] .speed > MAX_SPEED) {
trains[i].speed = MAX SPEED;

(trains[i] .speed < MIN_SPEED) {
trains[i].speed = MIN_SPEED

trainSpeed = "train-speed” + (i + 1);
trainDistance = "train-distance” (i +1);
speed = ¢ +.getElementById(trainSpeed);
distance document . getElementById(trainDistance);
trains[i].speed;
trains[i] . distance;




function stop() {
updateWindow();
drawlrains();
clearInterval(moveTrain);
clearInterval(changeTrainSpeed);

¥

function drawlTrains() {
(Let 1 = B8; i < trains.length; i++) {
Llet position = getTrainPosition(trains[i].angle);

context . beginPath();

context.arc(position.x, position.y, TRAIN_RADIUS, @, ARC_ANGLE);
context. fillStyle - trains[i].color;

context. fill();

context. fillStyle "black";

context. font "bold l6px serif”;

context.textBaseline “top";

context . FillText(i 1, position.x - 3, position.y - 7);

¥

function getTrainPosition(angle) {
t v = RADIUS * Math.sin(toRadian(angle)) + Y CENTER;
x = RADIUS * Math.cos(toRadian(angle)) + X CENTER;
1
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function changeTrainsAngel() {
(Let 1 = 8; 1 < trains.length; i++) {
trains[i].angle trains[i] .speed / 5;

function toRadian(angle) {
angle * Math.PI 188;
}

function isBreak() {
trains[0].distance = Math.round(RADIUS * toRadian(trains[1].angle - trains[8].angle));
trains[1] .distance = Math.round(18085 - trains[8].distance);
trains[@] .distance 8 trains[1].distance 8;

}

function updatelindow() {
context.clearRect(®, @, WIDTH, HEIGHT);
context.beginPath();
context .arc(X_CENTER, Y_CENTER, RADIUS, 8, ARC_ANGLE);
context.stroke();

}

function getRandomInt(min, max) {
Math . floor(Math.random() * (max

}




