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Design of Game Applied to Stepping Machine

TANG Jun
(Institute of Sports Science and Technology, Anhui Province, Hefei 230001, China)

Abstract: In order to meet people’s needs of indoor fitness, a game system applied to the stepping machine is designed on
the basis of a stepping machine in the market. It contains three parts: stepping machine, sensor equigment, and computer.
The sensor equipment consists of two hall sensors, MAX232 serial port chip and STC89C52 single-chip microcomputer.
The hall sensors find the pass of pedals and produce signals, single-chip microcomputer is used to calculate the step rates
and send them, and serial port chip is used to transmit data to computer. The corﬁputer is used to run the game software
and display the game images. The principle of the game software is that game protagonist’s moving speed is determined
by the average of step rate of left and right, and the directions of protagonist are determined by the difference of the step
rate. The game of greed snake is adapted for.the game system as test software, and functions of controlling snake
movement and fitness are.added in the test software. The game system can achieve the desired effect after repeated
testing. The game system has good market potential because of its low cost of manufacture, easy manipulation and
friendly universal prbperty.
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#include "Afxtempl.h" /48 AR Sk 3044
#include "Rule.h" /A4 AR 3K ST #F
class CSnake: public CWnd

{

public:

CSnake();

public: v

int m;avgkI{afe; B 2BZ]

int m_nDifRate; /2§12

int m_SnkRRate; /¢ 1) 47 2 40

int m_SnkLRate; /4 1 /2 25 40
bool flagR; /47 5 8liks &

bool flagL; /2 25 Hiikr &

int m_nPreDir; //fT—IXSIET7 7
int m_nScore; /734

bool m_blsOver; /i #%45

public:

1R e £ 72 3))

void GameMove(CPoint ptl);
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void GameAction(); - "
BOOL GameStart()s /2 50 FF 44

Woid InitGame2(); /i A R HTHG AL,
“ void InitFoods(); /#1 UGk F 5

void ReDrawBody(CPoint pt); /5 £z £

private:

CArray<CPoint, CPoint>m_body; /¥, &[] &
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m_avgRate=[(m_SnkRRate + m_SnkLRate) /2]  (2)
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o | s | kS | | R | k| kg s B g | keE | ks s B
#a) | %) | B3 | B3 | B3 | B | B3 #3) #3) | #3) | B3 #3)
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3 B, AR W@&ﬁiﬂﬁdﬁfuﬁmﬁ% BRI K2
AR (B RFERR), 2"0;4, (2):41-49, 126.
4 W, M, HAE R, % BT Kineot BUBHL RS i HHL A

124 Z%i% % System Construction

5 5 RAE. %{#ﬂm 1 SHEHL CIE S HRE-NTT 1E. PR
¥ & A w5t s T Dk AR, 2009. 74-76.

6 I . Ui AR PR FE B HORR . AL BT ARG i B AL, 2011,
17-20.

7 E#. Visaul CHIF R K & R BIVEME. dba: R RS
A, 2010. 263-302.

8 i gRig, TR LB, L b R F R E R
t, 2003: 78.

© ERSEBIK T

http://www.c-s-a.org.cn


http://www.c-s-a.org.cn

