Objective

Two potentiometers connected to two separate analog to digital inputs are used for the x and y coordinate maniputlatiuns. If the user adjusts the potentiometer(s), the cursor will move and leave a tail behind. This program will utilize escape sequences and the analog to digital converter. Instructions for the game should be displayed on the screen prior to the start of the game. The game should continuously accept an input to the keystroke 'q' for quit.

Theory

By turning the potentiometers voltage values are converted by the A/D converter into a usable escape sequence which is then used to move the cursor around the screen.  One potentiometer connected to adr1 will be used for the vertical movement the other connected to adr2 will be used for the horizontal movement. After the values from the A/D converter's registers are read they are transformed by the means two lookup tables to the appropriate values of an escape sequence. Now the escape sequence has been constructed. Calling the escape sequence makes the cursor move to the corresponding coordinates on the screen and a “*” is printed at that location. If a “q” is detected the program performs an software interrupt.

Conclusion

There is minor problems with fluctuation of the cursor due to the constantly changing A/D values we tried to solve that problem by taking the average of the values and/or modifing the lookup tables but were unable to get it to work correctly. Also if the program is ran on a terminal with a small resolution the escape sequence does not function correctly.

