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//This is a single elev Main Ctrl Function
//Decide what to do next, considering all possible conditions
//Be called frequently

void Elevator::Activate()

{
//Point: down and up assigns array is at same status with button[].Get, but
//we assume that an elev should do it's own work without bothering others, but when
//it comes that it just pass by other floor, it will also open the door if this
floor need
//to be served, even if the floor's job is not assigned to this elev.
//First, have a judge of need to up or need to down
bool isneedtoup = false;
bool isneedtodown = false;
for(int i = atfloor + 1; i <= FloorNumber; i++)
//even if an upper floor need down, then the elev still need up, *sooner or
later*

if(father->downassigns[i] == index || father->upassigns[i] == index ||
floorbutton.isPressed(i)){
isneedtoup = true;
break;
}
for(int i = 1; i <= atfloor - 1; i++)
if(father->upassigns[i] == index || father->downassigns[i] == index |
floorbutton.isPressed(i)){
isneedtodown = true;

break;



//Should stop at this floor.
//At this floor, first judge whether to change direction(important), then open door
and start working
if((father->buttons[atfloor].Get(UP) && !(this->dir == DOWN && isneedtodown)
&& 'isFull()) || \
(father->buttons[atfloor].Get(DOWN) && !(this->dir == UP && isneedtoup)
&& 'isFull()) || \
floorbutton.isPressed(atfloor)){
//It's time to change direction?
//Change dir: now up, no need to up further, on this floor no UP pressed,
//and DOWN MUST BE PRESSED, or means error HAD occured, because the elev
SHOULDN'T HAVE GONE to this floor
//But, but, when executed here, downassigns (or upassigns) HAD BEEN Cleared!!
if(this->dir == UP && !(father->buttons[atfloor].Get(UP)) && !isneedtoup){
this->dir = DOWN;
}
if(this->dir == DOWN && I (father->buttons[atfloor].Get(DOWN))
&& !'isneedtodown){
this->dir = UP;
}
//start working from idle when a person precisely come to the floor the elev
resting at
if(this->dir == NODIRECTION){
if(father->buttons[atfloor].Get(UP))
this->dir = UP;
if(father->buttons[atfloor].Get (DOWN))
this->dir = DOWN;
}
EventCase e = EventCase(this->timeDoorOpen, "Elevator", "DoorOpened", this);
this->father->eventlist->EngqEvent(e);
return;
}
//no work, be idle no matter was idle or busy
//(no need to up, no need to down. executed here means no need to open door)
if(!isneedtoup && !isneedtodown){
this->dir = NODIRECTION;
this->isactive = false;
return;
}
//was moving and continue moving in old direction
//the most simple case
if(this->isactive){
if((this->dir == UP && isneedtoup) || (this->dir == DOWN && isneedtodown)){

EventCase e = EventCase(this->timeGotoNextFloor, "Elevator"



"ArrivedNextFloor", this);
this->father->eventlist->EnqEvent(e);

return;

}
//was idle and should start moving
else{
if(isneedtoup){
this->dir = UP;

this->isactive = true;

EventCase e = EventCase(this->timeGotoNextFloor,

"ArrivedNextFloor", this);
this->father->eventlist->EnqEvent(e);
return;

}
else if(isneedtodown){
this->dir = DOWN;

this->isactive = true;

EventCase e = EventCase(this->timeGotoNextFloor,

"ArrivedNextFloor", this);
this->father->eventlist->EnqEvent(e);
return;

}
else
Panic("wrong ctrl flow in Activate");

}

"Elevator",

"Elevator",

Panic("Nothing done in Activate. Another wrong ctrl flow in Activate");
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