
  

      

% the function rand, with no inputs, returns a single 
% floating point number between 0 and 1

num = rand

% random numbers can be used to make choices based on probabilities

if (num > 0.5)
    disp('heads')
else
    disp('tails')
end

% rand(rows,cols) generates a matrix of random numbers between 0 and 1

nums1 = rand(1,5)

nums2 = rand(2,4)

% with one input, rand returns a square matrix of random numbers

nums3 = rand(3)

% randi(n) generates a single random integer between 1 and n

randi(5)

% randi(n,rows,cols) generates a matrix of random integers between 1 and n

randi(10,1,6)

randi(10,3,2)



% randperm(n) generates a random permutation of the integers from 1 to n

order = randperm(10)

% randperm(n,k) generates k unique random integers between 1 and n

unique = randperm(10,5)

% generate a random ordering of conditions for an experiment or simulation

conditions = 3.0:0.5:6.0

order = randperm(length(conditions))

newConditions = conditions(order)

% shuffle a deck of cards

cards = {'1h' '2h' '3h' '4h' '5h' '6h' '7h' '8h' '9h' '10h' 'jh' 'qh' 'kh' ...
         '1d' '2d' '3d' '4d' '5d' '6d' '7d' '8d' '9d' '10d' 'jd' 'qd' 'kd' ...
         '1s' '2s' '3s' '4s' '5s' '6s' '7s' '8s' '9s' '10s' 'js' 'qs' 'ks' ...
         '1c' '2c' '3c' '4c' '5c' '6c' '7c' '8c' '9c' '10c' 'jc' 'qc' 'kc'};
     
shuffle = cards(randperm(52))

% create an anagram of a string

str = 'rumpelstiltskin';

anagram = str(randperm(length(str)))
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