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1.  PerfectGotoPoint(const Point target, const Body& body, double dist_thr, double dashPower,
double dir_thr, bool useBackDash, bool forceBackDash)

alnsi Yo pasdio sl g cuwl ¥ 9 X ,lado 93 s9l> oS cauwl struct Point I uiv & @ Point target
.2l o cuwds worldModel->getBody() L oS cauwl agent 9> v @ const Body& body
1) d9suise S uaio 03,5 dash | il 9ap alnii L agent S| aS alold ol jwo : double dist_tht
ccawl Ol Jsdszo ojlul V.- adgl Jlade oS (Gguises Ji S5 Ban alais
dash sl jikiuw az ,») cuwl 9o,8 dash 08 g cawl V- - Yl JiSTa> oS 1 double dashPower
(52 205> yiiss3
sl il dir_thr 1 jieS sl asgly b 0o, turn ay jli Bow alaisi a 9w, slu ST double dir_thr
el azp V- B - gl Jedzo Hlode oguie ylai 8 e 00,8 tumn
Dgxineai odlaiwl backDash | ¢sgs false < 9405 1 bool useBackDash
Dgsisso oslaiwl backDash I lai> alasi 4y Osww, sy 028 true <, g9.0,5 & bool forceBackDash

Ol s 39,8 @ azei b Olgine |, i 2 ¢ cawl GotoPoint JwMS 15 oS PerfectGotoPoint

2.  ForbiddenAreaGotoPoint(const Point point, const Point circleCenter, float circleRadius, const
Body& body)
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3.

DangerAreaGotoPoint(const Point target, const Body& body, const Ball& ball, Point ballPos,
float dashPower)
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