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\ - else if( WM->getFastestInSetTo( OBJECT SET TEAMMATES, OBJECT BALL, &iTmp )
Y == WM->getAgentObjectType() && !WM->isDeadBallThem() )

// if fastest to ball
Log.log( Y+, "I am fastest to ball; can get there in %d cycles", iTmp

~.

soc = intercept( false ); // intercept the ball

if ( soc.commandType == CMD_DASH && // if stamina low
WM->getAgentStamina () .getStamina () <
SS->getRecoverDecThr () *SS->getStaminaMax () +Y++ )

L > < 0 & ~ -t

soc.dPower = Y.. * WM->getAgentStamina () .getRecovery(); // dash slow
ACT->putCommandInQueue( soc );
ACT->putCommandInQueue ( turnNeckToObject( OBJECT BALL, soc ) );

}

else // if stamina high

{
ACT->putCommandInQueue( soc ) ; // dash as intended
ACT->putCommandInQueue ( turnNeckToObject( OBJECT BALL, soc ) );




}
else if( posAgent.getDistanceTo (WM->getStrategicPosition()) >

\.0 + fabs (posAgent.getX()-posBall.getX())/\+.)

// if not near strategic pos

if ( WM->getAgentStamina () .getStamina() > // if stamina high
SS->getRecoverDecThr () *SS->getStaminaMax () +A++ )

soc = moveToPos (WM->getStrategicPosition(),
PS->getPlayerWhenToTurnAngle()) ;
ACT->putCommandInQueue( soc ); // move to strategic pos

ACT->putCommandInQueue ( turnNeckToObject( OBJECT BALL, soc ) );

}
else // else watch ball

{
ACT->putCommandInQueue( soc = turnBodyToObject( OBJECT BALL ) );

ACT->putCommandInQueue ( turnNeckToObject( OBJECT BALL, soc ) );

}
else if( fabs( WM->getRelativeAngle( OBJECT BALL ) ) > \. ) // watch ball

{
ACT->putCommandInQueue ( soc = turnBodyToObject( OBJECT BALL ) );

ACT->putCommandInQueue ( turnNeckToObject( OBJECT_ BALL, soc ) );

}
else // nothing to do

ACT->putCommandInQueue ( SoccerCommand (CMD_TURNNECK,-..) );
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/*! ObjectT is an enumeration of all possible objects that are part of the
RoboCup soccer simulation. The class SoccerTypes contains different methods
to easily work with these objects and convert them to text strings and text
strings to ObjectT. */

enum ObjectT { // don't change order

OBJECT BALL, /*!< Ball

OBJECT_GOAL L, /*!'< Left goal // Y goals

OBJECT_GOAL R, /*'< Right goal
OBJECT_GOAL_UNKNOWN, /*!'< Unknown goal

OBJECT_LINE L, /*'< Left line // ¥ lines

OBJECT_LINE R, /*!< Right line
OBJECT_LINE B, /*!< Bottom line
OBJECT_LINE T, /*!'< Top line

OBJECT_FLAG L T, /*!'< Flag left top // &y flags
OBJECT FLAG T L O /*!< Flag top left o.
OBJECT_FLAG T L ¥. /*1< Flag top left ¥
OBJECT FLAG T L Y., /*!< Flag top left Y.
OBJECT FLAG T L Y-, /*'< Flag top left Y.
OBJECT FLAG T L )\, /*1< Flag top left ).
OBJECT_FLAG T -, /*!'< Flag top left .

OBJECT FLAG C T, /*!< Flag top center




OBJECT FLAG T R ).,
OBJECT FLAG T R Y.,
OBJECT_FLAG T R Y-,
OBJECT_FLAG T R ¥+,
OBJECT_FLAG T R 0-,

OBJECT_FLAG R T,
OBJECT_FLAG R T Y-,
OBJECT FLAG R T Y.,
OBJECT_FLAG R T )\,
OBJECT_FLAG G R T,
OBJECT_FLAG R .,
OBJECT_FLAG G R B,
OBJECT_FLAG R B ).,
OBJECT_FLAG R B Y.,
OBJECT_FLAG R B_Y-,
OBJECT_FLAG R B,

OBJECT_FLAG B R_&-,
OBJECT_FLAG B R ¥,

OBJECT_FLAG B R Y-,

OBJECT_FLAG B R Y-,

OBJECT_FLAG B R ),
OBJECT_FLAG_C_B,

OBJECT FLAG B .,

OBJECT_FLAG B L_)-,
OBJECT_FLAG B_L_Y-,
OBJECT_FLAG B_L_Y-,
OBJECT FLAG B L ¥-,
OBJECT FLAG B L 0-,

OBJECT FLAG L B,

OBJECT_FLAG L B Y-,
OBJECT_FLAG L B Y-,

OBJECT_FLAG L B ),

/*'< Flag top right )
/*'< Flag top right Y.
/*!'< Flag top right Y-
/*'< Flag top right ¥.
/*'< Flag top right o.

/*!< Flag right top

/*'< Flag right top Y-

/*!'< Flag right top Y-

/*!'< Flag right top )\«

/*!< Flag goal right top
/*'< Flag right .

/*!'< Flag goal right bottom

/*!< Flag right bottom ).
/*!< Flag right bottom Y.

/*!'< Flag right bottom Y-

/*'!'< Flag right bottom

/*!'< Flag bottom right &.
/*!< Flag bottom right ¥f.
/*1< Flag bottom right Y-
/*'< Flag bottom right Y.

/*!< Flag bottom right ).

/*!'< Flag center bottom

/*'< Flag bottom -

/*!'< Flag bottom left ).
/*!'< Flag bottom left Y.
/*'< Flag bottom left Y-
/*'< Flag bottom left ¥f.

/*!'< Flag bottom left &.

/*!'< Flag left bottom

/*!'< Flag left bottom Y.
/*'< Flag left bottom Y.

/*!'< Flag left bottom \.




OBJECT_FLAG G_L B,
OBJECT FLAG L -,
OBJECT_FLAG G L _T,

OBJECT_FLAG L T ),

OBJECT_FLAG L T Y-,

OBJECT_FLAG L T_Y-,

OBJECT FLAG P L T,
OBJECT FLAG P L C,
OBJECT_FLAG P L B,
OBJECT FLAG P R T,
OBJECT FLAG P R C,
OBJECT_FLAG P R B,
OBJECT_FLAG C,

OBJECT TEAMMATE ),
OBJECT TEAMMATE Y,
OBJECT_TEAMMATE Y,
OBJECT TEAMMATE ¥,
OBJECT_TEAMMATE 0,
OBJECT_TEAMMATE_#,
OBJECT_TEAMMATE_VY,
OBJECT_TEAMMATE_A,
OBJECT TEAMMATE A4,
OBJECT_TEAMMATE ).,

OBJECT_ TEAMMATE \y,

/*!'< Flag goal left bottom

/*!'< Flag left -

/*!'< Flag goal left top

*/
*/
*/

/*'< Flag left bottom ). */

/*'< Flag left bottom Y. */

/*!'< Flag left bottom Y.

/*!'< Flag penaly left top
/*!'< Flag penaly left center
/*!'< Flag penaly left bottom
/*!< Flag penaly right top
/*!< Flag penaly right center
/*'< Flag penaly right bottom
/*'< Flag center field

/*!'< Teammate nr )
/*1< Teammate
/*1< Teammate
/*1< Teammate
/*1< Teammate
/*!< Teammate
/*!'< Teammate
/*!< Teammate

/*'< Teammate nr 4

*/
*/
*/
*/
*/
*/
*/
*/

*/

*/
*/
*/
*/
*/
*/
*/
*/

/*!'< Teammate nr ). */

/*1< Teammate nr 1\ */

OBJECT_ TEAMMATE UNKNOWN, /*'< Teammate nr unkown

OBJECT_OPPONENT ),
OBJECT_OPPONENT_Y,
OBJECT_OPPONENT_Y,
OBJECT_OPPONENT_¥,
OBJECT_OPPONENT_0,
OBJECT_OPPONENT_#,
OBJECT_OPPONENT_Y,

OBJECT_OPPONENT_A,

/*!'< Opponent nr \
/*!< Opponent nr Y
/*'< Opponent Y
/*'< Opponent
/*'< Opponent
/*'< Opponent
/*'< Opponent

/*!< Opponent

*/
*/
*/
*/
*/
*/
*/
*/
*/

// teammates #\

// opponents VY




OBJECT_ OPPONENT 14, /*!< Opponent nr 14 */
OBJECT_OPPONENT )., /*!'< Opponent nr ). */
OBJECT_OPPONENT ), /*!< Opponent nr \\ */

OBJECT_OPPONENT UNKNOWN, /*!< Opponent nr unknown *x/

OBJECT_PLAYER UNKNOWN, /*!'< Unknown player *x/
OBJECT_UNKNOWN, /*!'< Unknown object *x/
OBJECT TEAMMATE GOALIE, /*!< Goalie of your side */
OBJECT OPPONENT GOALIE, /*!< Goalie of opponent side */
OBJECT_ILLEGAL, /*!'< illegal object *x/

OBJECT_ MAX OBJECTS /*'!'< maximum nr of objects x/ [/ A
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