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ACT->putCommandInQueue ( soc );
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else if( WM->getFastestInSetTo( OBJECT_SET TEAMMATES, OBJECT BALL, &iTmp )
== WM->getAgentObjectType() && 'WM->isDeadBallThem() )
// if fastest to ball

Log.log( V.-, "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()+v- - )

soc.dPower = v... * WM->getAgentStamina().getRecovery(); // dash slow




ACT->putCommandInQueue( soc );

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

// if stamina high

ACT->putCommandInQueue( soc ); // dash as intended
ACT->putCommandInQueue( turnNeckToObject( OBJECT _BALL, soc ) );
}
H

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

1.0 + fabs(posAgent.getX()-posBall.getX())/1-.<)

// 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 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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