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HDHEINTWVD, AENTZ O MAS ZHWCIEFRFOILEMZFHR L, AIC X D RMEE
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FOB —B (oo [ZBE (96 |=BE |9 [muBE (%6 [FBE (96 AR % [&5ANK
AEEHR 13a% 68| 64% 8] 7% 10 9% 8] 7% 70 7% 6] 6% 107
237 114{ 47% 97( 40% 10| 4% 8] 3% 71 3% 6] 2% 242
3a¥Y 64| 37% 79| 45% 10 6% 8] 5% 70 4% 6] 3% 174
47 0] 0% 8| 12% 10| 14% 8| 12% 8| 12% 35| 51% 69
53V 47 27% 97| 55% 10 6% 8] 5% 70 4% 6] 3% 175
WNEEHR 1a¥% 0] 0% 41| 57% 10 14% 8] 11% 7] 10% 6] 8% 72
237X 0] 0% 101[ 68% 10 7% 25| 17% 7] 5% 6] 4% 149
3V 12] 8% 98| 64% 101 7% 18] 12% 71 5% 8] 5% 153
4% 24| 12%| 128| 64% 10 5% 8| 4% 70 4% 22| 11% 199
53% 15] 13% 19] 16% 10| 9% 20 17% 25| 22% 27 23% 116
KIER 13V 0] 0% 154| 83% 10| 5% 8| 4% 71 4% 6] 3% 185
237X 100] 39% 87| 34% 10 4% 8] 3% 7] 3% 47 18% 259
33a¥ 0] 0% 8] 8% 10] 10% 68| 69% 71 7% 6] 6% 99
4% 36| 34% 8] 8% 41] 39% 8] 8% 70 7% 6] 6% 106
53aY 0] 0% 8] 21% 10| 26% 8] 21% 7] 18% 6] 15% 39
AIEH 1< 46| 17%| 142] 53% 10] 4% 8] 3% 70 3% 57| 21% 270
237 71] 34%| 105[ 51% 10 5% 8| 4% 7] 3% 6] 3% 207
3a¥Y 74| 32% 62| 26% 10 4% 8] 3% 7] 3% 73] 31% 234
47 60| 22%| 136{ 50% 10| 4% 35 13% 71 3% 261 9% 274
53V 5] 5% 23| 21% 10 9% 13 12% 29| 26% 30| 27% 110
£ER 13a¥% 0] 0% 8] 21% 10| 26% 8] 21% 7] 18% 6] 15% 39
237 99| 38% 87| 34% 10| 4% 8] 3% 71 3% 48] 19% 259
3a¥Y 57| 22%| 128[ 50% 10 4% 8] 3% 71 3% 46| 18% 256
4V 105]| 41% 74| 29% 10] 4% 8] 3% 16 6% 46| 18% 259
53< 0] 0% 66| 58% 101 9% 8l 7% 7] 6% 22| 19% 113
KZ 15
®EA —B 1% =B (% (=K [% [ 1% |JREE (% |[ABE (% |85 A#
BEEH 1a¥% 49| 56% 8] 9% 10f 11% 8] 9% 7] 8% 6] 7% 88
237X 52| 29% 79| 44% 10 6% 8| 4% 70 4% 25| 14% 181
33a% 0] 0% 151]| 58% 10| 4% 58( 22% 71 3% 36| 14% 262
4% 93| 54% 37| 22% 10 6% 12 7% 8] 5% 11 6% 171
53% 109{ 55% 59( 30% 10| 5% 8| 4% 71 4% 6] 3% 199
NIEH 13V 56| 58% 9] 9% 10| 10% 8| 8% 71 7% 6] 6% 96
237X 0] 0% 70| 61% 10 9% 22| 19% 7] 6% 6] 5% 115
33a% 41| 29% 59| 41% 10 7% 20| 14% 71 5% 6] 4% 143
4% 0] 0% 56| 39% 10 7% 19 13% 70 5% 53| 37% 145
53V 15 12% 26| 21% 10 8% 20| 16% 23| 19% 29| 24% 123
KIEH 13a< 0] 0% 127( 80% 10 6% 8] 5% 71 4% 6| 4% 158
237 100{ 53% 441 23% 10| 5% 8| 4% 71 4% 201 11% 189
3a¥Y 0] 0% 121[ 80% 10 7% 8] 5% 7] 5% 6] 4% 152
47 0] 0% 134| 81% 10| 6% 8] 5% 71 4% 6] 4% 165
53V 0] 0% 8] 21% 10| 26% 8] 21% 7] 18% 6] 15% 39
ANIEH 13a% 67| 37% 83| 46% 10 6% 8| 4% 70 4% 6] 3% 181
237 69| 32% 78| 36% 10| 5% 8| 4% 71 3% 421 20% 214
3a¥Y 83| 42% 59| 30% 10 5% 8| 4% 70 4% 29| 15% 196
4V 55| 20% 92| 33% 41| 15% 65| 23% 70 2% 22| 8% 282
53< 0] 0% 14] 12% 10| 9% 13] 12% 46] 41% 30( 27% 113
£EB 1a% 0] 0% 8] 21% 10 26% 8] 21% 7] 18% 6] 15% 39
237X 14 8% 109]| 65% 10 6% 8] 5% 70 4% 20| 12% 168
33a% 88| 52% 14] 8% 10| 6% 45| 26% 71 4% 6] 4% 170
4% 33| 15%| 119 55% 10 5% 8| 4% 7] 3% 40[ 18% 217
53a% 0] 0% 58| 65% 10| 11% 8] 9% 71 8% 6] 7% 89
X% 16
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3.2 FNEFNDOETILORER

HEEEPT IR O 2 £ 7L T LR £ I bR LIFHORE H | R 2R 5,
ZO%, 7V, AR, BH, a2 I A8 GFFAES L ISR O AN Bie s
2 Qe 2880 . R e 2 R AR & L CEEIFOIT 21TV, ThTh 0L &k
HEPT R OBRME 2RO 5, E7o, ABEO p HOAFKAET 6L 5, #MEHIITITITH

AREASEAEDIER LT=HGEHRIT 7 0 777 5 ToH % [Blackbox] ZffiH S TIHW,

3.2.1 EF/ 1 JEREELLEET L
VI al—Ta rOfERIFINFE 17.18.19.20 D XL H T 5T,

ETI)LI B
AiIEA 11 2| 3 4/ 5/ 6/ 7/ 8 9] 10] Fiy
A 1% 100/ 97| 97| 96/ 98| 95| 98| 98| 102| 102 98.3
A 2a% 208| 208| 199| 197[ 205| 200| 198| 203| 204| 200 202.2
A 3av 174] 171] 161] 169| 173]| 176] 175| 156 164| 165 168.4
A 4% 150] 144| 154| 140| 149| 154| 154| 149| 143| 144 148.1
A 53% 205 199] 210/ 206] 211| 192| 206] 208| 210| 199 204.6
X 13% 104] 105 102| 96| 98| 97| 104 99| 112 98 101.5
X 2% 225| 245| 230 218| 227| 232| 238| 230| 220| 232 229.7
X 3avw 217| 223| 219| 217| 219] 226| 223| 216| 212| 227 219.9
X 4% 267| 272| 270| 275| 273| 273| 265| 278| 284| 274 273.1
X 5% 161] 144| 141] 154| 155] 148] 139] 145| 157| 146 149
7K 1% 313| 305[ 315/ 309| 308| 304| 319| 312| 320/ 311 311.6
7K 2% 225| 221| 216| 221| 225| 206 217| 214| 223 217 218.5
7K 3av 139] 137] 122| 129] 122| 147] 129| 133| 120/ 131 130.9
7K 4% 97| 104| 98| 102| 109 97( 109[ 101| 103| 100 102
7K 53% 98| 98| 99| 98| 99| 98] 94| 96/ 97| 102 97.9
X 1<% 284| 297| 280| 289| 287| 278| 288| 280| 292| 292 286.7
X 2a% 229| 229| 206 214| 226| 212| 224| 218]| 220| 214 219.2
X 3av 210| 209| 207 204| 202| 210| 221| 197| 208| 196 206.4
7N 4% 328| 303| 292| 299| 310| 289 303| 323| 296/ 303 304.6
7N 53% 146| 137] 144] 153| 136] 145] 138| 143] 138] 141 142.1
& 1% 100/ 98| 99| 102| 97| 106] 99| 103] 97| 96 99.7
& 2% 188| 179| 193] 187| 191]| 186] 202| 190| 188| 197 190.1
% 3avw 263| 259| 259 257| 251| 259 274| 271| 258| 266 261.7
s 4% 180| 176] 180| 182| 185| 186| 177| 174| 172 186 179.8
& 53% 142| 151] 137] 142| 148] 141] 139] 152| 147| 152 145.1
X 17

ET)L1-BiiHA B

EHfiE  |[1ax |23 |33% |4a% 537 |FH

A 98.3]| 202.2| 168.4| 148.1| 204.6] 164.32

X 101.5] 229.7] 219.9] 273.1] 149 194.64

7K 311.6] 2185| 1309 102| 979] 172.18

X 286.7] 219.2| 206.4| 304.6] 142.1 231.8

E3 99.7] 190.1] 261.7] 179.8] 145.1 175.28

15 179.6] 211.9] 1975 201.5| 147.7] 187.644

X 18
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ETILI B G-
& 11 2| 3 4 5 6/ 7/ 8 9 10] F¥
A 1a< 100 101 99| 101| 100| 101| 98| 99| 97| 98 99.4
A 23% 172| 171| 170{ 170| 167| 175| 167] 173| 167| 175 170.7
A 3avw 368| 359| 353| 367| 373| 376| 348| 370| 347| 359 362
A 43% 106] 108| 103| 102| 101| 103| 103| 103]| 116/ 104 104.9
A 53 141] 129] 135| 120| 134 126] 128| 132| 137] 128 131
PN 1a< 100| 97[ 100 98| 101| 96| 98| 100| 97| 99 98.6
X 23% 165| 171| 166] 175 177| 171| 169| 166] 168| 178 170.6
X 3avw 156| 133| 154| 145| 153| 158| 150| 144| 145| 144 148.2
PN 40% 183| 172] 173| 180| 173| 182| 189| 166| 166| 180 176.4
X 53% 157] 142] 142| 152| 142| 142| 149] 146] 149] 142 146.3
7K 1a< 257| 264| 261| 257| 262| 250| 255| 259| 266| 253 258.4
7K 23% 125| 113| 114] 119] 118 121| 119] 114] 116/ 118 117.7
7K 33w 244| 238| 253| 248| 238| 250| 250| 247| 264| 245 247.7
7K 4% 269| 271| 274| 267| 266] 272| 270| 274| 274| 272 270.9
7K 53% 99| 98| 99| 96/ 98| 96/ 99| 99| 98| 96 97.8
PN 1a<% 186| 177| 187[ 177| 173| 177| 182] 180| 175| 176 179
X 23% 165 177] 173| 162| 172| 176| 158| 163| 173| 164 168.3
7N 3avw 176] 171| 172] 190| 174| 175| 182| 181]| 178| 178 177.7
X 43% 300] 293| 293| 309| 300| 291| 288| 290| 304| 270 293.8
X 53% 146| 141| 146| 144| 141]| 142| 144] 151| 135 142 143.2
i 1a< 98| 98| 96| 100/ 99| 97| 98| 100/ 97| 99 98.2
& 23% 222| 227| 215| 229| 228| 223| 224| 231| 232| 219 225
& 3avw 114] 110| 110] 104| 117| 110] 113] 111] 110| 104 110.3
& 43% 241| 241| 244| 248| 236| 261| 240| 240| 250 238 243.9
i 5% 130| 144| 130| 134| 144 137 133] 128] 142| 129 135.1
X 19

ETI)L1 -5 B LR

EyfE  |1aw [2a% 33w [4a% |5a% |Fiy

A 99.4| 170.7] 362| 104.9| 131 173.6

X 98.6| 170.6| 148.2| 176.4| 146.3] 148.02

7K 258.4| 117.7| 247.7| 2709| 978 198.5

7N 179| 168.3| 177.7| 293.8| 143.2 192.4

& 98.2| 225/ 110.3| 243.9| 135.1 162.5

iy 146.7) 170.5] 209.2| 218] 130.7] 175.004

X 20

LR BN S i b RV OIIRTI TIIKIER O 1 2t~ BEITIIHAED 3 2~ Th

ST, FRZECTTIIRAMRD 3 2~ 2 bREEEICHRZ 2 L T\ 5,
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3.2.2 FF)L 2 JRMEERETE T L

VI al—Ta rOfERITINSE 21.22.23.24 DX H T T,

ETIL2 B
BT HA 1 2 3 4 5 6 7 8 9] 10| Fy
H 13V 102] 106] 100{ 116] 100] 105] 101| 102] 101] 99 103.2
A 237 129( 122] 138] 122| 132] 131 127] 133] 119] 125 127.8
A 3a¥ 107] 115 118f 111] 108] 120] 115] 119] 121] 114 114.8
A = 4 134] 137] 132| 125]| 124] 131| 128| 147] 141] 133 133.2
H 53< 121] 127] 133] 134| 128] 147] 129] 148| 127| 146 134
X =Y 103] 100 104{ 102] 105] 101[ 98| 99| 103] 98 101.3
X 23aY7 141] 144| 147| 155]| 144] 142| 138| 139] 149| 155 145.4
X 3a¥ 153] 150] 132| 142]| 156] 137| 143| 146] 132| 156 144.7
N 4% 174] 157| 164| 162| 177 161]| 163| 161| 174| 166 165.9
PN 53V 151 154] 149] 147| 139]| 143]| 154| 143] 149]| 145 147.4
7K =Y 216] 197( 184 189] 192 185| 204] 191] 195( 200 195.3
7K 237 148] 152| 153| 157| 153] 155] 151| 152] 153] 153 152.7
7K 3av 142| 156] 139] 142| 159| 150| 158 149 143| 141 147.9
7K 4% 110] 108] 110{ 105] 108] 115] 107 108] 107] 118 109.6
7K 53V 101] 99| 104( 105] 100] 102| 101| 113] 103] 98 102.6
X 1% 213| 219| 211 205[ 211| 216| 210| 210| 216| 191 210.2
A 237 154 134] 152] 145| 140] 127]| 137] 139] 138]| 148 1414
x 3a¥ 192] 189| 179| 186] 192] 186[ 207| 191] 176] 192 189
x 4% 202| 219[ 191] 186] 220| 199( 200]| 205| 182 181 198.5
X 53% 155 148| 143| 151| 150] 146| 155/ 156| 149| 144 149.7
£ =Y 99| 103] 101] 102 100] 100] 98| 100 99| 104 100.6
o 237 154] 152| 151 148]| 144] 149| 145| 149] 142| 145 147.9
£ 33~ 180 178| 178| 181]| 182] 184| 178| 178] 182] 198 181.9
o 4% 148| 154| 145| 163| 149| 141]| 152| 160| 156] 151 151.9
£ 53V 128] 116] 129( 128] 119] 129| 126| 118] 132| 126 125.1
XK# 21

ET)L2- HiHA B D

EHiE  [1av |2a% [3a% |4a%  [5a% |y

H 103.2| 127.8| 114.8] 133.2 134 122.6

N 101.3] 145.4| 144.7] 165.9( 1474 140.94

7K 195.3] 152.7] 147.9] 109.6] 102.6 141.62

x 21021 1414 189] 198.5 149.7 1717.76

& 100.6] 147.9] 181.9] 151.9] 125.1 141.48

15 142.1 143] 155.7/ 151.8] 131.8 144.88

X 22
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ETIL2 X R )

& 11 2| 3 4 5 6/ 7/ 8 9 10] F¥
A =k4 104| 102| 102| 133] 103| 111] 99| 100| 107| 103 106.4
A 23% 147| 150| 141| 131] 133| 131]| 137| 152| 142| 135 139.9
B 3avw 249| 241| 260| 243| 241| 249| 263| 249| 243| 238 2476
A 4% 115] 104| 102| 112]| 106] 107| 110] 107| 104 121 108.8
A 53% 105/ 108] 113| 106] 105| 101]| 107| 106] 114| 104 106.9
PY 1a% 102| 101| 104| 103| 106] 100| 101 99| 101| 104 102.1
X 23% 119] 116] 112| 117| 124| 112] 111] 117 115| 118 116.1
X 33w 106| 114] 102| 114] 106/ 110 109] 111] 107] 112 109.1
N 40% 180| 174| 180| 165| 167| 164| 166] 179| 162| 194 173.1
X 5a% 162| 152| 162| 155| 164| 147| 148| 160| 146/ 144 154
K 13av% 148| 145| 168| 159| 160| 162| 154| 175| 165] 165 160.1
7K 23% 117] 118] 116] 123]| 116] 124| 121] 115]| 112] 127 118.9
7K 3av 171] 159| 152| 156| 156] 164| 159] 150| 140| 157 156.4
7K 4% 158| 174| 181| 171]| 172| 153| 174| 176| 166] 165 169
7K 53% 100| 113] 101| 100] 97| 101] 104| 101] 102| 105 102.4
X 1a<% 120| 123| 120| 122| 114| 132| 115| 115 127| 140 122.8
X 23% 146| 167| 168| 156| 145| 153 160| 155| 148| 153 155.1
X 3av 119] 120| 120| 122| 122| 118] 124] 131] 114] 123 121.3
X 4% 223| 204| 210| 230| 203| 210] 220| 225| 206| 210 2141
X 5a% 169| 169] 166] 158 171| 160| 169| 162| 160| 168 165.2
% 13a<% 101] 102| 100| 101]| 102 97| 104] 98| 101| 104 101
& 23% 147| 154| 138| 150| 155| 160| 152| 155| 160| 150 152.1
& 33w 120| 124| 122| 115] 124| 111] 123] 119] 107] 119 118.4
& 4% 168| 166| 169| 166| 168| 163| 161| 163]| 165| 165 165.4
i 5a% 105| 102] 112| 101] 104| 102] 103| 100] 99| 107 103.5
X# 23

ETIL2-1%H B LR

EyfE  |1aw [2a% 33w [4a% |5a% |Fiy

A 106.4| 139.9| 247.6| 108.8| 106.9] 141.92

X 102.1] 116.1] 109.1| 173.1| 154] 130.88

K 160.1| 118.9| 156.4| 169 102.4| 141.36

X 122.8| 155.1| 121.3| 214.1| 165.2 155.7

E3 101 152.1| 118.4| 165.4| 103.5] 128.08

55 118.5| 136.4| 150.6] 166.1| 126.4] 139.588

X 24

SRR BN S i b RV OIIRTHI TIIAER O 1 2~ BEITIIHAED 3 2~ Th
5o FHZE U TTIIRMARD 3 2~ 3K bRHZE L TWD,

3.2.3 T Ao L OVEL
HIC NSO R O WEEE S RER 23 2000 2 DO ThAUE, TG ICKIER O 4 o<
OREFEFTER N R EIC 2213772, UL, EBHL0ETITH B0 ke R 2
RN EAC > TS, BREZOLIRIENRETWDLONEET -0, £9F
T, BRI R, avE X IR AFABEMSIZER, AT BN A TR A K
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E L CERBRDITAZITo 72, fERIZXFE 26 0@y 72,
oxxkk SR SEBEEFRID FRJFIL *xxrk

1 [E11% R 3k THERE Hil P{& EBELERBESK [FLISVR | OB AER
model2 -39.09 2.400285| 16.285563 0 -0.3413141 1 1
kouki -2.543718 2.414213|  1.0536428 0.2923 -0.02221046| 0.9884952 1.011639
Tue 24.23921 3.890516]  6.2303322 0 0.1693156| 0.5947457 1.681391
Wed 29.27696 3.85286| 7.5987606 0 0.2045053|  0.606428 1.649
Thu 14.24572 3.922245|  3.6320315 0.0003 0.09950913| 0.5851622 1.708928
Fri 4.733469 3.79782| 1.2463646] 0.21293 0.0330642| 0.6241328 1.602223
koma2 -25.73525 4.197613|  6.1309239 0 -0.1797657| 0.510906 1.957307
koma3 -4.422205 4.062107| 1.0886481| 0.27657 -0.03088997| 0.5455606 1.832977
koma4 -1.141553 4.104547 0.278119] 0.78098 -0.007973968| 0.5343372 1.871478
komab -5.498597 3.805895 1.444758| 0.14884 -0.03840877| 0.6214873 1.609043
p.total 0.5946557|  0.02397686| 24.8012355 0 0.7016672| 0.548766 1.82227
E A 9.59781 5.122857[ 5.5377753 0

HED BHE: 988

Bkkkk SRR HTER Fokkrk
EZRH EAF EEBE THEH Fi& Pli&
E)2 1856104 11 168736.7] 117.1504 0
RE 1423058 988 1440.343
2K 3279162 999
EHERBR 0.75235
REFGH(EMREZRBEDE): 056603

BHERZEAAH EHBERBDO-F: 056120
XK 25

HAHBAGREY 0.7 TH D Z L LIRWFHBIBIR 5 Z & 13b2 508, IREMRED 0.5
AR RN T CIEE S T ER 2 EREIC TR TE TR NWZ ERHBA L, 22
TRIT, BPEEONBAMNIZEE E LTt &7 o 70, fRITBIER 26 0@ 72,

bk KA BRSO B AR roerxx

& EIRZHRE BEERE HiE PiE EELCBERIBESR | FLIVR | SEULAER
model2 -39.09 1.486268| 26.3007718 0 -0.3413141 1 1
kouki -2.82636 1.520283| 1.8591017| 0.06331 -0.02467834| 0.9557531 1.046295
Tue -11.22393 2.605353|  4.3080257| 0.00002 -0.07840133| 0.5084886 1.966612
Wed 0.05722892 2.569836] 0.0222695| 0.98224 0.000399755|  0.522641 1.913359
Thu -3.718047 2.752314|  1.3508803| 0.17704 -0.02597128| 0.4556364 2.194732
Fri -13.94904 2.479575| 5.6255755 0 -0.09743673| 0.5613839 1.781312
koma2 -12.65113 2.638748|  4.7943679 0 -0.08837059| 0.4956997 2.01735
koma3 -8.650992 2.728822| 3.1702292| 0.00157 -0.06042887| 0.4635151 2.157427
koma4 -5.416554 2.806557]  1.9299635 0.0539 -0.03783568| 0.4381941 2.282094
komab -12.14322 2.696736] 4.5029335| 0.00001 -0.08482279| 0.4746106 2.106991
pl -0.1666134]  0.02539014| 6.5621301 0 -0.1100757| 0.5985198 1.670788
p2 0.9204752 0.0191831| 47.9836576 0 0.7336385| 0.7204335 1.388053
p3 0.5331547 0.153756| 3.4675365| 0.00055 0.05655866| 0.6330169 1.579737
p4 0.9362413|  0.06267353| 14.9383837 0 0.2361731| 0.6737793 1.484166
p5 1.003358 0.1449615|  6.9215491 0 0.1224831| 0.5378065 1.859405
p6 0.8070627|  0.05434912| 14.8496004 0 0.2449657| 0.6188574 1.615881
EHIE 5.28276 3.589118|  6.5476806 0

tHED B HE: 983

skkkk ERDFTIR *okkkk
ZRH AT BHEE T AH Fi& PiE
EJ% 2736302 16 171018.9] 309.6775 0
HE 542860 983 552.2483
e 3279162 999
ERRERE 0.91348
REFRB(ZEHEARBOZFE): 083445

BHEREXAEHEZREO-%F: 083176
X% 26
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RN MR U CEBUROW 2T iR L 0 &, EFHBERE (0.9, REF
#5.(0. 8) FZ I UBEEEFT BRI 2 L 0 EREIC TRITE TV D 2 ERbnd, 2O L0k,
ERABL Y BB D ANFDJ7 3T ERF TR < P84 RIT L TV D Z & A3
L7z, Fo, BTN 2 OREIRFRENR~A FTATHLZEMNBETA2FET VL LD
WEHELZ I DREM D72 <L AR ECTH D Z E B Lz, ZHUTA, 100

B OREYFRED S %M (-2.8) | éﬁa@w9)2:rﬂﬂznﬁﬁ%ﬁ%ﬁ%
ICRELSBES L TR, TSR OBINZIXATN(2.8), AREHR (0), /KIEH (0.05), 1
a<(0)2EELTWAZ Ehbhol,

DFRERIZHEBE LODO I LIZFE LW EEM 2D -0, T AT, FHIT L ITH
RaEIL CHERRBROITZ21To7-, #ERIXXE 27.28.29. 30 DiEY 72,

soktork £ )LIHTHA - BENFL sorokkk

REIRERE | 1ZERE HiE P{&E EZEELERBER | FLISVR | SEBHLAER
Tue -20.02324 3.575646| 5.5998942 0 -0.1222823| 0.3364296 2.97239
Wed 0.3782163 3.507123| 0.1078423| 0.91421 0.002309775| 0.3497043 2.859559
Thu -8.832737 3.672777| 2.4049204| 0.01695 -0.05394172| 0.3188702 3.136073
Fri -27.4155 3.088624| 8.8762823 0 -0.167427| 0.4508925 2.217824
koma2 9.793898 3.295234| 2.9721398| 0.00326 0.05981154| 0.3961233 2.524466
koma3 3.377595 3.167525 1.06632|  0.28737 0.02062705| 0.4287094 2.332582
komad 18.84156 3.232801| 5.8282474 0 0.1150658| 0.4115713 2429713
koma5 -10.283 3.095843| 3.3215504| 0.00104 -0.0627985| 0.448792 2.228204
pl -0.3054869| 0.03818457| 8.0002696 0 -0.1787942| 0.3211916 3.113407
p2 1.339207| 0.02335291| 57.3464543 0 0.9780367| 0.5515245 1.813156
p3 -0.4282367| 0.1977965| 2.1650364| 0.03139 -0.03971739| 0.4766846 2.097823
p4 0.4685753| 0.08900279| 5.2647264 0 0.09273261| 0.5170691 1.933977
p5 1.26994] 0.2141096 5.931263 0 0.1089924| 0.4750766 2.104924
p6 0.6682669| 0.06431551| 10.3904455 0 0.2021881] 0.4236617 2.360374
EEIE 3.97401 3.957548| 1.2186954 0

HED B HE: 235

skkkk PEID TR kFkkkk
ER |FAM BHEE EHES Fi& P{&
ElE 1032077 14 73719.77| 428.4705 0
RE 40432.53 235 172.0533
2 1072509 249
EMHERK 0.98097

REFZRB(EHBFRBODIE): 096230
BHEREFAEMHBEFRED S 0.96006

XZ 27
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sopkiok T )L E - BEIIFE sk

1R E1F 2 ERERE tiE P& ZALERIBES | FLSUR | SBLXER
Tue -8.627481 2.336839] 3.6919453| 0.00028 -0.04971024| 0.4601794 2.173066
Wed 4.444943 2.450545| 1.8138588| 0.07097 0.02561109| 0.4184652 2.389685
Thu -4.924084 2.764123| 1.7814273| 0.07613 -0.02837183| 0.3289047 3.040395
Fri -8.224716 2.233088| 3.6831136] 0.00029 -0.04738957| 0.5039334 1.984389
koma2 -25.72755 2.415923| 10.6491605 0 -0.1482383| 0.4305449 2.322638
koma3 -5.498051 2.662931| 2.0646611] 0.04005 -0.03167894| 0.3543763 2.821859
koma4 -19.61082 2.787168| 7.0361097 0 -0.1129946| 0.3234882 3.091303
koma5 -18.90617 2.371192|  7.9732803 0 -0.1089345| 0.4469422 2.237426
pl -0.2397576]  0.02520521| 9.5122235 0 -0.1287027| 0.4557191 2.194334
p2 1.315939 0.0217969| 60.3727805 0 0.8175179| 0.4549842 2.197879
p3 1.647581 0.215565|  7.6430825 0 0.1441703| 0.2344735 4.264875
p4 0.9021332|  0.07843618| 11.5014945 0 0.2035157| 0.2664533 3.753003
p5 0.8398467 0.1209243|  6.9452267 0 0.09835819| 0.4159683 2.404029
pb 0.7108604 0.0655227 10.84907 0 0.144521| 0.4701449 2.127004
E $H1E 2.74781 3.606905|  7.3965802 0

HED B HE: 235

okkkok DRI ITIR krokk
EZR EAHF BHEE EHER FlE P{E
EIE 1181237 14 84374.09| 839.3912 0
RE 23621.78 235 100.5182
2% 1204859 249
ERRERE 0.99015
REFRB(EHEERBOZF): 098039
BHERZEEAEHEREO % 097923
Xz 28
sorrkk BT )L2ETEA - ERIIFI woktrk

REERE | BERE tiE Pl | Z4{EEIEES | FLIVR | DEUERER
Tue -11.05387 2.48105| 4.4553183| 0.00001 -0.1394677| 0.3364296 2.97239
Wed 4.142978 2.433504| 1.7024745| 0.08999 0.05227234| 0.3497043 2.859559
Thu 2.345042 2.548447 0.920185| 0.35842 0.02958762| 0.3188702 3.136073
Fri -11.19911 2.143118| 5.2256178 0 -0.1413003| 0.4508925 2.217824
koma2 -10.78596 2.286479|  4.7172799 0 -0.1360875| 0.3961233 2.524466
koma3 -6.085184 2.197865| 2.7686796| 0.00608 -0.07677734| 0.4287094 2.332582
komad -4.079675 2.243159 1.818719] 0.07023 -0.05147364| 0.4115713 2429713
koma5 -11.24283 2.148127| 5.2337835 0 -0.1418519|  0.448792 2.228204
pl -0.1679789| 0.0264953|  6.3399499 0 -0.2031167| 0.3211916 3.113407
p2 0.5065395| 0.01620399| 31.2601625 0 0.7642768| 0.5515245 1.813156
p3 0.2383467 0.137246| 1.7366391| 0.08376 0.04567051| 0.4766846 2.097823
p4 0.7185676| 0.06175677| 11.635446 0 0.2937992| 0.5170691 1.933977
p5 1.155026| 0.1485652| 7.7745368 0 0.2048022| 0.4750766 2.104924
pb 0.9017993|  0.0446269| 20.207526 0 0.5636966| 0.4236617 2.360374
EIE 251489 2.746042| 0.0486615 0

tHED B HE: 235

*pklk RN HTIR Sobokrk
EZR EHF BHEE EHER Fi& P{&
[ElF 231803.7 14 16557.41| 199.879 0
RE 19466.72 235 82.83713
£k 251270.4 249
ERRERE 0.96048
REFRB(ZEHEARBOZF): 092253

B R A A EHAEHREO _F: 091791
X% 29
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sopkkk BT L2 ER - EEIFR ook

RERERE | EERE tiE PiE EX£LERRZRE | FLSUR | D EUEXRER
Tue -11.90764 1.938508| 6.142681 0 -0.1282089| 0.4601794 2.173066
Wed 7.329226 2.032833| 3.605425| 0.00038 0.07891336| 0.4184652 2.389685
Thu -11.51782 2.292959| 5.023125 0 -0.1240117[ 0.3289047 3.040395
Fri -10.18912 1.852442| 5.500371 0 -0.1097057| 0.5039334 1.984389
koma2 -15.95814 2.004112| 7.962696 0 -0.1718203| 0.4305449 2.322638
koma3 -15.0379 2.209016| 6.80751 0 -0.1619122| 0.3543763 2.821859
koma4 -13.32783 2.312076| 5.764445 0 -0.1435| 0.3234882 3.091303
komab -15.0145 1.967006| 7.633178 0 -0.1616603| 0.4469422 2.237426
pl -0.1139937[ 0.02090881| 5.451947 0 -0.1143475| 0.4557191 2.194334
p2 0.4312651| 0.01808147| 23.85122 0 0.5006523| 0.4549842 2.197879
p3 0.6206617| 0.1788204| 3.470866| 0.00062 0.101488| 0.2344735 4.264875
p4 1.047983| 0.06506619| 16.10641 0 0.4417861| 0.2664533 3.753003
p5 1.186344 0.1003119] 11.82655 0 0.2596281| 0.4159683 2.404029
pb 1.198399( 0.0543539| 22.04807 0 0.4552798| 0.4701449 2.127004
EFIE 7.30371 2.992083| 5.836084 0

HED BAHE: 235

sfrkkk DRI IR *kkkk
ER FEHH BHE EHER |FIE P{E
ElE 328789.4 14| 23484.96] 339.522 0
KE 16255.13 235| 69.17076
21K 345044.6 249
EMEARE 0.97616

REGRB(EHEEBFZRHEDFE): 095289
BHHEEREFAEHEBFRHO 5 0.95008

X 30

T RTOREREDY 0.9 LA ETH Y | HAABAREIZE - TE4T 0. 95 LLEDOED H TW
Do D LMD, 720 EMECREFTERM A THICE WL Z &R bnd, £, &
ST OMRIENFRE D HAKER, 1 a2~ HS LI 4 <R ER oMk < B
HLTWLZ e L, UL, AiigMoKER, 1 2~HH LT 4 2~ HITZX
7 18. 20. 22. 24 D b WEHERTERE D 2> DR IIZIEY T E S R0 72,
ZNENDOREFOEREACHRIEIFREZ LD & 1E0DF I —BEIT K BED Ny iE
IS ZEEEZ TWDZ R DND, TAUTIZ, BHE a~IZksTET 201
NETIZTF DD B BEE O NETZ T THEEYG T 21TV EDRRE DB & 5 D)% i
T2, ZOLE, FETN1L EETN2 TIEABDBELLFICIZR D720, BTV EICHER
o EI LT a1t 9, MARIEXE 31,32 0@ b 72,
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sxrrk BT L1 - B REABD A - BEIBL $xxxx

mEIRRE | RERE tfE P{E BECREEIREREE | FLSUR | SR ER
pl —-0.1758556[ 0.02060569 8.5343235 0 —-0.09815028| 0.875398 1.142337
p2 1.369018| 0.01757999| 77.8736225 0 0.9217921| 0.8263524 1.210137
p3 0.9127275 0.1277974 7.1419867 0 0.08179765| 0.8826873 1.132904
p4 0.9173226] 0.05374185| 17.0690547 0 0.1954874| 0.8827384 1.132838
p5 0.7496815 0.1170674 6.403847 0 0.07731269| 0.7943845 1.258836
p6 0.5626998| 0.04635076| 12.1400346 0 0.1442874| 0.819659 1.22002
EHIE 3.42088 2.616552 0.416519 0

tED BHE: 493
skkkk SR FT IR *kkkk

EZR FEAHH BHE EHES Fi& P{&

[E1)F 2166203 6 361033.9] 1357.289 0
RE 131136.2 493 265.9963

2k 2297340 499

ERRERE 0.97104

REFRE(ERBEFRBOIE): 094292
EHEEREFAEREREOZFE 094222

Xz 31
*xxkk T2 BIEABDH - EEIRI wrtrk

R EIRFHRE ZAENE i P& EELCRERIBES | FLSVR | PEERER
pl -0.1388337| 0.01457774] 9.52368 0 -0.151647[ 0.875398 1.142337
p2 0.4867651 0.01243717| 39.13791 0 0.6414266| 0.8263524 1.210137
p3 0.6102969 0.0904118| 6.750192 0 0.1070396| 0.8826873 1.132904
p4 0.8496608|  0.03802031| 22.34755 0 0.354361| 0.8827384 1.132838
p5 0.9670516]  0.08282069| 11.67645 0 0.1951764| 0.7943845 1.258836
p6 0.9126833|  0.03279139| 27.83301 0 0.4580107| 0.819659 1.22002
EMIE 8.24696 1.85111] 6.86812 0

tHED HHE: 493

ohkkk DRI HTIR drkkk
ZR EFF BHE THER |FIE P{&E
B3 534181.7 6| 89030.28| 668.738 0
RE 65633.96 493| 133.1318
£ 599815.6 499
ERERE 0.94370

RERB(EHEEZRED=F): 0.89058
BHEREFAEMEEREO -5 088924

M* 32

RERBITET L1 T 0.94, ET/L2 TiH0.89 Lo TRY, ¥I—EHKEEDI
EEF O L VITENMELS 2o T LESTOEIR o TFHITETCWL EE 2D, TV 1
T, REFREIL 2 AR DB REL 1.369 TH Y, EHEREIFREZ TS 2 B2 0.92
Elbm<, WNTAHE.19), 6F(0.14) 72> TS, ET /L2 TiL, WEVFFRERIT 5
BER R B REL 0.967 Th DD, FEEMREFARE TIEL, 2 FE0.64) DR b RE, KD
T6 FE(0.45), 4 F£(0.35) L7po T 5,

TN A3 HT % 1 oD FERR ISR EE T B2 IRE P D SR 8 3 WO IRE Y O & BB il N BB (IR 15. 16) %
MR L THD &, 2HITEE > TOD AEPIICZ VD, 2 BEIZEZ DADBEES>TND
DA, 4L 6 BEOEL LD, S LATMFITH AEPEE > T, S HIT, g
(L REFE T B S R WE IO HRE 3 =1L 2, 4, 6 BT R T DADBREE - TE
V. AR OREEE Lo 1B IREE S WD ARV RIS 22 o TUNTE,

MSTZEE (G ANEL AP DO AED) DIREUHEREIE— Nd 7 ORI ER Th 5, 4
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BEC 6 BEH — A7 0 OREEEFTEREFIX RS, AL SCHE OFFR RO BIR T AN
IZITEE D OB, FAUTEHA, 2 BRIFALIEBUR KR OBEDH Y [KFK 15,16 ITRL1ZE
DEBBIZHEZ DAREE S TWND, ZHICMAME 8 #RThbbhnd Kol \W%%i
IR TE 5 205 #=E (F2 O B, KEDOHEHE) OHADITE G & HIEF DT,
B CHEEEAITO & O LTHIEFMEDH~EATLE D, TOLDET IV 1 TIHIER
FEEE AN OAHE TR E RIBHEDFAE L Tz (3R 33), £/, BT /b 2 TIIALIEBIT AR
(ZEEEDNT= 8D | HEEE L — N 2 L7 ADNER T T iuE 5 BT ZEA%AE L Tz (K

7 34. 35),

SF Y | REEERTERF S ABUTHS] L TV WEEEITRR E O HEEICEE DO AR EE - T
WHTEDTh D, ZIUZE D HEN ST ~OBEICHE: £ TCOBINCKRIA 220 | b
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WG OREICHLRRED NN EE > TVDIRTH D, DEVHHEHRTHHFEED L S 72 A
BLE & e D5a02i%, BWOHAER 3 a~IZRMES 2N U732 224 5, £
D3R, RERHCHEN ORI AT D ENTEDHEAD,

4.2 Sk OHE
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ZHUTINZ, A ENXIES BB D D MR 2 DU T REACCIERT 110> DA~ H 72 5 i1 & S 52
TE LN, AR OITIEFEHEENT 1 BEOIEF O L BT 2T H3H TH Y NDOIRMED i
LPHEENLLEHTH D, LaL, BUETIEEHREILICH 200 5T BiISHEAED LT
720, BHESLIANBELL T2 O EER N Z HE SN TND, 50
TLEEMETARLIE, ARV alb—ya EIEBLD BFER BN TR TWD
EEZLND,

Ll AKX L BOAXITENOEEST S L L AEETHY | IRMEESOHIHS
BE A MR TR A S IR TON DD, I ab—Ta K0 HHER
BN TE DML H D,

_h%%7m77A’£ ET D2 ETCRVHFENR I 2L —a BT AEEY . AF

WCHWLZEMT I ab—ra VETAERICBIT 25%OMETH D, £ LT, ki
miglmwhﬁﬁ%/:—& DFRER EEATO BB 21T 2 DA S D2 &
DEEEORFEIZ BT 5% OMETH D,
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ff1-1 A==V = arJn (£711)
Agt_Init{

my.Direction = rnd() * 360
my.point1=false
my.point2 = false
my.point3 = false
my.point4 = false

¥

Agt_Stepf{

dim C1 as integer

dim C2 as integer

dim C3 as integer

dim C4 as integer

dim C5 as integer

dim C6 as integer

dim C7 as integer

dim C8 as integer

dim C9 as integer

dim C10 as integer

dim destin as double

118 53 DMEFET N2 D]

if my.one == false then
if my.Layer == 0 then
my.floor = 0
my.one = true
elseif my.Layer == 1 then
my.floor = 1
my.one = true
elseif my.Layer == 2 then
my.floor = 2
my.one = true
elseif my.Layer == 3 then
my.floor = 3
my.one = true
elseif my.Layer == 4 then
my.floor = 4
my.one = true
elseif my.Layer == 5 then

my.floor = 5
my.one = true
end if

end if

H—Hs BB — 1
if my.Layer == 0 then
if my.down2 == true then
if my.point10 == true then

my.Direction = getdirection(myX , my.Y , 56 , 45, universe.area)

destin = my.Direction
avoidwallandpeople()
elseif my.pointl == false then

my.Direction = getdirection(myX , my.Y , 56 , 33, universe.area)
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destin = my.Direction
avoidwallandpeople()
end if
elseif my.down2 == false then

if my.pointl == false then

C1 = MeasureDistance(my.X , my.Y , 21, 41 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 39.9, 41 , universe.area)

C3 = MeasureDistance(my.X , my.Y , 40.8 , 23 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 54.5 , 23 , universe.area)

C5 = MeasureDistance(my.X , my.Y , 21.8 , 38, universe.area)

C6 = MeasureDistance(my.X , my.Y , 57, 33, universe.area)
if C1<C2 and C1 <C3 and C1 <C4 and C1 <C5 and C1 < C6 then
my.Direction = GetDirection(my.X , my.Y , 21, 41, universe.area)
elseif C2<Cland C2<C3and C2<(C4 and C2 < C5 and C2 < C6 then
my.Direction = GetDirection(my.X , my.Y , 39.9 , 41 , universe.area)
elseif C3<C1land C3<C2and C3 <C(C4 and C3 <(C5 and C3 < C6 then
my.Direction = GetDirection(my.X , my.Y , 40.8 , 23 , universe.area)
elseif C4<Cland C4<C2and C4 <C3 and C4 < C5 and C4 < C6 then
my.Direction = GetDirection(my.X , my.Y , 54.5 , 23, universe.area)
elseif C5<C1and C5<C2 and C5<C3 and C5 < C4 and C5 < C6 then
my.Direction = GetDirection(my.X , my.Y , 21.8, 38, universe.area)
elseif C6 < C1 and 65 < (C2 and C6 < C3 and C6 < C4 and C6 < C5 then
my.Direction = GetDirection(my.X , my.Y , 57, 33, universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point2 ==false then

C1 = MeasureDistance(my.X , my.Y , 15, 40 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 26 , 38 , universe.area)

C3 = MeasureDistance(my.X , my.Y , 54 , 26 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 57, 35, universe.area)

C5 = MeasureDistance(myX , my.Y , 51, 41 , universe.area)
if C1<C2 and C1 <C3 and C1 <C4 and C1 < C5 then
my.Direction = GetDirection(my.X , my.Y , 15, 40 , universe.area)
elseif C2<Cland C2<C3and C2 <(C4 and C2 < C5 then
my.Direction = GetDirection(my.X , my.Y , 26 , 38 , universe.area)
elseif C3<Cland C3<(C2and C3 <(C4 and C3 < C5 then
my.Direction = GetDirection(my.X , my.Y , 54, 26 , universe.area)
elseif C4<Cland C4<C2and C4 <C3and C4 <C5then
my.Direction = GetDirection(my.X , my.Y , 57, 35 , universe.area)
elseif C5<Cland C5<C2and C5<C3and C5< C4 then
my.Direction = GetDirection(my.X , my.Y , 51, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(

elseif my.point3 == false then

C1 = measureDistance(myX , my.Y , 12, 24 , universe.area)

C2 = measureDistance(my.X , my.Y ,57 , 41 , universe.area)

C3 = measureDistance(my.X , my.Y ,62 , 29 , universe.area)

C4 = measureDistance(my.X , my.Y ,25, 23 , universe.area)
if C1 < C2 and C1 < C3 and C1 < C4 then
my.Direction = getdirection(my.X , my.Y , 12, 24 , universe.area)
elseif C2 < C1 and C2 < C3 and C2 < C4 then
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my.Direction = getdirection(my.X , my.Y , 57, 41 , universe.area)
elseif C3 < C1 and C3 < C2 and C3 < C4 then
my.Direction = getdirection(my.X , my.Y , 62, 29 , universe.area)
elseif C4 < C1 and C4 < C2 and C4 < C3 then
my.Direction = getdirection(my.X , my.Y , 25, 23 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point4 == false then
my.Direction = getdirection(my.X , my.Y, 12, 11, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point5 == false then
my.Direction = getdirection(my.X , my.Y, 12, 3, universe.area)
destin = my.Direction
avoidwallandpeople()
end if
end if
I @ v—ull
elseif my.Layer == 1 then
if my.down1 == false and my.down2 == false then
if my.pointl == false then
C1 = MeasureDistance(my.X , my.Y , 61, 23 , universe.area)
C2 = MeasureDistance(my.X , my.Y , 50 , 23 , universe.area)
C3 = MeasureDistance(myX , my.Y , 47 , 23 , universe.area)
C4 = MeasureDistance(my X , my.Y , 34, 24 , universe.area)
C5 = MeasureDistance(myX , my.Y , 21, 23, universe.area)
if C1<C2and C1<C3and C1<C4and C1<C5 then
my.Direction = GetDirection(my.X , my.Y , 61, 23, universe.area)
elseif C2<Cland C2<C3and C2<C4and C2<C5 then
my.Direction = GetDirection(my.X , my.Y , 50 , 23 , universe.area)
elseif C3<Cland C3<C2and C3<C4and C3<C5 then
my.Direction = GetDirection(my.X , my.Y , 47 , 23 , universe.area)
elseif C4<Cland C4<C2and C4<C3and C4<C5 then
my.Direction = GetDirection(my.X , my.Y , 34, 24 , universe.area)
elseif C5<C1 and C5<C2 and C5 < C3 and C5 < C4 then
my.Direction = GetDirection(my.X , my.Y , 21, 23, universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point2 ==false then
C1 = MeasureDistance(my.X , my.Y , 14, 26 , universe.area)
C2 = MeasureDistance(myX , my.Y , 53.5, 26 , universe.area)
C3 = MeasureDistance(myX , my.Y , 53.5, 41 , universe.area)
C4 = MeasureDistance(myX , my.Y , 41.5, 41 , universe.area)
if C1 < C2 and C1 < C3 and C1 < C4 then
my.Direction = GetDirection(my.X , my.Y , 14, 26 , universe.area)
elseif C2 < C1land C2<(C3 and C2 < C4 then
my.Direction = GetDirection(my.X , my.Y , 53.5, 26 , universe.area)
elseif C3 <(C1and C3 <C2and C3 < (C4 then
my.Direction = GetDirection(my.X , my.Y , 53.5, 41 , universe.area)
elseif C4 <C1and C4 <C2 and C4 < C3 then
my.Direction = GetDirection(my.X , my.Y , 41.5, 41 , universe.area)
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end if
destin = my.Direction
avoidwallandpeople()

elseif my.point3 == false then

C1 = measureDistance(myX , my.Y, 15, 40 , universe.area)

C2 = measureDistance(my.X , my.Y ,54 , 41 , universe.area)
ifC1<C2 then
my.Direction = getdirection(my.X , my.Y , 15, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 ==false then

C1 = measureDistance(myX , my.Y , 25.5, 40 , universe.area)

C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
ifC1<C2 then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
elseif C2< C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 27, 28 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
HFEH BB/
elseif my.down2 == true then
if my.point12 == true then
my.Direction = getdirection(my.X , my.Y, 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 56.5 , 42, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y , 58 , 41, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point1 == false then
my.Direction = getdirection(my.X , my.Y , 56 , 33 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
BRI
elseif my.down1 == true then
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if my.point13 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point12 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 26 , 27 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 27 , 36, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point1l == false and my.point10 == false then
my.Direction = getdirection(my.X , my.Y ,21, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point11 == false then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if

end if

I =@ V— vl
elseif my.Layer == 2 then
if my.down1 == false and my.down2 == false then
if my.pointl == false then
C1 = MeasureDistance(my.X , my.Y , 15, 23, universe.area)
C2 = MeasureDistance(my.X , my.Y , 25, 23 , universe.area)
C3 = MeasureDistance(myX , my.Y , 35.5, 23, universe.area)
if C1 < C2 and C1 < C3 then
my.Direction = GetDirection(my.X , my.Y, 15, 23, universe.area)
elseif C2<C3 and C2 < C3 then
my.Direction = GetDirection(my.X , my.Y , 25, 23, universe.area)
elseif C3 < C1 and C3 < C2 then
my.Direction = GetDirection(my.X , my.Y , 35.5, 23 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point2 ==false and my.point3 == false then

C1 = MeasureDistance(my.X , my.Y , 13, 26 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 50 , 24 , universe.area)

C3 = MeasureDistance(my.X , my.Y , 36 , 41 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 53.5, 41 , universe.area)
if C1 < C2 and C1 < C3 and C1 < C4 then
my.Direction = GetDirection(my.X , my.Y , 13, 26 , universe.area)
elseif C2 < C1and C2<C3 and C2 < C4 then
my.Direction = GetDirection(my.X , my.Y , 50 , 24 , universe.area)
elseif C3 < C1and C3 <(C2and C3 < (C4 then
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my.Direction = GetDirection(my.X , my.Y , 36, 41 , universe.area)
elseif C4 < C1 and C4 <C2 and C4 < C3 then
my.Direction = GetDirection(my.X , my.Y , 53.5 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(
elseif my.point3 == false then
C1 = measureDistance(my.X , my.Y, 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,53.5, 27 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 53.5, 27 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
C1 = measureDistance(myX , my.Y , 25.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,53.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(myX , my.Y , 25.5 , 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 53.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 == true then
C1 = measureDistance(my.X , my.Y , 26 , 28 , universe.area)
C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople(
end if
IR HE BB/

elseif my.down2 == true then
if my.point12 == true then
my.Direction = getdirection(my.X , my.Y, 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11 == true then
my.Direction = getdirection(my.X , my.Y , 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 56.5 , 42, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y , 58 , 41, universe.area)

_31_



destin = my.Direction
avoidwallandpeople()
elseif my.point1 == false then
my.Direction = getdirection(my.X , my.Y , 56 , 33 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
BRI

elseif my.downl == true then

if my.point13 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.pointl12 == true then
my.Direction = getdirection(my.X , my.Y , 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y , 26 , 27, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 27 , 36, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point1l == false and my.point10 == false then
my.Direction = getdirection(my.X , my.Y ,21, 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11 == false then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if

end if

11 DY B s v— vl
elseif my.Layer == 3 then
if my.down1 == false and my.down2 == false then
if my.pointl == false then
C1 = MeasureDistance(myX , my.Y , 6.5, 23 , universe.area)
C2 = MeasureDistance(myX , my.Y , 21, 23, universe.area)
C3 = MeasureDistance(myX , my.Y , 35, 23 , universe.area)
C4 = MeasureDistance(my.X , my.Y , 49.5 , 23 , universe.area)
if C1 < C2 and C1 <(C3 and C1 < C4 then
my.Direction = GetDirection(my.X , my.Y , 6.5, 23 , universe.area)
elseif C2<(C3and C2<(C3 and C2 < (C4 then
my.Direction = GetDirection(my.X , my.Y , 21, 23 , universe.area)
elseif C3 < C1and C3 <(C2and C3 < (C4 then
my.Direction = GetDirection(my.X , my.Y , 35, 23, universe.area)
elseif C4 < C1 and C4 < C2 and C4 <C3 then
my.Direction = GetDirection(my.X , my.Y , 49.5 , 23 , universe.area)
end if
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destin = my.Direction

avoidwallandpeople(

elseif my.point2 == false then

C1 = MeasureDistance(myX , my.Y , 7, 24 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 13.5, 23 , universe.area)

C3 = MeasureDistance(myX , my.Y , 20, 24 , universe.area)

C4 = MeasureDistance(myX , my.Y , 28, 23 , universe.area)

C5 = MeasureDistance(my X , my.Y , 35.5, 24 , universe.area)

C6 = MeasureDistance(my.X , my.Y , 42.5 , 23 , universe.area)

C7 = MeasureDistance(my.X , my.Y , 49.5 , 24 , universe.area)

C8 = MeasureDistance(myX , my.Y , 57, 23 , universe.area)

C9 = MeasureDistance(my.X , my.Y , 28 , 41 , universe.area)

C10 = MeasureDistance(my.X , my.Y , 54 , 41 , universe.area)

if C1<C2and C1<C3and C1<C4and C1<C5and C1<C6

and C1 < C7and C1 <C8 and C1 < C9 and C1 < C10 then
my.Direction = GetDirection(my.X , my.Y , 7, 24, universe.area)
elseif C2<Cland C2<C3and C2<C4and C2<Ch5andC2<C6
and C2 < C7 and C2 < C8 and C2 < C9 and C2 < C10 then
my.Direction = GetDirection(my.X , my.Y , 13.5, 23, universe.area)
elseif C3<Cland C3<C2and C3<C4and C3<Cb5andC3<C6
and C3 < C7 and C3 < C8 and C3 < C9 and C3 < C10 then
my.Direction = GetDirection(my.X , my.Y , 20, 24 , universe.area)
elseif C4<ClandC4<C2andC4<C3andC4<C5andC4<C6
and C4 < C7 and C4 < C8 and C4 < C9 and C4 < C10 then
my.Direction = GetDirection(my.X , my.Y , 28 , 23 , universe.area)
elseif C5<Cland C5<C2and(C5<C3andC5<C4andC5<C6
and C5 < C7 and C5 < C8 and C5 < C9 and C5 < C10 then
my.Direction = GetDirection(my.X , my.Y , 35.5, 24 , universe.area)
elseif C6<C1land C6<C2and C6<C3andC6<C4andC6<Ch
and C6 < C7 and C6 < C8 and C6 < C9 and C6 < C10 then
my.Direction = GetDirection(my.X , my.Y , 42.5, 23 , universe.area)
elseif C7<Cland C7<C2and C7<C3and C7<C4andC7<C5h
and C7<C6 and C7<C8 and C7 < C9 and C7 < C10 then
my.Direction = GetDirection(my.X , my.Y , 49.5, 24 , universe.area)
elseif (C8<C1land C8<(C2and C8<C3and C8<C4and(C8<Ch
and C8 < C6 and C8 < C7 and C8 < C9 and C8 < C10 then
my.Direction = GetDirection(my.X , my.Y , 57 , 23 , universe.area)
elseif C9<Cland C9<C2and C9<C3and C9<C4and CI9<Ch
and C9 < C6 and C9 < C7 and C9 < C8 and C9 < C10 then
my.Direction = GetDirection(my.X , my.Y , 28 , 41 , universe.area)
elseif C10<Cland C10<C2and C10<C3 and C10<C4 and C10<C5
and C10 < C6 and C10 < C7 and C10 < C8 and C10 < C9 then
my.Direction = GetDirection(my.X , my.Y , 54 , 41 , universe.area)
end if

destin = my.Direction

avoidwallandpeople()

elseif my.point3 == false and my.point4 == false and my.point5 == false then
C1 = measureDistance(my.X , my.Y , 13, 26 , universe.area)

C2 = measureDistance(my.X , my.Y ,53.5, 26 , universe.area)

C3 = measureDistance(myX , my.Y , 25.5, 40 , universe.area)

C4 = measureDistance(myX , my.Y ,54 , 41 , universe.area)

if C1<C2 and C1<C3and C1 < C4 then

my.Direction = getdirection(my.X , my.Y , 13, 26 , universe.area)
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elseif C2<Cl and C2<C3 and C2<C4 then
my.Direction = getdirection(myX , my.Y , 53.5, 26 , universe.area)
elseif C3 < C1 and C3<C2and C3<C4 then
my.Direction = getdirection(myX , my.Y , 25.5, 40 , universe.area)
elseif C4 < C1 and C4 < C2 and C4 <C3 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 ==false and my.point3 ==true then

C1 = measureDistance(my.X , my.Y, 13.5, 40 , universe.area)

C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point5s == false and my.point4 == true then
C1 = measureDistance(my.X , my.Y , 25.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point5 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
1IBE B B/
elseif my.down2 == true then
if my.pointl12 == true then
my.Direction = getdirection(my.X , my.Y, 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 56.5 , 42, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1 == true then
my.Direction = getdirection(my.X , my.Y , 58 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == false then
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my.Direction = getdirection(my.X , my.Y , 56 , 33 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
BRI
elseif my.down1 == true then
if my.point13 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point12 == true then
my.Direction = getdirection(my.X , my.Y , 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 26 , 27 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 27 , 36, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point1l == false and my.point10 == false then
my.Direction = getdirection(my.X , my.Y ,21, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point11l == false then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
end if
I TR L— vl
elseif my.Layer == 4 then
if my.down1 == false and my.down2 == false then
if my.pointl == false then
C1 = MeasureDistance(my.X , my.Y , 6.5, 23, universe.area)
C2 = MeasureDistance(my.X , my.Y , 21, 23, universe.area)
C3 =MeasureDistance(my.X , my.Y , 49.5 , 23 , universe.area)
C4 =MeasureDistance(my.X , my.Y , 35, 41 , universe.area)
ifC1<C2and C1<C3 and C1<C4 then
my.Direction = GetDirection(my.X , my.Y , 6.5, 23, universe.area)
elseif
C2<(C3and C2<C3 and C2< C4 then
my.Direction = GetDirection(my.X , my.Y , 21, 23, universe.area)
elseif
C3<C1l and C3<C2and C3 < C4 then
my.Direction = GetDirection(my.X , my.Y , 49.5 , 23, universe.area)
elseif
C4 < C1 and C4 < C2 and C4 < C3 then
my.Direction = GetDirection(my.X , my.Y , 35, 41, universe.area)
end if
destin = my.Direction
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avoidwallandpeople()

elseif my.point2 == false then

C1 = MeasureDistance(my.X , my.Y , 7, 24 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 13.5, 23 , universe.area)

C3 = MeasureDistance(myX , my.Y , 20, 24 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 28 , 23 , universe.area)

C5= MeasureDistance(my.X , my.Y , 42.5, 23 , universe.area)

C6 = MeasureDistance(my.X , my.Y , 49.5 , 24 , universe.area)

C7 = MeasureDistance(my.X , my.Y , 57 , 23 , universe.area)

C8 = MeasureDistance(my.X , my.Y, 21.5, 41 , universe.area)

C9 = MeasureDistance(my.X , my.Y , 32, 41 , universe.area)

C10 = MeasureDistance(my.X , my.Y , 54 , 41 , universe.area)
if C1<C2and C1<C3and C1<C4and C1<C5and C1<C6
and C1 < C7and C1 <C8 and C1 <(C9 and C1 < C10 then
my.Direction = GetDirection(my.X , my.Y , 7, 24 , universe.area)
elseif (C2<Cland C2<C3and(C2<C4andC2<C5andC2<C6
and C2 < C7 and C2 < C8 and C2 < C9 and C2 < C10 then
my.Direction = GetDirection(my.X , my.Y , 13.5, 23, universe.area)
elseif C3<Cland C3<C2andC3<C4andC3<C5andC3<C6
and C3 < C7 and C3 <C8 and C3 < (C9 and C3 < C10 then
my.Direction = GetDirection(my.X , my.Y , 20, 24 , universe.area)
elseif C4<C1land C4<C2and C4<C3andC4<C5andC4<C6
and C4<C7and C4<C8and C4<C9and C4<C10 then
my.Direction = GetDirection(my.X , my.Y , 28, 23, universe.area)
elseif C5<C1and C5<C2and C5<C3and C5<C4 and C5<C6
and C5<C7and C5<C8 and C5<C9 and C5<C10 then
my.Direction = GetDirection(my.X , my.Y , 42.5, 23 , universe.area)
elseif C6<C1and C6<C2and C6<C3 and C6 < C4 and C6 <C5hH
and C6 < C7 and C6 < C8 and C6 < C9 and C6 < C10 then
my.Direction = GetDirection(my.X , my.Y , 49.5, 24 , universe.area)
elseif C7<Cland C7<C2and C7<C3and C7<C4and C7<C5h
and C7<C6 and C7<C8and C7<C9 and C7<C10 then
my.Direction = GetDirection(my.X , my.Y , 57, 23, universe.area)
elseif C8<C1l and C8 <C2and C8 <(C3 and C8<C4 and C8<C(C5H
and C8 < C6 and C8 < C7 and C8 < C9 and C8 < C10 then
my.Direction = GetDirection(my.X , my.Y , 21.5, 41 , universe.area)
elseif C9<Cland C9<C2and C9<C3and C9<C4 and C9<C5
and C9<C6 and C9<C7and C9<C8and CY9<C10 then
my.Direction = GetDirection(my.X , my.Y , 32, 41 , universe.area)
elseif C10<C1land C10<C2 and C10<C3 and C10 <C4 and C10<C5
and C10 < C6 and C10 < C7 and C10 < C8 and C10 < C9 then
my.Direction = GetDirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point3 == false and my.point4 == false and my.point5 == false then

C1 = measureDistance(myX , my.Y , 13, 26 , universe.area)

C2 = measureDistance(my.X , my.Y ,53.5, 26 , universe.area)

C3 = measureDistance(my X , my.Y , 25.5, 40 , universe.area)

C4 = measureDistance(my.X , my.Y ,12, 4 , universe.area)
if C1<C2 and C1<C3and C1 < C4 then
my.Direction = getdirection(myX , my.Y , 13, 26 , universe.area)
elseif C2< Cl and C2<C3 and C2<C4 then
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my.Direction = getdirection(my.X , my.Y , 53.5, 26 , universe.area)
elseif C3 < C1 and C3 <(C2 and C3<C4 then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
elseif C4 < C1l and C4 < C2 and C4 < C3 then
my.Direction = getdirection(my.X , my.Y, 12, 4 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 ==false and my.point3 ==true then

C1 = measureDistance(my X , my.Y , 13.5, 40 , universe.area)

C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople(

elseif my.point5 == false and my.point4 == true then
C1 = measureDistance(my.X , my.Y , 25.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 25.5 , 40 , universe.area)
elseif C2< C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point5 == true then
my.Direction = getdirection(my.X , my.Y , 26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
IR PEBI
elseif my.down2 == true then
if my.pointl2 == true then
my.Direction = getdirection(my.X , my.Y, 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11 == true then
my.Direction = getdirection(my.X , my.Y, 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 56.5 , 42, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point1 == true then
my.Direction = getdirection(my.X , my.Y , 58 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == false then
my.Direction = getdirection(my.X , my.Y , 56 , 33 , universe.area)
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destin = my.Direction
avoidwallandpeople(
end if
i
elseif my.downl == true then
if my.point13 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point12 == true then
my.Direction = getdirection(my.X , my.Y , 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 26 , 27, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y, 27 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1 == false and my.point10 == false then
my.Direction = getdirection(my.X , my.Y ,21, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point11l == false then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
end if
I ASEEATE LV — V]
elseif my.Layer == 5 then
if my.down1 == false and my.down2 == false then
if my.pointl == false then
C1 = MeasureDistance(my.X , my.Y , 6.5, 23 , universe.area)
C2 = MeasureDistance(my.X , my.Y , 21, 23, universe.area)
C3 =MeasureDistance(my.X , my.Y , 35, 23, universe.area)
C4 =MeasureDistance(my.X , my.Y , 36, 41 , universe.area)
if C1<C2and C1<C3and C1<C4 then
my.Direction = GetDirection(my.X , my.Y , 6.5, 23 , universe.area)
elseif C2 < C1and C2<C3 and C2 < (C4 then
my.Direction = GetDirection(my.X , my.Y, 21, 23, universe.area)
elseif C3 < C1 and C3 < C2 and C3 < C4 then
my.Direction = GetDirection(my.X , my.Y , 35, 23, universe.area)
elseif C4 < C1 and C4 <(C2 and C4 < C3 then
my.Direction = GetDirection(my.X , my.Y , 36, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(
elseif my.point2 == false then
C1 = MeasureDistance(my.X , my.Y , 7, 24 , universe.area)
C2 = MeasureDistance(my.X , my.Y , 13.5, 23 , universe.area)
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C3 = MeasureDistance(my.X , my.Y , 20, 24 , universe.area)

C4 = MeasureDistance(myX , my.Y , 28, 23 , universe.area)

C5= MeasureDistance(my.X , my.Y , 57, 23, universe.area)

C6 = MeasureDistance(myX , my.Y , 35, 24 , universe.area)

C7 = MeasureDistance(my.X , my.Y , 21.5, 41 , universe.area)

C8 = MeasureDistance(myX , my.Y , 32, 41 , universe.area)

C9 = MeasureDistance(myX , my.Y , 50 , 41 , universe.area)
if C1<C2and C1<C3 and C1 <C4 and C1<C5 and C1 <C6
and C1 < C7 and C1 < C8 and C1 < C9 then
my.Direction = GetDirection(my.X , my.Y , 7, 24 , universe.area)
elseif C2 < C1 and C2 <C3 and C2 <(C4 and C2 < C5 and C2 < C6
and C2 < C7 and C2 < C8 and C2 < C9 then
my.Direction = GetDirection(my.X , my.Y , 13.5, 23 , universe.area)
elseif C3 < C1l and C3<C2 and C3<C4 and C3<C5 and C3<C6
and C3 < C7 and C3 < C8 and C3 < C9 then
my.Direction = GetDirection(my.X , my.Y , 20, 24 , universe.area)
elseif C4 < Cl and C4<C2and C4<C3 and C4<C5 and C4<C6
and C4 < C7and C4<C8and C4<C9 then
my.Direction = GetDirection(my.X , my.Y , 28, 23 , universe.area)
elseif C5<C1land C5<C2and C5<C3andC5<C4andC5<C6
and C5<C7and C5<C8and C5<C9 then
my.Direction = GetDirection(my.X , my.Y , 57, 23, universe.area)
elseif C6<C1land C6<C2and C6<C3and C6<C4 and C6<ChH
and C6 < C7 and C6 < C8 and C6 < C9 then
my.Direction = GetDirection(my.X , my.Y , 35, 24 , universe.area)
elseif C7<Cland C7<C2and C7<C3and C7<C4and C7<C5h
and C7<C6and C7<C8and C7<C9 then
my.Direction = GetDirection(my.X , my.Y , 21.5, 41 , universe.area)
elseif C8 < C1 and C8 < C2 and C8 < C3 and C8 < C4 and C8 < C5
and C8 < C6 and C8 < C7and C8<C9 then
my.Direction = GetDirection(my.X , my.Y, 32, 41 , universe.area)
elseif C9<Cl and C9<C2and C9<C3and C9<C4and C9<C5H
and C9<C6 and C9<C7and C9<C8 then
my.Direction = GetDirection(my.X , my.Y , 50 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point3 == false and my.point4 == false and my.point5 == false then

C1 = measureDistance(my.X , my.Y , 13, 26 , universe.area)

C2 = measureDistance(my.X , my.Y ,53.5, 26 , universe.area)

C3 = measureDistance(myX , my.Y , 25, 40 , universe.area)

C4 = measureDistance(my.X , my.Y ,54 , 41 , universe.area)
if C1<C2 and C1<C3and C1 < C4 then
my.Direction = getdirection(my.X , my.Y , 13, 26 , universe.area)
elseif C2 < C1 and C2<C3 and C2<C4 then
my.Direction = getdirection(my.X , my.Y , 53.5, 26 , universe.area)
elseif C3 < C1 and C3 <(C2 and C3<C4 then
my.Direction = getdirection(my.X , my.Y , 25, 40 , universe.area)
elseif C4 < C1 and C4 <C2 and C4 <C3 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(
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elseif my.point4 ==false and my.point3 ==true then
C1 = measureDistance(my.X , my.Y, 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y, 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople(

elseif my.point5 == false and my.point4 == true then
C1 = measureDistance(myX , my.Y , 25.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 25.5 , 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point5 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
HFEH BB/
elseif my.down2 == true then
if my.point12 == true then
my.Direction = getdirection(my.X , my.Y , 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 58 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
end if
BRI
elseif my.downl == true then
if my.point13 == true then
my.Direction = getdirection(my.X , my.Y , 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point12 == true then
my.Direction = getdirection(my.X , my.Y , 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y , 26 , 27, universe.area)
destin = my.Direction
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avoidwallandpeople(
elseif my.point11 == false then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
end if
end if

RSB % 5 5 1]

If My.stapN ==True Then
My.point1=False
My.point2=False
My.point3=False
My.point4=False
My.point5=False
my.point10=false
my.point11=false
my.point12=false
my.point13=false
MoveLayerSpace(-1)
my.X =21 + rnd(0*2
My.Y = 33 + rnd(
My.stapN=False

Elseif My.stapE==True Then
My.point1=False
My.point2=False
My.point3=False
My.point4=False
My.point5=False
my.point10=false
my.point11=false
my.point12=false
my.point13=false
MoveLayerSpace(-1)
my.X =59 + rnd(
My.Y = 32 + rnd(
My.stapE=False

End if

¥

IBGFTIZ Lo THITAE — REE 2 5 B%Y

function speedchanger() as integer{

dim speed as integer

speed =0

if my.Layer == 0 then

If myX>=39 andmyX <=62and my.Y >=10 and my.Y <= 21 Then//#= 101

Forward(0.7)
elseif myX >=20 and my.X <= 41 and my.Y >= 43 and my.Y <= 58 Then//Z{% 106
Forward(0.7)
elseif myX >=20 and myX <= 23 and my.Y >= 32 and my.Y <= 36 Then///E N
Forward(0.4)
elseif my.X >= 56 and my.X <= 62 and my.Y >= 35 and my.Y <= 39 Then//fE: E
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Forward(0.4)
else
Forward(0.8)
end if
elseif my.Layer == 1 then
If myX>=20 andmyX <=62 and my.Y >=10 and my.Y <= 21 Then//#(5 203-201
forward(0.7)
elseif myX >=34 and my.X <= 62 and my.Y >= 43 and my.Y <= 58 Then//Z= 205
forward(0.7)
elseif my.X >=20 and my.X <=27 and my.Y >= 30 and my.Y <= 35 Then//fE: N
Forward(0.4)
elseif my.X >= 56 and my.X <= 62 and my.Y >= 35 and my.Y <= 39 Then//fE: E
Forward(0.4)
else
Forward(0.8)
end if
elseif my.Layer == 2 then
If myX>=6 andmyX <=62and my.Y >=10 and my.Y <= 21 Then//Z{(= 301-303
forward(0.7)
elseif my.X >= 34 and my.X <= 62 and my.Y >= 43 and my.Y <= 58 Then//Z{(= 305-306
forward(0.7)
elseif myX >=20 and my.X <= 27 and my.Y >= 30 and my.Y <= 35 Then//f£E N
Forward(0.4)
elseif my.X >= 56 and my.X <= 62 and my.Y >= 35 and my.Y <= 39 Then//fE: E
Forward(0.4)
else
Forward(0.8)
end if
elseif my.Layer == 3 then
If myX>=6 andmyX<=62and my.Y >=10 and my.Y <= 21 Then//#= 401-408
forward(0.7)
elseif my.X >=27 and my.X <= 62 and my.Y >= 43 and my.Y <= 58 Then//Z{(= 410
forward(0.7)
elseif myX >=20 and myX <= 27 and my.Y >= 30 and my.Y <= 35 Then//fE N
Forward(0.4)
elseif my.X >= 56 and my.X <= 62 and my.Y >= 35 and my.Y <= 39 Then//fE: E
Forward(0.4)
else
Forward(0.8)
end if
elseif my.Layer == 4 then
If myX>=6 andmyX <=62and my.Y >=10 and my.Y <= 21 Then//Z(= 501-508
forward(0.7)
elseif myX >=20 and my.X <= 62 and my.Y >= 43 and my.Y <= 58 Then//Z{= 510-512
forward(0.7)
elseif my.X >=20 and my.X <= 27 and my.Y >= 30 and my.Y <= 35 Then//fE N
Forward(0.4)
elseif my.X >= 56 and my.X <= 62 and my.Y >= 35 and my.Y <= 39 Then//[£Et E
Forward(0.4)
else
Forward(0.8)
end if
elseif my.Layer == 5 then
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If myX>=6 and myX<=62and my.Y >=10 and my.Y <= 21 Then//# = 501-508
forward(0.7)
elseif myX >=20 and myX <= 62 and my.Y >= 43 and my.Y <= 58 Then//Z{= 510-512
forward(0.7)
elseif myX >=20 and my.X <= 27 and my.Y >= 30 and my.Y <= 35 Then//f&E: N
Forward(0.4)
elseif my.X >= 56 and my.X <= 62 and my.Y >= 35 and my.Y <= 39 Then//fE: E
Forward(0.4)
else
Forward(0.8)
end if
end if
return(speed)

}

ITRiTRERR I

Function WatchAhead(dist As Double, range As Double, type As Agttype) As Integer{
Dim neighbor As Agtset

Dim target As Integer

Forward(dist)

MakeOneAgtsetAroundOwn(neighbor, range, type, False)

target = CountAgtset(neighbor)

Forward(-dist)

Return(target)

}

IBESP N 3RV 2 BER D5 | H
Function AvoidWallAndPeople() As Integert
Dim deg As Double
Dim destin As Double
deg=0
destin=0
I EFTEEO M7 % [\ <
If WatchAhead(1, 1, Universe.area.wall) > 0 Then
deg = (2 * Round(Rnd() - 1) * 90
Turn(deg)
If WatchAhead(1, 1, Universe.area.wall) > 0 Then
Turn(-deg * 2)
End if
End if
I BIFIWZADIND D>
If WatchAhead(1, 1, Universe.area.people) > 0 Then
deg = (2 * Round(Rnd() - 1) * 45
Turn(deg)
If WatchAhead(1, 1, Universe.area.people) > 0 Then
Turn(-deg*2)
If WatchAhead(1, 1, Universe.area.people) > 0 Then
Turn(-deg/2)
Forward(0.05)
Else
If WatchAhead(1, 1, Universe.area.wall) > 0 Then
Turn(-deg/2)
Forward(0.05)

_43_



Else
speedchanger()
End if
End if
Else
If WatchAhead(1, 1, Universe.area.wall) > 0 Then
Turn(-deg/2)
If WatchAhead(1, 1, Universe.area.people) > 0 Then
Turn(-deg/2)
Forward(0.05)
Else
If WatchAhead(1, 1, Universe.area.wall) > 0 Then
Turn(-deg/2)
Forward(0.05)
Else
speedchanger()
End if
End if
Else
speedchanger()
End if
End if
Else
speedchanger()
end if
Return(destin)
}
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KIMEB AW 5l UBEDT 1 77 JMIET V1 LR LD DEN
Agt_Init{

my.Direction = rnd() * 360
my.point1=false
my.point2 = false
my.point3 = false
my.point4 = false

}

Agt_Stepf

dim C1 as integer

dim C2 as integer

dim C3 as integer

dim C4 as integer

dim C5 as integer

dim C6 as integer

dim C7 as integer

dim C8 as integer

dim C9 as integer

dim C10 as integer

dim destin as double

T8 53 DIMAIBELZ N 2 2061

if my.one == false then
if my.Layer == 0 then
my.floor = 0
my.one = true
elseif my.Layer == 1 then
my.floor = 1
my.one = true
elseif my.Layer == 2 then
my.floor = 2
my.one = true
elseif my.Layer == 3 then
my.floor = 3
my.one = true
elseif my.Layer == 4 then
my.floor = 4
my.one = true
elseif my.Layer == 5 then

my.floor =5
my.one = true
end if

end if

11— B8 H V—vl]
if my.Layer == 0 then
if my.down2 == true then

if my.point10 == true then
my.Direction = getdirection(myX , my.Y , 57 , 41, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.pointl == false then
my.Direction = getdirection(myX , my.Y , 57 , 33, universe.area)
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destin = my.Direction

avoidwallandpeople(

end if

elseif my.down2 == false then
if my.change == 0 then

if my.pointl == false then

C1 = MeasureDistance(myX , my.Y , 21, 41 , universe.area)

C2 = MeasureDistance(myX , my.Y , 39.9, 41 , universe.area)

C3 = MeasureDistance(my.X , my.Y , 40.8 , 23 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 54.5 , 23 , universe.area)

C5 = MeasureDistance(myX , my.Y , 21.8, 38, universe.area)

C6 = MeasureDistance(my.X , my.Y , 57 , 33 , universe.area)
if C1<C2 and C1 <C3 and C1 <C4 and C1 <C5 and C1 < C6 then
my.Direction = GetDirection(my.X , my.Y , 21, 41 , universe.area)

elseif C2<Cland C2<C3and C2 < C4 and C2 < C5 and C2 < C6 then

my.Direction = GetDirection(my.X , my.Y , 39.9 , 41 , universe.area)

elseif C3<Cland C3<C2and C3<C4andC3<C5andC3<C6then

my.Direction = GetDirection(my.X , my.Y , 40.8 , 23 , universe.area)

elseif C4<Cland C4<C2and C4 <C3and C4 <C5and C4 <C6 then

my.Direction = GetDirection(my.X , my.Y , 54.5, 23 , universe.area)

elseif C5<Cland C5<C2and C5<C3 and C5<C4 and C5 < C6 then

my.Direction = GetDirection(my.X , my.Y , 21.8 , 38, universe.area)

elseif C6<C1and 65<C2and C6<C3and C6 <C4 and C6 < C5 then

my.Direction = GetDirection(my.X , my.Y , 57, 33, universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point2 ==false then

C1 = MeasureDistance(myX , my.Y , 15, 40, universe.area)

C2 = MeasureDistance(myX , my.Y , 26 , 38, universe.area)

C3 = MeasureDistance(my.X , my.Y , 54 , 26 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 57, 35, universe.area)

C5 = MeasureDistance(my.X , my.Y , 51, 41 , universe.area)
if C1 < C2 and C1 <C3 and C1 <C4 and C1 < C5 then
my.Direction = GetDirection(my.X , my.Y, 15, 40 , universe.area)
elseif C2<C1and C2<C3 and C2 < C4 and C2 < C5 then
my.Direction = GetDirection(my.X , my.Y , 26 , 38 , universe.area)
elseif C3<Cland C3<(C2and C3 <(C4 and C3 < C5 then
my.Direction = GetDirection(my.X , my.Y , 54, 26 , universe.area)
elseif C4<Cland C4<C2and C4<C3and C4 <C5 then
my.Direction = GetDirection(my.X , my.Y , 57 , 35, universe.area)
elseif C5<Cland C5<C2and C5<C3 and C5 < C4 then
my.Direction = GetDirection(my.X , my.Y , 51, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point3 == false then

C1 = measureDistance(my.X , my.Y , 12, 24 , universe.area)

C2 = measureDistance(myX , my.Y ,57 , 41 , universe.area)

C3 = measureDistance(myX , my.Y ,62, 29 , universe.area)

C4 = measureDistance(my.X , my.Y ,25, 23 , universe.area)
if C1 < C2 and C1 < C3 and C1 < C4 then
my.Direction = getdirection(my.X , my.Y , 12, 24 , universe.area)

_46_



elseif C2 < C1 and C2 < C3 and C2 < C4 then
my.Direction = getdirection(my.X , my.Y , 57, 41 , universe.area)
elseif C3 < C1 and C3 < C2 and C3 < C4 then
my.Direction = getdirection(my.X , my.Y , 62, 29 , universe.area)
elseif C4 < C1 and C4 < C2 and C4 < C3 then
my.Direction = getdirection(my.X , my.Y , 25, 23 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(
elseif my.point4 == false then
my.Direction = getdirection(my.X , my.Y , 12, 11, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.points == false then
my.Direction = getdirection(my.X , my.Y , 12, 3, universe.area)
destin = my.Direction
avoidwallandpeople()
end if
I1TE Th) 2 Bk S/
elseif my.change == 1 then
if my. U1 == false then
if my.point2 ==false and my.point3 == false then
C1 = MeasureDistance(myX , my.Y , 15, 40 , universe.area)
C2 = MeasureDistance(myX , my.Y , 26 , 38, universe.area)
C3 = MeasureDistance(my.X , my.Y , 25, 23 , universe.area)
if C1<(C2 and C1<C3then
my.Direction = GetDirection(my.X , my.Y , 15, 40 , universe.area)
elseif C2 < C1 and C2 <C3 then
my.Direction = GetDirection(my.X , my.Y , 26 , 38 , universe.area)
elseif C3 <C1 and C3 < C2 then
my.Direction = GetDirection(my.X , my.Y , 25, 23 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point3 == false then
C1 = measureDistance(my X , my.Y , 12, 24 , universe.area)
C2 = measureDistance(my.X , my.Y ,25 , 23 , universe.area)
if C1 < C2 then
my.Direction = getdirection(my.X , my.Y , 12, 24 , universe.area)
elseif C2 < C1 then
my.Direction = getdirection(my.X , my.Y , 25, 23 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 == false then

my.Direction = getdirection(my.X , my.Y , 12, 11, universe.area)
destin = my.Direction

avoidwallandpeople()

elseif my.points == false then

my.Direction = getdirection(my.X , my.Y , 12, 3, universe.area)
destin = my.Direction

avoidwallandpeople(

end if
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elseif my.U1 == true then

if my.point2 ==false then

C1 = MeasureDistance(my.X , my.Y , 15, 40 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 26 , 38 , universe.area)
if C1<C2 then
my.Direction = GetDirection(my.X , my.Y , 15, 40 , universe.area)
elseif C2 < C1 then
my.Direction = GetDirection(my.X , my.Y , 26 , 38 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point3 == false then
C1 = measureDistance(my X , my.Y , 12, 24 , universe.area)
C2 = measureDistance(my.X , my.Y ,25 , 23 , universe.area)
if C1 < C2 then
my.Direction = getdirection(my.X , my.Y , 12, 24 , universe.area)
elseif C2 < C1 then
my.Direction = getdirection(my.X , my.Y , 25, 23 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 == false then

my.Direction = getdirection(my.X , my.Y, 12, 11, universe.area)

destin = my.Direction

avoidwallandpeople()

elseif my.point5 == false then

my.Direction = getdirection(my.X , my.Y, 12, 3, universe.area)

destin = my.Direction

avoidwallandpeople()

end if

end if
115 ke
elseif my.change == 2 then
if my.U1 == false then

if my.point2 ==false and my.pointl3 == false then

C1 = measureDistance(my X , my.Y , 54 , 26 , universe.area)

C2 = measureDistance(my.X , my.Y ,51 , 41 , universe.area)

C3 = measureDistance(my.X , my.Y ,26 , 39, universe.area)
if C1 < C2 and C1 < C3 then
my.Direction = getdirection(my.X , my.Y , 54 , 26 , universe.area)
elseif C2 < C1 and C2 < C3 then
my.Direction = getdirection(my.X , my.Y , 51, 41 , universe.area)
elseif C3 < C1 and C3 < C2 then
my.Direction = getdirection(my.X , my.Y , 26 , 39 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point11 == false and my.point12 == false then

C1 = measureDistance(myX , my.Y , 54 , 29, universe.area)

C2 = measureDistance(my.X , my.Y ,53 , 41 , universe.area)

if C1 < C2 then

my.Direction = getdirection(my.X , my.Y , 54 , 29 , universe.area)
elseif C2 < C1 then
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my.Direction = getdirection(myX , my.Y , 53, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point11l == false then
my.Direction = getdirection(my.X , my.Y , 54 , 29 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point3 == false then
my.Direction = getdirection(my.X , my.Y , 63, 27 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
elseif my.U1 == true then
if my.point2 ==false then
my.Direction = getdirection(my.X , my.Y, 51, 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11==false then
my.Direction = getdirection(my.X , my.Y , 54 , 29 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point3 == false then
my.Direction = getdirection(my.X , my.Y , 63, 27 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
end if
1IBEH ke
elseif my.change == 3 then
if my. U1 == false then
if my.point2 ==false and my.pointl3 == false then
C1 = measureDistance(my.X , my.Y , 54 , 26 , universe.area)
C2 = measureDistance(my.X , my.Y ,51, 41 , universe.area)
C3 = measureDistance(my. X , my.Y ,26 , 39 , universe.area)
if C1 < C2 and C1 < C3 then
my.Direction = getdirection(my.X , my.Y , 54 , 26 , universe.area)
elseif C2 < C1 and C2 < C3 then
my.Direction = getdirection(myX , my.Y , 51, 41 , universe.area)
elseif C3 < C1 and C3 < C2 then
my.Direction = getdirection(my.X , my.Y , 26 , 39 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point12 == false then
my.Direction = getdirection(my.X , my.Y , 53, 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point3 == false then
my.Direction = getdirection(my.X , my.Y , 56 , 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
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elseif my.U1 == true then
if my.point2 ==false then
my.Direction = getdirection(my.X , my.Y , 51, 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point3 == false then
my.Direction = getdirection(my.X , my.Y , 56 , 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
end if
end if
end if
I @ v— vl
elseif my.Layer == 1 then
if my.downl == false and my.down2 == false then
if my.change == 0 then

if my.pointl == false then

C1 = MeasureDistance(my.X , my.Y , 61, 23 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 50 , 23 , universe.area)

C3 = MeasureDistance(myX , my.Y , 47 , 23 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 34, 24 , universe.area)

C5 = MeasureDistance(my X , my.Y , 21, 23, universe.area)
if C1<C2and C1<C3and C1<C4and C1<C5 then
my.Direction = GetDirection(my.X , my.Y , 61, 23, universe.area)
elseif C2<Cland C2<C3and C2<C4and C2<C5 then
my.Direction = GetDirection(my.X , my.Y , 50, 23 , universe.area)
elseif C3<Cland C3<(C2and C3<C4and C3<C5 then
my.Direction = GetDirection(my.X , my.Y , 47 , 23, universe.area)
elseif C4<Cland C4<C2and C4<C3and C4<C5 then
my.Direction = GetDirection(my.X , my.Y , 34, 24 , universe.area)
elseif C5<C1and C5<C2 and C5 < C3 and C5 < C4 then
my.Direction = GetDirection(my.X , my.Y , 21, 23 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(

elseif my.point2 ==false then

C1 = MeasureDistance(my.X , my.Y , 14, 26 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 53.5 , 26 , universe.area)

C3 = MeasureDistance(myX , my.Y , 53.5, 41 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 41.5 , 41 , universe.area)
if C1 < C2 and C1 < C3 and C1 < C4 then
my.Direction = GetDirection(my.X , my.Y , 14, 26 , universe.area)
elseif C2 < C1and C2 <C3 and C2 < C4 then
my.Direction = GetDirection(my.X , my.Y , 53.5 , 26 , universe.area)
elseif C3 <(C1and C3 <C2and C3 < (C4 then
my.Direction = GetDirection(my.X , my.Y , 53.5, 41 , universe.area)
elseif C4 <C1l and C4 <C2 and C4 < C3 then
my.Direction = GetDirection(my.X , my.Y , 41.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople(

elseif my.point3 == false then
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C1 = measureDistance(my.X , my.Y , 15, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54 , 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 15, 40 , universe.area)
elseif C2< C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
C1 = measureDistance(my.X , my.Y, 25.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 25.5 , 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(
elseif my.point4 == true then
my.Direction = getdirection(myX , my.Y , 27 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
1RSI & P BIR MR L — ]
elseif my.change == 1 then
if my.U2 == false then
if my.point2 ==false then
my.Direction = GetDirection(my.X , my.Y , 14, 26 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point3 == false  then
my.Direction = getdirection(my.X , my.Y , 15, 40 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
elseif my.U2 == true then
if my.point4 ==false then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople(
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end if
end if
11— B R B B R R L — L)
elseif my.change == 2 then
if my.U2 == false then
if my.point2 ==false then
my.Direction = GetDirection(my.X , my.Y , 53.5, 26 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point3 == false then
my.Direction = getdirection(my.X , my.Y , 54, 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y ,59.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
elseif my.U2 == true then
if my.point3 ==false then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y ,59.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
end if
end if
e e
elseif my.down2 == true then
if my.pointl2 == true then
my.Direction = getdirection(my.X , my.Y, 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 56.5 , 42, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 58 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == false then
my.Direction = getdirection(my.X , my.Y , 56 , 33 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
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elseif my.downl == true then

if my.point13 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point12 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 27, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y, 27 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == false and my.point10 == false then
my.Direction = getdirection(my.X , my.Y ,21, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point11l == false then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if

end if

/| =P v— ]
elseif my.Layer == 2 then
if my.down1l == false and my.down2 == false then
if my.change == 0 then
if my.pointl == false then

C1 = MeasureDistance(my.X , my.Y , 15, 23 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 25, 23 , universe.area)

C3 = MeasureDistance(my.X , my.Y , 35.5, 23 , universe.area)
if C1 < C2 and C1 < C3 then
my.Direction = GetDirection(my.X , my.Y , 15, 23, universe.area)
elseif C2 < (C3 and C2 < C3 then
my.Direction = GetDirection(my.X , my.Y , 25, 23 , universe.area)
elseif C3 < C1 and C3 < C2 then
my.Direction = GetDirection(my.X , my.Y , 85.5, 23, universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point2 ==false and my.point3 == false then

C1 = MeasureDistance(myX , my.Y , 13, 26 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 50 , 24 , universe.area)

C3 = MeasureDistance(my.X , my.Y , 36 , 41 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 53.5, 41 , universe.area)
if C1 < C2 and C1 < C3 and C1 < C4 then
my.Direction = GetDirection(my.X , my.Y, 13, 26 , universe.area)

_53-



elseif C2 < C1and C2<C3 and C2 < (C4 then
my.Direction = GetDirection(my.X , my.Y , 50 , 24 , universe.area)
elseif C3 < C1 and C3 < C2 and C3 < C4 then
my.Direction = GetDirection(my.X , my.Y , 36, 41 , universe.area)
elseif C4 < C1 and C4 < C2 and C4 < C3 then
my.Direction = GetDirection(my.X , my.Y , 53.5 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point3 == false then
C1 = measureDistance(my.X , my.Y, 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,53.5, 27 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 53.5, 27 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
C1 = measureDistance(my.X , my.Y , 25.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,53.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 53.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 == true then
C1 = measureDistance(my.X , my.Y , 26 , 28 , universe.area)
C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
end if
=B 5 P B Rs L — ]
elseif my.change == 1 then
if my. U3 == false then
if my.point2 ==false then
my.Direction = GetDirection(my.X , my.Y , 14, 26 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point3 == false  then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
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destin = my.Direction
avoidwallandpeople(
elseif my.point4 == true then
my.Direction = getdirection(myX , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
elseif my.U3 == true then
if my.point3 ==false then
my.Direction = GetDirection(my.X , my.Y , 36, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y , 25.5 , 40 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
end if

I = v SR B IR L — L]
elseif my.change == 2 then
if my. U3 == false then
if my.point2 ==false then
my.Direction = GetDirection(my.X , my.Y , 50 , 24 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point3 == false then
my.Direction = getdirection(my.X , my.Y , 53.5, 27 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y ,53.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
elseif my.U3 == true then
if my.point3 ==false then
my.Direction = GetDirection(my.X , my.Y , 53.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point4 == true then
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my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
end if
end if
HFEE BB/
elseif my.down2 == true then
if my.pointl2 == true then
my.Direction = getdirection(my.X , my.Y, 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 56.5 , 42, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y , 58 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == false then
my.Direction = getdirection(my.X , my.Y , 56 , 33 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
& B/
elseif my.downl == true then
if my.point13 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point12 == true then
my.Direction = getdirection(my.X , my.Y , 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11 == true then
my.Direction = getdirection(my.X , my.Y, 26 , 27 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 27 , 36, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point1 == false and my.point10 == false then
my.Direction = getdirection(my.X , my.Y ,21, 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11l == false then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
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destin = my.Direction
avoidwallandpeople()
end if

end if

11 VY &sd s L— vl
elseif my.Layer == 3 then
if my.down1 == false and my.down2 == false then
if my.change == 0 then

if my.pointl == false then

C1 = MeasureDistance(my.X , my.Y , 6.5, 23 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 21, 23, universe.area)

C3 = MeasureDistance(my.X , my.Y , 35, 23, universe.area)

C4 = MeasureDistance(my.X , my.Y , 49.5 , 23 , universe.area)
if C1 < C2 and C1 < C3 and C1 < C4 then
my.Direction = GetDirection(my.X , my.Y , 6.5, 23 , universe.area)
elseif C2<(C3 and C2 < (C3 and C2 < C4 then
my.Direction = GetDirection(my.X , my.Y , 21, 23, universe.area)
elseif C3 < C1 and C3 < C2 and C3 < C4 then
my.Direction = GetDirection(my.X , my.Y , 35, 23, universe.area)
elseif C4 <C1 and C4 < C2 and C4 <C3 then
my.Direction = GetDirection(my.X , my.Y , 49.5, 23 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(

elseif my.point2 == false then

C1 = MeasureDistance(my.X , my.Y, 7, 24 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 13.5, 23 , universe.area)

C3 = MeasureDistance(my.X , my.Y , 20 , 24 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 28 , 23 , universe.area)

C5 = MeasureDistance(my.X , my.Y , 35.5, 24 , universe.area)

C6 = MeasureDistance(my.X , my.Y , 42.5, 23 , universe.area)

C7 = MeasureDistance(my.X , my.Y , 49.5 , 24 , universe.area)

C8 = MeasureDistance(myX , my.Y , 57, 23 , universe.area)

C9 = MeasureDistance(my.X , my.Y , 28 , 41 , universe.area)

C10 = MeasureDistance(my.X , my.Y , 54 , 41 , universe.area)
if C1<C2and C1<C3and C1<C4and C1<C5and C1<C6
and C1<C7and C1 <C8 and C1 <(C9 and C1 <C10 then
my.Direction = GetDirection(my.X , my.Y , 7, 24 , universe.area)
elseif C2<Cland C2<C3and C2<C4and C2<C5andC2<Cé6
and C2 < C7 and C2 < C8 and C2 < C9 and C2 < C10 then
my.Direction = GetDirection(my.X , my.Y , 13.5, 23, universe.area)
elseif (C3<Cland C3<C2and C3<C4and C3<Ch5andC3<C6
and C3 < C7 and C3 < C8 and C3 < C9 and C3 < C10 then
my.Direction = GetDirection(my.X , my.Y , 20, 24 , universe.area)
elseif C4<Cland C4<C2and C4<C3and C4<Ch5andC4<C6
and C4 < C7 and C4 < C8 and C4 < C9 and C4 < C10 then
my.Direction = GetDirection(my.X , my.Y , 28, 23 , universe.area)
elseif C5<Cland C5<C2and C5<C3and C5<C4andC5<C6
and C5 < C7 and C5 < C8 and C5 < C9 and C5 < C10 then
my.Direction = GetDirection(my.X , my.Y , 35.5, 24 , universe.area)
elseif C6<Cland C6<C2and C6<C3and C6<C4andC6<Ch
and C6 < C7 and C6 < C8 and C6 < C9 and C6 < C10 then
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my.Direction = GetDirection(my.X , my.Y , 42.5, 23 , universe.area)
elseif C7<Cland C7<C2and C7<C3and C7<C4and C7<C5h
and C7 < C6 and C7 < C8 and C7 < C9 and C7 < C10 then
my.Direction = GetDirection(my.X , my.Y , 49.5, 24 , universe.area)
elseif (C8<Cland C8<(C2and C8<C3and C8<C4and(C8<Ch
and C8 < C6 and C8 < C7 and C8 < C9 and C8 < C10 then
my.Direction = GetDirection(my.X , my.Y , 57, 23, universe.area)
elseif C9<Cland C9<C2and C9<C3and C9<C4and CI9<Ch
and C9 < C6 and C9 < C7 and C9 < C8 and C9 < C10 then
my.Direction = GetDirection(my.X , my.Y , 28 , 41 , universe.area)
elseif C10<C1land C10<C2and C10<C3 and C10<C4 and C10<C5
and C10 < C6 and C10 < C7 and C10 < C8 and C10 < C9 then
my.Direction = GetDirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point3 == false and my.point4 == false and my.point5 == false then

C1 = measureDistance(myX , my.Y , 13, 26 , universe.area)

C2 = measureDistance(my.X , my.Y ,53.5, 26 , universe.area)

C3 = measureDistance(my.X , my.Y , 25.5, 40 , universe.area)

C4 = measureDistance(my.X , my.Y ,54 , 41 , universe.area)
if C1<C2 and C1<C3 and C1 < C4 then
my.Direction = getdirection(my.X , my.Y , 13, 26 , universe.area)
elseif C2< Cl and C2<C3 and C2<C4 then
my.Direction = getdirection(my.X , my.Y , 53.5, 26 , universe.area)
elseif C3 < C1 and C3<C2and C3<C4 then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
elseif C4 < Cl and C4<C2 and C4<C3 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(

elseif my.point4 ==false and my.point3 ==true then

C1 = measureDistance(my X , my.Y , 13.5, 40 , universe.area)

C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5 , 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point5 == false and my.point4 == true then

C1 = measureDistance(my.X , my.Y, 25.5, 40 , universe.area)

C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point5 == true then
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my.Direction = getdirection(my.X , my.Y , 26 , 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
11TY B &5 s B IR AR L — 1]
elseif my.change == 1 then
if my.U4 == false then
if my.point3 ==false then
my.Direction = GetDirection(my.X , my.Y , 14, 26 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 == false  then
C1 = measureDistance(my.X , my.Y, 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point5 ==false then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point5 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
elseif my.U4 == true then
if my.point2 ==false then
my.Direction = GetDirection(my.X , my.Y , 28.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point5 ==false then
my.Direction = getdirection(my.X , my.Y , 25.5 , 40 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point5 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
end if
10O B v Y B B TR R L — L
elseif my.change == 2 then
if my. U4 == false then
if my.point3 == false then
my.Direction = getdirection(my.X , my.Y , 53.5, 27 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
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C1 = measureDistance(my.X , my.Y, 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople(

elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 59.5 , 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
elseif my.U4 == true then
if my.point2 ==false then
my.Direction = GetDirection(my.X , my.Y , 53.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
end if
end if
e e
elseif my.down2 == true then
if my.pointl2 == true then
my.Direction = getdirection(my.X , my.Y, 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 56.5 , 42, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y , 58 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == false then
my.Direction = getdirection(my.X , my.Y , 56 , 33 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
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BRI
elseif my.downl == true then
if my.point13 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point12 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 27, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y, 27 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == false and my.point10 == false then
my.Direction = getdirection(my.X , my.Y ,21, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point11l == false then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
end if
I R — ]
elseif my.Layer == 4 then
if my.down1 == false and my.down2 == false then
if my.change == 0 then
if my.pointl == false then
C1 = MeasureDistance(my.X , my.Y , 6.5, 23, universe.area)
C2 = MeasureDistance(my.X , my.Y , 21, 23 , universe.area)
C3 =MeasureDistance(my.X , my.Y , 49.5 , 23 , universe.area)
C4 =MeasureDistance(my.X , my.Y , 35, 41 , universe.area)
ifC1<C2and C1<C3 and C1<C4 then
my.Direction = GetDirection(my.X , my.Y , 6.5, 23, universe.area)
elseif
C2<C3and C2<C3 and C2 < C4 then
my.Direction = GetDirection(my.X , my.Y , 21, 23, universe.area)
elseif
C3<C1land C3<C2and C3 < C4 then
my.Direction = GetDirection(my.X , my.Y , 49.5 , 23, universe.area)
elseif
C4 < C1 and C4 < C2 and C4 < C3 then
my.Direction = GetDirection(my.X , my.Y , 35, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point2 == false then
C1 = MeasureDistance(my.X , my.Y , 7, 24 , universe.area)
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C2 = MeasureDistance(my.X , my.Y , 13.5, 23 , universe.area)

C3 = MeasureDistance(myX , my.Y , 20, 24 , universe.area)

C4 = MeasureDistance(myX , my.Y , 28 , 23 , universe.area)

C5= MeasureDistance(myX , my.Y , 42.5, 23 , universe.area)

C6 = MeasureDistance(my.X , my.Y , 49.5 , 24 , universe.area)

C7 = MeasureDistance(myX , my.Y , 57, 23 , universe.area)

C8= MeasureDistance(myX , my.Y , 21.5, 41 , universe.area)

C9 = MeasureDistance(myX , my.Y , 32, 41 , universe.area)

C10 = MeasureDistance(my.X , my.Y , 54 , 41 , universe.area)
if C1<C2and C1<C3and C1<C4and C1<C5and C1<C6
and C1<C7and C1 <C8 and C1 <C9 and C1 < C10 then
my.Direction = GetDirection(my.X , my.Y, 7, 24 , universe.area)
elseif C2<Cland C2<C3and C2<C4and C2<Ch5andC2<C6
and C2 < C7 and C2 < C8 and C2 < C9 and C2 < C10 then
my.Direction = GetDirection(my.X , my.Y , 13.5, 23, universe.area)
elseif (C3<Cland C3<C2and C3<C4and C3<Cb5andC3<C6
and C3 < C7 and C3 < C8 and C3 < C9 and C3 < C10 then
my.Direction = GetDirection(my.X , my.Y , 20, 24 , universe.area)
elseif C4<Cland C4<C2and C4<C3andC4<C5andC4<C6
and C4 < C7and C4<C8and C4<C9 and C4<C10 then
my.Direction = GetDirection(my.X , my.Y , 28 , 23 , universe.area)
elseif C5<Cland C5<C2and C5<C3 and C5<C4and C5<C6
and C5<C7and C5<C8 and C5<C9 and C5<C10 then
my.Direction = GetDirection(my.X , my.Y , 42.5, 23 , universe.area)
elseif C6<C1 and C6<C2and C6<C3 and C6 <C4 and C6<C5
and C6 < C7 and C6 < C8 and C6 < C9 and C6 < C10 then
my.Direction = GetDirection(my.X , my.Y , 49.5 , 24 , universe.area)
elseif C7<Cland C7<C2and C7<C3and C7<C4and C7<C5h
and C7<C6 and C7<C8 and C7<C9 and C7<C10 then
my.Direction = GetDirection(my.X , my.Y , 57, 23, universe.area)
elseif C8<(C1and C8<(C2and C8<(C3 and C8 <(C4 and C8<C(C5h
and C8 < C6 and C8 < C7 and C8 < C9 and C8 < C10 then
my.Direction = GetDirection(my.X , my.Y , 21.5, 41 , universe.area)
elseif C9 < Cl and C9<C2and C9<C3 and C9<C4 and C9<C5
and C9<C6 and C9<C7and C9<C8and C9<C10 then
my.Direction = GetDirection(my.X , my.Y , 32, 41 , universe.area)
elseif C10<Cland C10<C2 and C10<C3 and C10<C4 and C10<C5
and C10 < C6 and C10 < C7 and C10 < C8 and C10<C9 then
my.Direction = GetDirection(my.X , my.Y , 54, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()

elseif my.point3 == false and my.point4 == false and my.point5 == false then

C1 = measureDistance(my.X , my.Y , 13, 26 , universe.area)

C2 = measureDistance(my.X , my.Y ,53.5, 26 , universe.area)

C3 = measureDistance(myX , my.Y , 25.5, 40 , universe.area)

C4 = measureDistance(my.X , my.Y ,12, 4 , universe.area)
if C1<C2 and Cl1<C3and C1 < (C4 then
my.Direction = getdirection(my.X , my.Y , 13, 26 , universe.area)
elseif C2<C1 and C2<C3 and C2<C4 then
my.Direction = getdirection(my.X , my.Y , 53.5, 26 , universe.area)
elseif C3 < Cl and C3<C2 and C3<C4 then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
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elseif C4 < C1 and C4 < C2 and C4<C3 then
my.Direction = getdirection(myX , my.Y , 12, 4 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false and my.point3 ==true then
C1 = measureDistance(my.X , my.Y, 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point5s == false and my.point4 == true then
C1 = measureDistance(myX , my.Y , 25.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point5 == true then

my.Direction = getdirection(my.X , my.Y , 26, 36 , universe.area)
destin = my.Direction

avoidwallandpeople()

end if

I IR & P B IR R L — L)
elseif my.change == 1 then
if my. U5 == false then
if my.point3 ==false then
my.Direction = GetDirection(my.X , my.Y , 14, 26 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 == false  then
C1 = measureDistance(my.X , my.Y , 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
elseif C2< C1 then
my.Direction = getdirection(my.X , my.Y , 54, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point5 ==false then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point5 == true then
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my.Direction = getdirection(myX , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
elseif my.U5 == true then
if my.points ==false then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point5 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
end if
T/ B T e AR MR /L — L
elseif my.change == 2 then
if my. U5 == false then
if my.point3 == false then
my.Direction = getdirection(my.X , my.Y , 53.5, 27 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point4 ==false then
C1 = measureDistance(my.X , my.Y, 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if

elseif my.U5 == true then
if my.point2 ==false then
my.Direction = GetDirection(my.X , my.Y , 53.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if

end if

end if

_64_



ey
elseif my.down2 == true then
if my.point12 == true then
my.Direction = getdirection(my.X , my.Y , 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11 == true then
my.Direction = getdirection(my.X , my.Y , 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 56.5 , 42, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 58 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == false then
my.Direction = getdirection(my.X , my.Y , 56 , 33 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
IIREBEI
elseif my.down1 == true then
if my.point13 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.pointl2 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 26 , 27, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point10 == true then
my.Direction = getdirection(my.X , my.Y , 27 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == false and my.point10 == false then
my.Direction = getdirection(my.X , my.Y ,21, 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point11 == false then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
end if
I RBEATEY L — v
elseif my.Layer == 5 then
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if my.down1 == false and my.down2 == false then
if my.change == 0 then

if my.pointl == false then

C1 = MeasureDistance(my.X , my.Y , 6.5, 23, universe.area)

C2 = MeasureDistance(myX , my.Y , 21, 23, universe.area)

C3 =MeasureDistance(my.X , my.Y , 35, 23, universe.area)

C4 =MeasureDistance(my.X , my.Y , 36, 41 , universe.area)
if C1<C2and C1<C3and C1<C4 then
my.Direction = GetDirection(my.X , my.Y , 6.5, 23 , universe.area)
elseif C2 < C1and C2<C3 and C2 < C4 then
my.Direction = GetDirection(my.X , my.Y , 21, 23, universe.area)
elseif C3 < C1 and C3 <(C2 and C3 < C4 then
my.Direction = GetDirection(my.X , my.Y , 35, 23, universe.area)
elseif C4 < C1 and C4 <C2 and C4 < C3 then
my.Direction = GetDirection(my.X , my.Y , 36, 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(

elseif my.point2 == false then

C1 = MeasureDistance(myX , my.Y , 7, 24 , universe.area)

C2 = MeasureDistance(my.X , my.Y , 13.5, 23 , universe.area)

C3 = MeasureDistance(my.X , my.Y , 20 , 24 , universe.area)

C4 = MeasureDistance(my.X , my.Y , 28, 23 , universe.area)

C5= MeasureDistance(myX , my.Y , 57, 23 , universe.area)

C6 = MeasureDistance(my.X , my.Y , 35, 24 , universe.area)

C7 = MeasureDistance(my.X , my.Y , 21.5, 41 , universe.area)

C8 = MeasureDistance(my.X , my.Y, 32, 41 , universe.area)

C9 = MeasureDistance(my.X , my.Y , 50 , 41 , universe.area)
if C1<C2and C1<C3and C1<C4and C1<C5and C1<C6
and C1 < C7 and C1 < C8 and C1 < C9 then
my.Direction = GetDirection(my.X , my.Y, 7, 24 , universe.area)
elseif C2 < Cl and C2<C3 and C2<C4 and C2 < C5 and C2< C6
and C2 < C7 and C2 < C8 and C2 < C9 then
my.Direction = GetDirection(my.X , my.Y, 13.5, 23, universe.area)
elseif C3 < C1l and C3<C2 and C3<C4 and C3 <C5 and C3 < C6
and C3 < C7 and C3 < C8 and C3 < C9 then
my.Direction = GetDirection(my.X , my.Y , 20, 24 , universe.area)
elseif C4 < Cland C4<C2and C4<C3 and C4<C5 and C4<C6
and C4<C7and C4 <C8 and C4<C9 then
my.Direction = GetDirection(my.X , my.Y , 28 , 23 , universe.area)
elseif C5<C1and C5<C2and C5<C3 and C5<C4 and C5<C6
and C5<C7and C5<C8and C5<C9 then
my.Direction = GetDirection(my.X , my.Y , 57, 23, universe.area)
elseif €6 <C1and C6 < C2and C6<C3 and C6 < C4 and C6 <C5
and C6 < C7 and C6 <C8 and C6 <(C9 then
my.Direction = GetDirection(my.X , my.Y , 35, 24 , universe.area)
elseif C7<Cland C7<C2and C7<C3and C7<C4and C7<C5h
and C7<C6and C7<C8and C7<C9 then
my.Direction = GetDirection(my.X , my.Y , 21.5, 41 , universe.area)
elseif C8 < C1 and C8 < C2 and C8 < C3 and C8 < C4 and C8 < C5
and C8 < C6 and C8 < C7and C8<C9 then
my.Direction = GetDirection(my.X , my.Y , 32, 41 , universe.area)
elseif C9 < Cl and C9<C2and C9<C3and C9<C4 and C9<C5
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and C9<C6 and C9<C7and C9<C8 then
my.Direction = GetDirection(my.X , my.Y , 50 , 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point3 == false and my.point4 == false and my.point5 == false then
C1 = measureDistance(my.X , my.Y , 13, 26 , universe.area)
C2 = measureDistance(my.X , my.Y ,53.5, 26 , universe.area)
C3 = measureDistance(my.X , my.Y , 25, 40 , universe.area)
C4 = measureDistance(my.X , my.Y ,54 , 41 , universe.area)
if C1<C2 and Cl1<C3and C1< C4 then
my.Direction = getdirection(my.X , my.Y , 13, 26 , universe.area)
elseif C2<Cl and C2<C3 and C2<C4 then
my.Direction = getdirection(my.X , my.Y , 53.5, 26 , universe.area)
elseif C3 < Cl and C3<C2 and C3<C4 then
my.Direction = getdirection(my.X , my.Y , 25, 40 , universe.area)
elseif C4 < C1 and C4 < C2 and C4<C3 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false and my.point3 ==true then
C1 = measureDistance(my X , my.Y , 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
ifC1<C2 then
my.Direction = getdirection(myX , my.Y , 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople(

elseif my.point5 == false and my.point4 == true then
C1 = measureDistance(myX , my.Y , 25.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,59.5, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 25.5 , 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point5 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 36 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
IS FE 5 s B IR MR v — L]
elseif my.change == 1 then
if my.U6 == false then
if my.point3 ==false then
my.Direction = GetDirection(my.X , my.Y , 14, 26 , universe.area)
destin = my.Direction
avoidwallandpeople(
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elseif my.point4 == false  then
C1 = measureDistance(my.X , my.Y , 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y, 13.5, 40 , universe.area)
elseif C2<C1 then
my.Direction = getdirection(my.X , my.Y , 54 , 41 , universe.area)
end if
destin = my.Direction
avoidwallandpeople(
elseif my.point5 ==false then
my.Direction = getdirection(my.X , my.Y , 25.5, 40 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point5 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
elseif my.U6 == true then
if my.points ==false then
my.Direction = getdirection(my.X , my.Y , 25.5 , 40 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point5 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 28 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
end if
TS T Y B B IR e IRg L — L
elseif my.change == 2 then
if my. U6 == false then
if my.point3 == false then
my.Direction = getdirection(my.X , my.Y , 53.5, 27 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
C1 = measureDistance(myX , my.Y, 13.5, 40 , universe.area)
C2 = measureDistance(my.X , my.Y ,54, 41 , universe.area)
if C1<C2 then
my.Direction = getdirection(my.X , my.Y , 13.5 , 40 , universe.area)
elseif C2< C1 then
my.Direction = getdirection(my.X , my.Y , 54, 41 , universe.area)

end if
destin = my.Direction
avoidwallandpeople()

elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
end if
elseif my.U6 == true then
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if my.point2 ==false then
my.Direction = GetDirection(my.X , my.Y , 50, 41 , universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point4 ==false then
my.Direction = getdirection(my.X , my.Y , 53.5 , 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point4 == true then
my.Direction = getdirection(my.X , my.Y , 59.5, 41 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
end if
end if
13 BB/
elseif my.down2 == true then
if my.pointl2 == true then
my.Direction = getdirection(my.X , my.Y, 60 , 36, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 60 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point1l == true then
my.Direction = getdirection(my.X , my.Y, 58 , 41, universe.area)
destin = my.Direction
avoidwallandpeople(
end if
BRI
elseif my.downl == true then
if my.point13 == true then
my.Direction = getdirection(my.X , my.Y, 22 , 31, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.pointl12 == true then
my.Direction = getdirection(my.X , my.Y , 22 , 28, universe.area)
destin = my.Direction
avoidwallandpeople(
elseif my.point11 == true then
my.Direction = getdirection(my.X , my.Y , 26 , 27, universe.area)
destin = my.Direction
avoidwallandpeople()
elseif my.point11 == false and my.point1== true then
my.Direction = getdirection(my.X , my.Y ,26, 36 , universe.area)
destin = my.Direction
avoidwallandpeople(
end if
end if
end if
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ff Fzv /R b=V M1
Agt_Init{
}
Agt_Stepf{
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd(*CountAgtset(surrou)))
ok.pointl = True
End if
}

ff FzvIRA v b=V k2
Agt_Init{
¥
Agt_Stepf{
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd)*CountAgtset(surrou)))
ok.point2 = True
End if

ff F=v IR b=V 3
Agt_Init{
}
Agt_Stepf{
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,2,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd)*CountAgtset(surrou)))
ok.point3 = True
End if
}

f FrzvI/RA b=V b4
Agt_Init{
¥
Agt_Stepf
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd)*CountAgtset(surrou)))
ok.point4 = True
End if
}
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ff F=v IR b=V 5
Agt_Init{
}
Agt_Stepf
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd(*CountAgtset(surrou)))
ok.point5 = True
End if
¥

ff FzvI/FA b=V 10
Agt_Init{
t
Agt_Stepf
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd(*CountAgtset(surrou)))
ok.point10 = True
End if
}

it Fzv R b=V 11
Agt_Init{
}
Agt_Stepf{
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd(*CountAgtset(surrou)))
ok.point1l = True
End if

it FzvrR A b=V b 12
Agt_Init{
¥
Agt_Stepf
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd)*CountAgtset(surrou)))
ok.point12 = True
End if
}
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ff Fxv /R b=V 13
Agt_Init{
}
Agt_Stepf
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd)*CountAgtset(surrou)))
ok.point13 = True
End if

fF HEE=—Yzr b1
Agt_TInit{
¥
Agt_Stepf
Dim surrou As Agtset
Dim pass As Agt
MakeoneAgtsetAroundOwn(surrou,2,Universe.area.people, False)
If CountAgtSet(surrou)>0 Then
pass=GetAgt(Surrou,int(Rnd()*CountAgtset(surrou)))
If pass.Layer==1 or pass.layer == 2 or pass.layer == 3 or pass.layer == 4 or pass.layer == 5 Then
pass.stapN =True
End if
End if
}

BB — Y= b2
Agt_Init{
}
Agt_Stept
Dim surrou As Agtset
Dim pass As Agt
MakeoneAgtsetAroundOwn(surrou,2,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
pass=GetAgt(Surrou,int(Rnd()*CountAgtset(surrou)))
If pass.Layer==1 or pass.layer == 2 or pass.layer == 3 or pass.layer == 4 or pass.layer == 5 Then
pass.stapE =True
End if
End if
}
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ff BET=—Y=zr b1
Agt_Init{
h
Agt_Stepf{
Dim surrou As Agtset
Dim pass As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
pass=GetAgt(Surrou,int(Rnd(*CountAgtset(surrou)))
pass.down1=True
ISR SE T AL
If pass.floor ==1 Then
pass.floor =6
universe.f2all = universe.f2all - 1
elseif
pass.floor == 2 then
pass.floor = 6
universe.f3all = universe.f3all - 1
elseif
pass.floor == 3 then
pass.floor = 6
universe.f4all = universe.f4all - 1
elseif
pass.floor == 4 then
pass.floor = 6
universe.f5all = universe.f5all - 1
elseif
pass.floor == 5 then
pass.floor = 6
universe.f6all = universe.f6all - 1
End if
End if

ff BF=—Yzr b2
Agt_Init{
¥
Agt_Stept
Dim surrou As Agtset
Dim pass As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
pass=GetAgt(Surrou,int(Rnd)* CountAgtset(surrou)))
if pass.down2 == false then
pass.down2=True
T1REBEEE 5T T AL PR
If pass.floor ==1 Then
pass.floor =6
universe.f2all = universe.f2all - 1
elseif
pass.floor == 2 then
pass.floor = 6
universe.f3all = universe.f3all - 1
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elseif
pass.floor == 3 then
pass.floor = 6
universe.f4all = universe.f4all - 1
elseif
pass.floor == 4 then
pass.floor = 6
universe.f5all = universe.f5all - 1
elseif
pass.floor == 5 then
pass.floor = 6
universe.f6all = universe.f6all - 1
end if
End if
End if
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ff Ho=—Y=rh
Agt_Init{
¥
Agt_Stepf
dim surrou as agtset
dim escape as agt
if Rnd( < 0.25 then
makeoneAgtSetAroundOwn(surrou,2,universe.area.people, false)
if countAgtSet(surrou) > 0 then
escape = getAgt(surrou,int(rnd(0*countagtset(surrou)))
if escape.floor == 0 then
escape.floor = 6
universe.flall = universe.flall - 1
end if
delagt(escape)
end if
end if
¥

f BEEHO=—Y =2k
Agt_Init{
}
Agt_Stepf
dim surrou as agtset
dim escape as agt
if Rnd() < 0.23 then
makeoneAgtSetAroundOwn(surrou,2,universe.area.people, false)
if countAgtSet(surrou) > 0 then
escape = getAgt(surrou,int(rnd(*countagtset(surrou)))
if escape.floor == 0 then
escape.floor = 6
universe.flall = universe.flall - 1
end if
delagt(escape)
end if
end if
}
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 AF—=—T =z b 1-1

Agt_Init{

h

Agt_Stepf{

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF11=CountAgtSet(surround)

}

fF A== b 1-2

Agt_Init{

}

Agt_Stepf{

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF12=CountAgtSet(surround)

}

 AF—=— = b 1-3

Agt_Init{

)

Agt_Stepf

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF13=CountAgtSet(surround)

}

ft A=—v = FA2-1

Agt_Init{

}

Agt,_Stepf{

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF21=CountAgtSet(surround)

}

f AN=—v = b 22

Agt_Init{

¥

Agt_Stepf{

Dim surround As Agtset

MakeoneAgtsetAroundOwncell(surround,2, Universe.area.people,False)
Universe.area.cauntF22=CountAgtSet(surround)

}

f A=—T b 31

Agt_Init{

}

Agt_Stepf{

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF31=CountAgtSet(surround)

}
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 AE——T = b 32

Agt_Init{

h

Agt_Stepf{

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF32=CountAgtSet(surround)

}

 AN=—v = k41

Agt_Init{

}

Agt_Stepf{

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF41=CountAgtSet(surround)

}

f AE=— = b 4-2

Agt_Init{

)

Agt_Stepf

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF42=CountAgtSet(surround)

}

ff A=—T = b 51

Agt_Init{

}

Agt,_Stepf{

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF51=CountAgtSet(surround)

}

f AN=—T = b 52

Agt_Init{

¥

Agt_Stepf{

Dim surround As Agtset

MakeoneAgtsetAroundOwncell(surround,2, Universe.area.people,False)
Universe.area.cauntF52=CountAgtSet(surround)

}

f A=—T b 61

Agt_Init{

}

Agt_Stepf{

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF61=CountAgtSet(surround)

}
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I AFo—T b 62

Agt_Init{

¥

Agt_Stepf

Dim surround As Agtset
MakeoneAgtsetAroundOwncell(surround,2,Universe.area.people,False)
Universe.area.cauntF62=CountAgtSet(surround)

}
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ff EBfE—Y =z b1

Agt_Init{

}

Agt_Stepf

dim surrou as agtset

dim c as agt

if Universe.area.cauntF11 >= 5 or Universe.area.cauntF12 >=5

or Universe.area.cauntF13 >=3 then

makeoneAgtSetAroundOwn(surrou,1,universe.area.people , false)

if countagtset(surrou) > 0 then

¢ = getagt(surrou,int(rnd()*countagtset(surrou)))
c.change =0
if c.change == 0 then
if universe.area.cauntF13 < universe.area.cauntF11 and
universe.area.cauntF13 < universe.area.cauntF'12 then
c.change =1
elseif universe.area.cauntF12 < universe.area.cauntF11 and
universe.area.cauntF'12 < universe.area.cauntF13 then
c.change =2
elseif universe.area.cauntF11 < universe.area.cauntF12 and
universe.area.cauntF11 < universe.area.cauntF13 then
c.change = 3
end if
end if

end if

end if

}

f i — 2 h 2
Agt_Init{
}
Agt,_Stepf{
dim surrou as agtset
dim c as agt
if Universe.area.cauntF21 >= 5 or Universe.area.cauntF22 >= 5 then
makeoneAgtSetAroundOwn(surrou,1,universe.area.people , false)
if countagtset(surrou) > 0 then
¢ = getagt(surrou,int(rnd()*countagtset(surrou)))
if c.change == 0 then
if universe.area.cauntF22 < universe.area.cauntF21 then
c.change =1
elseif
universe.area.cauntF21 < universe.area.cauntF22 then
c.change = 2
end if
end if
end if
end if
}
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ft i r— = 3
Agt_Init{
}
Agt_Stepf
dim surrou as agtset
dim c as agt
if Universe.area.cauntF31 >= 5 or Universe.area.cauntF32 >= 5 then
makeoneAgtSetAroundOwn(surrou,1,universe.area.people , false)
if countagtset(surrou) > 0 then
¢ = getagt(surrou,int(rnd(*countagtset(surrou)))
if c.change == 0 then
if universe.area.cauntF32 < universe.area.cauntF31 then
c.change =1
elseif
universe.area.cauntF31 < universe.area.cauntF32 then
c.change = 2
end if
end if
end if
end if
}

ff iz —T b4
Agt_TInit{
¥
Agt_Stepf
dim surrou as agtset
dim c as agt
if Universe.area.cauntF41 >= 5 or Universe.area.cauntF42 >= 5 then
makeoneAgtSetAroundOwn(surrou,1,universe.area.people , false)
if countagtset(surrou) > 0 then
¢ = getagt(surrou,int(rnd)*countagtset(surrou)))
if c.change == 0 then
if universe.area.cauntF42 < universe.area.cauntF41 then
c.change =1
elseif
universe.area.cauntF41 < universe.area.cauntF42 then
c.change = 2
end if
end if
end if
end if
¥

f iz —T = k5

Agt_Init{

¥

Agt_Stepf

dim surrou as agtset

dim c as agt

if Universe.area.cauntF51 >= 5 or Universe.area.cauntF52 >= 5 then
makeoneAgtSetAroundOwn(surrou,1,universe.area.people , false)

if countagtset(surrou) > 0 then
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¢ = getagt(surrou,int(rnd()*countagtset(surrou)))
if c.change == 0 then
if universe.area.cauntF52 < universe.area.cauntF51 then
c.change =1
elseif
universe.area.cauntF51 < universe.area.cauntF52 then
c.change =2
end if
end if
end if
end if
}

ff e — 6
Agt_TInit{
¥
Agt_Stepf{
dim surrou as agtset
dim c as agt
if Universe.area.cauntF61 >= 5 or Universe.area.cauntF62 >= 5 then
makeoneAgtSetAroundOwn(surrou,1,universe.area.people , false)
if countagtset(surrou) > 0 then
¢ = getagt(surrou,int(rnd)*countagtset(surrou)))
if c.change == 0 then
if universe.area.cauntF62 < universe.area.cauntF61 then
c.change=1
elseif
universe.area.cauntF61 < universe.area.cauntF62 then
c.change = 2
end if
end if
end if
end if
¥
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ft Bre—y =z k1
Agt_Init{
}
Agt_Stepf{
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd(*CountAgtset(surrou)))
ok.U1 = True
End if
}

ft Bre—y =z b2
Agt_Init{
¥
Agt_Stepf{
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd)*CountAgtset(surrou)))
ok.U2 = True
End if

 Pho—T = b 3
Agt_Init{
}
Agt_Stepf{
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd)*CountAgtset(surrou)))
0k.U3 = True

End if

}
 Bfft—Yx b4
Agt_Init{
¥
Agt_Stepf
Dim surrou As Agtset
Dim ok As Agt

MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd)*CountAgtset(surrou)))
ok.U4 = True
End if
§
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f HPgre—y 2 85
Agt_Init{
¥
Agt_Stepf
Dim surrou As Agtset
Dim ok As Agt
MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd(*CountAgtset(surrou)))
ok.U5 = True

End if

H
f Br=—Y =216
Agt_Init{
¥
Agt_Stepf{
Dim surrou As Agtset
Dim ok As Agt

MakeoneAgtsetAroundOwn(surrou,1,Universe.area.people,False)
If CountAgtSet(surrou)>0 Then
ok=GetAgt(surrou,int(Rnd(*CountAgtset(surrou)))
0ok.U6 = True
End if
}
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ft HRz—Y= 01

Agt_Init{

¥

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.point2 == true then

out.Y =42 - rnd0*1

else

out.X =42 - rnd(*2

end if

end if

}

it HFz—Y=2h2

Agt_TInit{

}

Agt_Stept

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.down2 == true then

out.X =55 + rnd(*3

out.Y =41

end if

end if

}

ft HRT—Y=2 83

Agt_Init{

}

Agt,_Stepf{

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.point3== true or out.point4 == true then
out.X =53 +rnd0*1

out.Y =40 + rnd0*1

end if

end if

¥

 Blfz—x M4

Agt_Init{

}

Agt_Stepf{

dim surrou as agtset
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dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))

if out.point11== true then

out.X =57 + rnd(0*1

out.Y = 40 + rnd(*1

end if

end if

}

ft HRc—Y=2 85

Agt_TInit{

}

Agt_Stept

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.down2== true then

out.Y = 40 + rnd()

end if

end if

}

 Hir—Yx 6

Agt_Init{

H

Agt_Stepf{

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd()*countagtset(surrou)))
if out.down1== true then

out.X = 24 + rnd(

out.Y = 35 + rnd(0*2

end if

end if

}

ff HRe=—vc b7

Agt_Init{

}

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
out.Y =41 - rnd(

end if
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f+ Hfe=—v =8

Agt_Init{

}

Agt_Stept

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.point11== true or out.point12 == true then
out.X =28 - rnd()

end if

end if

}

I E#Re—Y= b9

Agt_TInit{

}

Agt_Stept

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.point2== true then

out.X = 25 + rnd()

end if

end if

}

ft EF=—Y =2 k10

Agt_Init{

H

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd()*countagtset(surrou)))
if out.point1== false then

out.X = 28 - rnd(*2

out.Y = 18 - rnd(*2

end if

end if

}

f fHlFo— =2 b 11
Agt_Init{

}

Agt_Stepf{

dim surrou as agtset
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dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))

if out.point1== false then

out.X =31 - rnd(*2

end if

end if

}

ff HBfo—T = b 12

Agt_Init{

}

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.point1== true then

out.Y =22 + rnd(*1

end if

end if

¥

ft #HiFz—T = 13

Agt_Init{

}

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.point2== true then

out.Y = 22 + rnd(*1

end if

end if

¥

f #HiFo=—= b 14

Agt_Init{

}

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.point2== true then

out.Y =42 - rnd(*1

end if

end if
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 #HlF=— = b 15

Agt_Init{

}

Agt_Stept

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.point11== true then

out.X =24 + rnd0*1

end if

end if

}

ff Hig=—T =2 b 16

Agt_TInit{

}

Agt_Stept

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
out.X=60- rnd(*1

end if

}

£t HFz—T b 1T

Agt_Init{

}

Agt_Stepf{

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.point1== true then

out.Y = 42 - rnd0*1

end if

end if

 Hl{F—— = b 18

Agt_Init{

¥

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
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out.X = 52 + rnd()
end if
h

 HlF=— = b 19

Agt_Init{

}

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
out.X =61 - rnd()

end if

¥

I \Re—y= k20

Agt_Init{

¥

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
out.X = out.X - rnd(*2

end if

}

ff Higz—r= b 21

Agt_TInit{

}

Agt_Stept

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
out.X=20+ rnd0*1

end if

+ Hli{Fo— = b 22

Agt_Init{

}

Agt_Stepf

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
if out.pointl == false then

out.X = 56 + rnd()*1
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end if
end if

f HliF=— = b 23

Agt_Init{

}

Agt_Stepf{

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd(*countagtset(surrou)))
out.Y = 32 + rnd(*1

end if

}

it BlRo—C F 24TV 20DH)

Agt_Init{

}

Agt_Stepf{

dim surrou as agtset

dim out as agt
makeoneagtsetaroundown(surrou,1,universe.area.people,false)
if countagtset(surrou) > 0 then

out = getagt(surrou , int(rnd()*countagtset(surrou)))
if out.change == 1 and out.point3 == true then

my.X =my.X - 12

my.Y = 39

end if

end if

}
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