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By the year 2050, develop a team of fully
autonomous humanoid robots that can win
against the human world soccer champion

team.
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<MESSAGE> : <ADVICE_MESS>
<INFO_MESS>
<RULE_MESS>
<META_MESS>
<DEFINE_MESS>

<FREEFORM_MESS>

<ADVICE_MESS> : (advice <RULE_LIST>)
| (advice <TOKEN_LIST>)
<INFO_MESS> : (info <RULE_LIST>)
| (info <TOKEN_LIST>)
<TOKEN_LIST> : <TOKEN_LIST> <TOKEN> | <TOKEN>
<TOKEN> : (<INT> <CONDITION> <DIRECTIVE_LIST>)
| (clear)

<RULE_MESS> : (delete_rule <ID_LIST>)
| (ruleset_on <NAME_LIST>)
| (ruleset_off <NAME_LIST>)

<RULE> : (norm <ID> <CONDITION> <DIRECTIVE_LIST>)
| (shared <ID> <CONDITION> <RULE_LIST>)
| (ruleset <NAME>) # name of a ruleset
| <NAME> # name of a rule
<CONDITION> : (true) | (false)
| (ppos <TEAM> <UNUM_SET> <INT> <INT> <REGION>)
| (bpos <REGION>)
[
<ACTION> : (home <REGION>)
| (pos <REGION>)
| (pass <REGION>)
| (pass <UNUM_SET>)
| (dribble <REGION>)
|

<DIRECTIVE> : (<MODE> <TEAM> <UNUM_SET> <ACTION_LIST>)
| "STRING"

<MODE> : do | dont

#Meta messages

<META_MESS> : (meta <META_TOKEN_LIST>)!

<META_TOKEN_LIST> : <META_TOKEN_LIST>! <META_TOKEN>! | <META_TOKEN>!

<META_TOKEN> : (ver [int])!

#Define messages
<DEFINE_MESS> : (define <DEFINE_TOKEN_LIST>)
<DEFINE_TOKEN> : (definec <NAME> <CONDITION>)
| (defined <NAME> <DIRECTIVE>)
| (definer <NAME> <REGION>)

| (definea <NAME> <ACTION>)

| (definerset <NAME> <ID_LIST>)
| (definerule <NAME> <RULE>)

#Freeform messages

<FREEFORM_MESS> : (freeform "STRING")
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[0 Recv DirtyDozen_Coach:]
(say (define
(definer "TheirRBWing"
(quad (pt 17 34) (pt 52.5 34) (pt 52.5 20) (pt 17 20)))

[0 Recv DirtyDozen_Coach:]
(say (define
(definec "NoOppTRMC"
(ppos opp 0 0 O "TheirRMCenter"))

[222 Recv DirtyDozen_Coach:]
(say (define
(definerule R1 direc

((and (playm play_on)
(bpos "cy")
(ppos our 8 1 1 "bw"))

(do our 2 (pos "9p"))

(do our 4 (dribble "dy"))

(do our 5 (pos "9y"))

(do our 7 (pos "bu"))

(do our 8 (pos "ay"))

(do our 10 (pos "cu"))

(do our 11 (pos "cy"))))))

[2500 Recv FCPortugalCoachl_Coach:]
(say (define
(definerule b400 direc
((bpos (rec (pt 47.716 27.0902) (pt 47.716 27.0902)))
(dont our O (dribble (rec (pt -52.5 -34) (pt 52.5 34))))))
(definerule b401 direc
((bpos (rec (pt 7.74736 -15.0062) (pt 7.74736 -15.0062)))
(dont our O (dribble (rec (pt -52.5 -34) (pt 52.5 34))))))
(definerule b402 direc
((bpos (rec (pt 32.5852 -17.3897) (pt 40.9342 -1.62406)))
(dont our 0 (dribble (rec (pt -52.5 -34) (pt 52.5 34))))))
(definerule b500 direc
((bpos (rec (pt 19.2465 -27.3077) (pt 41.4208 22.0391)))
(dont our 0 (pass (rec (pt 8.52187 9.96406)
(pt 12.0107 22.2534))))))
(definerule b501 direc
((bpos (rec (pt 1.77862 -25.1611) (pt 11.449 6.87086)))
(dont our O (pass (rec (pt 8.52187 9.96406)
(pt 12.0107 22.2534))))))))

[2500 Recv FCPortugalCoachl_Coach:]
(say (rule (on all)))

[408 Recv DirtyDozen_Coach:]
(say (rule (on ( R1))))

[408 Recv DirtyDozen_Coach:]
(say (define
(definerule R2 direc
((bowner our 1 2 3456789 10 )
(do our 9 (home (pt -20.0 15.0)))
(do our 2 (home (pt -20.0 5.0)))
(do our 3 (home (pt -20.0 -5.0)))
(do our 5 (home (pt -20.0 -15.0)))
(do our 7 (home (pt -10.0 18.0)))
(do our 8 (home (pt -10.0 9.0)))
(do our 11 (home (pt -10.0 0.0)))
(do our 6 (home (pt -10.0 -9.0)))
(do our 4 (home (pt -10.0 -18.0)))
(do our 10 (home (pt 14.0 0.0)))))))

[409 Recv DirtyDozen_Coach:]
(say (rule (on ( R2))))

[593 Recv DirtyDozen_Coach:]
(say (rule (off ( R1))))

[601 Recv DirtyDozen_Coach:]
(say (define
(definerule R3 direc

((bowner our 1 23456789 10)
(do our 5 (home (pt -20.0 18.0)))
(do our 3 (home (pt -20.0 9.0)))
(do our 2 (home (pt -20.0 0.0)))
(do our 11 (home (pt -20.0 -9.0)))
(do our 4 (home (pt -20.0 -18.0)))
(do our 7 (home (pt -10.0 11.0)))
(do our 8 (home (pt -10.0 0.0)))
(do our 9 (home (pt -10.0 -11.0)))
(do our 10 (home (pt 16.0 7.0)))
(do our 6 (home (pt 16.0 -7.0)))))))

[602 Recv DirtyDozen_Coach:]
(say (rule (on ( R3))))
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