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class AssistBall(Parallel):
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class GoToAssistPoint(Skill)
BRI ENNBARBHTELRBE S, HiLNBAESE

Properties:
B 1R assist_radius (r) . R¥KEEE pass_dis. B far_from_ball. @& HEKshoot_ball

Communication:

1. from vision: #l28 Afii& robot_pos

Method:
1. BHBEHBENERMUE, REHKBIrR, BHEGRRIERIKHNEKE,

2. BEEDABLIE: Goalkeeper BN ; DenfenderXIKEEAHHRINT—NMIB T A, Rz
Bk, XtFSupporterfiStriker, SIRIKBEKIIIE, EBBgm (BH4B? ) ; BEKIIRER,
EIKBUfEHE. StrikerEBIKH T, SupporterE=EKEI LA,
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class GotAssist(ConditionLeaf)
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SeekBall (seek_ball.py)
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class SeekBall(DynamicGuardSelector)
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class TurnAround(Skill)
MR ABGKEI— P BERAEEL.

Properties:
FCIR A started_angle ¥13a L AN AEX I A
IR TARGET_ANGLE_DELTA
BiRf target_angle, LHEREZH

Method:
MBIAEEKE I —NEIRAEEEL.

class TurnTo(SKkill)
MR ABEKEI—BERAEEL.

class ScanField(Skill)
TR — N FNRPBFAE =, HthEB ScanFieldB9Z9NEFIE, NRFEKpropertiesBI7kF,

Properties:



EF—1REEEEE timeout
1HEY28 timer = Timer (timeout)

AES51X gaze_plats = [VecPos(15, 90), VecPos(15, 0), VecPos(15,
-90) ]

EREE iter
YFiAEs cur_plat
EEFREFMNER keep
SLEYEEE pitch_speed

Methods: ? ? ?

¥k LB Mgaze platst—1P =, MNREBEET, Mit—Etimeoutttial, BYElE¥Hai3E=ctn
T—1. BREIRE—1TR, Wk gaze platsroEINF 44131,

class TrackBall(Skill)
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Properties:

H{EselfTRACK_THRESH, kMi%&self.speed

Communication:

1. From vision: IXKAEXIH2ZABINIE ball_field, LAKHBIAIEEHALIFEERFINA track (FASEE
7EvisionE /)

2. From motion: 3kEZBYEHFNA cur_plat

Method:

I look_atf&eohiEig< action_cmd.headCmdLLiA%E,

class GoToLastBall(Skill)
ELRNERREK, WEREREIKNGE

Properties:

(& selfTRACK _THRESH (:REZ)

Communication:

@i goto_globali&ekah{EI&< action_cmd.bodyCmd

Method:
HULBTEAREIEK, MEdblackboard EREFMNRE—XEBIBKNAUE, H2EX—UENRE,
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class AttackBall(DynamicGuardSelector)

BES

class AfterAttack(Parallel)
FEIFEBIEIDRE, BiEEkIK

class KickBrain(Skill) (F#iER)

class EnableKick(Condition) (k#&iEA)

class KickHead(Skill)
PAEK B L EB T,
B [Epitch=15, yaw=0091I &, FFFECHHteam—play—statei@/HKIEKING(RET)—

class GoKick(Skill)
BREKTE IS EFHEHEK,
Communication:

1. Fromvision: k2B & ball_global

Method:

MdblackboardIRBEHK BT m attack_target, it8ball->targetkEREF i, HURBIENBIKA
B JFEREVIBFEZEKA M Haction_generator.kick_balliTEFERREIEIES.

class KickSide(Skill) (k#&iEMA)
BE/ABEK ((BHRAR)



GoalKeeper (goal_keeper.py)

class GoalKeeper(Role)

BES

class GoalKeeperBase()
TIRMENZEXER

Properties:

" attack_margin T RREEXNFEIIKIENME, FIRMZBHRHMUE.

" VecPos ~ X&, BAE xHy &5,

A

 attack_margin_hys ' RRFMEFLHLFRBHEE,

" home_pos " RRTFIIRNEFHUE,

" home_x ~ A" home_y ' : RIEFFNIEEIIKIIELNES,
" home_dis_max ~ 1  home_angle_max . XRRFEFNEAESHEEMNAE,

e N

home_dis_max_hys * #1 ° home_angle_max_hys ' : KRR AOIESEENAENSES
=B

FET— RSB deque,

A

A

A

A

ball_dignore_x " : RRTIIRMNZBEIKM x LIRUE,
ball_ignore_x_hys ' : RRZIIKAHEES,
align_tol *: ®RKFIIRNUBESRERANTHNEEE,
kick_dis_max ~: REWFRASIIER,

target . RRTFIIRMBIFIE,
target_smoothing_coff ' : RATEBEFMNENRE,
margin_xy : RIMBEBERFINE.

state " RTTFIIRYHFIARS.

timer *: RRITHIENER,

home_pos ' : RRFIIGMFFHNMNE,

' next_state_size ' #l  next_state ': REATFTEBT—MRETHUMEHXHKEM



GoalKeeperBase
Properties

Method:
buffered_set_state(self, state) MIRZSIATIERMFORTS

class BallinDanger(ConditionLeaf) JIl— T iFith_EIKAYINERE?

ARIAE M EERRVINERE 79-40cm/s”2 (AILARETREE, INERELXTE™/\BalllnDangerid® 279
True)

HE VS ATE2s R N Bl fFEH R NMASIXKELERIXUE, ExN, MRETrue,

class GoalieReadyToSave(ConditionLeaf, GoalKeeperBase)
EMSAEIKIRA (YEREXIRZESEER) BEEEAIK1SMU, NREITrue,
BHTHRUENE2BEIREL home_pos , BREXERAZ,

class SaveBall(Skill)

if ballv.x > -15:
return Status.RUNNING

B BRI REMEN BRI ARITRPNMUE, TEHIKEIN A LIRRYHT B yLER, RREREE/E
AR/ EEmHT. BNEESIF LT —a, RAAttacktt BT ERBELIKGY ; EEHEE
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class BalllnGoalieAttackZone(ConditionLeaf)
IRV S N BIRRPHUER

class BallOutOfGoalieAttackZone(ConditionLeaf)

RN ERUER

class GoalKeeperBrain(Skill)
5StrikerBrain/DefenderBrainZ ik, {EB{r=RAME:

#AIAAVecPos(0,300), LUBRIREINNAHBARS L. BIXREEDMENAE—EZE, NEFRE
FAE—T5 A RE—L.
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class GoalKeeperScan(ScanField)
&ScanFieldByF3E, IRETHN—LETHER, K&EScanFieldiF&i#SeekBallfzEE,

class GoalKeeperGoHome(Walk, GoalKeeperBase)
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class GotGoalKeeperHomePos(ConditionLeaf, GoalKeeperBase)
TEFen = B ATk 1M,

class GotOutOfGoalKeeperHomePos(ConditionLeaf, GoalKeeperBase)
RERren RS EEAEKIIAMI,

class GoalKeeperStayHome(DynamicGuardSelector)
XEMHWEES, RIEFRELEEMESHFETEIGFHR, LTE,
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class GoalKeeperAlign(GoalKeeperBase)
class KeepGoal(DynamicGuardSelector)

class KeepGoallLogic(Parallel)

Util utility ZIThge TE S
action_generator: 5<% 28
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