
AggregationIface

linearSpeed: real
angularSpeed: real
MoveClockwise(i: real, j: real): void
RotateClockwise(i: real): void
seeWall
seeRobot

AggregationFSM

AggregationIface

S1

entry MoveClockwise(-10.88, -0.75)

S2

entry RotateClockwise(-5.02)

RotateClockwise(i: real): void

pre: i<0
AggregationIface

S

entry linearSpeed = 0; angularSpeed = i

MoveClockwise(i: real, j: real): void

pre: i!=0/\j<0
AggregationIface

S

entry linearSpeed = i; angularSpeed = j

seeRobot

seeWallseeWall

seeRobot


