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1 if (human.getPose().eq( , 0.04)

2 && !robot.isActing()) {

3 if (flag) { robot.setPose( ); }

4 else { robot.setPose( ); }
5 flag = !flag;
6 } // :
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Action a = robot.action();

a = a.pose( ).wait();

a = a.pose( );

a.play();
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“Programmers are people, too.”
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“People are programmers.”


