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D BERREBERIZINERBS/NLKHASIES).

 Wall Repel Behavior (EI3E#iH) (ERMRKEINAR. BREFRENERFERE
HIEAMEFA. ’ '

 Wall Seek Behavior (B8 F) MAMBRIINE. APATLUEEE -
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2. Global Clip Controliers (4 /A BI4E#3H]82)
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