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D iom v Delete Block Duplicate Block 1010 | 1000 Add Block with D |

terminate

03 Leave The Routing, But \When Return Continue From Spot LI Add Sub Action Bluckl
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Resume If Return Yalue Loop Met
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Text IDE!DD Captured by the Russians, Bond must escape their military prison.™ LI
L’ iC30800 Display Text Preset - Captured by the Russians, Bond must escape their military prisor
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ICS Display Text Preset LI Add Sub Action Bluckl
I I Delete Sub Block |
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M - 0200 Resurne If Return Yalue Loop Met
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03 Leave The Routine, But when Return Continue From Spot
0100 G0 To Beginning, Then Return Yalue Loop
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: Look At Player
Q001: End Routine (Loop forever)

w 0002: Random Animations Untl Detecton
Q003 Random Recreation (subroutne)
0004: Actors Talk (subroutine)

Q005: Detect Player When kot Active
0006 Random Attack (subroutine)

= QOOT: Wait for Player Detection
Clone Guard 0008: Jog to Player (subrouting)
Crelete Guard Q00%: Actor Triggers Gbiject
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0001: End Routine (Loop forewver)

» 0002: Random Animations Untl Detection
0003: Random Recreaton (subroutne)
0004 Actors Talk (subroutine)

0005: Detect Flaver Ywhen Mot Active

000&: Random Attack (subroutne)

0007 : Wait for Flayer Detection
| | 0008: Jog to Player (subrouting)

Clone Guard 0003 Actor Triggers Object

Crelete Guard Q00A: Starde Actor (subroutne)

Delete Guard and Preset 000B: Return to Path Unless Player Seen
0001 Guara Nurmber

Change Guard > 000C: Jog o Flayer and Attack

Change/add Right Weapon  * 0000: Jog to Flayer and Random Attack Action
Change/Aadd Left Weapon » QOOE: Wait One Second (subroutne)
Change/add Hat 000F: End Stage
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