Break 7 [7]> (run 1)
"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn back"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))
Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn back"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn right"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 0 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn right"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 1 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn right"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 1 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 1 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)
Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 1 1 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn back"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 1 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 1 0 0 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 0 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn back"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))
Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 0 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 0 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 0 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"turn left"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"foward"

NIL

Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 1)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))

Break 7 [7]> (run 1)

"this is exit"

"turn back"

NIL
Break 7 [7]> memory

#2A((1 1 1 1 1 1 1 1 1 1)

    (1 0 0 0 0 1 0 1 0 *)

    (1 0 1 1 1 1 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 0 0 0 0 0 0 1 0 1)

    (1 1 1 1 1 0 0 1 0 1)

    (1 0 0 0 1 0 0 1 0 1)

    (1 1 1 0 1 0 0 1 0 1)

    (1 0 0 0 0 0 0 0 0 1)

    (1 1 1 1 1 1 1 1 1 1))
