FSM Code
*****

;            |        T T      

;now   L R S | next   L R F M E

;------------+-----------------

lost   0 0 - | lost   0 0 1 0 0

lost   1 - - | rotccw 0 0 1 0 0

lost   0 1 - | rotccw 0 0 1 0 0

rotccw 0 0 - | wall1  1 0 0 0 0

rotccw 1 - - | rotccw 1 0 0 0 0

rotccw 0 1 - | rotccw 1 0 0 0 0

wall1  - 0 - | 1wall1  0 1 1 0 0

1wall1  - 0 - | 2wall1  0 1 1 0 0

2wall1  - 0 - | 3wall1  0 1 1 0 0

3wall1  - 0 - | 4wall1  0 1 1 0 0

4wall1  - 0 - | 5wall1  0 1 1 0 0

5wall1  - 0 - | 6wall1  0 1 1 0 0

6wall1  - 0 - | 7wall1  0 1 1 0 0

7wall1  - 0 0 | wall1  0 1 1 1 0

7wall1  - 0 1 | lost  0 1 1 0 1

wall1  - 1 - | wall2  0 1 1 0 0

1wall1  - 1 - | wall2  0 1 1 0 0

2wall1  - 1 - | wall2  0 1 1 0 0

3wall1  - 1 - | wall2  0 1 1 0 0

4wall1  - 1 - | wall2  0 1 1 0 0

5wall1  - 1 - | wall2  0 1 1 0 0

6wall1  - 1 - | wall2  0 1 1 0 0

7wall1  - 1 - | wall2  0 1 1 0 0

wall2  1 - - | rotccw 1 0 1 0 0

wall2  0 1 - | wall2  1 0 1 0 0

wall2  0 0 - | wall1  1 0 1 0 0

*****

ScreenShots - Finished

(lets just give sir a soft copy. Sobrang sayang sa ink. Ako na bahala sa floppy! Tapos email rin natin.)

Strategy:


Without looking at the hint, we realized that we had to make the ant “NOT” repeat its path once it had traversed it. And so, while observing the given FSM file, we understood that it would be easier to just modify the existing file and add some additional lines. Our strategy was to “mark” the area where the ant executes a “long” cornering movement. (just like what the hint says, although we thought about it before reading the hint) And when the ant repeats its course, and again passes through this “marked” path, the ant would do something different from what was expected. And the hint gave us the answer, to let the ant “appear as if lost if repeating a certain path.” And so it would go straight, instead of going right.
Implementation:

Well, we just followed the hint. We realized that we had to “separate the wall1 state” into several “states” so we could identify, whether it was turning a corner or just following a wall. We realized that after 7 “wall1 states” it was sure to be cornering. And so, we separated the wall1 state into 7 “steps” and when it reaches the 7th step and it does not smell a scent, it would mark that spot and go back to “wall1 state” to continue its cornering. But if it “corners” and reaches the 7th step and smells a scent, it erases the mark and goes to a “lost state” so that it would not repeat the same course it threaded before. You can see this on the code of “7wall1.”

Basically that’s it. Once we did that, sooner or later, the ant would reach its goal.

