((locked), (1), (s), (unlocked), (locked))

(0,0,0,0,0)

(ChangeDirection, (I/a, s/b))/0

((locked), (D), (I), (unlocked), (locked))
0,0,0,0,0)

(LockSwitch, (I/b))/0

((locked), -, (), (locked), (locked))
0,0,0,0,0)

(SendDirectionSignal, (]/a))/O&CrossZoneLock, ())/0

((unlocked), -, (I), (unlocked), (unlocked))
0, 0,0,0,0)

/TrampArrived, ())/0

((locked), -, (I), (unlocked), (unlocked))

0,0, 0,0, 0)

(ChangeDirection, (I/a, r/b))/0

(SendDirectionSignal, (s/a))/0

(SendDirectionSignal, (1/a))/0

(CrossZone, ExpectedDirection, SelectedDirection, Switch, DirectionChoosed)
((unlocked), -, (s), (unlocked), (unlocked))
0,0,0,0,0)

(TrampArrived, ())/0

((locked), -, (s), (unlocked), (unlocked))
0, 0,0,0,0)

(SendDirectionSignal, (I/a))/0 (SendDirectionSignal, (1/a))/0

((locked), (1), (s), (unlocked), (locked))
(0,0, 0,0, 0)

(ChangeDirection, (1/a, s/b))/0

((locked), (1), (1), (unlocked), (locked))
0,0, 0,0, 0)

(SendDirectionSignal, (s/a))/0 (CrossZoneLock, ())/0

((locked), (s), (1), (unlocked), (locked))

(0,0, 0,0, 0)

(ChangeDirection, (s/a, I/b))/0

(ChangeDirection, (1/a, 1/b))/0

((locked), (1), (r), (unlocked), (locked))
(0,0,0,0,0)

\I;ockSwitch, (r/b))/0

((locked), -, (r), (locked), (locked))
(0,0, 0,0, 0)

(SendDirectionSignal, (r/a))/Ol(CrossZoneLock, 0)/0

((unlocked), -, (r), (unlocked), (unlocked))
(0,0,0,0,0)

l(TrampAm'ved, 0)/0

((locked), -, (r), (unlocked), (unlocked))
(0,0, 0,0, 0)

(SendDirectionSignal, (l/a))/OkSendDirectionSignal, (s/a))/0

L | ((locked), (1), (1), (unlocked), (locked)) ((locked), (s), (1), (unlocked), (locked))
(0,0,0,0,0)

(0,0,0,0,0)

(ChangeDirection, (s/a, 1/b))/0

((locked), (s), (s), (unlocked), (locked))
(0,0,0,0,0)

(LockSwitch, (s/b))/0

((locked), -, (s), (locked), (locked))
(0,0, 0,0, 0)




