
L: Training
Time Limit: 2 seconds, Memory limit: 2G

Ashley is training for a programming contest on Brandon’s Online Judge. Brandon’s Online Judge

has a new feature which allows Ashley’s coach, Tom, to load a list of problems for Ashley.

Tom has curated some problems for Ashley to work on. Each problem has two integers as a lower

skill bound and an upper skill bound. Each programmer has an integer skill level. If someone

with a skill level between the lower and upper bounds of a problem (inclusive), and they solve that

problem, then his/her skill level goes up by 1.

Ashley will train on Tom’s curated list of problems as follows – she will look at the first problem

on the list and either solve it or skip it. She will repeat this for every problem on the list in the

order Tom loaded the problems. Once she has skipped a problem, she can never go back to it.

Compute the maximum skill level Ashley can have if she chooses to solve or skip problems opti-

mally.

Input

The first line contains two integers n and s (1 ≤ n ≤ 105, 0 ≤ s ≤ 109), where n is the number of

problems Tom has curated for Ashley, and s is Ashley’s current skill level.

Each of the next n lines contains two integers l and r (0 ≤ l ≤ r ≤ 2 · 109). These are the lower

(l) and upper (r) skill bounds on each of Tom’s problems, in the order that Tom loaded them.

Output

Output a single integer, which is the maximum skill level Ashley can attain.

Sample Input 1 Sample Output 1

3 0

0 2

0 0

1 1

2
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