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Question ONE


1a i)
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1a ii)
Switch (event)
{
	Case Health is zero:
{
State = dead;
Break;
}

Case Health below 20%:
{
State = base;
Break;
}

Case enemy Retreat:
{
State = patrolling;
Break;
}

}



1b)
Three different methods for implementing state machines in games are transition functions, state pattern and lookup tables
Transition function 
Quick to implement and is straight forward to use problem is that it is difficult to maintain hard to implement extensions

Lookup tables/ transition array
State data is stored it uses data structures in the form of graphs.
It can use priority queries to manage events

State pattern
It uses object orientated programming to employ a consistent method of implementing finite state machines
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