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A ii.


while(Attack State)
    if(DamageValues < 20% of Maximum)
        enter Base State
    else if(DamageValues == 0%)
        enter Death state
    else
        Attack enemy


B i.

In-games the most commonly used type of state machine would be a finite-state machine (FSM), this would be where given come inputs an object would be able to change states, only being able to enter one state at a time but there are other ways of representation the concept that could offer some benefits, you could use an state/event table to use for lookups given some input for example in the games development this might be useful for using when a player is inputting button presses or actions take within the game.
Another type that could be useful that would offer more functionally over a finite state machine would be a UML state machine where you would be able to use hierarchically nested states this way you can have a far more complex system of states that would be able to change of more then one type of state. 
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