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Q1P3
There are different ways of implementing state machine the most common are using finite state or infinite states there refer to how the state machines are set up where finite have set number of states and infinite have an infinite amount of states.
	Infinite state machines use ai to decide on the states using ai and a few rules this is better used where the game is more complexed than one or the other such as the ai  could be fighting while retreating using a fuzzy set.
	Finite state machines use predetermined states such as hide attack defend  return to base and are more suited to where there is limited choices.
Q2
Step 1 fuzzification 
This step involves plugging in the values from a set of equations where 1 = something and 0 ins equal to something then drawing straight lines from where it is last = to 1 this is done for each condition 
Step 2 
Rule evaluation 
Here you take the fuzzified inputs and put them into rules where you set a single value for each set by usinmg the rules the operators  that are AND or OR where and is the smallest number and OR is the highest 
STEP 3   
All the values from step two are put together to form one fuzzy set for each output.
STEP 4 defuzzification 
This is used to get one number from the set  by using a COG equation this is used to find the cetroid of the set by taking samples from the set and then using the COG equation best results of this will use between 10-20 samples 
Q2P2 
COG and Max 
Due to this being a real time application where speed is more important Max is probably the most suitable application unless of course the accuracy of the software is very important I believe this due to there is less processing power involved in taking the biggest value in the set and that all the values would net be needed.
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Q4 p3 
The dying Relu problem is where there is a negative x and relus can only handle positive numbers so the relu of any negative number is always negative due to its equation being f(x) = max(0,x)
Which means that there will be not max of 0 if it is negative one way to elevate this is top a common way to fix this is to implement a “leaky relu” where the equation is changed slightly being made to be f(x) = max(0.00000001x,x) this makes the relu allow for negative numbers. 
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