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Attack
Return to base
Patrol
Damage 0
Damage 0
All is quiet
Damage value low
Enemy spotted!
Energy restored
Energy low
Retreat
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Enemy Retreating





















ii) 
Enter
{
	AttackEnemy()
}
Execute
{
    	if (EnemyIsSpotted) then
{
       		AttackEnemy()
       		Return
}
If(EnemyRetreat()) then
{
	ChangeState(Patrol)
Return
}
If(DamageLow()) then
{
	ChangeState(Retreat)
	Return
}
If(DamageEmpty()) then
{
	ChangeState(Die)
	Return
}


}


















1b)
Finite State Machines produce and output every time an input signal is consumed. There are two type Mealy or Moore. Mealy output data on every transition whilst Moore the state determines the output rather then outputting on every transition.

Finite State Automata does not generate an output until a terminal state is reached. Usually used for recognising patterns and classify sequences.

Finite state machines are very useful within Video games to achieve believable NPC performance for the player and having this output every time input is received makes it a better choice than finite state automata in most cases.
