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player
enemies
create FSM for each enemy
classic chase/evade scenario

ENTRY EXITIDLE
•  check player is in view area

CHASE PLAYER
•  
•  
•  

move towards player position
check player is in range
check player is already in view area

REACH PLAYER
•  single attack player

Player
being

detected
Player no

longer
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Player in
range

Optional

Exit Time

DOOR IS
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OPEN
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CLOSING
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OPENING

Mealy Machine

Moore Machine

Two different types of FSM

ENTRY EXITIDLE
•  check player is in view area

PLAYER IS
DETECTED

•  check player is in range

PLAYER IS
IN RANGE

PLAYER IS
OUT OF RANGE

ATTACK
PLAYER

MOVE TO
PLAYER

Example with different move options

PLAYER IS
OUT OF RANGE

MOVE TO
PLAYER BY FEET

MOVE TO
PLAYER BY CAR

FLY TO
PLAYER BY
AIRPLANE

Options
1. 
2. 

decide by distance
by abilities


