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enemies
player
FSM is for an enemy
classic chase/evade system

IDLE /
SEARCH FOR

PLAYER

another example

MOVE TO NEXT
TARGET

TARGET REACHED

PLAYER DETECTED
/ PLAYER SEEN

PLAYER
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PLAYER

ATTACK
PLAYER
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OUT OF RANGE

PLAYER
DIED

ENEMY
DIED

EVADE
PLAYER

Player is in line of sight

ENTRY STATE EXIT STATE
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PLAYER
OUT OF RANGE

Example with different move options

MOVE TO
PLAYER BY FEET

FLY TO
PLAYER

MOVE TO
PLAYER BY CAR

Options
1. 
2. 

decide by distance
by abilities

by time /
by end of state

by time /
by end of state

Player is ouf of sight


