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Decision Making
basic ai concept 

everywhere in game development 

decision for 

story 

NPCs 

decision by 

action 

update/frame



Decision Tree
binary tree => two options  

very fast 

very easy to implement

Can 
see player?

Is in 
Range?

Idle

MoveAttack



Finite State Machine
more complex than decision tree 

states run every frame 

transitions between states 

unidirectional 

multiple possible 

enter & exit actions 

sub state machines 

layering



Finite State Machine



State Design Pattern




