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= private enum AIState
{
Walking,
I Jumping,
Attack,
I Death
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Decision Making

= pasic al concept

® everywhere in game development
= decision for

= S{ory

x NPCs

= decision by

= action

= update/frame



Decision lree

= pinary tree => two options
= very fast

® very easy to implement




Finite State Machine

more complex than decision tree
states run every frame
transitions between states

= unidirectional

= multiple possible

= cnter & exit actions

sub state machines

layering



iNite State Machine
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State Design Pattern
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