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( 1) Agent interact with environment through 

sensors and effectors. 

 

2.2 Hierarchical  FSM 
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( 2) A simple hierarchical state machine. 

 

3.   

3.1   

    

(Behavior)  (State)   FSM  

,   / / / 

      . 

    ,    

     , 

    FSM  

 . 

< 1>    

    

    

    

    

    

    

 

 
( 3) Hierarchical FSM  
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( 5) 3D Agent 
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( 7) Hierarchical FSM   
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( 8) Hierarchical FSM   
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