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2.2 FSM
FSM(Finite State Machine)< &) 7H4 del A}
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S
Attack - Attack-8
E. -D, -8 E.-D. S
-s Events:
E = Enemy
£ -E $ = Sound
E b = Die
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Spawn state

switch(creature_state)
case STATE ATTACK:
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2.3 Fuzzy State Machine (FuSM)
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2.4 Decision Tree

M A3 FSME state 77} Wolxd @Y
o] A7} A7t} webA state 7} BRI B et
ARG Sle o] B8EH o] F 7 de
AFS-E & ¥H2 © 2 Decision Tree7} €t} Decision
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If x1 op ¥1
False True

1t x3 op y3

I
f x2opy2 False True

False True

If x4 op y4
False True

if x5 op y5
False True

(2@ 2 Decision Treed| 2|2 744
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Walk => <forward, backward, stop>
Turn => <lefl, eight, none>
Run => <yes, no>
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RunAway()

dofrle AE FAZ Ho] Mage Fal 20|
ALl A7kl 50 o] &t 72 80/(80+40)2] a2
24 omur 40/(80+40)4 35

?ﬂo]-jl 9\;1

é
_Ll
=
N
)
o

ol
_1_‘>i
tfo
o
X
rTo m mkﬂ
ru,,
&
xo

]/\1 conditio



74 HMEXz| M9 HM3E (2002. 5)

m&o] RPG Aol #AF 548 NPC(Non
Player Character)}9] thal Edo|x ARE-Hrh o]
27 Ao]zl Responset= 7] 2] H 2e]ol] HHY
o WEg Higx G 3 1 ANE VPSS
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<E 1> Neverwinter Nightse| LOD +#

LOD A CPU &3

1 PC(Player Character) 60%

2 PCe} A3 A 43l NPC 24%

3 PC% S0m oJuje] NPC 10%

4 |PCY 7Z-& A9l = NPC 4%

5 | pcet oF2 A9 9= NPC 2%
3.3 AlAIZH H2F Al °|1 s
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N3t Age of Empire I+
QA RTSA o] °l+x1 Aele o) 22
YE 9ojE Argdch  Infinity Az If
<condition> then <action>@} FA}SA T T} & Ed
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(defrule
(current-age == castle-age)
(building-type-count castle = 1)
=

(set-goal GOTO_NEXT_AGE TRUE)

(chat-local-to-self "Trying to get to the
Imperial Age")

(set-goal CAN ATTACK FALSE)

(disable-self)

(defrule



(food-amount <= 400)
(can-buy-commodity food)
(goal GOING FOR_WONDER FALSE)
(goal GOTO NEXT AGE FALSE)

=
(set-goal RESOURCE STATE

RESOURCE_STATE NEEDFOOD)

(chat-local-to-self "Need Food!")
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