
ready ev_ThrowGrenade/
npc.throwGrenade(target)

GrenadeActuator
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waiting

ev_UseItem/
npc.useItem();

ItemActuator
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init

melee_equipped
ev_MeleeWeaponEquipped

ranged_equipped

ev_RangedWeaponEquipped

ev_MeleeWeaponEquipped

ev_RangedWeaponEquipped

lockout
ev_AttackMelee/npc.fireWeapon()

[npc.fireComplete()]/
broadcastEvent(new ev_MeleeAttackComplete())

lockout2ev_AttackMelee/npc.meleeAttack();

[npc.fireComplete()]/
broadcastEvent(new ev_MeleeAttackComplete())

MeleeActuator
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state_5

ready

ev_FireRangedWeapon/
npc.fireWeapon(target)

full_ammo

reloading

ev_ReloadWeapon/npc.reload();

ev_AmmoNormal

RangedCombatActuator
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idle

moving

ObstacleMemorizer.getObstacles(); pathfind();

ev_Run
[moveComplete()&&atTarget()]/broadcastEvent(new ev_RunComplete())

[moveComplete()&&!atTarget()]/broadcastEvent(new ev_RunFailed())

ev_NewObstacleSpotted

ev_ObstacleRemoved

RunActuator
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not_playing lockout

startTimer(sound)

ev_PlaySound/
npc.playSound(sound);

ev_SoundTimerUp

SoundActuator

Page 6 of 7



vehicle

idle

pathfinding

obstacleMemorizer.getObstacles(); vehiclePathfind();
ev_Drive

[!pathExists()]/
broadcastEvent(new ev_DriveFailed()]

driving

activateSteeringBehaviour(target)

[pathExists()]

ev_NewObstacleSpotted
ev_ObstacleRemoved

[destinationReached()]/
broadcastEvent(new ev_DriveComplete()]

not_boarded

boarding

ev_BoardVehicle/
npc.boardVehicle(vehicle)

[!boardSuccessful()]

on_vehicle

[boardSuccessful()]

disembarking

ev_Disembark

[disembarkSuccessful()]

[disembarkSuccessful()]

not_firing

firing

ev_VehicleOpenFire/
vehicle.fire()

ev_VehicleCeaseFire/
vehicle.ceaseFire();

VehicleActuator
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