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state transition di lagram
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4*%)%*2%2 (state transition table / state map)
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private enum State { Close, Open }
private State state = State.Close;

private void buttonPass_Click(object sender, EventArgs e) {
switch ( state_ ) {
case State.Close:
textAction.Text = "2 5!";
break; r

case State.Open: ‘
i

textAction.Text ="~ —hrZ#ELET, Open

state = State.Close; S

break; BE [ Con | [ Pass ]
} " y— MERGET

textState.Text = state .ToString();
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STATE Pattern 5% . &,

StateMachine ke~
State
void Coin() State_
_{ state_ = state_.Coin(); } State Coin();
void Pass() State Pass();

{ state_ = state_.Pass(); }
State D T=ITAET S

CloseState OpenState
State Coin() State Coin()

{ Unlock(); return OpenState; } { ThankYou(); return this; }
State Pass() State Pass()

{ Alarm(); return this; } { Lock(); return CloseState; }
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Next Step... StateMapCompiler
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GateFSM. xml

<?xml version='1l.0' encoding='shift jis' ?>
<!DOCTYPE fsm SYSTEM 'smc.dtd'>

<fsm name='Gate' initial=' >
< name=' ' entry='Lock'>
<event name='Coin'>
<transit state=' ' if="Confirm'/>
</event>

<event name='Pass'>
<execute action='Alarm'/>

</event>
</ >
< name=' ' entry='Unlock'>

<event name='Coin' guard='Confirm'>
<execute action='ThankYou'/>

</event>
<event name='Pass'>
<transit state=' />
</event>
</ >
</fsm>
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GateFSM. cs

namespace Gate {

public enum StateCode { , , Unknown }
public enum EventCode { Coin, Pass, Un

public interface Context {

}

void Error (StateCode s, EventCode e) ;

bool Confirm() ;
void Lock() ;
void Unlock() ;
void Alarm() ;
void ThankYou() ;

public abstract class {

public abstract string Name { get; }

public abstract StateCode Code { get;

known }

’

}

internal virtual void Enter_ (Context ctx) {}

internal virtual void Exit (Context
internal virtual State Coin(Context
{ ctx.Error (Code,EventCode.Coin) ;
internal virtual State Pass (Context
{ ctx.Error (Code,EventCode.Pass) ;
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ctx) {}
ctx)

return this;

ctx)

return this;

}

}



