State Transition Table : 

1. IntegerRecognizer

State / Event
I1
I2
I3
 I4

S000
S001




S001

S002 (G001)
S003(!G001)


S002
S001(G002)


S004(!G002)

S003





S004





Events:

I1: Pick next input to W

I2: Pass W to next state

I3: Success

I4: Fail

Guard conditions:
G001: W==D

G002: count<=32

States and ActionRoutines:

S000: initial state, set count = 1,

         AR000: generate I1(go to S001)

S001: check W, 

         AR001: if (G001) then generate I2( go to S002) else generate I3( go to S003 )

S002: check count

         AR002: if (G002) then generate I1(go to S001) else generate I4(go to S004)

         AR003: count ++

S003: Pass,

          AR004: set count = 0

          AR005: put W back

            AR006: generate X66(go to SP)

 S004: Fail state,

          AR004: count = 0

            AR007: ErrMsg: integer exceed 32 bits

          AR008: exit 

2. VariableRecognizer

State / Event
V1
V2
V3
V4

S100
S101




S101

S102 (G101)

S103(!G101)

S102
S101(G102)

S104(!G102)


S103





S104





Events:

V1: Pick next input to W

V2: Pass W to next state
V3: Fail

V4: Success
Guard conditions:
G101: W==LD

G102: count<=32

States and ActionRoutines:

S100: initial state, set count = 1,

         AR100: generate V1(go to S101)

S101: check W, 

         AR101: if (G101) then generate V2( go to S102) else generate V4( go to S103)

S102: check count

         AR102: if (G102) then generate V1(go to S101) else generate V3(go to S104)

         AR103: count ++

S103: Pass,

          AR104: set count = 0

          AR105: put W back

            AR106: generate X77(go to SP)

 S104: Fail state,

          AR104: count = 0

            AR107: ErrMsg: integer exceed 32 bits

          AR108: exit 

3. SyntaxParsing

Event/State
X1
X2
X3
X4
X66
X77
X88
X99

S200
S201








S201

S202/G201
S212/!G201








S202

IR/G202

VR/!G202







S203


S212/!G203
S211/G203





S204

S205/!G203

S211/G203





S205

S206/G204
S212/!G204






S206
S207








S207

S208/G201
S212/!G201






S208

IR/G202

VR/!G202







S209

S210/!G203

S211/G203





S210

S206/G205
S212/!G205






S211









S212











IR




S203

S209


VR





S204

S209

Events:

X1: Pick next input to W

X2: Pass W to next state
X3: Fail
X4: Success
Guard conditions:
G201: W== LD

G202: W== D

G203: W== NULL

G204: W== “=”

G205: W== OP
States and ActionRoutines:

S200: initial state
         AR200: generate X1(go to S201)

S201: check W
         AR201: if (G201) then generate X2( go to S002) else generate X3( go to S212 )

S202: check W
         AR202: if (G202) then generate IR  else generate VR
S203: check W
          AR203: if (G203) then generate X4(go to S211)  else generate X3(go to S212) 
 S204: check W
          AR204: if (G203) then generate X4(go to S211)  else generate X2(go to S205)
 S205: check W

           AR205: if (G204) then generate X2(go to S206)  else generate X3(go to S212)  
 S206: input state

           AR206: generate X1(go to S207)

 S207: check W

         
AR207: if (G201) then generate X2(go to S208)  else generate X3(go to S212)

 S208: check W


AR208: if (G202) then generate IR else generate VR

 S209: check W


AR209: if (G203) then generate X4(go to S211)  else generate X2(go to S210)

 S210: check W


AR210: if (G205) then generate X2(go to S206)  else generate X3(go to S212)  

 S211: Success state

           
AR211: print: input  passed successfully.

 S212: Fail state


AR212: ErrMsg: illegal input
          
AR108: exit 
 IR: 


AR213: X66 go to S203


AR214: X88 go to S209
 VR:

        
AR215: X77 go to S204

           
AR216: X99 go to S209

