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T M +=&E I E 1: Path Click
B =R = 7hast xE SA A Abgsr = Lo
o] in “—‘Ej 1= das vaE f4dq AHe R INPUT: PlayerPos, GoalPos
& A H]-&(Low-cost) Path Finding Method S | QFghT} OUTPUT: Patharr
2 =34 A|<tH Path Finding Method & R H}Y A
H| & 77| A% dAF Bl 9lo] Al&o] 7lssiu). | SET start < GetEnalbePath(PlayerPos)
B w=3o] path Finding Method o Al A Bol SET goal <« GetEnalbePath(GoalPos)
SET Patharr < @
2. Low-Cost Path Finding Method
1 =#ol A A|QHe Path Finding Method = 7] §] | SET Visit[start.yl[start.x] < 1
How Ay B AHS 9w wr) SET Visit[goal.y][goal.x] « 1
A L)_ o & O =37 1 -
f‘ 1 v A Zé stz @ 21 ?H SET Patharr <« Patharr U start
Wiz WRolt PlayerPos = N B9 1AS 97 | caLL onPathSet(start, goal, Patharr)
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<3# 1> Path Click end for

+=E AL 2: PathSet return argmin,, (dis)
INPUT: start, goal, Patharr <3 3> Get Enable Path
OUTPUT: Patharr

SET len « Length(start — goal)
SET center « (start + goal) / 2

if len < 1.5 then:
return
end if

if Pos[center.y][center.x] is 0 then:
SET center « GetEnalbePath(center, start, goal)
end if

ook

3. Low-Cost Path Finding Method 4

Start
if center is goal then: (j—au 1) NoneObstructlon
return
end if — o _
1% 13 1% 2 & Path Finding Method & ©]-8-3}¢]
23 7] =k sl o = El_/\lt‘ﬂ}\7°
SET Visit[center.y][center.x] « 1 AsE A 3] shis EO#_H:]— Oﬂ 1 é
w31 9= ;{]—oH%.Q_
CALL onPathSet(start, center ,Patharr) - % cillw= N7l =71+ ‘o=
SET Patharr « Patharr U center :
CALL onPathSet(center , goal, Patharr)
<3f 2> PathSet
2= 2709 AHS QAR worel F AR Alol
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_ = . . Method < “Xﬂ Aldel &3 stHES HoFErh, 2
X o] AL HxZ7 Xz 7tqu_%§—1j-5ﬂ% =4 h pul = - L
3 S BT SRR AIhe A ERE gan At & 9e Ads elsdne A
g AHAA g A ol The ARE M S W ol o}
= =Tt

= A Aa .

=& I E 3: GetEnablePath

INPUT: center,start, goal
OUTPUT: center

SET dis « {oo}

for y:=0 to H do:
for x:=0 to W do:

if Pos[y][x] is 1 and Visit[y][x] is O
dis[x][y] < Length([x,y] — center)
end if

if [x,y

dis[x][y] « oo
end if

] is start or [x,y] is goal

end for

(29 3) Path Finding Example
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