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Platform Development for Maze Search Algorithms Testing
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Abstract

Many contests by micro mouse was celebrated of which maze search algorithms performance are compared. That is
used in various forms based on left(right) weight method, euclidean algorithm method, hill climbing method. However
we feel uncomfortable to test algorithms performance through direct development of programs or hardwares as no
software platform to test in maze search algorithms.

In this research we develop of a platform for maze search algorithms that is easily to produce various forms of maze
that are hard to be realized by hardware, to apply algorithms, and evaluate the seek time, operation count, steps and
performance. The platform is consist of main layer, interface layer, user layer which has merit to apply and replace
easily algorithms.

We verified that the maze search algorithm can be applied even in the development and experiment of algorithm by
evaluating and analyzing its performance through the experiment of platform.
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Table 1. Features of maze searching algorithms
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Fig. 1. Structure of platform
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Fig. 2. Flow chart of platform processing
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Table 2. User interface module source

Map[LOWORD(IParam)/tile] [HIWORD(IParam)/tile] .status++;
if(startcount == 1)

startcount——:

startNode.x = LOWORD(IParam)/tile;

startNode.y = HIWORD(IParam)/tile;

mouse = startNode;

NzEl QEFel s wES 19 59k 2ol ALY ol E
Ao 7153} o4k AHl 7A F15o TAHE ALE ol
5 Ao 5L ALEA LFuAE LEAA AL F4E
Zale] PEEE Aud g ) oJEANE 7S
2 el AAEEY] AF wee) duaE 5EE ALE
= 4E BEo) Qo A% mEE AYET 206l

g Aol wheh
A, $5 Ll 3 Y olFo 10} A E 7} ol
no] WA Wz o5 AR

I

2wt
T,
i

k1
)
_12*4
=2
k1
i
et
£
X
X
o
¥
X
52
R

™
o
i
i)

9] 912 2wz wlolele] wawate] & wel ofe
g OB A%, 8 5o oFF £ gl AFow 0%




ol
o

o
oz
o
N
N
>
o
on
1 jo
7
fd
L)
)\
o
to
i
il
o
>
]
oM,

2

f
=
>,
)
it
iy
i
=
o

A
(6]
¥ 32 A|z=HE Qo)A BES FEE switch-case
=5 AHEEte] Y oAl REY AR duElE: B
E AbolollA dojub= AYE olE3) ol olF 59 oF
£ AetE m=olth
mol 2olof A AH OIE{H 0]~
lag e B |
#2 | f shze oz Aol | 2| A8 gaEF £=:r|
a1 N —
HEE Chg i
e IS
Hof
- ol 4eh 2% > 22/ 2285 32

O 5. Al2=F QAEFo]~ BE
Fig. 5. System interface module

E 3 A2Y el BE A

Table 3. System interface module source

case WM_TIMER:
case VK_RETURN:

switch(mousehead)
case North:

Map[mouse.x] [mouse.y].status = NorthStep;

mousetemp = mouse;
mouse = LWM(mouse);

if(1((mouse.x == mousetemp.x && mouse.y ==

if(Map[mouse.x] [mouse.y].status == Wall ||
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Table 4. User algorithm module source applying
enhanced left weight method
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Map LWM(Map mouse)

switch(mousehead)
case West:
switch(UserMap[mouse.x] [mouse.y+1] .status)
case Wall:
switch(UserMap [mouse.x—1][mouse.y].status)
case Wall:
mousehead = North;
default:
mouse.x——;

return mouse;
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Table 5. Algorithms performance in Island-type maze
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