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Abstract

At the computer games, we can experience a variety of environments using a virtual object. It is similar to that be
trained in War-game simulator of the defense. Actual soldiers and a computer-generated virtual group(Computer Generated
Forcet CGF) in 3-D virtual battlefield environment are training. However, path finding algorithm, one of the techniques of
simulation models, to the current level only considers the shortest time path. So, this current level at the special situation
of the army in the battlefield for selecting the optimal path is limited. The focus of this paper is to select the least-cost
path using the deadline with several different mission conditionst(METT+TC). For the only shortest time path algorithm
and the least-cost path algorithm using dealine,(d,, one of METT+TC elements), Its usefulness is verifying the change of
the move spent time(t) for all possible paths and the fighting power of the combat troops(Troops ability, a) through a
comparison of the total cost of moves(c(t)). According to the results, when considering the deadline, the proposed
algorithm saves about 62.5% of the maximum cost.
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