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¥4 F Méx
9.1 #2345
Effect.cs

public class Effect : MonoBehaviour
{
private SkillRead skillReader;// = ZfZ (1%
public GameObject Reader;// & 2/ FZ=0HEHTIF:
public Transform FireBall;// = 2 2ZF##H 02y & Right
public GameObject[] FireBallObj;// &0 757 Right

public Transform FireBig;// & &4 0%l/ & Right
public GameObject FireBigObj;// & & Z #5537 Right
public GameObject FireWall;// =2 A%

float mytimer = 0.0f;//Fi 1755

bool FireWallStart = false;// & 2 L2 74

void Start ()

{
//ZEH FireMS FEZ(H%F AttackRange 7/F LHTERS
skillReader = Reader.GetComponent<SkillRead>();
FireWall.SetActive(false);
FireWallStart = false;// /&2 L2 44
mytimer = 0.0F;//JCH115 54

public void FireBallEvent(int number)///ZF1/F7%
{

Instantiate(FireBallObj[number], FireBall.transform.position, FireBall.
transform.rotation);///FUI/NUMBER 77

}

void FireBigEvent()///LFILjfE%
{

Instantiate(FireBigObj, FireBig.transform.position, FireBig.transform.r
otation);///FIl/NUMBER #E/E5%¢
}

25



void FireEvent()///FUl/FF%

{ FireWallStart = true;///#%4
FireWall.SetActive(true);//Z7
}
void Update ()
{
if (FireWallStart)// /24
{
Mytimer();
}
}

void Mytimer()

{
if (mytimer >= (float.Parse(skillReader.newData[3])+float.Parse(skillRe

ader.newData[12])))// 4/ 7

{
FireWallStart = false;// ~#%4
mytimer = 0;///7 %
FireWall.SetActive(false);// /47
}
else
{
mytimer += Time.deltaTime;// /4% 77 /4]
}
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Enemy_sl. cs

public class Enemy_s1 : MonoBehaviour
{
private float x, y=0, z;
public GameObject enemy;
public GameObject enemyTemp;
public Transform startPosition;
public int monsterNum = @;///[E¢H iz s
public int MaxMons = 0;///[FEliZ A&

void Update ()

{
[/ EE N AR - BB IE R AE
if (monsterNum < MaxMons)
{
Create ();
monsterNum++;
}
}

public void Create()
{
/TR
x = Random.Range (5, 45);
z = Random.Range (5, 45);
startPosition.transform.position = new Vector3(x,y,z);
enemyTemp = Instantiate(enemy, startPosition.transform.position, Quater
nion.identity) as GameObject;

}
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GameOver. cs

public class GameOver : MonoBehaviour

{
private GameOver gameover;// = Z /27014
private MyHPRule myHPRule;// &2 /2# 1%
public GameObject player;// & 2/ FZeCHE10 E 11
private SkillRead skillRead;// = ZfZ (1%
public GameObject Reader;// & Z /- FZ=0HEHTIF
private SkillWriting skillWriting;// = ZFZ (1%
public GameObject Writer;// & 2t/ 2= a5HTH)/F
public GameObject PlayerGameoverMenu;// i dF 1 25T
public Text ScoreNumber;// =747} %0177 TEXT
public Text MylLevel;// =4k
public int myScore = 0;//E 27 %
public bool IsGameOver = false;///ZH i1
public int Level = 0;//F52%4¢
int addScore = 0;///)— 5%

void Start ()

{
Level = 0;
addScore = 0;//F7
// ! SR1LLRead FEZ(i% /F Reader ¥/ LHTEF
skillRead = Reader.GetComponent<SkillRead>();
//EH! SRiLLRead FE=(1#%57F Reader P11 L-HTEF}
skillWriting = Writer.GetComponent<SkillWriting>();
gameover = GetComponent<GameOver>();//;ZH/ GameOver FZ+ (1% [HTE1)
//FEH MyHPRule FE=(1%57F pLayer #1F LHTEFY
myHPRule = player.GetComponent<MyHPRule>();
PlayerGameoverMenu.SetActive(false);// AT 5267
IsGameOver = false;
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void Update ()

{

ing();

MyLevel.text = "Level " + skillRead.newData [10];//Z7Hd /0 ( 18— H45)
ScoreNumber.text = myScore.ToString();

Debug.Log(Level);

if (Level >= 10) //#IZi% 16 [

{
skillRead.newData [190] = (int.Parse(skillRead.newData[10])+1).ToStr
Level = 0;// &/ E

}

if (myHPRule.NowHP <= 0)

{

skillWriting.Write ();
IsGameOver = true;/// 'J-7"
if (addScore == 0) ///)—&
{

skillRead.newData [5]

(int.Parse(skillRead.newData[5])+(mySco

re / 100)).ToString();

skillRead.newData [6]

(int.Parse(skillRead.newData[6])+(mySco

re / 100)).ToString();

skillRead.newData [11] = ((int.Parse (skillRead.newData [10]) /

10)).ToString ();

SavelLevel ();
addScore++;
skillWriting.Write ();

=l ==4

PlayerGameoverMenu.SetActive(true);//Z 25
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void Savelevel()

if(skillRead.newData[17]=="0")// 4/ ZF /1

(skillRead.newData [11]) > int.Parse (skillRead.newDa

newData[13] = (int.Parse(skillRead.newData[11])).ToSt

newData[17]=="1")//IFEFT 2

(skillRead.newData [11]) > int.Parse (skillRead.newDa

newData[14] = (int.Parse(skillRead.newData[11])).ToSt

newData[17]=="2")//4IFE5T /3

(skillRead.newData [11]) > int.Parse (skillRead.newDa

newData[15] = (int.Parse(skillRead.newData[11])).ToSt

{
{
/1 HIRBIEHTFER L FiTH = 2
if (int.Parse
ta [13]))
{
skillRead.
ring();// /At
}
}
else if(skillRead.
{
if (int.Parse
ta [14]))
{
skillRead.
ring();
}
}
else if(skillRead.
{
if (int.Parse
ta [15]))
{
skillRead.
ring();
}
}

else if(skillRead.

newData[17]=="3")// 7 E[] /4
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if (int.Parse (skillRead.newData [11]) > int.Parse (skillRead.newDa

ta [16]))

{

skillRead.newData[16] = (int.Parse(skillRead.newData[11])).ToSt

ring();

}

}
}

}

MonsterHPRule. cs

public class MonsterHPRule : MonoBehaviour

{
public GameObject Monster;// = 2 /51

public Image MonsterHP;// = 2 /511 HP

public float MaxHP;// = Z[F A=

public float NowHP;// & 2 [E1H rrii &

public int KillScore;//i# LU =P 1ER#HT 7720
private GameOver gameover;// &= 227015

public GameObject GameOverMenu;// & 2 ¢IH-F2=CHENTH)1F
private MyHPRule myHPRule;// & &2+ 1%

public GameObject PQPlayer;// =25/ FEwtHER T/
private SkillRead skillRead;// 5 fZ+ (1%

public GameObject Reader;// & Z /- FZ= HEH T
private Enemy_s1 enemy_s1;// = ZfZ(1%

public GameObject Enemy;// 5 Z1/F

int myVampire = 0;// 7Lk

int i=0;

void Start ()
{
i=0;
//GEH Enemy_s1 FEX(HF Enemy 2711 LATERY
enemy_s1l = Enemy.GetComponent<Enemy si1>();
//GEH! GameOver FZE HE/E GameOverMenu 1 [ HTEF)
gameover = GameOverMenu.GetComponent<GameOver>();
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//FEHI MyHPRule fEZ(H57F PQPLayer #JfF [HTEF]
myHPRule = PQPlayer.GetComponent<MyHPRule>();

// 5! SR1LLRead FEZ(i% /F Reader ¥/ [HTEF
skillRead = Reader.GetComponent<SkillRead>();

void Update ()

{
if (i == 9)
{
SetmyVampire();// NS
i++;
¥
MonsterHP.fillAmount = NowHP / MaxHP;// 47 151 &
if (NowHP <= 0.0f)
{
enemy_sl.monsterNum--;// i —
Destroy(Monster,3.0F);// /i
Monster.SetActive(false);// /=@
gameover.Level = gameover.Level+l;// 1 727 00E0
gameover.myScore += KillScore;// 7/ &+
¥
¥
void OnCollisionEnter(Collision other)// =1 ZhiEZ50F
{

Debug.Log(other.gameObject.name);
// ERPEE A ( ZE7)
if (other.gameObject.name == "PlayerFireboltCollider")
{
NowHP = NowHP - int.Parse (skillRead.newData [1]) * 10 - int.Parse
(skillRead.newData [12]) * 100;// 2 rqrq8/z4;
if (myHPRule.NowHP < myHPRule.MaxHP)// /757 7F i /) i i A 2
{
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if ((myVampire + myHPRule.NowHP) > myHPRule.MaxHP)// 4/ 10z 7 =2

{
myHPRule.NowHP = myHPRule.MaxHP;// /i &)l g7 A 1E
}
else
{
myHPRule.NowHP += myVampire;// Z 2/
}
}
}
else if (other.gameObject.name == "Meteor(Clone)")// A& ih1E
{

NowHP = NowHP - int.Parse (skillRead.newData [4]) * 15 - int.Parse
(skillRead.newData [12]) * 100;

if (myHPRule.NowHP < myHPRule.MaxHP)// Z//F21 7 [\ st Al 2

{
if ((myVampire + myHPRule.NowHP) > myHPRule.MaxHP)// I/ 4110 i 7 =
{
myHPRule.NowHP = myHPRule.MaxHP;// /il fa i A1
}
else
{
myHPRule.NowHP += myVampire;// 272/
}
}
}
else if (other.gameObject.name == "FireboltCollider")//—/&
{

NowHP = NowHP - int.Parse (skillRead.newData [2]) * 10 - int.Parse
(skillRead.newData [12]) * 100;

if (myHPRule.NowHP < myHPRule.MaxHP)// 4/ 447 7r i 2/ e A s 2

{
if ((myvampire + myHPRule.NowHP) > myHPRule.MaxHP)// 2/ i 75 =
{
myHPRule.NowHP = myHPRule.MaxHP;// /i &)l i A 1
}
else
{
myHPRule.NowHP += myVampire;// /227
}
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}
}
void SetmyVampire()
{
KillScore = 10 * int.Parse (skillRead.newData [10]);
myVampire = int.Parse(skillRead.newData[7]) * 19;//2/
MaxHP = 50 + int.Parse (skillRead.newData [10]) * 50;//%¥
NowHP = MaxHP;
}
}
MyHPRule. CS

public class MyHPRule : MonoBehaviour

{

public Image PlayerHP;// & 255/ HP

public Text PlayerMaxHP;// & 247 /rbr 5/ 4
public Text PlayerNowHP;// & 24 /b 52/ 4
public GameObject PlayerSubHP;// & Z#7 /5 5 /7711150 2
public float MaxHP;// = Zir5 i A=

public float NowHP;// & 2ty 57 rFi =

public GameObject MyFireWall;// & Z-7LH ki
private SkillRead skillRead;// 5 fZ+ (1%
public GameObject Reader;// & Z /- FE=0HEHTI T
float mytimer = 0.0f;//FCH 1754

void Start()

{

//FEH! SR1LLRead FEZ(i%/F Reader #J/F [HTE R
skillRead = Reader.GetComponent<SkillRead>();
Time.timeScale = 1.0f;//JiEtH74
PlayerSubHP.SetActive(false);// /=711

/! FRETE R B R

PlayerNowHP.text = NowHP.ToString();
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void Update()

{
PlayerMaxHP.text = "/" + MaxHP.ToString();
PlayerHP.fillAmount = NowHP / MaxHP;//Zitr 5/ 1#
PlayerNowHP.text = NowHP.ToString();//#i 1 tr 5=
if (NowHP <= 0.0f)// /=257 0
{
NowHP = ©.0f;//Zj =1 E/E AT
Time.timeScale = 0.0f;// 2/ E /=
}
}
void OnCollisionEnter(Collision other)// =7 hiE 507
{
Debug.Log(other.gameObject.name);
// ERIE X il
if ((other.gameObject.name == "FireballCollider") && (MyFireWall.active
false))
{

NowHP = NowHP - (int.Parse (skillRead.newData [10]) * 5.0f);}}}

SkillRead. cs

public class SkillRead : MonoBehaviour

{

ow

protected FileInfo MyData = null;//ZHVEHF,
protected StreamReader MyDataReader = null;//ZCHVEFLEHIZ

protected string text = 5 // assigned to allow first Line to be read bel

public String[] newData =new String[18];

void Start ()

{
MyData = new FileInfo(Application.persistentDataPath + "/Data.txt");
MyDataReader = MyData.OpenText();
ReadText();

}

/[ BB EREET L
void ReadText()//ZEH &/ FEIH |-
{

for (int 1 = 0; i < 18; i++)

{
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/BT —1TER
text = MyDataReader.ReadLine();
newData[i] = text;

}
// BT
MyDataReader.Close();
}
}
SkillWriting. cs
public class SkillWriting : MonoBehaviour
{

private SkillRead skillReader;// & ZFZ=(1%
public GameObject Reader;// & 2/ FZ=(HENTE/F

FileStream MyData = null;//Z¢iyE7,
StreamWriter MyDataPan = null;//7C/7%
int i = 0;

void Start ()

{
skillReader = Reader.GetComponent<SkillRead>();//Z4( FireMS fZ+(i%7F

AttackRange 14 FHIER)
¥
/1S
public void Write()
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[/ BHUE
MyData = new FileStream(Application.persistentDataPath + "/Data.txt", F
ileMode.OpenOrCreate);
[/ EE—REEFER L
MyDataPan = new StreamWriter(MyData);
for (1 = 9; 1 < 18; i++)
{
/A
MyDataPan.WriteLine(skillReader.newData[i]);

¥
MyDataPan.Close();

AlControll2. cs

public class AIController2 : AIPath
{
float mytimer = 0.0f;//FCH 1754
public AnimatorStateInfo bs;// /78 77/ E) E i &7
// B Idle 1Y) 51, NFIEFEELH T
static int idle = Animator.StringToHash("Base Layer.Idle");
[/ EEEEF
static int attack = Animator.StringToHash("Base Layer.Attackl");
bool clickStart = false;// /2421
public Animator Monster;// 52 A )E)Z
public int health;
public float arriveDistance = 1.0f;
// H IR TR
public GameObject targetPrefab;

37



[/ BT LA 1) AE R a4 R A

public float shootingDistance = 10.0f;
// TEFT A RS B R PR F 15 15 B AT
private Animation anim;

/1 BIRIF

private Blackboard bb;

// HFES BT

private int wayPointIndex = 0;

[/ RATRT F I R AT &

private Vector3 personallLastSighting;
/! LRI &

private Vector3 previousSighting;
/1 EE B IBES ]

private Vector3[] wayPoints;
private Vector3 memoryPos;

/1 FEEF

private SenseMemory memory;
private float timer = 0;

float stopDistance = 0.6F;

float waitTime = 6.0F;

private FSMState state;

public enum FSMState

{
Chasing, /[ HEFIEE
Shooting, /RS
Avoid, / /T EEIRE
}

void Start ()

{
mytimer = 4.0f;
anim = GetComponent<Animation>();

// FEFZBIRIT
bb = GameObject.FindGameObjectWithTag("Blackboard").GetComponent<Blackb
oard>();
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personallLastSighting = bb.resetPosition;
previousSighting = bb.resetPosition;
// EREZERF

memory = GetComponent<SenseMemory>();

memoryPos = new Vector3(90,0,0);
target = targetPrefab.transform;

state = FSMState.Chasing;
/] G T S B — S
//target.position = wayPoints[0];

base.Start();

public override void Update ()
{
[/ F BT THI B
this.transform.LookAt (targetPrefab.transform.position);
bs = Monster.GetCurrentAnimatorStateInfo(9);
[/ AATER (T E TR - THr
if (bb.playerLastPosition != bb.resetPosition)
memoryPos = bb.playerLastPosition;

if (bb.playerLastPosition != previousSighting)

{
personallLastSighting = bb.playerLastPosition;

}
switch (state)
{
case FSMState.Chasing:
Chasing();
break;

case FSMState.Shooting:
timer = 0;
Shooting();
break;

case FSMState.Avoid:
timer = 0;
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Avoid();

break;
}
previousSighting = bb.playerLastPosition;
}
void Shooting()
{

state = FSMState.Shooting;
/AR TEEHr » AL Fa 5

if (!CanShoot () || ((personallLastSighting != previousSighting) && Vect
or3.Distance (transform.position, personallLastSighting) > shootingDistance))

Vector3 rayDirection = personallastSighting - transform.position;

.position, target.transform.position) > s

.position, target.position) > shootingDis

{
state = FSMState.Chasing;
clickStart = false;
Monster.SetBool ("Run", true);
}
else
{
MyClick();// 272/
Mytimer();
Monster.SetBool ("Run", false);
}
}
bool CanShoot()
{
RaycastHit hit;
rayDirection.y = 0;
if(Vector3.Distance (transform
hootingDistance)
return false;
else
return true;
}
void Chasing()
{
state = FSMState.Chasing;
timer += Time.deltaTime;
if (Vector3.Distance(transform
tance)
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if (Vector3.Distance(transform.position, target.position) < 3)

{
if (wayPointIndex == wayPoints.Length - 1)
{
wayPointIndex = 0;
target.position = wayPoints[wayPointIndex];
}
else
{
wayPointIndex++;
target.position = wayPoints[wayPointIndex];
}
}

base.Update();
Monster.SetBool ("Run", true);

}
else
{
if (CanShoot())
{
state = FSMState.Shooting;
}
else
{
if (Vector3.Distance(transform.position, target.position) > sto
pDistance)
{
base.Update();
Monster.SetBool ("Run", true);
}
else if (timer < waitTime)
{
transform.Rotate(Vector3.up *30* Time.deltaTime, Space.Worl
d);
Monster.SetBool ("Run", false);
}
else
{

state = FSMState.Chasing;
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¥
¥
¥
void MyClick()// 21/
{
if ((clickStart) && (bs.nameHash == idle))
{
//Debug.Log ("123546879");
Monster.SetBool ("Skill", true);//#ilil#EiZ
clickStart = false;
¥
else if (bs.nameHash == attack)// /2 /F4  attack /182
{
if ('Monster.IsInTransition(Q))// /) ErZ (attack) | 7F7ET
{
Monster.SetBool("Skill", false);//if FilE)Z
}
¥
¥
void Mytimer()
{
if (mytimer >= 5.0F)// /77
{
clickStart = true;
mytimer = 0;///7%
¥
else
{
mytimer += Time.deltaTime;// /4% 77 /4]
¥
¥

SenseMemory. cs

public class SenseMemory : MonoBehaviour

{
/! EREESZE T2
private bool alreadyInlList = false;
// G B I 1A
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public float memoryTime = 4.0f;

// GIEPER

public List<MemoryItem> memorylList = new List<MemoryItem>();
[/ SLHF R S E )25 B e PR

private List<MemoryItem> removelList = new List<MemoryItem>();
/1 TR PR Bl

public bool FindInList()

{
foreach (MemoryItem mi in memorylList)
if (mi.g.tag == "Player")
return true;
return false;
}

[/ EECESIR P I — 18R
public void AddToList(GameObject g, float type)

{
alreadyInList = false;

/1 WIPRZIREC IR T~ AT R i (& B [ 5

foreach (MemoryItem mi in memorylList)

{
if (g == mi.g)
{
alreadyInList = true;
mi.lastMemoryTime = Time.time;
mi.memoryTimeLeft = memoryTime;
if (type > mi.sensorType)
mi.sensorType = type;
break;
}
}

[/ AR IS T+ Fr Il A S 2
if (!alreadyInList)
{

MemoryItem newItem = new MemoryItem(g, Time.time, memoryTime, type);

memorylList.Add(newItem);

void Update ()
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removelList.Clear();
[/ BREITAE - PR LiF 52 san HPH - ik
foreach (MemoryItem mi in memorylList)
{
mi.memoryTimelLeft -= Time.deltaTime;
if (mi.memoryTimeLeft < @)
{
//memoryList.Remove(mi);
removelList.Add(mi);
}
else
{
/1 EDEHMRATIR - FE i —IF4R 2R rac e ae T
if (mi.g != null)
Debug.DrawLine(transform.position, mi.g.transform.position,
Color.blue);

}
}
foreach (MemoryItem m in removelist)
{
memorylList.Remove(m);
}

public class MemoryItem

{
1/ BRI E
public GameObject g;
/1 RATHY I A E]
public float lastMemoryTime;
// EHE B TE A (B e T HIFE]
public float memoryTimelLeft;
/1 ZEYFE T IR EIIZ T HE s 1 o fek /5 0. 66
public float sensorType;

public MemoryItem(GameObject objectToAdd, float time, float timelLeft,float
type)
{
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g = objectToAdd;
lastMemoryTime

time;
timelLeft;
sensorType = type;

memoryTimeLeft

SightTrigger. cs

public class SightTrigger : Trigger

{

public override void Try(Sensor sensor)

{

Z)

}

/1 TR I a5 5E IR A el 5% s » /e e s 2 LA - IR I 2T R A R 2 T

if (isTouchingTrigger(sensor))

{
sensor.Notify(this);

/1 FE IR 552 AR B i i 5% 5

protected override bool isTouchingTrigger(Sensor sensor)

{

GameObject g = sensor.gameObject;
/1 RS 5 ) a5 B P I B
if (sensor.sensorType == Sensor.SensorType.sight)

{
RaycastHit hit;

Vector3 rayDirection = transform.position - g.transform.position;
rayDirection.y = 0;
/1 FE IR 5] 5 7 e B g P £ 7 [ S > S8 e Fe e an

if ((Vector3.Angle(rayDirection, g.transform.forward)) < (sensor as

SightSensor).fieldOfView)

{
/ TE IR P8 2 TR MR AR R AR » A% D] true

if (Physics.Raycast(g.transform.position + new Vector3(9,1,0),

rayDirection, out hit, (sensor as SightSensor).viewDistance))

{
if (hit.collider.gameObject == this.gameObject)

{
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return true;

}
}
}
}
return false;
}
[/ BT RE a5 I E B A I A P gy AL F5 68 i gEE BN » UL B (F B iE
e s &
public override void Updateme()
{
position = transform.position;
}
void Start ()
{
/PO GERR Y Start () ki - (IR K s R - HEEGERR Y Start () 1 &
odii
base.Start();
// I EE S E R s - ERES eI A Fi 5 s S 7e
manager.RegisterTrigger(this);
}

TriggerSystemManager. cs

public class TriggerSystemManager : MonoBehaviour

{

// FHETE H FTg g T2

List<Sensor> currentSensors = new List<Sensor>();

/1 FHETE H Bl 5 a5 Sl

List<Trigger> currentTriggers = new List<Trigger>();

/1 ERH BT 27 B B AES » PIIBCHIGEE L 75 R B a5l
List<Sensor> sensorsToRemove;

[/ ERH BT 27 R R A % a5 DI % o A s
List<Trigger> triggersToRemove;

void Start ()
{

sensorsToRemove = new List<Sensor>();
triggersToRemove = new List<Trigger>();
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private void UpdateTriggers()

{
/1R H i 7 s 5l 7 P HTEH I % 7 t
foreach (Trigger t in currentTriggers)
{
/ARt FFEREE R
if (t.toBeRemoved)
{
/117 € A GF BRI % s P (ia @& 1T FELE foreach 1 EFZFELR -
D RIE H155)
triggersToRemove.Add(t);
}
else
{
[ EH g as I Es &t
t.Updateme();
}
}
/1 FR BRI 7 v 5 L P HT I 75 € 0 18 H iR as R P SR t
foreach (Trigger t in triggersToRemove)
currentTriggers.Remove(t);
}

private void TryTriggers()
{
/1 E T E TR 5 5l 2 P A B R 75 S
foreach (Sensor s in currentSensors)
{
/1R s Fr R BRI E & A (LB INE T
if (s.gameObject != null)
{
/1 H TR 5 5l 7€ P H T R 7S t
foreach (Trigger t in currentTriggers)
{
[/ s Bt HIF/HEGEY - T2 R e fE
t.Try(s);
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}

else
{
[/ FRIESS s I ZF5 RS TIg Az 512 1

sensorsToRemove.Add(s);

}

/1 FR FF BRI v 5 L HT % 7 s » 18 H iR as SR PSR s

foreach (Sensor s in sensorsToRemove)
currentSensors.Remove(s);

}
void Update () //Tick is also OK.
{
/1 EHTHT B g 7 s I A
UpdateTriggers();
/! REEE AR % w5 R 77
TryTriggers();
}

/1 G 5
public void RegisterTrigger(Trigger t)

{
print ("registering trigger:" + t.name);
/T2 BT s t A FH Fi 5 a5 5l 7
currentTriggers.Add(t);

}

public void RegisterSensor(Sensor s)

{
print ("registering sensor:" + s.name + s.sensorType);
1/ FFEERERS s NI Z)H Fi 7 a5 5117 7
currentSensors.Add(s);

}
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9.2 AX jw R 2

A¥ (A-Star) /&% 4_% Game ? i § * X f#4-& &§ /2 (Shortest
Path) B e~ 6 & i2 > 4p 41 ¥ — B 40 £ 5 Di jkstra(Fe g7
FR)FEE RE > Dijkstra /@& 28427 1 iRES I - F e
Be T 0 T 7 e AX JF B SR i HPE 0 B PF > Dijkstra e E F
BRarE&fia T FEHEEIEY A FEZTELZ T SR
H_Di jkstra i# & 2 - fEic 2

Dijkstra’s Algorithm Greedy Best-First Search

12 13 4 15 8 17T 18 18 0 M =B N H W s 8 7 & 5 4 3 2

o2 13 14 16 17 18 19 20 A il “
1M 1 12 13 12 1 2z
2 1w 1 12 14 15 16 17 18 19 13 12 1 10 9 8 7 ] 5
a8 8 U n 13 14 15 16 17 18 13 12 11 10 8 8 7 ]
T a8 8 1 12 13 14 15 16 17 13 12 11 10 8 8 7
] T a 8 M 12 13 14 15 16 15 14 13 12 11 10 8 L3
5 ] T 8 1M 11 12 13 14 15 17T 1 15 14 13 12 1® 10 9
4 5 ] 9 10 11 12 13 14 19 18 17 18 13 12 11 10
3 4 T 8 9 10 1 12 13 21 N 19 18 12 1
2 5 ] 7 8 9 11U 1 12 B 2 M N 12
3 4 5 ] 7 8 9 11! n M B 2
: * =
1 2 3 4 5 8 7 8 &8 1 H 12 13 14 18 x
2 % 4 5 &8 7 &8 2 1 H 1 13 4 15 16
A* Search

2r |27 (27 27 27 | 27 2F

27 [ o T o T o T
27

27 45 25 25 25 25 25 25
27 P 25 25 25 20 26 25
27 45 25 25 25 25 25 25
27 P 25 25 25 20 26 25
25 4 25 25 25 25 25 25

25 o 3 25
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FL BT g 0 AX R R R R IRR B A S

Dijkstra ;@52 » e H 2% mARI L A BR o FL A 7E 2

- IR GEDE 3% (Heuristic Estimate) = 3% #3F 5

SRR g S 4“‘#”%“51,%, CAU IS S NS S M 1) < W

AT e

f(n) = g(n) + h(n)

g(n): JEfcheBL3| P o & BLiDFES

h(n): SEiRlP % & B3] 5% & Bhermede (AR B /4 chd £ 32 2 50)

f(n): P BT & B

B¢, h(n) 2EFA FEZDER N, 30T BHHEA.
h(n)=0: A g8 2&FEF Dijkstra /@& > I ¥ %FEai S

I BB IE

2. h(n)<pP = & 23| % L BLenfEdE: AX 78 2 RED I el

& h(n)Ak-] » HFFRARF

3. h(n)=p % & 5% R Beniedt: AX [FEZTEFHHER

SRR UL ST P ] IS

4. h(n)>p w0 & BLF] & F BEeOBESE: # R 45 Pl B mie S, et

LS S

5. h(m¥ g(n)F A Aph : AX jw iz pF= 5 BFS (Best-First

Search)
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