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Abstract

In order to move NPC's to target location at game maps, various algorithm including
A* has been used. The most frequently used algorithm among them is A* with fast finding
speed. But A* has the following problems. The first problem is that at randomly changing
map, it is necessary to calculate all things again whenever there are any changes. And
when calculation is wrong, it is not possible to search for target. The second problem is
that it is difficult to move avoiding dangerous locations damaging NPC such as an obstruction.
Although it is possible to avoid moving to locations with high weight by giving weight to
‘dangerous factors, it is difficult to control in case NPC moves nearby dangerous factors.

In order to solve such problems, in this thesis, the researcher applied Dynamic Programming
to path-finding algorithm. As the result of its application, the researcher could confirm
that the programming was suitable for changes at the map with random change and NPC's
avoided the factors being dangerous to them far away. In addition, when compared to A*,

there were good results.
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Fig 3. Flow chart for path~finding
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void Cdp::looping()
{

for (int i=0; i10; i++) //8 vi=
{
for (int j=0; j{10; j++) // & gi=
{
if ((i==m_row) && (j==mcol)) // B&
bi =0, mbestli)() = 'T"

else if (bi_U (= _min(bi_D, bi_L, bi_R))
bi = bi_U, m_best(i)(j] =

/] % SaE XH

else if (bi_D {= _min(bi_U, bi_L, bi_R))
bi = bi_D, m_best(i}(j} = 'V":

// Ol2hE BAE X|H

else if (bi_L (= _min(bi_R, bi_D, bi_U))

bi = bi_L, m best(i)(j] = ¢

// A% AT W

else if(bi_R (= _min(bi_U, bi_D, bi_L))

bi = bi_ R, m best(i)(j) = "

// REF SAE XH

m value.setValue(, j, bi + m_map.Tage(, )):

// vidol| 2tg xiE &
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