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PEAJIIBAIIISI MATEMATUYHOI MOJEJI AJITOPUTMY A*
MNOIIYKY HAHKOPOTIIOIO HLJIAXY
B GAME DEVELOPMENT

BiHHUIIbKHIT HAI[IOHATBHUN TEXHIYHUN YHIBEPCUTET

Anomauisn

Pobomy npucesueno peanizayii aneopumm nowyxky Haukopomuozo uiisxy A* ¢ 2D npocmopi. Ananizy-
E€MbCA 83AEMOOISL MIJC 2eHEPAMOPOM i2p08020 CIMY, CMPYKMYPAMU OAHUX JaHouwagmy ma mooyiem no-
WYKY WIAXY.

Kuirouosi cioBa: anropurm A", maTemaTtnuna mozens, Game Development.

Abstract.

The paper is devoted to the implementation of A* shortest path search algorithm in 2D space. The interaction be-
tween the game world generator, the terrain data structures, and the pathfinding algorithm module is analyzed.
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Beryn

[MoOynoBa NUIAXyY MiK JBOMa TOYKAaMH — 1€ OJIHA i3 TPOOJIeM, SIKi CTOSTH Mepell KOKXHUM PO3POOHHUKOM
KOMIT FOTepHUX irop. BoHa momsrae B 3HaXOHKEHHI ONTUMAIBHOI TPAEKTOPIi MIXK ITOYaTKOBOIO TOYKOIO A Ta
KIiHIIEBOIO TOYKOIO B 3 ypaxyBaHHsIM Mepemiko/ Ta 0cOOIMBOCTEN epeCcyBaHHs 110 Pi3HUX THIIAX TOBEPXHI.

TeopeTu4Hi 0OCHOBM anropuTMy A*

MaremaTHyHa MOJIENIb adropuTMy A* — I1e METO/ MOITYKY HAHKOPOTIIOTO MUISAXY Ha Tpadi, skuid Ou Mi-
HiMi3yBaB (DyHKITIIO:

f(n)=g(n)+ h[n]’

ne g(n) — gakTuuHa BapTiCTh IUIAXY Bijl MOYATKOBOIO By3la J0 Bysna 11, (1) — eBpucTuuHa owiHKa Bap-
TOCTI BiJ{ By3J1a 1 10 KiHIIEBOI TOUKH, r (R) — 3arajibHa OI[iIHOYHA BAPTICTh.

TMokaxeMo peanizallilo JaHOTO anroputMy y knaci Pathfinder. 3a ¢ynxiito fi(7) BisbMemo ManxerTen-
CBbKY BIJICTaHb, KOJIM PyX y MPOCTOPI JO3BOJISAETHCS JIUIIE B YOTUPHOX HAMpsiMax 10 CiTii (BBEPX, BHU3, BIIi-
BO, BIIPaBO):

'II(R) =1 xgo:z! — Xn | +I }Tgon! — ¥n |

e mo3Bossie anroputMmy e€(peKTHBHO 3HAXOJWTH ONTHMAIBHUHA NUIAX, MIHIMI3YIOUH CyMapHY BapTiCTh
MPOMICHOT BIZICTaHI Ta 3AJIMIIKY IUIAXY.
CTpykTypa cepeoBHIIA TA reHepalis CBiTy

[Mepmn HiX ANITOPUTM 3MOXE MPOKIACTH HUISAX, HEOOXiHO BH3HAYMTH Tpad Hapiramii. Y HaimoMmy Ko
CBIT npejicTaBieHui K ciTka (Grid) Taiinis.

TileData — cTpykTypa, 110 30epirae craH KOHKPETHOTO By3Ja (THII penbedy, HasiBHICTb 00'€KTiB a00 Oy-
JIBEJIb);

WorldGenerator — suxopucroBye mym Ilepmina (uepe3 FastNoiseLite) st cTBOpEHHS MPOIETypHOTO
nanamadty. Lle crBoproe npupoHi 300U (BOAY, TpaBy, KaMiHb), sIKi Oe3MocepeIHbO BIUIMBAIOTH HA MOKIIH-
BICTh IPOXOJY.

IIporpamua peaJizauis

Bysnu ta npioputerHicth. CtpykTypa PathNode (nuB puc. 1) iHKancyiroe KOOpAMHATH Ta 3HAYCHHS
BapToCTel. BaxJIMBUM €IEMEHTOM € TIePEBAaHTAXCHHS OIepaTropa IOPIBHSIHHA. 3aBISKH I[bOMY



priority queue aBTOMATHYHO BUTSTYE HAWMEPCIICKTHBHIIIMKA BY30J, MO0 MiHIMI3y€E KiTBKICTH TEPEBIPCHUX
BY3IiB.

operator>(const PathNode& other)
return f > other.f;

Puc. 1 [NepeBanrakeHHst oneparopa 11 kiacy PathNode

Iepesipka npoxignocri (Walkability). ®yukuis isWalkable Bukonye pons dinbrpa. Bona Bpaxosye:

1) Mexi kapTH — TiepeBipka Buxoy 3a koopanHatdi WORLD WIDTH/HEIGHT;

2) tun nangmadTy — skmo terrainlt->second.isWalkable € false (manpuknax, rmiuboka Boaa), mUIAX 3a-
KpUTHH;

3) nuaamMiuHi 00'ekTH — HasBHICTH buildingRef (OyaiBens) METTEBO POOUTH Ta HEMPOXiTHIM.

Huka momyky. AIropuT™M BHKOPUCTOBYE nBa crricku: OpenSet — kanaugatu Ha po3riisiy (MpiopUTETHA
yepra); ClosedSet — Bxxe 06poGieni By3au (KapTa IS IMIBUIAKOTO JOCTYIIY).

[Iportec iTepaTHBHO PO3MHUPIOE «(HPOHTHP», MEPEBIPIIOUN YOTHPHU CYCimHI. SIKIO 3HAWIEHO KOPOTIIHN
IIAX [0 BKE iCHYIOUOro Bys3Ja, Horo 3HaueHHs § (1) Ta GaTbKiBCHKHIA By30J1 OHOBJIIOIOTBCS.

OnTumizanisi Ta KepyBaHHS maM'ATTIO. Y JaHii peamizallii € BOXIMBHHA aCHEKT OYHIICHHS IMaM'sTi
(muB. puc 2)

for (auto& pair : nodeMap) {
delete pair.second;

Puc. 2 ®parmeHT Koy OYHMIIEHHS TaM'ATi

OCKIiJIbKY BY3J1M CTBOPIOIOTHCS JUHaAMIYHO Yepe3 new PathNode, 1ieit 1iuki 3amobirae BUTOKY mnam'siTi Iii-
CJISI 3aBEPIICHHS MOIITYKY IIISAXY.
BucnoBku

Le nocuth TUNIOBA, aje poboua peanizamis A* s irop Ha citui. BukoprcTanHs KapTH TUIIB JaHILAPTY
Ta MPIOPUTETHOT YEPTH MPAIFOE JOCUTD IBUIKO.
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