OTtyeTt nabopatopHou pabote Nounck Bbixoaa us
nabupuHta (06 bLEKTHO-OpPUEHTUPOBaAHHAsA peanu3auus
C natrepHamm)

3apgaya

PaspaboTtaTtb nporpammy gng 3arpy3ku nabmpuHTta ua dgamnna, noumcka nyTm ot ctapta oo
BbIXOZa C BO3MOXHOCTbIO BblbOpa anropMtMa, Bu3yanusawmm npouecca u
9KCNEepPUMEHTaNbHOIo CpaBHEHNS anropuTMoB. MNpn aTom Ans obecnedeHnst TMGKOCTM 1
pacwmpsieMocT nporpammy peanusosatb B napagurme OOIT ¢ ncnonb3oBaHnem
naTTepHOB NpoekTupoBaHmsa ua cnucka GoF.

BbiOpaHHbIe NaTTepHbI
1) Builder gnsa 3arpy3sku nabupuHrta un3s cpauna.

OH nos3BonsieT BbIHECTU KOHCTPyMpoBaHne obbekTa(nabupuHTa) 3a npegensl ero
cOBCTBEHHOrO Krnacca, NopyymnB 31O Aeno oTaenbHbiM 06bekTam. Kpome Toro aToT natrepH
NO3BONSET co3naTth 3aden Ha byaywee, MOxXHO ByaeT gonmcaTtb ApYroro CTpouTens,
KoTopbI 6yaeTt paboTate ¢ Apyrumu Tunamu dannos. B nporpamme ponb "cemencrea”
cTpouTtenen urpaet nHtepdenc MazeBuilder.

2) Strategy ans co3gaHua cemencTBa anropuTMoB NOUCKa NYTU BbIXoAa.

OnpegensieT ceMencTBO B3anMO3aMeHsSIeMbIX anropuTMoB, ONpeaensiemMbiX BO BPEMS
BbINOMHEHNA. Taknx anropuTMoB MOXET BbITb CKOMbKO YrogHo, 4Tobbl 4O6GaBUTL HOBbIN, HE
HY>KHO MepenncbiBaTb BECb KO, a NWLLb AONMUCcaTb HOBbIN anropuTM U NOAKIHOYUTL €ro B
NHTepdenc Kk gpyrum anroputmam. B nporpamme cemencTBo anropuTMOB peanuayeTcs
yepes nHTepdenc PathFindingStrategy.

3) Knacc-opkectpaTop Ans coopa CTaTUCTUKM.

B cooTBeTCTBUM C 3TMM NaTTEPHOM, TaKOM Krnacc yrnpasnsaeT Kakum-nnbo npoueccom B
obLeM, HO Kakne-To KOHKpEeTHbIe 3afadn aenernpyet Apyrum knaccam. B nporpamme takmx
knacca 3:

1) MazeSolver ynpaBnsieT npoLeccom peLleHns aAnsa ogHoro nabupuHTa n ogHomn cTpaternm
2) Benchmark ynpasnset He ogHUM NOUCKOM, & BCEN Cepuent 3anyCcKoB.

3) ConsoleController koopanHupyeT B3anmogencTeme nonb3oBaTensd ¢
nporpaMmmon(nepemMeLLeHne urpoka no nabupuHTy)

4) Command ansi nowaroBoro nepemMeLeHns Urpoka rno fiabupuHTy.

CwmbIcn 3TOro naTTepHa NpeacTaBuUTb AENCTBME Kak OTAeNbHbIN 06beKT. Mo aHanornm co
CTpouTENneM Unu cTpaTernei, MoXXHO co3aaTb CEMENCTBO komaHA. B Halwem cnyyae,



KOMaHaa MOXET OTMEHATb nocrnegHee aencreme(cebst). B nporpamme 310 nHTEPdENC

Command
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JIncTUHIM Kno4yeBbIX KNaccoB

-cell currentCell

+moveTo(cell)

+Direction(dx, dy)
+getDx() : : int
+getDy() : : int

CTouT yNOoMsIHYyTb, YTO B NporpaMMe BO BCEX Krnaccax paboTta UAeT He C KONUAMU OGLEKTOB,
a HenocpeacTBEHHO ¢ HUMW. [ToaToMy Be3fie B Nporpamme MNons KraccoB 3a4acTyto Mo
ykasartenu, nubo ykasaTenu Ha ykasatenu. [oatomy cxema Bbille He BykBarnbHO
oTobpaXkaeT To, KaK YCTPOEH Krnacc, a CXemMmaTU4ecKu.

Knacc JlabupuHTa

class

i

private:

int width;
int height;

cell** matrix;

cell* start;
cell* exit;

public:

(int width, int height)



this—>width = width;

this->height = height;
this—->start = nullptr;
this—->exit = nullptr;

matrix = new cell*[width];
for (int x = 0; x < width; ++x) {

matrix[x] = new cell[height];
for (int y = 0; y < height; ++y)

matrix[x][y] = (x, y, false, false, false);
¥
}
(int width, int height, int startX, int startyY, int exitX, int
exitY)
{
this—>width = width;
this->height = height;
this—->start = nullptr;
this—->exit = nullptr;
matrix = new cell*[width];
for (int x = 0; x < width; ++x) {
matrix[x] = new cell[height];
for (int y = 0; y < height; ++y) {
matrix[x][y] = (x, y, false, false, false);
}
¥
matrix[startX][startY]. (true);
matrix[exitX][exitY]. (true);
start = &matrix[startX][startY];
exit = &Gmatrix[exitX][exitY];
}
~ O
i

for (int i = 0; i < width; ++i)
delete[] matrix[i];
delete[] matrix;

}
cell* (int x, int y) {
if (x <0 || x> width || y <0 || y >= height)

return nullptr;

return Smatrix[x][y];



void (int x, int y, cell newCell) f{
if (x <0 || x > width || vy <0 || y >= height)
return;

matrix[x][y] = newCell;

if (matrix[x][y]. )
start = Gmatrix[x][y];

if (matrix[x]L[y]. M)
exit = &matrix[x][y];

cellx** (cell* current) {
cell** neighbors = new cellx[5];
int count = 0;

current—> Q;
int y = current-> Q;

int x

cell* up = (x, y - 1);

cell* down (x, y +1);
cell* left (x -1, v);
cell* right = (x +1, y);

if Cup != nullptr && up-> 0) {
neighbors[count] = up;
count++;}

if (down != nullptr && down-> ) {
neighbors[count] = down;
count++;}

if (left != nullptr && left-> ) {
neighbors[count] = left;
count++; }

if (right != nullptr && right-> ) {
neighbors[count] = right;
count++;}
neighbors[count] = nullptr;
return neighbors;
cellx* () {return start;}

cell* () {return exit;}
int () {return width;}



int getHeight() {return height;}
b

Knacc ctpoutens gnsa 3arpy3ku nabvpuHta una dganna

class TextFileMazeBuilder : public MazeBuilder {

public:
maze* buildFromFile(const std::string& filename) override
i
std: :ifstream file(filename);
if (!file.is_open())
throw std::runtime_error("Ounubka: He yganocb OTKpLHTb
ann!");

std: :string line;
int width = 0;
int height = 0;

while (std::getline(file, 1line)) {
if (height == 0) {
width = line.length(Q);

}
else {
if (line.length() != width)
throw std::runtime_error("Ounbka: cTpoKM NabupuHTa
pasHoit gnuHbl!");
3
height++;

if (width == 0 || height == 0)
throw std::runtime_error("Ouubka: tann nycton!");

file.clear();
file.seekg(0);

maze* labirint = new maze(width, height);
bool hasStart = false;

bool hasExit = false;

int y = 0;

while (std::getline(file, 1line)) {

for (int x = 0; x < width; x++) {
char ch = line[x];

bool isWall = false;



bool isStart = false;
bool isExit = false;

switch(ch){
case '#':
iswWall
break;

true;

case ' ':
isWall
break;

false;

case 'S':
isStart = true;

if (hasStart)
throw std::runtime_error("Ouubka: B
nabupuHTe 6onbwe ogHoro ctaprtal!");

hasStart = true;
break;

case 'E':
isExit = true;

if (hasExit)
throw std::runtime_error("Ouubka: B

na6bupuHTe 6onbuwe ogHoro Bbixopa!");

hasExit = true;

break;

default:

throw std::runtime_error("OunbKa: HeM3BECTHbIN
cumBon B anne!");

break;

cell current(x, y, isWall, isExit, isStart);
labirint->setCell(x, y, current);

y++;

}
file.close();
if (!hasStart)

throw std::runtime_error("Ounubka: B nabupuHTe HeT cTaptal!");
if ('hasExit)

throw std::runtime_error("Ouubka: B nabupuHTe HeT Bhixoga!");
return labirint;

X

Knacc ana BFF cTpatermm + Knacc grns BoCCTaHOBIEHUSA U 3anncn NyTun.



class {
public:
static cellx* (cell* start, cellx exit, cellxx* parent) {
int length = 0;
cell* current = exit;

while (current != nullptr) {
length++;
if (current == start)
break;
current = parent[current-> (O1[lcurrent—> QO7;

cell** path = new cellx[length + 1];
current = exit;

for (int i = length - 1; i >=0; i-—-) {

path[i] = current;

if (current == start)

break;

current = parent[current-> ()J1[current-> O1l;
}
path[length] = nullptr;
return path;

i

class : public {
private:
int visitedCells;
public:

() {visitedCells = 0;}
int () override {return visitedCells;}

cellx** (maze* m, cell* start, cell* exit) override {
visitedCells = 0;
int width = m—> Q;
int height = m—> Q;
bool** visited = new boolx[width];
new cell*x[width];

cell*** parent

for (int x = 0; x < width; x++) {
visited[x] = new bool[height];
parent[x] = new cellx[height];

for (int y = 0; y < height; y++) {
visited[x][y] = false;



parent[x][y] = nullptr;

cell** deque = new cell*[width * height];
int head = 0;
int tail = 0;

deque[tail] = start;

tail++;

visited[start-> Ol[start—> O] = true;
bool found = false;

while (head < tail) {
cell* current = deque[head];
head++;
visitedCells++;

if (current == exit) {
found = true;
break;

cell** neighbors = m—> (current);

for (int i = 0; neighbors[i] != nullptr; i++) {
cell* next = neighbors[i];

int nx = next-> Q;
int ny = next-> Q;

if (!visited[nx][ny]l) {
visited[nx][ny] = true;
parent[nx][ny] = current;

deque[taill = next;
tail++;

3
delete[] neighbors;

cell** path;

if (found) {

path = N (start, exit, parent);
¥
else {

path = new cellx[1];

path[0] = nullptr;



delete[] deque;

for (int x = 0; x < width; x++) {
delete[] visited[x];
delete[] parent[x];

}

delete[] visited;

delete[] parent;

return path;

}
OpawnH n3 knaccos opkectpatopoB (MazeSolver)

class {
private:
maze* labirint;
PathFindingStrategy* strategy;
public:
(maze* labirint) {this->labirint = labirint; this-
>strategy = nullptr;}

void (PathFindingStrategy* strategy){
this—>strategy = strategy;

}

SearchStats Of
auto start = std::chrono::high_resolution_clock:: Q;
cell** path = strategy-> (labirint,labirint-

> (,labirint—> 0)J;

auto end = std::chrono::high_resolution_clock:: QO;

std: :chrono: :duration<double, std::milli> duration = end -
start;

int pathLength = 0;

if (path[0] != nullptr)
while (path[pathLength] != nullptr) {pathLength++;}

int visitedCells = 0;
visitedCells = strategy—> Q;
delete[] path;

SearchStats (duration. (), visitedCells, pathLength);
return stats;



3

Knacc Komanabl ons apumxeHus

class : public {
private:
Player* player;
Direction dir;
cell* previousCell;
maze* labirint;
public:
(Player* player, maze* labirint, Direction dir)
(dir) {
this—->player = player;
this—>labirint = labirint;
this—>previousCell = nullptr;

void () override {
cell* currentCell = player-> Q;

int newX = currentCell-> () + dir. Q;
int newY = currentCell-> () + dir. Q;

cell* nextCell = labirint-> (newX, newY);

if (nextCell != nullptr && nextCell-> O) {
previousCell = currentCell;
player—> (nextCell);

¥

else {
std::cout << "Henb3da cpenatb xoa!" << std::endl;

void () override {
if (previousCell != nullptr) {
player-> (previousCell);
previousCell = nullptr;

i

Pe3ynbraTbl 3KCNEPUMEHTOB:



Na6bupunTr

Crpaterna Bpemsa, mc [loceweHo knetok [OnuHa nyTm

ManeHbkui 10%10 BFS 0.00724 31 21
ManeHbkuin 10x10 DFS 0.00360 31 21
ManeHbkuii 10%10 AStar 0.00519 24 21
CpenHuii 50x50 BFS 0.04465 505 145
CpegHun 50%x50 DFS 0.03666 385 361
CpeaHun 50x50 AStar 0.05370 319 145
Bonbwon 100x100 BFS 0.44010 4534 245
Bonbwon 100x100 DFS 0.09760 816 703
Bonbwon 100100 AStar 0.37331 1298 245
MycTon 50x50 BFS 0.15303 2500 99
MycTton 50x50 DFS 0.09335 1275 1275
MycTton 50%50 AStar 0.17047 341 99
Bes Bbixoaa BFS 0.00259 25 0
bes Bbixoaa DFS 0.00244 25 0
Bes BbIxoga AStar 0.00494 25 0
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AHanuns addeKkTMBHOCTN anropnTmMoB

B xoae akcnepumeHTa cpaBHMBanNuCh Tpu anroputma novcka nytu: BFS, DFS n Ax . Mo
pesynbsratam BUAHO, YTo BFS n Ax HaxogaT kpatyanwmi nyTb, NO3TOMY ANMHA MapLupyTa 'y
HMX 06bI4YHO coBnagaeT. DFS He rapaHTupyeT KpaTyanwmm nyTb, NO3TOMY Ha BOMbLLIOM U
NycTOM NabuvpuHTax OH NOCTPOMUN 3HAYUTENbHO Bonee ANIMHHBIN MapLLPYT.

Hepoctatkom BFS aBnsieTcst 6onbluoe KonM4ecTBO NOCELLEHHbIX KNETOK, NMOTOMY YTO
anroputm npoeepseT NabupuHT (rpad) "cnoamun”, Npoxoasacb No cBOH6OAHbLIM KneTkam(uHave
roBopsi, Ha crnoe 1 Bce KNeTkn HaxoasaTcs Ha paccTosHUn 1 OT cTapTa, Ha cnoe 2 - Ha
paccToaHUN 2 1 Tak ganee).



DFS no pesynbratam naMepeHuin NoceLLaeT MEHbLLE KINETOK. OTO CBA3AHO C TEM, YTO OH HE
npoBepsieT NabupuHT (rpadp) He cnoamu, a Betkamu. To eCTb OH BbICTPO yrnybnsaeTca B
nabupuHT. N ecnun emy "noeeset"(byaeT nogxoasawimn nabmMpuHT), To OH ObICTPO HAWMAET NyTb
Ao Bbixoga. [Npu atom nyTb OyaeT "kakon-To", TO eCcTb He 06s3aTENbHO CaMblil KOPOTKUA. JTO
Takke 3aBMCUT OT TOrO, Kakas coceaHas kneTka bbina gobaBneHa nocneaHemn B CNMCOK
cocefen TEKyLLIEN KNeTKN(BepX, H13, NeBo, Npaeo), Beab DFS 6epeT MeHHO ee 1 ULET yxe
ee coceagen. OcobeHHO XOpPOLLO 3TO BUAHO Ha NpUMepe NycToro nabupuHra.

AnroputMm Ax BblGUpaeT creayroLLyto KNeTKy ¢ noMoLLbio Kputepus f=g+h, rge

g - Y>Ke NPOVAEHHbIN NYTb

h - OBpuctuka; h = abs(xl - x2) + abs(yl - y2),rge x1,y1 - Tekywas knetka, x2y2 -
KneTka Bbixoda. ANroputm Ax BblIOUpaeT Ty KNeTKy, y KOTOPON HanMeHbLLMi napameTp f.
Takon anroputm 6anaHcmpyet mexay DFS n BFS no konnyecTtBy NponaeHHbIX KNETOK U
ANUHE NyTW.

Ha npaktuke pesynbraTtbl Takke 3aBUCAT OT caMunx nabupuHTos. Hanpumep, B nyctomMm
nabvpuHTe A* MNOCETUN MEHbLUE BCEro KneTtok, B nabmpmnHte 100x100 okasancsa B
cepeanHe mexay BFS n DFS. Bo Bcex Tpex cnyyasx, rge nyTb cywecTBoBarn, Ax aan
cambli KopoTkuin NyTb. OgHako, ecnu oueHka f Byaet "nepeoueHeHa"(Hanpumep, 3a cyeT
HengeanbHOW 3BPUCTUKN), Ax MOXET NOTEPSTb rapaHTUIO HaXOXAEHUS KpaTyanwero nyTu.

Bonbluoe KonmyecTBo BpeMeHW NOUCK NyTu 3aHMMaeT y anroputma BFS, nockonbky oH
npoxoauT camoe bonbLLoe KonmMyecTBo knetok. DFS TpaTuT MeHbLle BpeMeHu no
BblLLIEyKa3aHHbIM MPUYMHAM.

AnropntMm A* B TEOPUU TaKKe OOSHKEH 3aHUMaTb OTHOCUTENBHO Masio BPEMEHMU, HO Ha
npakTuke Bpems conoctaBumo ¢ BFS. 3To npoucxoguTt noToMy, 4TO B Nporpamme, 4Tobbl
peanusoBaTb oyepenb C NPUOPUTETOM, HA KOTOPOW OCHOBaH Ax (BblGOp KNeTkn
HanmMeHbLKnM f), nepea KaxabiM BbIGOPOM creaytoLen KNeTkn nponcxoauT Nouck
HauMeHbLLero f y Bcex KNneTok, KoTopble Noka YTo He Oblnn noceLeHbl, HO UMET K 3TOMY
BO3MOXHOCTb. OTa 4YacTb:

while (openCount > 0) {
int bestIndex = 0;
for (int i = 1; i < openCount; i++) {

int ix = open[i]-> Q;
int iy = open[i]-> Q;
int bx = open[bestIndex]-> Q;
int by = open[bestIndex]-> Q;

if (fScore[ix][iy] < fScore[bx][byl) {
bestIndex = i;



3ameqnseT paboty, B XygLlem criydae Ham Hy>XHO NPONTN BECb CMMCOK MNOTEHUMAnNbHbIX K
noceLleHnIo KNeTok. W genaTb 37O HY>XKHO nepea KaxabiM BblbopoM criefytoLlen KneTkn. To
€CTb, N3-3a peanuaauum oyepenm ¢ npuopuTeTom "pykammn"”, Bpems paboTbl yBenninBaeTcs.

AHanuns addeKTMBHOCTU NaTTEepHOB

MatTepH Builder no3sonun otoennTb NpoLecc co3agaHus nabupuHTa oT ocTarnbHbIX YacTen
nporpammebl. Knacc TextFileMazeBuilder otBevaet 3a YteHne (panna, npoBepKy pasmepos
CTPOK, MOUCK CTapTa 1 BbIxoaa, 06paboTky CMMBOMNOB 1 co3aaHne obbekTa maze.
Bnarogaps aTomy ocTanbHble KfiacChl He 3aBUCAT OT hopmarta BXxogHoro cdarna n paboratoT
yXe C rotToBbIM NabvpuHTOM.

MaTtTepH Strategy no3Bonun BbIHECTM anropuTMbl NOUCKA NYTU B OTAENbHbIE KIAacChl C
obwum nHtepdencom. MazeSolver He 3aBUCUT OT KOHKPETHOIO anroputma u paboraet
yepes ykasatenb Ha PathFindingStrategy. bnarogapst atomy BFS, DFS 1 A* mMoXxHO
noaKnyaTh 0gMHaKoBbIM crnocobom Yepes setStrategy().

MatTepH Command no3Bonun NpeacTaBuTb NEPEMELLIEHNE UTPOKaA KaK OTAENbHbIN 0ObEKT
komaHabl. MoveCommand cogepXuT Noruky BbINOMHEHMSA X04a U ero oTMeHbl. brniarogaps
atomy ConsolController He BbINOMHAET NEpeEMELLEHNE HANPSAMYHO, a CO30aET KOMaHAy n
BbI3biBaeT y He€ execute() nnb6o undo().

BbibpaHHbIe NaTTepHbI NO3BONUNKU caenaTb Ko nporpamMmmebl "ymile" (3a cyeT Knaccos-
OpPKECTPaTOpOB), a TaKKe NpeapacnosioXKeHHbIM K paclumpeHnam(3a cyet nattepHoB Builder
n Strategy). Takke aTK ABa NnaTTepHa NO3BONAOT CTAHAAPTM3MPOBATb KOA, 32 CYET Yero ¢
HUM ner4ye paboTaTb.

BbiBoA

Ncnonb3osaHne OOI no3Bonuio pasgenuTb NporpamMmmy Ha OTAeNbHbIE KNnacchl, KaXabin 13
KOTOPbIX OTBEYAET 3a CBOK 4acCTb JTOMMKM

MatTepH Builder nomor BbIHECTU co3aaHne nabupuHTa B OTAENbHLIN knacc. bnarogaps
3TOMY KOA YTeHMs dparina, NPOBEPKN CMMBOSOB, MOMCKA CTapTa M BbiXxO4a HE CMELUMBAETCS
C Norukomn noucka nytu. bes atoro narrepHa npu gobaBneHnn HOBOro popmara nabupuHTa
npuLNock 6bl MEHATbL OCHOBHOM KOL NMPOrpammbi.

MaTtTepH Strategy coenan anropuTmbl NoMcKa B3aMMO3aMeHsieMbIMU, 3a CHET obLuero
NHTepdenca.

MatTepH Command okasancsi noneseH Ans KOHCONbHOro yrnpasneHus urpokom. [lencreme
nepemMeLLeHnsi BbiIHECEHO B oTAenbHbIN knacc MoveCommand, KOTOpbI yMEET BbINOMHUTL
X04 U OTMEeHUTb ero. bes aToro narrepHa nornka nepemMeLLeHunsi, NpoOBEPKN BO3MOXXHOCTU
X04a n oTMeHbl AencTBus Obina 6bl cmelwwaHa BHyTpu ConsoleController, n fobasnatb
HOBblE€ AENCTBUSA Urpoka Obino Obl cnoxHee.



Takmum o6pasom, OOIT n natTepHbl caenanun nporpammy 6onee rubkon n pacMpsaeMon.
OTaenbHble YacTy NPorpaMmMbl MOXXHO M3MEHATb HE3AaBUCUMO: MOXHO 400aBUTL HOBbIV
anropuTm noucka, cnocob 3arpyskm nabrMpuHTa Unu HOBYKO KOMaHAy uUrpoka 6e3
nepepaboTKkn BCEN apXUTEKTYPBI.



