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AESLEZZRLIETAMILAVZRAWS
W ER D BB RY & 5 S 5Tl

2T Yawdaxylb) i LObo)

WET. Ik

BE . n— L7147 =5 (RPG) Oy ITH A IZBWT, LA YO#ET AN EBEUNCHEES
BPZEIEBERFEOVOLDOTHE. TLAVIINT2FENDHEDICEERD DL, LA YVITHHR
BEEZ 7S —L2OHEBEIEZERQTLESAREELD 2056THS. 20D, RPG TiE, L4 YDIiTH)
EAIZIGCTHRICHEET 2~y THRDOLND Z 2 HZWV. AFHTIE, HRIZHEEST 2 RPG vy 7D
HEIAERICHT 720 HEE E LTE S, AB 7L A YOS EEIRERICHE W HES E ORI % B
BT 5. BRINICiE, SEERERZBED D FHIck-> THEL, ZoEAZEMLLZT R N L
LAY B, ZOTAFFLAYERCT TAB T LA YED2S ZFHUWVKEE) 24AEKT 5. #ERERE
BROMER, 7A T4 Y ERAOCTHEAER UL WVXRENE, EBEOAB LA Y LT EH L WK
BTHB LRI N.

F—T—F I HEERK, K, #5E, E, RPG

Procedural Maze Generation with Test Player
Considering Human-likeness

KEITA FujiHiral-® Cuu-HsuaN Hsuen®?) Kokoro IKEDA!:©)

Abstract: In the design of maps for role-playing games (RPG), guiding players properly is one of the big
challenges. Too explicit guidance, such as simple single paths and flashing marks, may harm players’ play
experience. Therefore, it is better to have maps that guide players according to their behavioral tendencies.
In this paper, as the first step of our research, we aim to know the difficulty of mazes from human players’
tendencies and generate mazes accordingly. We investigate the tendencies by supervised learning and use
the learned model to create a test player considering human-likeness for maze generation. In evaluation ex-
periments, the results show that our method succeeded in generating mazes with difficulty matching human
players’ tendencies.

Keywords: Procedural content generation, maze, difficulty, guidance, RPG
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32, Y—2LOHHAINERDLONZAENELRH L. DT
B, F—=LATVFALFE TV AL PR TERW X ST
720, TATA00HRTCEZITZDTE2012, vv 7
HERH - 74 7 2DBEFIRICED TV A Y E2iAET 5
bW, LL, ZOFEN—FNTEERDDOTD
U, RPG OEEHIK T H 2 RO EHERZ A I, 7 —
LADOMHAIEZERTLE S IEEMEDH 2. RPCG T, 7
LAY TEHSZEEINITEIL TW3) 2ELDDD,
RiZTF— LTI A FORERKNR-7=178% %, DFED
LAYHHRCHFEI NSy THLIELIERD SN 3.
BE, F0 &5 EHRREERO~y TOERE, 77—
LATHA FIZE o TREETITDONS 120, 77— LBAFIC
B sEaR MfE¥Er IR TV,
ARROEEHEBLE, LA Y EBERICHFEST S RPG <y
TEHBER TS THB. RPG <y TOHEMIE2E
BL, ROV TIEie7 4 7o 28% 3, By
HEOATHIRIND 2 Ktk ~ v TEAERNRE T 5.
ZD5 2T, NET LAY DORIEERIER I ED W85
EoREEHEERT 2 2 2AROENE 5. £,
D B LD DIERMER TR T VERRL, 2
DETAPHLANET LA YOEAZFEEST 5. K, THl
ETNER—RALTEIANELLEEEEBLIZTA N LA
YEMERL, EKEOBEBAEBICHVS. Rk, BEIAER
U 73R8 % 5T 3 2 7= D I B B KR % BT 5.

2. PBIEARE

ARETE, XROBHAER (TXA M LALYERWS
ayy Y OHMER ST 3R WL ORBNT S.

2.1 EKEROBEHER

— R IR T L) X a e LT, SRIED L [3] %
BEMX LS [4], BRBILEE B] BT ohs. HHEIC
FERE Y TREEITE, Genetic Algorithm (GA) R¥D
AXRba—VRT 4y ZPBEHAEIND ZEDZ\W[6][7].
Adams 5 [6] 1%, Cellular Automaton (CA) % F\WTukig
ZHBERL, CADL—LZ2HELEE 3 -DICERKE
RITEXILE Y O EFHEEE 325 GA 2@ LK. £,
Kwiecien[7] \&, IEMFRERCTTIAMRIGEL, DI REUs ¥ 25T
fiffifi ¥ 3~ % Cockroach Swarm Optimization % F\W\T, &
FEREIE DI HME R HE U VKR 2 BB L 72

TEfRRE R0 IS U8 & DR R B DHES) FE 5B L
TV e T 273D <7 8], Bl RIE, FilsAH
ZWVEET LA YORNOFEAE LR MR 2729,
HIEICHEET 2 e MEINZ L ZEHENTH L E X
5. L»L, ANMIZE»PS 22K -sTLED, HIWVIEIKES
BT ORISR S KBIIFET 2T THD, 2O
THEZTHGEZHBIRELERS. AETIE, 2
DEIBRANES LT Z2ER UM EOREZENT 5.
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22 FRANILAYEZRVWRAVTYOEBEM

PCG I3k A R 7 Ta —F DIFIET 205, —fBk 7 7
n—F ¥ LT MHERLEZa YT > 2050 CHEb
L, ZOHHoiHMEDE VD DERALD, &b FHE
PEL B ESEEMZAZDTE2FE PELAISIT
W3, 207 7a—FOFHEEs Ti, 2.1 i THAMN L
WD kS cay 7>y ORIy &FHllis 2 7IEDIED,
FRAFFLAVIZEBZ I alL—Ya VERLSFHMES
DHERDL. TANTLAYDOERELFRE, ba—VU 2R
T4 w2 P REYTHATE0], A¥*TATY XA (1],
s(b2EH [12) Y kkATH %

BREEBNFTICEZIE, PCCOFEHER TS LA
Y| BELDZaYTyVEERTLZIETHD, TR
TLAYBAB T LA Yo TR -{TH2 2, #
YR dHEfE R 215 o R WATREME DS S R B, 20729,
BlziE, EHS 91 TAB T LA Y, EfETREWVEE
HEFTH b DI, KRENLHKNZ X > TRBZH -
72EEERITS 22V EWIEEAL LWL OhDTR
EHL, Ya—T4 I —LDTFTAF LA YICARMS
LEZWMH ANRT =IO HEEMRICHW:. 72771, Z
DESWCAELLEEEZEEB LT AN LAYERHVS
PCG Dfft5ti%, FAx OISR D L 7w, ZDHH
LT, (1) MRS —2CEoTEBMRT AT LAY
TE 2B HEE, (2) MRS —L212BIT2AHL L
DOWMHBRHETH 2 Z e BFEIToNE. ARROEGE, #H
X 3BETHNRBD, WRF— LS Y INREBETH ST
» (1) ZOWTEBEBTHZ. (2) 2oV TIE, ATV
A Y ORBGERICER L, #ilidhFEHFIck-oTABSL
ST 5.

3. AB7LAVvoniHERERDAE

REEOFFIIIEF ICZ L, ot Efigo—&EM, 4t
B2 RBUSTHHETE S, AMTIE, NxN<AT
M X3 2 TS TIRO BIBARBRLREE 2 MR e 5. &
HTIE, NRERBEOFESCHAD D FEHO T — 22 IUE
T 27D FENE L RS EBROBEIC O W TR, %
BEHNREL ZDREFICOVWTHET 5.

3.1 FYPTF—2RNEDT-HDIWERE RER
KEPHRE THRBEOREELITICE L. K11k

ZORITH .

o EKERIZT 4 XT LA Ricth, L A4 ¥iEF—FKR—-F
AN K BHMEZRATS.

o TLAYIUSTEHEDNIX, T4 AT LA LIZH
b,

o XY A X, 31 x 31 (S), 41 x 41 (M), 51 x 51
@L) DVFNLTH 3.
o FIRKIEDH D, FIRKFEEZB®BETH T — b &
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1 S YA XOREDH : (a) Wide %, (b) Narrow K. 7
FHo#EE<RERAZ—, ATHOY Y 7w 3T,
o 2E T LA Y OBREME Zh 2 HURT.

WTWRWEES, LAYy —at—N—tk3.
HIFRRF R R 4 12X > TR Z. SH A XiE 80
, MiZ100 %, Lix 150 TH 3.

WTA[RE/R = R LBITAAIREIR ~ A D A THM S £,
ZNENT @~ X, B X LIRS,
HEEDIEGR 1L, BE~ A THERR X5,

AR — MIHKE O B, I —MIETHICERET 5.
TLAYOHNE, RAX—thrba—clihEL Z
ETH5.

FLAYIZ 1 EDOTENCOE 1~ A5 DA, BiED
EFERICEET 2 VThr0@ER~ 2RI TE 5.
WA FOTHAEERZ (1,1) 255, @E<AD
FlERR & 72 2 DI, o B, y BB, H250IEZFD
WAPER B2~ A THE. SVZINUL, o, yE
BERESH 5B FABOEGE, 23T,
A—7 (B BEELZV. FETERWLER X
HIFELRV. SVZIUE, LA YHFE LK~
A% 2 B RN VR D, A2 — b a2 fER
R (EME) 3BT —BICEE 3.

o TLAYIE, UTowFhroRFIREEE-D.

- Wide : K 1(a) @ & 5 12X R Z %IR58,

- Narrow : K 1(b) D& 37V A Y EHLETEMHD
N DOARZ 2R, MOBERE, RKEO—UOREX
DEGTH B, Bz, SH A XDEE, MOBERIZ
31/2=155 745,

COFED S 2T, EBIHEHT 2RISR D IE [3)
CEEMNZ UL [4], BREILIE 5] oIz v TAR L
7. EBRICSI U - HEBRE 1% 20 AT, SHERE XY A X
RFREZLTE L 22355 21 HORE L L4 L.

3.2 HEFdhdbETICKDDIERERDOT R
AREITIE, FIRRICB 2 AT L A ¥ OIEGERIER
THT AHED D FHICOWTIHRN S, FENAE R RN
ZEMNZ, AfECBIY 2 TRIEE) & TR ZEET 5.
Z DEFEIT Wide I ¥ Narrow EKEICHBETH 2. 5
5DEGED, Narrow KB OHFIREEZ A VWTERT 3.
TLAY OB 5 H 25 ANCEH L &, T2
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(b)
IME R L 75 BB A 8 2 5 TRVER~ 206 1 (a) MR
TR, (b) s

X 2

The mapped cells
in the two data.

swap(x, )
)

original data new data

3 EF—RDKHELHE

WERERREAE R~ 253, 1 OTd Narrow 17 FL#iFHAN
H3) ko, TomEEE TREE 35, flzR, X
2(a) TTLAYOEAMCERT 2, 205k GFRRHRD
B85 DATEIEE D DD, T—AAEL OrHMTER
Wiz, AHENSHE S EREREE L 725, —F, L
DI (BEHEROED) 11X, ZOEBERRT 288K~ 20
ETRIZE=DREETIIRW. 2B, Z0 [RKiEEl O
HEZ, BEORRATHLAZEROATITONSE LI
FEEXNWV. 2FD, ZhETOTSLAYOBENICK -
THLNLEREEZ TOIRTEILE Y 02355 T
§, EEHSMEME L TOWIUIREEE LTS,

INEBEEZDAT, LA YHIEITLTERLAM
DB E IR E, REEE @D 2 DU FEi I T 558
B~ & TR EERTS. K2(b) icBwT, I
A Y OBEMIE, 2 DDRMEEZER L HEREINATVWD T
DRI E 2B,

3.2.1 FEBREAE

ZOHEH HFETIE, AT LA Y OSIEERICOW
TFHIT 2. HERE 22013, 3.1 HOERT—205
B LB 0 BGEREIETH 5. IR, G A
M EAT AT BE R I A IC B WT, 20 A 16 AD T LA ¥
PHEITAZEALSE, H7HOREREEE 16/20 = 0.8
L%, ZOBEREEGEYET L0, EHIINETIH
HORHEERE VT Wz [13]. ARTIE, HiicRHEs
BT 2 TTHIEEDM EEZKS. FEEIHW 2R
RO OWTIIATER A1 2SI 0.

EEET—&2 XD, Wide K& 147 {8, Narrow iKB& i
197 HO¥E T —X 2 ZnFUGE N TER. Zhb
DEBF—R1Z, TLAYBREEEOD Ty =
DT —RDAEIENRE LTz, X512, 3DESC
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e e so e ° . ., ¢ .8 .

0.00] Ko o coee me 0.00] %ese = wemes o

0.00 0.25 0.50 0.75 1.00 0.00 0.25 0.50 0.75 1.00
predicted predicted

(a) (b)
4 FHIET M X2 DIBGEIRERO TR (B | Bt
THIME, e SEHIE @ (a) Wide K88, (b) Narrow i

JEREY o FERE R ANF R T T — R EERT 5 2 & THY
T =28k 2 FIC LTz, FEICEPREARR—-ADHL 7 —
AT 4 Y TETNTH S Light GBM[14] %, FEEMEEICIE
RAMREE % FW 2.

T/, FHIE T 1 DO AR S 2 B DR E
BEMNLCTHT 2720, FHTEDORID 1.0 1272 % L 1XR
LRVAICERINZ V. KR HBib$ % 4.1 T, 1

YIRS B FRIN R n fd 2 & =, FTHIEDH
21012743 & 51k EFHWTETRE p; ZIERLL,
ERDANEEHLL TV 5.

i
fpi) = ST o (W

3.2.2 FEER

X 41%, Bl FHlE S X 3 FHlER ERE L 7-E,
M EZ T — 2 6B FERZ & 28ANTH . &
11%, DHTOFER [13] dED7z, FHIME L SHAED — 5
BT ZE (RMSE), MRz 2 D20 TH 5.
RMSE [3/hEWE e, HERBIIREWEE TR &
WZ e EREKRTS. L7z2-T, Wide, Narrow K& b
2, FEEEBIMLEZ itk 2%E, BIXUTFHEDIE
HbZ2fTo/e o ook 2EPR 1 L DEFETE 5.

ATV A ¥ OnBGERER 2 HE T 5720, THlE
A LRHEREEEZHE L. MBEEEELIX, ¥H
WCHWREBEL T EOREEBI L TV 2 02 HEk
L7=dDTH 3.

Wide & 3720 5 HTHIR D72 WEREEICHB W T, &b
BHEEPEVREEIL area (BEE 05) ThHok. FiH
BOFMIIAER A1 TRRTWSE 72D EIET 25, area X
MRS BER R <, FHAFRORICH 2 FERTRER 2T
D~ ZADEE TR ITFRHHETH 5. area DEIVNE
iR, B BEEPMTEILEDTH S, a—IZEDL 5
TV HMLLT B, —JF, area DENPKEZWL
Y, FHCHIRR2 B 2 TlX, Z DYy L <
BBETTHD. ZD=D, area DIEDI/NZ WARIEMERIC
fot < TS ERMER DMK L, fEDIR Z VWA ANLIER - RIE
R b & TEIRFERIE R Vo BT K D,
area DEEMR XN/ L HEHFT 5.

Narrow EE&IZ DWW THGRRD 51bR 2 &, A7 LA ¥

leave-one-out 3

© 2021 Information Processing Society of Japan

R 1 (HFE (13], HREMEZHWEETHE T L ORBE TR
SRR | PRl RMSE  HHEIRE
(HR#E - ERRL  0.29 0.55
Wide PriiE - ERkR L 0.28 0.58
WreE - EREDD 0.26 0.66
(B - EkR L 0.27 0.53
P - EFkiR L 0.23 0.70
WrRE - EFkd D 0.21 0.74

Narrow

Wi (D) EREAMED S TRAAMZESMEmE (2)
T e AWM ERARER G, BT % ENMER D
HBHrFEZD. K51k, WROEBRZDERICICEED
7z, BERE- L DOEAMOEREETHS. HALTIOD
B HEIGD 0.5 KD T —2 %, BEEOBSEN S
¥ IND 20 KiiD 7 — X T ENBRA L TV B

K5 &b, TRAEAHOFEREIGHENT L0700,
U T =D R OE THICEE XN T WS b7z e #
HWTE2. 72, Narrow KEIZBWTROEEELEHV
cos_goal (FEHZEE 0.35) X, THIHMIER T THIUIME
WRELRY, Z5TRINVIMEDNS LS BRIFHHEETDH
5. DFED, cosgoal WIRDEHETH S T 2/RIE, F
HEFTABANE IV A YOMEA (1) 252K 724G
RThHrrsE%5.

X512, K52BWT, TADMEAMINERRERS
& GREHED) WCHEHT 22, WTRDEESOERES
DEWZ 5. Narrow KT 2 BHHICEREDNS
WEHET is_straight (BEE 0.15) THDH, Zhd Tl
EFUHNMERA (2) 2T ORBLUIMERTHE2EER 5.

4. TRAMTLAVICK ZXROHS E

K DERR - G EREMIE, NS LEEEE LT
AMTVLAYERWS., AETIE, 7AMN LA VYOIEK
HECHBEDOER, HEEOFTMTEICOVWTHENS.
£, TR LA YOERIZOWT, FHFIREER Narrow
PIRELTWS Z 2 ICERIRW.

41 ABMSLEZEZELETARILAY

TRV AYOITENE, ZOBEH L & 28~ 2AH
P (3.2 HiTER) THEILEY I TERS.

B~ AR TIERWGEEDOITEIZ 7 L3 ) X 41
IR, 7A3) X451 TlEREEE, AZ—1M2R2T5
ARICRN TR &, TRV LA YOHREMDE ) — K%
o<z, +/—F% RO~ 2ER. ¥£72, TR
F L AR, K6(a) DEIICT—AHARZITWEIHE
FRZ, X 2(a) OFMERIET O & 5 BARMEE TRWVIERICE
TR EH~ 2IBEI LW, 70TV XL 1IZBWT
FRCEELROMN S - 9fTHTH D, &M (D & (2) 1T#H
T 2RMOBIER 6(b) ¥ 6(c) KZRZIURT. TIUIA
fI7L A YOITENC L DIEDT2720EA LIk 2—U R

-195-



© 2021 Information Processing Society of Japan

The 26th Game Programming Workshop 2021

Bt

0.72
[~ 219, 0.75
304 30
] &)
0.85 0.62
34 145
(m) (m)

. (m 0.61
35
> 0.87 57
41
(H) | 2R 7
0.80 0.82 0.58
32 31 68

K 5 Narrow EKEZMRE L, IKORRZ DGR T LICE & D HERE O 7 I8HERE &

TIO) XL 1 DGR TIERWVIER~ 2B 2178
Input: state: 7 A b 7L A ¥ DIRE

1: if state = @ ZEL then

2 ROTRIHET S

3: else if state = RRIER L =0 F TR 2 then
4: IO RICKEEIT S

5: end if
6
7
8

s if CREEE TRWIERZERWZS5 X TO) DilEEIcE W then
1 state < DIERITNS
s else if (1) ARICEEST 2~ X2 =L 2 3 AANCEAT
or (2) BROENETITEILE D THS Z &, HAHH
ATHFAL 7z then
9:  state + WRRIERB LR ETRS
10: else
11: state < EEEHED
12: end if

T4v 2 TH5. FIZIE, & (D 20T, MK
TP RBEDOE TEICREZI LT EFER\V2D,
A ENCBEE S 2 ET B AN HED 2 2137 0@
PARIEMETHS Z L 2 EKRT 5. HHREFERTD, O
IomER PR ECEREIIDE Y Rohkr o/,
FEEICBI 2T 2 LA YOITENZ, ZDoilEE%E
WD TH NP E I P TRR L. B30I EHD TH
72355, 3.2 HioFHlETFLEHWTETORMEE LIBE
DFIRMERZ T L2, ZOMRSHIHEVED SR 5
YR NTERT . ZOREREH NS DO 2 BHED
LA, RO RMEE QMDA E TSR L L
5 2 TERRERE THILED

7272 L, RIEfRES B0 H 25008 mC 2 [\ H LD T
ZITOLAWCRY, 13.2.1 THTHBAR = IER LA RTO T
EDY 0.5 Rz 51X, ZOFHIEZ 0.0 ICTEHT 2] L
S&MRIMZ S, ZoMAEIZOWT, FIZIEAR T LAY
%, b LAEMOHANCHEAZ L LTS, ZOHREEDL
LRBEED AR T 2 TES. 2Dk, X
[\ LD IESEIRE, A7 LA Y is [25 SR E#
HolXw RERYEOY, KDM@ TH > TdEM

K 6(a) DEIICT-ADBRZITVWEHAIIE, FTHRTY 7%
BET—NAANFL B EED.

2 EEHEARNCT R LA YW ANE TR R D SR L .

*3 BRI ARIEMRIETH 203 ARK T L A4 VIR FIT E 720D,
AETHWET AN LA VIR IOERES X TWS.
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6 TAMTLAYOTEEKHOH : (a) T—ADBRZTVS
R, (b) HEOSEICBEE S 288 % LA EICEIO 72 R,
(¢) FEEBDIIZH B LTOITXILE DR Z KN

TRZERHBEDTIERNHCHEH L FER, o5tz
WHT 2Lk £, ZO5%ME% B EOITIE A
WEAS 22, TAN LA YR — Uil ) B 0A]
BEMEDI D % 720D, FRIEMRE ED I AZEH L.

4.2 KEROHZE L £OFHESE

KEEDHG L, 418DT R ML A YRR L RN
T2 20HEED L ICFHET 5. HEIKKDAX— D5
T—WNZEET 2 T TIBERRFISBE nohortest, 7 A
LA XD ZDREE RN ZDBEE niorar, TD
FE® Negtra = Ntotal — Nshortest £ L7 E &, Nextra VYN
WEEHL WK TH 2 L ERT S, £/, TAPT LA
YOITENCIE T Y X LMD D 270, 1RIT TR EE
EEIT L7722 BD negrra DB EERZEZ D L ICHS
EZFET 5. AT, ITo 5 205 E 2 AREL .

o casylowsD (Mewtra DFEME & /), FEHERZE 1 /1)

e moderateiowsp (Nestra DTFME @ H, EHERZE /1Y)

e moderatenighsp (Nextra O TIME 1 /1, FEHERA - K)

o difficultiowsp (Mewtre DB @ K, EHERZE @ /D)

o difficulthighsp (Neatra DOFEME K, BEHERZE © K)

5. KERFHEDMERE RER

TRANTVLAYOFE L -G ED, NI LA vsE
BRICiR Nz & 2 OFGRICGES T 2 DDIREES % 72 D RS
EEEPEML-. KBTI, ZOEBREEZRET 3.

5.1 REBAR
AREBRICSINU7-HERE X 10 ATH S, NIERFHmD
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R 2 REEBOLIEE EBREIC L D neatra DFIE L FHERRE (SD)

€asylowSD moderate)owsp moderatenighsp difficult)owsp difficulthighsp

IE®% mean SD | IHZF mean SD | IEE mean SD | JE%F mean SD | IE%F mean SD

200 194 | 1 71 43 3 53 113 | 4 299 173 | 2 257 180

72 131 | 10 241 197 | 6 243 206 | 7 364 123 | 8 231 162
14 69 44 12 285 114 | 11 195 209 | 13 371 121 17 447 162
18 7 116 | 19 220 137 | 15 135 214 | 16 406 150 | 20 368 200
21 175 151 | 23 228 140 | 24 232 201 | 22 262 133 | 25 265 234
26 48 47 29 178 152 | 27 228 180 | 28 517 159 | 30 104 173
33 27 25 32 235 42 31 314 201 | 34 374 7 35 140 184
Avg. 95 101 | Avg. 208 118 | Avg. 200 202 | Avg. 307 134 | Avg. 259 185

7 BHEERLZEKEOH : (a) easylowsp, (b) difficultiowsp,
(c) H2WEED (b) OREEMNT L & OB

7o, 3.1 HOWERH L I ZRRIEHRE LKA L. AE
BRCf 3 2KEX, ¥4 X% L, HFIREER Narrow I
REL, SHEDIE 3] ZHOTHBER L2, EEBRO U
BEFEC 3 HE DRI R AR L, Kkig%E 10327 A T
LA YHIENTz. ZDFER, Negira DA [0,50) TH
HREEG E % easy, [150,250) THAUL moderate, [350,)
THIUR difficult ¥ L7z, X 51T, Zh 5 O THEMER 2
B AL 7 % highSD, T 7 % lowSD & L 7.
BT L7 easylowsp & difficultiowsp DX % X
7(a), 7(b) KENZIURT. B ZD@EHR~RIZTA S
LA YO Z/RLTED, K~ ZIXIEFEH O R,
AR~ ZII A IERREE P OB TH 5. #BRE 15T 35
DR Z K 2 IR TIEEF TRV, K 7(c) 1&, K 7(b) D
W " B BWHFEPRNT- L EOWPFITH 5. ZAUIER
WROFTDH, TAN LAY ABET LA Y OB AR
W—HLHITH 5.

5.2 REFER

EBREIC K D Negrra DIIE & FEHEFZE % 3R 2 D mean,
SD oFicznZRT. E3FEEHEICOVWT, BBLZ
easy < moderate < difficult 72D, 7 X+ 7L A ¥ OFHf
EANET LA YR NIAERITGHER T 2 Z e ARIB I N z.
F 72, lowSD XK IZDWT Student D t #E (p < 0.05)
1T o 72458, moderateiowsp (& easylowsp & D b FIIE
MREL (p=0.0016), difficultiowsp (& moderateowsp &
D BFEMEHAKEL (p=0.0083), WFNbHTNITH
BENDD ZeRENTz. 2720, ZhsDFEEOH
1Zi&, 7 AP A VIZKBFHEXE 2 540 T0D 6D
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B, easylowsp DFIIMEIXXH [0,50) & b 45 BEKE
<, difficultiowsp & difficultpighsp D FIFMEIZX R [350, )
X043, 91 BEZNZIWVNE L Rote, ZOEMHIZ 5.3 Hi
WICTEET 5.

RIZ, lowSD & highSD KD nepira DIRHE(RZE D 2
WIEH T %. lowSD & highSD 3K # o fZHE (7 7 o 35 fE
122V T Student D t #E (p < 0.05) Z1T o 724G R,
moderatepighsp (& moderateowsp & D b EEHERA DI fE
MHREL (p=0.0142), difficulthighsp (& difficultiowsp &
D HIFERADOFEHEIKRE L (p=0.0057), WIhHR
FHNCHEEEDND B Z RSN,

5.3 REBEREROER
52HIDEEREID, TAN LA YOITENIAR LA
Y DA ZE KL, Z DMEANCHEED < #E5FE DRE
EERTETWSE I 005, £, EHEEFEENPKEN
R EBD N T L A YRN8, RURETH-
THETVLAYVIERL ERIHGE LR L TL £ 5 Al[E
HEDEL RS, 2D, ZL DHHIIBVT, FHEFEAE
NI WEIDREFLWEEZSE, TRAMTLAYIZES
PR 2 DR & AN 7L A Y DR T A5 R K F 215l
SLEZRRVERYEZ 3.

L2L, ANB7 LA YORRIIK LT, AL AY
DEEL X% (1) BRI TV, B2 W0iE (2) N
LTWikg bW onRohikz, 73, (D) & (2) it
W BHMEY LT, FHEFNMCKEDOR DD S Z L
KiFons. i (1) 12oWnWT, ZAUIHIRRER IR L
TW3EEZ . HBREEBRTIX, HIRRREZRT TV
72, FHCHEL WIREEOSGE, -V ETMD BT TS5 —
DI =N IEHE P rroT RN, —F, T
A b T A YHREE R BRIIEHIRER 2 3% 3, 87
T—=LETUDEL EWVIRKEDD & negyrg ZEHHELTY
7o WBRE L IZERYD, TR LA VIZBRZ S KRB
EBHRTETCLE o722 T, (1) MECHHT 3.

(2) 12oWTE, A7V A Yo TEWAA ) TEEWN)
EWVo BT AN T LA VIS K E TN D
EDPEHTHZEZS. 2R, IEFICROVIEMREE - #
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ORI E N LA YBBEANTWE T3, FLAVIZIE
fRis 2 HEA TV B, BRI — 1l b i 2
T RIEMRIE 2 D22 50 v EZEBHESIZRL, £
DI} Newtra DM T ZAHEMEDL D 2. —FH, TA T
AXIZEZE I Vo R OHR R WD, (2) DESBREVE
WOVE U2 e RIS 2. DEGERDIIE 2, TRVWAA]
MEW ) tVwoZz A LEERD ANZ 2D (2) O
fRIMICED 2 L IfF T & 5.

6. HHDIC

AT, LA YE2HARCHEET S RPG~y 7DH
BB 2RO e LTS, AL Ay
D IEEFIENCFE DW= HE 5 R IR L 72
ANE T4 Y OEMIEEETD D EE 2 HWTHREL, 20
ErZE D ANz T A N L4 Y RER, KEEOBEIER
AWz, KBl OERE SR T, 7AMT LAY
M U 72 S R v BRI A 7L A oSBT RIE S
T3 eI,

REFEZ, FEOHGEDORBEIERINE FTTICE
CORMIZELTLESHBENLD D, ZORIFEE L
TH2. SRIZFIEDH S E DRI L HFAERTE 2 &
5, ERGIROREEY HIEYT. /2, BEOH L VIREE
RFEE OB BITO FETH . X512, HRGLAIR
EH LI, M7 AT LREEEL X DEMRS — LI
RFEFEEHEHALTHERL,

HIEF

ARWFZEE JSPS BHiff & JP18H03347, JP20K12121 DB)
KEZF7-bDTT.
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0] %
Al FERHDOEZFICHVWSEEE

D D FF IO EBEL TR Y. EE DL
D [13] 2 SF7IEMEI N REEICIE TREES1L.
HERTEEEX, G250, ThRo1, Ekd2, ki
5 3ICEHIL, BYElLLTW3

e maze_size ! KEDH L X (S, M, £/-FL). S

50, M&S 1, Lis 2L, Bkl T3

o X,y DlEED x, y FERE

TG AHEA T BRI T LA POVl ~ 2

e ent .
DIT .

o exit ! TR L 72 2 5@~ 2D 5.

e exit_up, exit_down, exit_left, exit_right: 775
PORE Z) ent 2R B ANSKRIEE 2D H
ZHES . HBHMAD True T, ZDHM% 1AL
LN =BETYH, Z2DHMANE True DEF LT 5.

e dist_edge_up, dist_edge_down, dist_edge_left,

DGR B HENCD B9 E & DIE
YREEEE. 72721, dist_edge_up ¥ dist_edge_left I%, ¥
BEx, yeRUCEEZZEZNLENTEORD, b HEK
DIRVFHHERTH 5.

e is_straight : ent ¥ exit 2YEHESF D B0 5 .

e straight_depth : is_straight 7% True D355, A H
FCBEfRAR < ™, exit D THEETERL LD ETOD

dist_edge_right :
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*4 Narrow XEE T, AR LA VIZHEREENOEHR2IE T
WA, straight_depth ¥ area, area_sum %7153 2 BRIIIH
SEHAONRS VTV
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R~ A DEEL. is_straight 25 False 725 0 £ 72 5.
area . fRSHIPHICEIfR <, exit DFEITH B EETTHE
RAETO@ER Y AOER. HlzE, MA1HDB %25
mRe L, TAHRAOERERLZTHT 254, R
TEBHYORINZER~ R (T—L2E&T) OEED
area DEY 72 5.

area_sum : S22 5 Rz %, ent BRL S LMD
Seickie < BB~ AL Bz, RA1HD B %25
Ry U, ZiucBiE 3 2 8RERE TRl 2545,
AR BRER TR RSN~ R (- %
Eir) OMEED areasum DL 72 5.

num_branch : fRFIRRE%R Narrow ERE L, H5EH
PHMNIZ 2 2 77 I R O ERL. GRAEW 2 77 I RUERR < ).
dist_start : A X — b2 535 F TOREHE.
avg_step | EHERE D 73 I8 L ELERE S D BB D
. 72T LA YRR Z LA T 255, DR
FZERE DGR EUE avg_step DIEY T 5. KD
IR OEHRD SER X N2 MORHE L IZE R D, K
RHERIZT LA YOBEed LIicfFllang. S
ZVIZERBANZIRRL, ZOMEZEEL TV
REEDE 72 5. ZRDDBGERICEET /1255
WHOBRDP S, AREEZAVS I L.
cos_goal . I iH 5 Bz 2 — LD J51a & TR RIE
e~ ZDFTAID 7SN T 5 cosh. X A-2126%
Y. A2HD B E27IER, GEI—LE L, exit
WIS cos_goal DAL cos30° ~ 0.86, T A M
5 c0s300° = 0.50, A5 cos210° ~ —0.86, L
FiT172 5 cos120° = —0.50 £ 72 5.

cos_start : 770 & A7z A X — b DJjIE & T
GBS~ A DT AID AT AL T S cosd.
general_direction : i FLIKFE % Narrow ¥ {R7E L,
exit DFEITHE BB DK ERITH. Z OFEREEFT
H3 55 Z2T, FEREIR, exit DFEicH < HAFHFMN
D~ X HiIRE Y THREDH I AREEZ 5. %
72, MEEDIEMELZRO 27-0DEM D £ Dyp
ZBAL, VIV ZXL2%ZHWT Drg & Dyp %&t
HT5. Do BIEETHNIEAIMZ, BETHIUL
ERMZEMEE §5. £, Dyp PIETHNIX
THAM%Z, BETHIUI LFMZERMHEICENT 5.
Drg & Dyp OHMER T ZELE L, HDOKEWEE
WCHIR T % &M% general_direction DIEHY T 5.

il 20X, A3H DB zlKkHE L, THRED
ERERZ TS 2HE, Dig = —1—-1= -2,
Dyp=1+1+14+1=4RD, |-2/< |4 & 57
&, general direction \Z T /AL 72 5. %, HTHD
EIRFERZ TR 2358, Dogp=14+1+35(1+1) =3,
Dyp=3(14+1-1-1)=0t%kb, [3|>[0] %3
728, general_direction IXE /AL 12 5.
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/. I/I”
4

A1 FE area ¥ area_sum O

B
A
30°

300°

T G

A2 FiE cos_goal D

A-3 Fi& general direction Dl

FILTdURXL 2 Dr & Dyp DFHE

1:
2:
3:
4:
5:
6:
7
8

9:

10:
11:
12:
13:
14:
15:
16:
17:
18:
19:
20:
21:
22:
23:
24:
25:

Dyp <0

Drr <+ 0

S« {} /J/ EOREY

v b—F/—=F /) 5B

r1

S.push((v,))

while S 224 TIER W do
(node,r) < S.pop()
for all ¢ < node ¥/ —F do

d <+ X T node 205 ¢ R EDJ5A
if d = F then
DUD < DUD —1xr
else if d = T then
DUD < DUD +1xr
else if d = /£ then
DLR < DLR —1xr
else if d = 5 then
Dir <+ Drr+1xr
end if
if c = TFRELETEROHFOHIA then
S.push((c,7/2))
else
S.push((c, 7))
end if

end for

26: end while
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