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Game Path Finding Algorithm Based on the Optimal Path Storage

SONG Guang-Tao"?, MA Yue?, LIAN Dong-Ben?, SUN Yong?

!(Graduate School, Chinese Academy of"‘Sci\ences, Beijing 100049, China)

2(Shenyang Institute of S:omputing Technology, Chinese Academy of Sciences, Shenyang 110168, China)

Abstract: Researc_hing some path finding algorithms used in the game, as well as some of the features of game path
finding, and giving the routing algorithm based on the optimal path storage. Storing part of the optimal path through the
optimal matrix to reduce the large number of repeated path computation, and improve the efficiency of path computation
in the game. For the role movement in game scenes changing the state of path points to pass lead to the optimal path of
the optimal path matrix invalid. Path update algorithm is given to update the optimal path of the optimal path matrix. As
map path points become larger and larger, map paths are divided; then paths are stored for each sub-block using the
optimal path matrix. L
Key words: optimal path; path update; game path finding; block processin '
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For k from 1 to NODE_NUM
For i from 1 to NODE_NUM
For j from 1 to NODE_NUM
If M[i][j].mLength > M,[i][k].mLength +M,[K][j].
mLength
{M,[i][j].mLength = M[i][k].mLength + M,[K][j].
mLength ;
M,[i][jlmPath =
mPath;}
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