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Abstract

While doing games, units have to find goal. And according to algorism, there is great
difference in time and distance. In this paper, the researcher compared and described
characteristics of each of the improved algorism and A* algorism by giving depth—first
search, breadth-first search and distance value and then argued algorism. In addition, by
actually calculating the presumed value in A# algorism, the researcher finds the most
improved value.  Finally, by means of comparison between A* algorism and other one, the
researcher verified its excellence and did simple path—finding using A* algorism.
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