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|- Backtracking et Glouton
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Pour un méme graphe (taille : 21x15)
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lI- L'algorithme 2-opt

1. Présentation
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Fldef runZopt (mazeMap,plaverlLocation,pieces0OfCheese, timeRllowed):

2. Implémentation

improvement = True
bestRoute = pieces0fCheese
bestDistance = totalDistance (mazeMap, playerLocation, pieces0fCheese)
td = [kestDistance]
te = [0]
tl = time.time ()
while improvement and time.time()-t0 < timelllowed/fLl000:
improvement = False
for 1 in range(len(bestRoute) - 1):

for k in range(i+l, len(bestRoute)):
newRoute = swap2opt (bestRoute, 1, k)
newDistance = totalDistance (mazeMap, plaverLocation, newRoute)
if newDistance < bkestDistance:
cd.append (newDistance)
te.append({time.time (} -t}
bestDistance = newDistance
bestRoute = newRoute
improvement = True
break #improvement found, return to the top of the while loop
if improvement:
break
plt.plot({te, td, color = 'r', label='Distance totale & effectusr')
plt.xlabel {("Temps")
plt.ylabel ("'Distance')
plt.legend()
plt.title("L'amélioration de la distance en fonction du temps™)
plt.show()
return bestBRoute
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L'amélioration de la distance en fonction du temps
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L'amélioration de la distance en fonction du temps
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3 — Amélioration 2 opt-sort

Sans boue, sans mur
Avec boue, avec mur

9x9 Random Imp. Rd BFS Imp. BFS  Dijkstra
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Imp. Rd Random
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Dijkstra
15%15 Random Imp. Rd BFS Imp. BFS  Dijkstra
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Imp. Rd Random
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Dijkstra Imp. BFS

Dijkstra
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L'amélioration de la distance en fonction du temps
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lll - Limites et améliorations

L'amélioration de la distance en fonction du temps
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La progression du temps du preprocessing (2-Opt et 2-Opt
ameliore)
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reedy

core: 4

Moves: 4§l
Miss: 0
Mud: 22

2optsort
Score: S
Moves: Gl

Miss: 0
Mud: 22
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