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ABSTRACT

This paper describes the development of an optimal 3D maze path game as web—based game
contents. Client user using web can access and run java applet program with download of java
byte code with the independence of hardware system. The optimal 3D maze path game
developed in this paper consists of random maze path generation module, selected path input
module, weighted optimal path search module, and path comparison module. It enhances the
cognition faculty of game users with the comparison of the maze path searched by optimal
path search algorithm and the selected maze path by game users.
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Algorithm Maze—Route(B, s, t, P)
input: B, s, t
output : P
begin
plist = s;
nlist = 0;
temp = 1;
path_exists = False;
while plist |= 0 do
for each vertex vi in plist do
for each vertex vj neighboring vi do
if B{vj] = Unblocked then
Livi] = temp;
insert{vj,nlist);
it vj =t then
path_exist = True;
exit while:
temp =temp + 1;
plist = nlist;
nlist = 0;
if path_exists = True then backtrace(L,P);
else path does not exist;
end
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