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3.6. Heuristic Functions

Heuristics for 8-puzzle s#m#ESINE L=

To find shortest solutions by using A*, need a heuristic function that are two
commonly used candidates.
ZRAME R B REERNE, FE—TEBEANEH, BEEHEMEE.
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h, = number of misplaced tiles = 8.

EAEHFINE
h, = total Manhattan distance (tiles from desired locations) = 3+1+2+2+2+3+3+2 = 18
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3.6. Heuristic Functions

Search Cost #Zm

Search Cost (nodes generated)

d (depth) lterative Deepening Search A*(h) A*(h,)
2 10 6 6
4 112 13 12
6 680 20 18
8 6384 39 25
10 47127 93 39
12 3644035 227 73
14 - 539 113
16 - 1301 211
18 - 3056 363
20 - 1276 676
22 - 18094 1219
24 - 39135 1641

If h,(n) = h,(n) for all n, then h, dominates h, and is better for search.
# X T HA#N, hy(n)=hy(n), Mh, £ Fhy, ETh,EEEH %,
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