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Aaud 1 (17 Azuuy, 35 Wai)

N1gLLNLENWALLBTUE (Divide and Conquer)

v
1. ADBLNEUANNITVBIBANEINNULLL Divide and conquer Wazasunad ndunaunaniazlsting uay

Wanmaetedanesninwuy divide and conquer Al TunsufitToyvnfetnefitlsz@nsnn (5 Azuuw)

2. 8anesnu A uaz B Muannns Divide and conquer lunisufitfymiadinanile Adnwuzaenig
NNULBIBANBINNASE
Algorithm A. ufitfyyauia n Teanisutiailu 9 tymdesauin n3 uasuftymsanisizandn
(recursion) uaznasanAmauaeatiymees1dinan on?)
Algorithm B. ufitfymiaua n Taanisudaily 2 fdoywidesaua n-1 uazuftfymisaanisizandn
(recursion) wazn1ssanAnaLtastTymeas naiuaiasi 0(1)

= al a " o af :: dl
AIUHUANNITNITAEULNA (Recurrence relation) 48IANUBNDANATNNYNGDRY ( {(n) ) INDBUILIRNUDN

danesnnlugy Big-O udaufFauiisudndangiiulaiss@nsnmidanaiandaiy (6 Avuuw)

a ¥ oA a & o o = = 2
n%ifﬂuiﬂiﬁﬂ‘ﬂ Tﬂmmmﬂﬂﬂiﬂﬂﬂnluﬂm‘mu!Laz‘wnﬂﬁniﬂuwudmﬂmiﬁﬂm




ARauda 2 (5e)

3. antloyminisiaan (Selection Problem: select the k-th min) finslddaneiiu QuickSelect 4l

WanNN1s Partiton uideyalagldnauiu On) wardaunisnsi tn) wesdanssnuilludnmuy

= o

ANNANRUSABWNA (recurrence relation) a3l AMNANNTAINA1IRITATIZTRAINITNe UL

U

] i
Sdad

Big-O 'lum‘mwm‘mm(best -case analysis) WAy mmmmmm (worst-case analysis) ?Jm'aﬂﬂﬂ‘a‘vmu

(6 AZLLLL)

= |
gl R i

Partition () }
m-— d’) u[mu [Ilﬂu max( #(m — 1), {p —m))
-z 'P —p—

;(rz) = max( {m — 1), n—m)) + O(n)

t(n) = max( t(m-1), t(n-m) ) + O(n)

/****************** quﬂrﬂuﬁ1******************/
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AAUN 2 (23 AZUUY, 50 WNT)

Dynamic Programming Algorithm

1. ¥aNN19284 Dynamic Programming Annsaanisufitfoymnlusneeus Top-down 1iia Bottom-up a4

AsUNaNadIL (5 AZLUL)

2. funlsrAvavAunuYde Binomial Coefficient Hilenussil
1, k=0ork=n
C(n k)=
Cln—1,k—-1)+C(n—1,k), k<n
for0<k<nandn=0

ATEusanaInud mIuN19A UL C(n, k) Ineliuannns Dynamic Programming (6 AzlLW)

a Y oA e a & o a & 4
nosalumsaey InpvumdelSuanlusisiniuazinmsFounilanamsdnm




3. Container Truck Problem (12 AZLWY)

= o :ﬁj a v v . aa v tdly
H3nuITNAUNIN UssqEuAlHiENIRIgean Vm (max volume of container) HAANRBINTUTIY I
FOUITVINAUIN 1 TU WARTFURLENIAT v1,v2,...,vn Uay Hwmin wiw2,...,wn mua1aL Tunng

TUAIAUAITETOLIIYN HEuUNITTUALLsuRs iumineesduA N ussyn (inunas dsiunu

'
vy

] = v ada a ¥ > v dl 19 ¥ 9/0” o a
gugann) Aefaandanisussqdui IilfunningamnuiBuinsassoussyn wslilfuminaes@uing
n: dl' ¥ o v aal voa Yy ra ad a v
wniigaia il szudasunu (auyiidrinduindiBunssuliinuanug amnsondsussqduanlusn
15idun)
a3l% Dynamic Programming & wsuufitfoywnil (Hint: 0/1 Knapsack problem)
3.1) nnuua Wigtuuuresnawatpeanied x[7...n] e x, iAniu 1 vize 0 (munsdadenvsaliiaen
Auknldsnussmn) aadauiariduqailszasd (Objective function) uazdaula(constraint) a9l

(3 AZLLUY)

3.2) aiTluAMNANAUS A 8UNinT89 Optimal substructure a89tftymiil (3 AzULL)

(Hint: M(i ,j) =72 )

a ¥ oA 1w a & o P 3 5
nﬂiﬂ1uﬂ1iﬁﬂ‘u TﬂHﬂluﬂTﬂﬂﬂiUﬂﬂiu5"]U?ﬁf’]ullﬁzﬂﬂﬂ'ﬁﬁﬂuﬁuﬂﬂ'lﬂfniﬁﬂlﬂ



3.3) AUTLUBANSINNINENIIIOLIIVNAZLTIUMINAILAgaTHvin1e (Optimal solution) (6 AzWWL)
(Bonus: mnasnsamaulafaadnfiasussquasdulating avldazuuuia)

(Hint: ContainerDP( v[1..n], w[1..n], Vm) )

/****************** Qumﬂuﬁ2******************/
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no3alumsaey InviumnedsuanlusieiniluazinmsBounilamamsainm
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ARUT 3 (20 AZUULY, 35 W)

Greedy Algorithm

1. aeszydngnyisena (V wse X ) luusiazdiesialiil dAuiudanasindasiuu(Greedy algorithm) uay

Dynamic Programming (6 ACLLUW)

Greedy Dynamic Programming

1. VuhitTeymniilu Optimization problem

2. eyl Optimal substructure

3. laAmauilu globally optimal solution taN®8

4. ufitTeywtn 0/1 knapsack problem 14

(51 LLﬁﬂq.,JWl fractional knapsack problem

6. wiitleyminsmaunizany16a (s9m159)

2. flgwnisidaniiangsy Activity Selection (14 AZWUW)

aa ] dl } 4 o v v d’ = A Q. 4 q’, 1
fifanssu n atia(al,a2,...an) Nieensdanliifias il insaesnanlinubusiuwariugausias
Aanssadlu s7,52,....sn uag f1,12,...fn azidenianssuet W s lilAduuRanssunnign Tneildiies
TaimdaNaiu (1 81 fi <sj @mnraaananssy i uae j 1#)

2.1) asabLnauannawitloyun Activity selection fiagl Greedy algorithm (4 AZLLW)

a Y A o a & o a & 7
no3alumsaey InvdumielSuanlusiwiniuazinmsizounilamansin



2.2) anfieyasratnilyminisidenianssy Addineaell @eyanaiBusivuacdugares 10 fanssu
a,, ay...,3;,) WIIAMIURANITugeaaniaanfiduinle uazsiasdenianssulatite (10 Azuuw)

Activity Start time  s[7..70] = {1,4,5,8,6,9,7,4,5,2}
Activity Finish time f1..10] = {6, 5, 8,11,7,12,8,7,6,4}

/****************** qumauﬁ3******************/

a Y oA @ a & o a =1 2 8
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ABUN 4 (30 AZUUL, 40 UNT)

Graph Algorithms

1. 131 Graph Corporation #iana17vinnisnszaneatlu 6 1as (ANNFTe1He3 AB,C,D,EF) §

¥
]

. o ' = = dll . ) = A @ oA o o
ixﬂ:WNiszLNmWN’]m\iu ( X “N']ﬂﬂ\ﬂﬂuﬂuumﬂﬂm'ﬂ?zuqqqLN@Q“T@LﬂuLNﬂQLﬂﬂ')ﬂU)

City\City A B C D E F
A X 10 20 2 X 3
B 10 X X 10 4 X
C 20 X X 5 X X
D 2 10 b X 2 8
E X 4 X 2 X 5
F 3 X X 8 5 X

auiligugll Undirected-Weighted Graph unidiayalunne1adinasiu (5 azuuu)

O,
@ O,

© O,

2. 1AInana fdnineulng) (Head Quarter) Aitdlas A Tiwszazniaidungalunisitunisaan A

Tdfaileasiner sisuan foymilAe Single-Source Shortest Path ianunsaufléifaedanesinaedian
@m91 (Dijkstra’s Algorithm)
2.1) Dijkstra’s algorithm saifluganasfiuuuule (asnaxdiangn) (2 avuuw)

A. Dynamic Programming B. Greedy C. Divide and Conquer D. Sorting

a Y o oa @ a 2 o P =2 =3
nﬂiﬂ1uﬂ1iﬂﬂﬂ T'VIB‘U‘LW’I1ﬂ0ﬂ5ﬂﬂﬂ1u5'lfJ’.l‘)ﬂLlLlﬁzwﬂﬂ']ilﬁﬂu14uﬁﬂ"lﬂﬂ15ﬁﬂ'ﬂ1



2.2) aquandaannnaessanasnuil (anasnuildlilarunmuuules) (3 Azuuw)

2.3) aauansinAnlagld Dijkstra's algorithm wszaznendungaann A Tldatusinelunaw Wideu

1
=

szagnafinn il lulu(vertex) TananueEusiu Wawmnladu infinity andudu A (aaGusiuiy
Aud aagUnswuansmsiaauulasindeyaresusiaziln uazagUandineldsrazndungainlsluus

aztlunaz 1 ddule (20 AzLWL)

a ¥ o A [ a & o =) & 10
no3alumsaey InvdumnediuanluneiniuazWnmsSounilamamsnm



ABUN 5 (15 AZLULY, 20 UNT)

State Space Search and Complexity Class

1. lwiBnfianiue (state space) Ml binary tree A1n3an1sAULE)HANUE (state space search)

J ]
P

sl A8nslefidsrAninwanfigailannaurestiymetituualudngs wmszimgla (3 Azuuw)
A. Depth-First Search B. Breadth-First Search

C. Backtracking D. Least-cost Search

2. NM3AUMIAag Depth-First Search iU Backtracking wiauviresnenuetngls uuulatidss@ndnanw

WINNI (5 AZLUN)

a N TS a & o a & 12
naseﬂumsaa‘u Twy‘uumﬂaﬂmmniui1m‘muuazwﬂﬂmsuuwuqmﬂmsﬁﬂm



3. A unsdanguANdudauaelymdunisAuan audaudasiuuazeiuiuaung
Tnedarvaanguiloymn (problem classes) finliil P, NP, NPC, NP-Hard Wazanausunwidnuans

nauleymIAINGaD uu@uuﬁjmﬁdﬁ P # NP (7 azuuw)

a oA o a & o a & = 13
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