Bt EE %

7.2.1 FA2RES

FHHEHREEE B EEIRE & TEM B TR SRR RS RA R
REXRHARLBOB L BRHN 2R T FRaAES  EEARTRRN LN
AOBEER R A ENEL B MERERAITREATHTXAREELA BN %G - AR
BHBE ABLERAN TRAETANEHEHEARE: HLAEHAGRAERRKN L
DHERESLERKX -

MRS S
B

B AR

(data structure)

(algorithms)

ARBORHFZEARAR  BLBRGMAMY - RETEITRAMELT AN RHA
o RAEATMHALE RL2ARTAEHEHBEELL THKRE LS a e
B EREBHRRAT RS AHEAREA -

o F K AHREA X
Data structare; Algorithm:
. Recursion
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AR RN EEHEHLE $ 7 (Linked List) ~ 3 & (Stack) ~ 17 %] (Queue) -~ # @
(Recursive) ~ Btk &4 (Tree) ~ EH3EAF (Sorting) ~ 4 % (Search) -~ B#5(Graph) ~ #v 5
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RlARGEHRLERGTEHLEEPEHREZAOM®A -

Topic 2 #EFIARE LRI S > SASEE7HETR BRI HFHEHRLERAER
b -

Topic 3~ Topic 4 : 3 BPFF| R AEMRAMATHEH € F B LR E5] 69 &R K -
Topic 5: N@B KBy X3 UBHBEHEETER -

Topic 6 : HFXEABHKEEK —RBAOHBBN_AHO X AR THTARBD & F
MIANEEGHRE, LEARIAELRETABE KRB ROTRE UE L OKH -
Topic 7: BEHBFANE  ANB R FTRANAF I E  BE2F TREBRRHF T 6
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Topic 8 FHEH - ANLBTEHHLRAXRTAEEARRLS  RATFT LHRBBAEH
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%% 7% (Hashing )

EE AR &
B R o & Rk
B EHEH
%8 3 46 . (adjacency matrix)
%73 & 7 (adjacency list)
Ao [B) 6 AR 446
SR E 3
J& B & % 7 3 (Breadth First
Search,BFS)
R B 4% 2 & 3 (Depth First
Search,DFS)
#% 5k #1 ( Spanning Tree )
i 423842 ( Shortest Path )
334 (Topological Sorting )
B 423442 (Critical Path )

® %4 Dijkstra FE xR Ban%
18 o
o KA -

> WA

m}

A—’Ef—/? %—a’&%‘ 5| — * Minimum
Spanning Trees (Kruskal and Prim
Algorithms)

2 ERFEEETH =

o RIERR B &

(Divide-and-Conquer Algorithms)

L 4 o RAERR R Bk AT

L 2 > RIERE B R —

Fik
RIREE AT =
B

& &% H % (Dynamic

Programming)

2 8RR EEE R

2 BREMEREERTH — ¢

Knapsack Problem

. Huffman
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Bt

#

HE

® T4k Game tree

20

65




4

SRMABFALT = -
Matrix-Chain Problem
A %% MEE & (Branch-and Bound)
o X RE Bk ey Ad
S XHEREA LT H—  Game
Trees
mRBREEETH =
3-Coloring Problem
# % 3% B 7k (Probabilistic Algorithms)
R Bk A
%% Bk F 5] — ' Randomized
Quicksort
BEFEETH = ' Random

Search

A ﬁ—
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