2 AHEHRRE K

7.2.1 RERITELR

TEHEBEEE S REE SRS LR B E SRR RS R AR
Eﬁi“ﬁkﬁﬁ%%ﬁuﬁ%@ﬁﬁ AR T FRARMAS  ERAHBRAN - AR

FHBEERRH L EAEL  BAMEARAZENRATARAL LA EVM A - AR
BOBE ARSAAS THLETAOTHSHARE: SR EANER LR L
DR L& LHEX -

SRS
A

LRag -t

(data structure)

FRRR Ty ik

(algorithms)

AREHRHEERRAA > BLRRGPAEN RETEERAAL T AW E R
WoRABRARERLE RLEETATHEHAFEL - TAKRE & 300 5 60
B BRPABEAE RN A BEER -

FHATF R RHAZH A
Alporithm:

Data structure:

List
link-list
SR AR Stack/Queue

F

Recursion
Sorting
Searching
Greedy method
Divide-and-conquer
Dynamic programming
Branch-and-bound
Probabilistic algorithm*

h 4

Comparison
(examples,
exercises &

homework)

Complexity
analysis

HF R
ARHNEBR  LELAAPTHEATAGAHERARE:  LEBALHEGE
AARARM LR ES A AKX -

W AR RETH A
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FRENRHFETRAA  BLBROMUERHN - B2 P ESH AR L E40 0 8mm
o RORXAKARLE  RLARTATHSHBREL - RERT P LRt g
TRARARBAERAS  OBRABER ARBETY > ALK MOBEH B E
A6y S0 » AN B > R EHLERERT BH -

% B AT 69 R A 04 B ko T BB AT

| mama
A
W

PR - R RTH A AT KM ARLILE

WEAE
ARBYNETRESLE S 7 (Linked List) - # £ (Stack) ~ 15 7] (Queue) - & @
(Recursive) ~ #fik &% (Tree) ~ F## 4 (Sorting) - # & (Search) ~ B#(Graph) ~ 4= 5
ARG HEEE -

Topic 1@ REBMEEF » UARAF MM RATHENENE - EE a1 i U4
RARGRMBELERSEHEHFTHERH WA -

Topic 2: WM e BM L FREIMLE  BARL EFATR LR LN ERT R A
G4 e

Topic 3~Topic 4 : B RTFINLHEVRMATHEM » L ES s L E 7 0 & 52 o
Topic 5: N8Bk UHBEIHLELER -

Topic 6 BXEABREME — M OSIE BN TME L8 > BR BT SE M
RGNS RE, LEARSAZHFARAMA L EHBEOHRD B L IR -
Topic 7: AMBAANE > ANB—LEAGMAEF L BLETHRESERENS L
BAEMBAZES BFABORLT RS BRBEENBESHS YRS B ELE -
Topic 8 : EHBM - ANBTEHMNTARATHEARRAL » UAF LR EBIEN
HMRALER -

Topic 9: N8R SHEEEE  BRERBYER -
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722 REREH

. M 7 4 AL BT 2% SR TR e ey R
n REEFHER

L HAE &7

¢ R ERENSHRIERER
u MERFNHER - £ L HE

BIEA ~ EEERI - HIEHRE

= FEp i & Flagibig

AR S FIRESR S AN
k- MERAXBHANSE 1L
BEARE ST RIER R
FIRHEHERS -

MAAXRKHERLE PFHEE
EE -

Core Knowledge Programming skills/LAB B £k
1. FHEHSBmS 3
u AHAER ® K 4EHM 100x100 4
u TR ERaRER ERRERYH
4 EATFHAUE - FA-XH-F £ -AEAEHERLB0 A
L3 53 2 K AEHS O(HEE
4 MAPEHDE - By - 44P Ri) -
5~ e 479 - BH
u B e - B -RA MY R
PR
u BHEHE + HEE = 24
] HER AR
* PATR S
* 1 A =R Y
= AHEBAHER
u MELAHER
= R ERGETE)
[ AEM T A > HBPRBEH
OB REAAR G ERESE HEAH
TREATERERGTE -
] EHEBEAER
= BYRIAE R A th & B & Big-O &onik
. ETREHEMRAN  FHASKLHEHE
8 0 RS
logn<n<nlogn<n®<n’<2"
2. hkEE $ 7 3
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SR 4L & 7 63 4

L BREREE ST

L 4 paol XX BT

* ERBESMLEE S

L R R

A ER
MBHRKRER
MR TAE
L 2 R RIS
L 4 Mats & 7|
RO ER
* 8142 X oy PLIR )
* FHEAiraka
BEAEHME - EHATRERE
BRAEE

® FERABRBGAETHAEEAY
{4 -

4. 4731

175t %€ &
T R RER
RAEATFIRBERAT KA
2 5 4
L 4 Fatsd $ 7]
e kAT 71
17 7
TP R - BEZMA

® FTHHHE R

5. #38 (Recursive)

#EeE R
Pl 10 930 [ e M R Bk 0 LA AR
% (Factorial) & ¥ %
* PATIR B
¢ 18 308 78 7 R

® R AuEiE e B R AR R
(Factorial) :#H -

6. #idkeig

® FTHh-_anetw -

B e & 4

® F1E AVL # -
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63




A REHEFER -
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Z AR ERME

B SEE T X
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A F B
kel - EEXRE
ZABIEIEREE ~ TRA £ E4a
AVL #

m Y FER B H#

Huffman #¢

7. AHHEA R

L R 2 BN 2 4

AR E R
SRR Ak
AR ¥
EEHA®
Sl ¥ Y5
MedkBEA Tk
Pk BE Ak
s 80 HE A K
Rt FE 7~
BHYEF ke
HWEHEE
ARAFEHRENNF
Vi Pk iy
S %
MBI Tk
FI SN EF
H#ES
= A F R I

B #ey % 3|

® FTHTI—#HIA - THkoa

FR o ST HERR GBS -

* RBBER

®EFHA

& —THHHER

R

& Bk kA

* SUHHEA
FHTFH—#4F-Tikoa
FREATKHEARRNEE 2
EREEHEH - i BHA
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* BRAE
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$8#%7% (Hashing)

e xR
BRI E S
FOTEHBAE L
#7834 46 % (adjacency matrix)
%73 % 7 (adjacency list)
Hu Al B b HF e 45 1
B R & & oy
Jk B & % 7% 45 (Breadth First
Search,BFS)
R B4 % #& 35 (Depth First
Search,DFS)
$#% 5k &t ( Spanning Tree )
423442 ( Shortest Path )
YA
LE: T

L 2

( Topological Sorting )
( Critical Path )

® R4k Dijkstra FH: s
1% -
® TR -

9. BAH ik
u A3 EE L (Greedy Algorithms)
ARG LWy hA
AAFEE LT —  Minimum
Spanning Trees (Kruskal and Prim

4
¢

Algorithms)
4
TREBRRE &
(Divide-and-Conquer Algorithms)
* o FAERRIE Bk e # b
L 4 TREBRREELHI—
Fik
SREBREE T =
Frik
&R 8% Bk (Dynamic
Programming)
2 BRERBR B kM
* BERERBE AT — ¢
Knapsack Problem

\ 4

FEFHE AT =  Huffman #}

PR B

® ¥ 1F Game tree

20
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L 4

L 4

L 4

\ 4

4

*

*

BERINAREER =
Matrix-Chain Problem
4 % % Mg Bk (Branch-and Bound)
o TR ok gy A
o X RMGE A — - Game
Trees
FEBRBEEETH =
3-Coloring Problem
# %% B/% (Probabilistic Algorithms)
He R Mok e A
% 8 85 R 7 — © Randomized
Quicksort
#EFEEEATH = ' Random
Search
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