A* Summary 

A* is Dijkastra’s with the evaluation function modified to include a heuristic as follows:

f(n) = g(n) + h(n)  

where g(n) gives the path cost from start node to node n (as in Dijkastra) and h(n) is the estimated cost of the cheapest path from n to goal – usually the staight line distance. Thinking about this we can see that f(n) really gives us an estimation of the cheapest path from the source to the destination whilst going through n.

Several heuristics can be used, commonly h(n) is the straight line distance from the node n to the destination node, which will guarantee never to over estimate the distance. This distance is sometimes called the Euclidian distance.  


									

Optimal, guaranteed to find shortest path. Mem req – biggest shortcoming for large search space - exp growth in search time and mem for large spaces. 
Graph can be stored/ pre-compiled if world environment is static.  Needs to be re-computed if dynamic – e.g rock slide, door locks, network node down, etc.  This takes time if scripted.
Graph structure described – how nodes/edges relate to search space, etc.
Priority queue used to keep shortest distance to next node at front.
									

