






Will "fan out" from the 
beginning of the maze 
(tracking many routes at 
once)

Will go down a path until it 
reaches a dead end and then 
search from last-seen 
branching-off point

Prioritizes based on  
distance to the end -- turns 
out to be fastest for most 
mazes

A note on how these mazes were labeled: the number represents the timestep when that cell was *added* to the 
toCheck stack/queue/priority queue. Neighbors are checked in the order right, up, left, down (a different ordering 
can result in different numberings/traversals for the mazes). For A*, Manhattan distance is used and ties are 
broken by considering the cell that was added to the PQ earlier (has a lower timestep number). Colors change every 
20 steps.
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