Pebble Covering D OO0 000 OO

oooo t 00000 {00000 00000 §
t00000000000o0o0d 10000000000000000

1 0000

0000000000000 000000000000 Laman 00000000000 Laman 0000000
0o0o0oboOooo 2n—-3000000000O00000O0DOOO0 [1,Q]DPebbleGameDDDDDDDDDDDDD
0000000000000 DLO00OD00DOOLDODOOOODO 1o

Pebble Game 000000000000 Pebble Covering 00000000000 D0ODOOOO0OOODOODOOO
0000000000000000000 Pebble Covering0 000000000000 0OOOOOOOOOOOO
0000000000000 DO0000DO0000DO0000DDOUO0ODO0DDOOOoOoooOoO 1o

0004 Pebble CoveringOODOOOO0OOOOOOOO

2 Pebble Covering 000 00O
2.1 Pebble Covering

G=(V,E)DOOOODOOOOOOOOODOOOOOOD 200 pebble 00000000000 DOOOOOOOO
00 pebble 000 O Pebble Covering 000 [1]0

e J00D0OOODODOOO pebble0 00 D0OOO0O0DOOOODDOOOO
e JJODOOOO pebble0 O OO

000 GODO FO0O0ODODOODOO000 2000000000000000000 GOOOOOOO Pebble
Covering 0D OOODOOOD|E| <2[V|0000 pebble00000D00O0D0OOPebble CoveringDOODODODO
pebble 0000000 D0 [1]0

0000000000 nO00 20 Pebble Covering0 00 0000000000000 OOOOOOOO pebble
goboboooooobooboooobogobobobooobogoooobooboobOoboo20b00bobobooooDobOoboo
gbobooooooboobobobooooon

22 ODODOOOOODOO

221 00D0OOO0OODOOODOOOO

Algorithm 1 000000000
1: 000 n0000000000 () =n(n—1)/200000000000002,000000000000

2
(n=1)/2
(""" poo
2 00000000000000000 22000
3 0000000000000 20000001000000




222 0O0O0O0OO

00000000002 0000000000000000Pebble Covering0 00000000000000O
ooobooooobooooboooboooooooooon

oooooooooooooo 2n000000000O0C0COO0OO0OODOOOOOOOOCOOOOOOOOO
20000000000000000000C0CC0CCO

Algorithm 2 00000000
1: (DDDD)DDDDDDDDDDDD.

22 00000000000

3 gbogbooboboboboboooobooobooobooobooboboboboboboOobUb e O
4 o<L10000000000CO2000000000D0C0O0ODOAO
5
6

:a>2000000000000 (g)DDDDDDDDDDDDDDDDDDDDDDDD 20000000
00000000000 00b0 1000000

23 DOOD0OODOODOO

godooodoooooooooodoooood0oooo0ooDoO000ooDoo0oOooDooDOddOn > 10
gobobooooooooobobooooboooooboobooboboboboboobooboboboboboboOooo
goboobbooboobbooboobobooboobbooboobbooboobboo

231 00000000 (1)
0000000000000 300000000000000000000000000000000000

1. 0000 1000000000000 1000000
2.00002000000

Ol0o00o0o0o0oooooooooooOooooooooooboocoOoOoooooooooOoo02000000 200
ooobooooooooooooon

goooooboooooooooooooboooOoOoOoOooOoOoOobooOoOoOoOOoOobObOOobObO0oObOOoOoDOboOoboo
ooo

232 00000000 (2)
0000000000000 3000020000 200000000000000000000000000
ooo

1. 00020000 100000000000 100000
2.00020000 200000

oloooooooOoOOOOCOODOOOOOOOOOO0 2000000000000 O0O0O0O0O0O0O0OOO0OOO
oooooooooooooooooOo 20000000000000O0O0O0DOOOCCOOCOOOOOOOO0OOOO
oooooOooooooboooooo200000000DO0



233 0OO00DOOOOOO

Algorithm 3 000000000

1. (0000)00000O0oOoooooo

2:

ooooooooood

3: 00000000O0O00COOO000000O0O0O0DOOO0CCOO000000O0O0ODOO0O0C «cOO0OO0O 20
o00d0000DO0OODOOO cOoOOOd
4 a+b+c<10000000000002000000000000000
5§ a+b4+c>20000000000000000000O0000ODOO
e o JODODOO ZDDDDD:(;)DDDDDDDDD 100000000000 Pebble Covering 000 O

(50000

e 00000 200000:(5) 000000000 100000000000 Pebble CoveringO 00D (

gooo

e cOODOUD 2000D00:0T0DODODOUODODODOODODO (S)DDDDDDDDDD

)

e ¢ 00DDO0O0 100LO0DDO0OD 100000:IDO0ODOODOOD 100000000000 Pebble

CoveringOD O OO ¢bODODODO

e 00000 100cOOOCOCO 100000 cOOOOOOOOODOOODOOOeODODODO eOODOOOO
000 100000000000 Pebble CoveringO OO0 a00O0O0

000 100000000000 Pebble CoveringO0 OO0 0000
6: 00000000 0DOO0O0DO 1000000

bO0UODDOO 10000000 100000:c000000000D000D0OCOMO0O0ODODOODOOOO

3

gobgd

00000 CPU:2.4GHz Intel Core i5/RAM:8 GB(DDR3)/0S:0S X 10.9.4

000000000000 000*0 1000000000 dock()DDOODODOODO 20

’ n H Pebble Covering ‘ 1 ‘ 2 ‘ 3 ‘
5 24 | 0.000006[sec] | 0.000026sec] | 0.000013[sec]
6 14490 | 0.0034[sec] |  0.0015[sec] | 0.000064[sec]
7 4590360 1.7[sec] 0.21[sec] | 0.00042[sec]
8 1436893710 800[sec] 45[sec 0.0028]sec]
9 502451412120 13000[sec]* 0.021[sec]
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