AHAJIM3 HA PEHIEHUETO HA 3AJJAYA
HUI'PA

Hexka 3a unnexc i (0 <i < p,) croitHoctTa Ha f[i] e 0, ako mo3urusTa i ¢ ryoeima u #[i] uma
crorHocT 1, ako mosumusgTa { € nedenuBma. OueBuano f[0] = O u ciengq xaTo Beye cMe
npecMeTHanu croitnocture f[j], i=0, 1, ..., i — 1, cieaBamaTta CTOMHOCT MpecMsITaMe 4pe3
MpaBujIaTa:

e ([i]=0, ako BcMYKUTE BB3MOKHU MO3ULIMU i—a, i—b, i—c ca IIeUeIMBIIIN;

e [i]=1, ako moHe eqHA OT MO3HUIMUTE i—d, i—b, i—c € Bb3MOXHA U ry0enia;

Taka MoxeM Jja mpecMeTHEM BCHUUKUTE cToMHOCTH f[i], 3a i =0, 1, ..., p, u ciex ToBa na
MPeOPOUM KOJIKO €AMHHUIIM UMa U3MEXKIy CTOWHOCTHUTE f[pi], ..., t[p2]. To3m moaxox obaue
e pely 3ajadaTta B ONPEJCICHOTO BpeMe 3a paboTa Ha mporpaMara caMo IPH MO-MaJKUTe
CTOMHOCTHU Ha py B TECTOBUTE IPUMEPH.

3a ;a HamuIeM mporpama, KosiTo pelraBa 3agavara npy JaJCHUTE OrpaHUYCHUs, TPSOBa
1a 3a0elienuM TEPUOANYHOCT (Upe3 KOMMIIOThPHU EKCIIEPUMEHTH, HANPUMEP) B peAMIIaTa
t[0], #[1], #[2], ... Ta3u nepruoAUIHOCT TpsiOBA /1a ce OTKpHE MPU CIEIUATHUTE CTOHHOCTH Ha
a, b v ¢, NajieHu B yCIOBUETO: TpoikaTta uucna (a, b, ¢) e enna ot cieguure: (1, 2, k) wim (1,
3, k), wnu (1, k, k + 1), u ipu Tpute ciayyas 3 <k < 10°.

[TepuoauTte, KOUTO MOTAT Aa OBAAT OTKPHUTH, 3aIIOYBAT OT CAMOTO HAa4yalo Ha peauIiaTa u
UMaT CJICIHUTE AbJKUHU p:

npu a=1, b=2 u ¢ > 3: p=c+1, aKo c e KkpaTHO Ha 3 ¥ p=3, B IPOTHUBEH CIIyYail;

npu a=1, b=3 u ¢ > 3: p=c+3, aKo c € KpaTHO Ha 2 ¥ p=2, B IPOTHUBEH CIIyYail;

npu a=1, b=k u ¢ = k+1, k > 3: p=2k, axo k e kpaTtHO Ha 2 1 p=2k+1, B IpOTUBEH ciIyyail;
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