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6. SAZETAK

U ovom radu opisano je i objasnjeno kako ra¢unalno na¢i najkraci put na heksagonalnoj mapi,
od odabrane pocetne tocke , do odabrane krajnje tocke. Na pocetku rada objasnjeni su pocetni
pojmovi — alati u kojima je izraden program i sucelje. Potom je opisana sama izrada
heksagonalnih elemenata. Rijesenje problema izvedeno je u javaSkriptu. Trazenje najkraceg
puta od jedne tocke do druge na odredenim povrSinama mozemo naci u brojnim podrucijma,
od znanosti pa do racunalnih igara, te je interesantno prouciti kako se ponasa heksagonalna

mapa za razliku od klasi¢ne kvadratne.

Kljuéne rijeci: heksagon, heksagonalna mapa, pronalazak najkraceg puta, HTML,

JavaScript, LESS, CSS, jQuery,
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7. ABSTRACT

This paper describes and explains how to find the shortest path on the hexagonal map, from
the selected start point, to the selected endpoint. At the beginning of the paper, initial concepts
are explained - tools in which the application is made and the interface. Then it is described
the actual making of hexagonal elements. Problem was solved using JavaScript. Search for
the shortest path from one point to another in can be found in many areas of science and
computer games, and it is interesting to study how it hexagonal map behaves, unlike classical

square map.

Keywords: hexagon, hexagonal map, finding the shortest path, HTML, JavaScript, LESS,
CSS, jQuery,
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