Prompt για να δημιουργήσετε το interactive applet

Create an interactive pathfinding simulator comparing A* Search, Greedy Best-First Search, and Dijkstra's Algorithm.
Objective: Allow the user to draw custom walls to clearly visualize how different algorithms handle dead-ends and traps.
Data State: A 15x20 grid. Start node at (7, 3), Goal node at (7, 16).
Strategy: Standard Layout.
Inputs:
1. Dropdown to select the algorithm: 'A* Search (Optimal)', 'Greedy Best-First Search (Fast but Trappable)', 'Dijkstra (Uniform)'.
2. Toggle switch for interaction mode: 'Draw Walls' / 'Erase Walls'.
3. 'Start Search' button.
4. 'Clear Walls' button.
5. 'Reset Search' button (clears paths, keeps walls).
Behavior:
· The user can click and drag on the grid to paint or erase walls.
· Clicking 'Start Search' runs a step-by-step animation of the selected algorithm.
· Visually distinguish evaluated/explored nodes (e.g., light blue), the final shortest path (e.g., dark blue), walls, start, and goal.
· Logic must reflect the algorithms:
· A* uses f = g + h.
· Greedy uses f = h (must get stuck in drawn traps and explore deep into dead-ends before escaping).
· Dijkstra uses f = g (expands uniformly in all directions).
· Display a live counter showing 'Nodes Explored' and 'Path Length' to prove the mathematical differences.


