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# Case_A
If (Ais ng )
While (P.count I=0) do
If( Ay == n;.y)
m<— ng;
Remove P(—1);
End While
# Case_B
If ( A’s around is ng )
While ( P.count !=0) do
If ( A’s around is n, && ny.Xx == n,.X)
m < ny;
Remove P(—1);
End While
If (!Case_A && !Case_B ) m < ngs
Return m
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H 1. A+ 2t Hotote 212lE + A+ dsHlw
] Ax Ax + 2112|F t-test
(BR+I=EA) | (B2+I=EA) | (p-value<0.05)
1 040 662+42.85 5.07E-12
2 148.5+70.5 407+22.83 2.19483E-06
3 1735.5+41.38 2002.54+32.35 1.04507E-08
4 14143 15542.27 2.05083E-07
5 750+273.86 1673.611+605.1 0.001422505
& 2775+321.31 4900.1114595.33
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