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suming that we had already sorted the activities in monotonically increasing order
of ﬁnish times, we needed to examine each activity just once. By preprocessing the
input or by using an appropriate data structure (often a priority queue), we often
can make greedy choices quickly, thus yielding an efﬁcient algorithm.
Optimal substructure
A problem exhibits optimal substructure if an optimal solution to the problem
contains within it optimal solutions to subproblems. This property is a key ingredient of assessing the applicability of dynamic programming as well as greedy
algorithms. As an example of optimal substructure, recall how we demonstrated in
Section 16.1 that if an optimal solution to subproblem Sij includes an activity ak ,
then it must also contain optimal solutions to the subproblems Si k and Skj . Given
this optimal substructure, we argued that if we knew which activity to use as ak , we
could construct an optimal solution to Sij by selecting ak along with all activities
in optimal solutions to the subproblems Si k and Skj . Based on this observation of
optimal substructure, we were able to devise the recurrence (16.2) that described
the value of an optimal solution.
We usually use a more direct approach regarding optimal substructure when
applying it to greedy algorithms. As mentioned above, we have the luxury of
assuming that we arrived at a subproblem by having made the greedy choice in
the original problem. All we really need to do is argue that an optimal solution to
the subproblem, combined with the greedy choice already made, yields an optimal
solution to the original problem. This scheme implicitly uses induction on the
subproblems to prove that making the greedy choice at every step produces an
optimal solution.
Greedy versus dynamic programming
Because both the greedy and dynamic-programming strategies exploit optimal substructure, you might be tempted to generate a dynamic-programming solution to a
problem when a greedy solution sufﬁces or, conversely, you might mistakenly think
that a greedy solution works when in fact a dynamic-programming solution is required. To illustrate the subtleties between the two techniques, let us investigate
two variants of a classical optimization problem.
The 0-1 knapsack problem is the following. A thief robbing a store ﬁnds n
items. The ith item is worth i dollars and weighs wi pounds, where i and wi are
integers. The thief wants to take as valuable a load as possible, but he can carry at
most W pounds in his knapsack, for some integer W . Which items should he take?
(We call this the 0-1 knapsack problem because for each item, the thief must either
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take it or leave it behind; he cannot take a fractional amount of an item or take an
item more than once.)
In the fractional knapsack problem, the setup is the same, but the thief can take
fractions of items, rather than having to make a binary (0-1) choice for each item.
You can think of an item in the 0-1 knapsack problem as being like a gold ingot
and an item in the fractional knapsack problem as more like gold dust.
Both knapsack problems exhibit the optimal-substructure property. For the 0-1
problem, consider the most valuable load that weighs at most W pounds. If we
remove item j from this load, the remaining load must be the most valuable load
weighing at most W  wj that the thief can take from the n  1 original items
excluding j . For the comparable fractional problem, consider that if we remove
a weight w of one item j from the optimal load, the remaining load must be the
most valuable load weighing at most W  w that the thief can take from the n  1
original items plus wj  w pounds of item j .
Although the problems are similar, we can solve the fractional knapsack problem
by a greedy strategy, but we cannot solve the 0-1 problem by such a strategy. To
solve the fractional problem, we ﬁrst compute the value per pound i =wi for each
item. Obeying a greedy strategy, the thief begins by taking as much as possible of
the item with the greatest value per pound. If the supply of that item is exhausted
and he can still carry more, he takes as much as possible of the item with the next
greatest value per pound, and so forth, until he reaches his weight limit W . Thus,
by sorting the items by value per pound, the greedy algorithm runs in O.n lg n/
time. We leave the proof that the fractional knapsack problem has the greedychoice property as Exercise 16.2-1.
To see that this greedy strategy does not work for the 0-1 knapsack problem,
consider the problem instance illustrated in Figure 16.2(a). This example has 3
items and a knapsack that can hold 50 pounds. Item 1 weighs 10 pounds and
is worth 60 dollars. Item 2 weighs 20 pounds and is worth 100 dollars. Item 3
weighs 30 pounds and is worth 120 dollars. Thus, the value per pound of item 1 is
6 dollars per pound, which is greater than the value per pound of either item 2 (5
dollars per pound) or item 3 (4 dollars per pound). The greedy strategy, therefore,
would take item 1 ﬁrst. As you can see from the case analysis in Figure 16.2(b),
however, the optimal solution takes items 2 and 3, leaving item 1 behind. The two
possible solutions that take item 1 are both suboptimal.
For the comparable fractional problem, however, the greedy strategy, which
takes item 1 ﬁrst, does yield an optimal solution, as shown in Figure 16.2(c). Taking item 1 doesn’t work in the 0-1 problem because the thief is unable to ﬁll his
knapsack to capacity, and the empty space lowers the effective value per pound of
his load. In the 0-1 problem, when we consider whether to include an item in the
knapsack, we must compare the solution to the subproblem that includes the item
with the solution to the subproblem that excludes the item before we can make the
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Figure 16.2 An example showing that the greedy strategy does not work for the 0-1 knapsack
problem. (a) The thief must select a subset of the three items shown whose weight must not exceed
50 pounds. (b) The optimal subset includes items 2 and 3. Any solution with item 1 is suboptimal,
even though item 1 has the greatest value per pound. (c) For the fractional knapsack problem, taking
the items in order of greatest value per pound yields an optimal solution.

choice. The problem formulated in this way gives rise to many overlapping subproblems—a hallmark of dynamic programming, and indeed, as Exercise 16.2-2
asks you to show, we can use dynamic programming to solve the 0-1 problem.
Exercises
16.2-1
Prove that the fractional knapsack problem has the greedy-choice property.
16.2-2
Give a dynamic-programming solution to the 0-1 knapsack problem that runs in
O.n W / time, where n is the number of items and W is the maximum weight of
items that the thief can put in his knapsack.
16.2-3
Suppose that in a 0-1 knapsack problem, the order of the items when sorted by
increasing weight is the same as their order when sorted by decreasing value. Give
an efﬁcient algorithm to ﬁnd an optimal solution to this variant of the knapsack
problem, and argue that your algorithm is correct.
16.2-4
Professor Gekko has always dreamed of inline skating across North Dakota. He
plans to cross the state on highway U.S. 2, which runs from Grand Forks, on the
eastern border with Minnesota, to Williston, near the western border with Montana.

