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Pegepar

Hunnomnas paboma, 48 cmpanuy, 12 pucynrxos, 7 ucmounukos

Kniwouesvie cnosa. HWIAXMATBI, TEOPUA WI'P, JEPEBO WHIPHI,
CTPATET U UI'PBI, AJIb®A-BETA TIOUCK, XEIIMPOBAHUE, BUTOBBIE
MACKU, MAILIMHHOE OBYUEHUE.

Obvekmom uccnedoanus SIBISIOTCA aNTOPUTMBI  TIOMCKA ONTUMAJbHBIX
IPOJOJDKEHUHN B JIOTUYECKUX UTPaX.

IIpeomemom uccredosanus SBISETCA TPoOJIEMa TOWCKA W KiIacCU(UKAITUU
OIIMOOK B 33JIaHHOM IIAXMAaTHOM MapTHU.

Llenvio pabomul sBAsieTCsT pa3paboTKa W peanu3alusl alropuTMa TOUCKa U
KJacCu(pUKalMU OUTMOOK B 33JaHHOM IaXMaTHOM MapTHH.

B xo00e pabomwi mipoBefieH aHaNIM3 METOJOB OBICTPOM T'eHEpalMh XOJO0B B
maxMaTHo mo3unuu. [IpoaHamm3upoBaHbl aITOPUTMBI Tiepedopa XOI0B B JIEpEBe
UTPBI C HCIOJB30BAHUEM PA3IUYHBIX 3BPUCTHK. [IpoaHanu3mpoBaH METOJ OLICHKH
BEPOSATHOCTH MOOEIBI HTPOKA B 3aIaHHOM TO3UIINH C UCTIOIB30BAHNUEM JIOTUCTHUECKON
perpeccuu. [IporpaMMHO peanr30BaH aJrOpuTM MOUCKA U KiIacCU(pUKAIIMKA OITHOOK B
maxMaTHOW MapTuu. [IpoBeneHbl HEKOTOPhIE BBIYUCIUTEIBHBIC SKCIIEPUMEHTHI, Ha
OCHOBAaHHHM KOTOPOTO BBIMOJHEH aHAIU3 MPUMEHUMOCTH U 3((PEKTUBHOCTU
PEJI0KEHHOTO aJTOpUTMAa.

llonyuennyro 6 peszynomame pabomsi MoOelb MOXKHO HCIOIb30BATh IPHU
O0Oy4EeHHH UTPE B IIAXMAThI U MPU aHATU3E TAPTHUH.
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The object of research are algorithms for finding optimal continuations in logic
games.

The subject of study is the problem of finding and classifying errors in a given
chess game.

The aim of this work is development and implementation of the algorithm for
search and classification of errors in the given chess game.

In the course of the work, methods for fast generation of moves in a chess
position were analyzed. Algorithms for enumerating moves in the game tree using
various heuristics were analyzed. A method for estimating the probability of a player's
victory in a given position using logistic regression was analyzed. An algorithm for
searching and classifying errors in a chess game is implemented. Some computational
experiments have been carried out, on the basis of which the applicability and
efficiency of the proposed algorithm has been analyzed.

The resulting model can be used when learning to play chess and when analyzing
a game.



