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Pedepar

Hunaommasn paboma, 56 cmp., 10 uasocmp., 1 mabauya, 14 popmya, 20
UCTNOYHUKOS.

Kaoueswvie caosa: MAIIIMHHOE OBYYEHUNE, TEOPUA UT'P, OBYYE-
HUE C ITIOJKPEIIJIEHUEM, HENPOHHBIE CETU, AJITOPUTMBL.

O63eKmoM UCCAeA08aHUA ABISTIOTCS METOJIBI pa3pabOTKN CTpaTerun JiJisi Ur-
Pbl B HACTOJILHBIE UTPHI.

Ipedmemom uccaredosanus SBISIOTCS AJTOPUTMbI MAIIMHHOIO 00yYeHMsI,
HEHIpOHHBIE CeTH, METOJIbI OITUMU3AIINN.

Ieavro pabomoi STBJIIETCsT NCCTE0BAHIE METOJIOB pa3paboTKu 3PpHEeKTUBHO-
'O aJIFOPUTMA JIJIsT UT'Phl B HACTOJIbHBIE UT'PHI.

B xode pabomwvi n3ydena jimrepaTypa 10 TeMe, pa3padoTaHbl 3 (OeKTHUBHbIE
AJICOPUTMBI JIJI UI'PhI B HACTOJILHBIE UI'PHI Ha IIpUMeEpe INalleK U Hapj, HCCie-
JIOBAHBI PA3JINYHbIE METOJIbI (P (HEKTUBHOIO MPUMEHEHUS PE3YJILTATOB 00y YeHHs
MOJIEJIH.

THoayvennyro 6 peaysvmame pabomov, Modesb MOXKHO UCIIOIB30BATE JIJIsT Pas3-
pabOTKU pa3B/IeKaTeIbHOIO MK 00y UAIOIIero IPUI0KEeHUs.



Abstract

Diploma thesis, 56 p., 10 fig., 1 table, 1/ formulas, 20 sources.

Keywords: MACHINE LEARNING, GAME THEORY, REINFORCEMENT
LEARNING, NEURAL NETWORKS, ALGORITHMS.

The object of research is methods of developing strategies for playing board
games.

The subject of stydy is machine learning algorithms, neural networks,
optimization methods.

The aim of this work is to study methods for developing an effective
algorithm for playing board games.

In the course of the work literature on the topic was studied, effective
algorithms for playing board games using the example of checkers and
backgammon were developed, various methods for effectively applying the results
of model training were explored.

The resulting model can be used to develop an entertainment or educational
application.



