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AHHOTALIMSA

JunioMHuas padota coaepkut 59 ctpanul, 8 pucyHKkoB, 17 UCIIOJIb30BaHHBIX
MCTOYHHUKOB.

Kmouesble cnoBa: BEB-CAUT, BEB-TEXHOJIOTMU, WHTEPHET,
MAXMATBI, HI'PA, MHOI'OIIOJIbB3OBATEJIbCKOE ITPHUJIIOXEHUE,
MAIIMHHOE OBYYEHUE.

Obvekm uccnedoganus — METOJbl U TEXHOJIOTUU MAIIMHHOTO OOy4YeHUS B
KOHTEKCTE pa3pabOTKN MHOTOIIOJIb30BATEIBCKOIO UTPOBOIO BeO-cailTa.

Ilenv oOunnommon pabomer — pPa3pabOTKa MHOTOIOJIBE30BATEIHCKOTO
NPWIOKECHHSI JIII WTPBhI B IIaXMAaThl, MCIIOJIB3YIOMIETO0 TEXHOJOTUH MAIIMHHOTO
oOy4eHusl.

JIist TOCTH>KEeHMs TOCTABIIEHHOM 11eJ1M ObIIM PEIIeHbI CIeIYIONINE 3aJaUHu:
1. u3y4YeHbl TEOPETHUECKUE OCHOBHI pa3paOOTKU BEO-PUIIOKEHUH;
2.  W3y4YeHbI OCHOBBI TEXHOJIOTUU MAIIMHHOTO O0yUYEHHS;
3.  U3y4YeHbI COBpPEMEHHBIE CpeAcTBa pa3paboTKu
MHOTOIIOJIb30BAaTEIbCKUX BEO-TIPUIIOKEHUI;
4.  BwIOpaHbI HauOOJIEE MOIXOIAIINE CPEIICTBA PA3PAOOTKY;
5. pa3paboTaHa apXUTEKTypa MPUIOKEHUS;
6. co3man wuHTepdeic, MHTYUTUBHO TIOHSATHBIA U  YAOOHBIM ISt
UCIIOJIb30BAHUS;
/. TpoUW3BelIeHa MHTErpalysi MAIIMHHOTO O0YUYEHUs B UTPY;
8. paspaboTaHO MpUIIOKEHUE.
Memoowt uccnedoeanus — TEXHOJOTUU Pa3pabOTKU CETEBBIX PECYPCOB,
U3y4eHHE MPEIMETHON 001acTH, aHAJIN3 CYIIECTBYIOMIMX PEIICHUA.
Pe3ynomamom siBnsiercs paboduii ceTeBoi pecypc.
Obnacmbv npumeHneHusn: TPUIOKEHHE MOXKET OBITh HUCIOJB30BAHO IS
IPOBEACHUS OCYTa U MOMYJISIPU3ALNHN KJIACCHUECKUX IIaXMAT CPEIH MOJIOAEKHU.
JluruioMHas paboTa BBITIOJIHEHA aBTOPOM CaMOCTOSITENIBHO.



AHATALBISA

JpimnomHas padota 3msamyae 47 crapoHak, 9 mamtoHkay, 17 ckapblCTaHbIX
KPBIHILI.

KmrouaBsist  cimoBsl:  BOB-CAWT, BDAB-TAXHAJIOII, IHTAPHOT,
MAXMATBI, TI'VJIbHA, ITMATKAPBICTAJIBHILIKAA  TIPATPAMA,
MAIUIBIHHAE HABYYAHHE.

Ab'exm Oacnedaeanna — MeTajpl 1 TOXHAJOTI MalllblHHAra HaBy4YaHHsS ¥
KAaHTAIKCIIE paclpaloyKi MIMaTKapbICTalbHILKAra ryJapHsBora B30-caiira.

M>ima Owviniomuaii pabomel — pacrpalioyka MIMaTKapbICTaIbHIIKaN
nmparpaMbl JIJIs TYJbHI ¥ IIaXMaThbl, BBIKAPHICTOYBAlOUail TIXHAJIOT1l MalllbIHHAra
HaBYYaHHSI.

JlIist nacsirHeHHs macTayieHaid MIThI ObUTI BBIpAIlIaHbl HACTYITHBIS 3a/1a4bl:
1. BBIByuaHBI TPApATHIYHBISA ACHOBBI PACIIPAIIOYKI BIO-TIparpam;
2.  BBIByYaHBI aCHOBBI TOXHAJIOT11 MallIbIHHATA HABYYaHHS;
3.  BBIByYaHbl CYYacHBISI METAJbl PACIpAIOyKi MIMAaTKapbICTAIBHIIKIX
BYO-TIPBIKIIATAHHSY;
4.  BbIOpaHbl HAMOOIBII MPBIJATHBIS CPOIKI PACTIPALIOYKI;
5. pacmparioBaHa apXiTIKTypa Mparpamel;
6. ctBopaH iHTIpdelc, IHTYITBIYHA 3pa3yMmMernbl 1 3py4HBl  JUIS
BBIKAPBICTAHHS,
/. TpaBel3eHa IHTArpallblsd MalllbIHHATa HABYYaHHS ¥ TYJIbHIO;
8. pacmparoBaHa nparpama.
Memaowsl Odacnedaeanns — TAIXHAIOTI pacmpalioyki CEeTKaBBIX pacypcay,
BBIBYUDHHE TIpaJMeTHal BOOJIACIIl, aHAJ13 ICHYIOUBIX PAIIPHHSIY.
Buinik 3'synsenia npaoyHbIM CETKaBbIM PICypcaM.
Boénacuyv npeimanenns: mparpamMa MoXa OBbIIlb BBIKAPBICTaHA IS
IIpaBsI3€HHS BOJIbHATa Yacy 1 MamyJsipbI3alibli KJIACIYHBIX IIaXMaT CSIPOJ MOJIaI3l.
JlpiruioMHas paboTta BeIKaHAHA ayTapaM caMacTOWHA.



ANNOTATION

The diploma work contains 47 pages, 9 figures, 17 sources used.

Keywords: WEB-SITE, WEB-TECHNOLOGIES, INTERNET, CHESS,
GAME, MULTI-USER APPLICATION, MACHINE LEARNING.

The object of research is machine learning methods and technologies in the
context of developing a multiplayer gaming website.

The goal of the work is to develop a multi-user application for playing chess
using machine learning technologies.

The following tasks were accomplished in order to achieve the goal:
theoretical foundations of web application development were studied;
the basics of machine learning technology were studied;
modern tools for developing multi-user web applications were studied;
the most appropriate development tools were selected;
the architecture of the application was designed;
an interface that is intuitive and easy to use was created;
machine learning was integrated into the game;
the application was developed.

Research methods — network resource development technologies, subject
area study, analysis of existing solutions.

The result is a working network resource.

The scope of the application: the application can be used for leisure activities
and popularization of classical chess among young people.

The diploma work was done independently by the author.
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