PO3POBKA TP HA UNITY/C#H
IMIOJIEMEHTALIEKO WUTYHHOTO
IHTEJIERTY

BuKOHaB cTyaeHT 4 Kypcy cneuianbHOCTU «[1puKinagHa maTtemaTmMKa»
KupunHavyeHko Poctucnas Bagumosuy

Haykosum KepisHUK Bopo3seHHun Ceprin OnekcaHgpoBmy



MPEL,

Komn'toTepHa Bef
anroputmy Minimax A/

%



LLIbori - ue ANOHCbKa BepcCia waxis.

* [pa€eTbca Ha gouwui 9x9

O * Y KoXHoro rpaBua no 20 ¢iryp

* Mawnxe BCi ¢irypm moXyTb OTPUMYBATU
NPOCYBAHHA, KOAM A0CArabTb 30HU
NnepeTBOPEHHS

* 3axonseHi dirypm MoXKHa NOBEPHYTU Ha AOLIKY

* [pa 3aBepPLUYETLCA, KON KOPOJIb ONMOHEHTA
OTPUMYE Wax i maT




AJNTOPUTM MIHIMARC

Minimax — aArOPUTM LUITYYHOrO IHTENEKTY ANA irop 3 HY1IbOBOKD CYMOKO A4

NBOX rpasL|iB

[NepeBaru: Heponiku:

e 3paTeH rapaHTyBaTU ONTMMAJIbHUN Xif, * Bumarae nobyaosm NnoBHOroO AepeBa rpu

* T[lpoctun y peanisauii * Hwu3bKa ePeKTMBHICTb Y BUNAAKY Py 3

* [lae MOXNBICTb BUKOPUCTOBYBATU BE/IMKOIO KiZIbKICTIO MOXAMBUX XO4iB
€BPUCTUYHY iHbOpPMaLito * [loTpebye 3HaYHUX 06UYNCNOBANBHUX

pecypciB



NMPURNAL POBOTU AJITOPUTMY MIHIMARC




NPOBNEMA BUCOKOI YACOBOI CK/TAOHOCTI
MIHIMAKCY | WWNAXU Il BUPILLEHHSA

YacoBa cKknagHicTb MiHimakcy ctaHoBuTb O(b”m).

®* b - KoedilUieHT po3ranyKeHHs

®* m - mnbuHa aepesa

Anbda-beTa BiAciYeHHA - MeToa, oNTUMI3aLlii MiHIMaKcy
* Biacikae HenoTpibHiI rinku aepesa rpm

* 3HMKYE YacoBy cknagHicTb 4o O(b”(m/2)) B HaMKpalLoMy BUNAAKY



MPUKRJTIAL POBOTU AJIb®PA-BETA BIACIHEHHA




PEANNIISBAUIA AJITOPUTMY

Anroputm pobotu LLI

1. CTBOPIOETHCA MACUB YCiX MOXANBUX XOAiB NPOTUBHMKA
2. CTBOPHOETHCA KIOH irpOBOI AOLKM Ha AKOMY POBUTLCA Xig,
3. BukaMKaeTbca PpyHKLiA Minimax() AR KOXKHOIO X0A4y, Wob oTpMMaTh NOro OLiHKY.

4. O6upaeTbea Xif, 3 HaWbINbLIOK KiNbKICTIO 6aNiB i BUKOHYETLCA Ha peanbHilt irposiin gowwwi

PyHKUiA Minimax(TestBoard board, int depth,
bool isMaximizingPlayer, int alpha, int beta)

1. CuMynIO€E BCi MOXKIUBI XO4M, KNOHYE AOLWKY, PEKYPCUBHO
BUKNAMKAE Minimax() 419 NpOTUNEXKHOro rpaBLA Ta 3MeHLYeE
MMbunHy

2. Konun poxoauTb A0 HY/NbOBOI MUBUHU BUKAINKAE METOA,
EvaluateBoard ana ouiHKK CTaHY AOLLKW.



OUIHKA JOLWKA

L|,IHHICTb diryp*:

LliHHiCTb no3uuii ¢irypu Ha npuKnaai choHa

Miwak-=10

e Cnwuc-50 PieceType.Bishop,
e Kinb - 60 |{— int[,]
* CpibHui reHepan - 80 £2, 2, 2, 2, 2, 2, 2, 2, 2
* 30/10TUN reHepan - 90 {2, 3, 3, 3, 3, 3, 3, 3, 2
* [lepeTBOpeHUI cpibH. reHepan — 20 {2, 3, 4, 4, 4, 4, 4, 3, 2
* [epeTtBopeHuit cnmc-100; {2, 3, 4, 5 5 5 4, 3, 2
e 4 KiHb-100 {2, 3, 4, 5,6 6, 5, 4, 3, 2

epeTBOpeHMl:] KI.Hb' ; { 1' 3' u' 5' 5. 5‘ ul 3‘- 1
* [lepeTtBopeHun niwak-120; {2, 3, 4, 4, 4, u, u, 3, 2
o CﬂOH—]30; { 2! 3: 3! 3: 3: 3; 3! 3: 2
° Typa_'lso. { 2, 2, 2, 2, 2, 2, 2, 2, 2

4
¥

* [lepeTBOopeHun cnoH-150; :
* [lepeTtBopeHa Typa-170.

* y3aT0 3 KHUIM Koaxki TaHiraeu «AK mmucanti, wob BurpaBaTu B LILOFI)
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BumipaHo ce

MOLUYKY:

* [MubuHa l: =

® [nAnbuHa

® [nubuHa

® [nnbuHa

® [nubwuHa 5:

peaHin vac,
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0,0005 ceKyHamM Ha Xxig,
: = 0,03 cekyHaM Ha xig,
: = 0,65 cekyHAM Ha Xxig,
= 36 ceKyHA Ha Xxig,

= 747 CeKyHpA Ha Xig,

O HeobXiaHUN LW
IHTEeNekKTy, Wwob 3pobutn xia Nnpu BignoBigHIN MOUHI

TYYHOM

PE3Y/IbTATU TECTYBAHHA AJITOPNTMY MIHIMARC
BE3 AJ/Ib®PA-BETA BIACIHNEHHA
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K PE3Y/IbTATU TECTYBAHHA AJITOPNTMY MIHIMARC C(
]x: 3 AJIb®A-BETA BIACIHEHHAM

/

O BumipsaHoO cepeaHil yac, Wo HeobXiaHMIM WTYYHOMY
iHTenekTy, wob 3pobuTn Xia npu BiaNOBIAHI TNOUHI 4 i .
FEEEEEReR

®* [nunbwuHa 1: = 0,0005 cekyHAM Ha Xig, .. H B -‘
4 )\
®* [nnbuHa 2: = 0,02 ceKyHAM Ha Xig, ..E E 4-‘
*  [nbuHa 3: = 0,25 cekyHaM Ha xia (6yno 0,65 cek) E E-Eg“
A J o - ! J ] AR A i\
ﬁ'.. i SN~

®* [nnbuHa 5: = 67 cekyHA Ha xig (byno 747 cek.) S—

®* [nnbuHa 4: = 5 cekyHpA Ha Xxig (20+ ceKkyHA, B OKp. BUMN.)
(6yno 36 cek.)




PE3YJIBTATW AOC/IOREHHA

®* Po3pobneHo rpy wbori Ha naatpopmi Unity
® IMNIEMEHTOBAHO AaNTOPUTM MiHIMaKC AnA POOOTU WITYYHOrO iIHTENEKTY Y Ipi

®* ANropuTM MiHMaKC yCnillHO ONTMMI30BaHO 3a AONOMOrot anbPa-beta

BIACIYEHHH
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