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AHoTauist. Memorw Oocnidxcennss € TPOEKTYBaHHS Ta peaizauis
CcaMOHAaBYaHHS JyId JIoriuHoi Tpu «PeBepcin. 3adauamu docniddcenns € aHami3
HasBHUX METOJIB MAIIMHHOTO HABYaHHS B JIOTIYHHMX Irpax; po3poOka
QITOPUTMY CaMOHaBYaHHA. O6 ‘ekmom 00cniodceHHs € MAlIMHHE HaBYaHHS,
fforo po3poOka Ta QyHKuUioOHYyBaHHS. [Ipedmemom docniddicentsa € po3podKa
QITOPUTMY BUOOPY HaHKpaIoro Xomy B JOTIYHUX irpax, SKHW 311HCHIOETHCS
3aBISKH TOTJIMOJICHOMY aHaNi3y CTAaTHCTHYHHX JaHWUX. Pe3yrbmam
docnidoicenns: IPOrpaMHUA IPOIYKT, IO BKIIoYae Tpy «PeBepci» Ta 3paTHHI
JI0 CAMOHaBYaHHS aJrOPUTM T'PHU Y Hel.

KirouoBi cyoBa: JIoriuHi irpy; MalldiHHE HaBYaHHS; MMTyYHA HEHpOHA
Mepexa; pesepci; HTMLS; JavaScript; NodelJS.

J. Yu. Khamula. Development of the “Reversi” game with self-
learning

Abstract. The objective of the study is the design and implementation of
self-learning for logical game “Reversi”. The tasks of the study are to analyze
the existing machine learning methods in logic games and to develop the
algorithm of self-learning. The objects of the study are machine learning, its
development and operation processes. The subject is the development of the
algorithm that realizes choice of the best turn in logic games, which is carried
through in-depth analysis of the statistics. The result is the software that
contains the game “Reversi” and the self-learning algorithm of playing in it.

Keywords: logical games; machine learning; artificial neural network;
Reversi; HTMLS; JavaScript; NodeJS.
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Y Ham yac KOMIT'IOTEpHI TEXHOJIOTii PO3BHUBAIOTHCS YK€ CTPIMKO,
30KpeMa, 1€ BiIOOpakaeThcsa y Pi3HOMAHITTI KOMIT IOTEpHUX irop. 3a3Buuait
KOMIT'FOTEpHI irpy BUMAararoTh BiJl TpaBIsl BEIWKOI KiJIbKOCTI BMiHb Ta
HAaBUYOK, TPH LHOMY caMi BOHH € CKJIaTHHUMH pe3yiabTaTaMd poOoTH
PO3pOOHUKIB MPOrpaMHOro 3abe3MeyeHHs Ta JeMOHCTPYHOTh BMIHHS Ta
HaBUYKM OCTaHHIX. Haifuactimme Taki irpm JyXe BHMOITHBI 10
00YHCITIOBAEHUX PECYpCiB, ajie MPH BOMY HE IEMOHCTPYIOTH BIIACHOTO
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IHdOopMaLINHO-KOMYHIKaLLiiHi TEXHONOTIi B OCBITI

THTEIIEKTY.

Pazom 3 UM € 1ocuTh 6arato JOTIYHUX ITOp, TAKKX SIK [aXH, MIAMIKH, TO,
XPeCTUKHU-HYIUKHU, peBepci Ta iHmi. [IporpamyBaHHs TakuX irop BUMarae Bif
IporpaMu JeMOHCTpanii BiacHoro iHtenekty. Ilporpama cama moBuHHA
MPUIMATH PIlIeHHs 1 00OMpaTH MPOJIOBKECHHS TPH.

Tomy, npoaHani3yBaBIIN HASBHI MiAXOAM 0 MAITUHHOTO HABYAHHS, MU
BUPILIUIIN PO3POOUTH aITOPUTM Ha 6a3i 300py CTATUCTUYHUX JAAHHUX 3IrPaHUX
naptiid y 6a3y JaHuX IS OJAIbIIOTo onpaloBaHHs. Ciuparoynch Ha 11 1aHi
mporpaMa MOBUHHA MPHIMATH PIlICHHS, KEPYIOUHCh IITYYHOI HEHTPOHHOIO
MEpexero.

ITpoexTt po3monineHuii Ha 1B YACTHHHU: KIIEHTCHKY Ta CepBEpHY. Takuii
MiJX1]] 3yMOBJICHUHA HEOOXITHICTIO PO3MOJIICHHS HABAaHTAXKCHHS OOYUCIICHB
i yac poOoTH 3 6a3010 JaHUX.

Krnientchka 4YacTWHa BIANOBiae 3a B3a€EMOIT 3 KOPUCTyBavyeM
(iHTepdeiic) Ta po3paxyHOK HAWKPAIIOTrO XOAY 3 TOYKH 30py HOTO IMOIIYKY
metogoM Alpha-Beta BinciueHHs Ha 3a7jaHy IITHOUHY.

CepBepHa — peaiidye B3aEMOJI0 3 0a3010 JaHUX Ta MpUHMAae pillleHHs
CTOCOBHO BUOOPY x0.1y. [IoTOYHA MO3UIIIs Ta 3HAWICHUH [T KOMIT I0Tepa XiJl
nepenaeTbes  KIiEHTOM  cepBepy. llicms  doro  BinOyBaerbcsa — HOTo
HiATBEp/PKEHHS IITYYHOIO HelpoHHOI0 Mepexeto (ILIHM). Ha Bxig IIIHM
MOJIAEThCS CTATUCTHKA PE3YJIbTATIB MAPTIi, 110 € B 6a3i, 3 MOTOYHOT MO3UIIi1 Ta
Ha BUXO/ll OTPUMYETHCS MiATBEPLKEHHS a00 BiIXWUJICHHS 3HaiieHoro xoay. Y
BUNAJKy BIiIXWUJICHHS, BHUKOHYETHCS TOIIYK XOAy Ha Oiiblly TIHOUHY
po3paxyHkiB. [linTBepauBIIN TaHUH BapiaHT, cepBep Neperae KIeHTy XiJ s
301MCHEHHS.

Kosxxna mopist, mo BigOyBaeThes MmiJ yac po3irpaily naprii, 30epiraetbes
B 3arajbHy 0a3y sIK MaTepiajl Ui IOAATBIIOr0 HaBYaHHS.

[Migkmrouena mo cepBepa 0asza JMaHWX Ma€ CKIAIHY JCPEBOIOAIOHY
CTpYKTYpY. BoHa MicTUTb irpoBi o3uuii, iHpopmalito npo aii rpaBiis, CIIUCOK
XOZiB, 3p00JICHUX Ha KOXXHOMY €Talli, 1 pe3yIbTaT OTPUMaHU{ B MapTisX, [0
Oy 3irpaHi paHinie.

Y cIpoeKkTOBaHOMY Ta Peaji30BaHOMY aJrOpUTMIi AJisi CaMOHABYAHHS B
JoriuHii rpi «PeBepci» HaBuaHHA MOXe 3/1IICHIOBATHCh Ha OCHOBI BIACHUX
3irpaHuX TapTid, a00 Ha OCHOBI IMIIOPTOBAHOI CTATHCTUKH IHIIUX irop.
KrnienTcpka dwactmHa po3poOiieHa sk BeO-3acTocyHOK. ['padika rpu Ta
iHTepdeiicy BimoOpaskaeTscst 3a gomomoroio enementy HTMLS Canvas,
QITOPUTM TOIIYKY MOXJIMBHX XOAiB MetoaoMm Alpha-Beta BinciueHHs Ta
iHImMH (QyHKIIOHAN peaizoBaHO MOBO JavaScript. CepBepHa 4acTHHA TpH
po3pobnena 3acobamu NodelS. 3B’S30k MK HUMHU 3IIHCHIOETHCS 3aBISKA
0i0mmoreni «socket.io».
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