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In this course, we will teach one of the main branches of artificial intelligence -
the theory of computer games. This course will discuss the development of different
algorithms in the theory of computer games and how these algorithms can be applied to
other domains.
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Acquire academic knowledge, develop professional skills
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Inspire innovative thinking, increase analytical problem solving ability
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S Promote teamwork spirit, encourage coordination and cooperation
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Sublimate professional ethics, engage social responsibility
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Cultivate humanities, broaden global perspectives
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Ability of lifetime learning in information profession
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B |Ability of Validate experimental result validation in ®
information science field
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Ability of integrated applications of information technology
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D [Ability of information application system design and O
development
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Ability of teamwork, communication, and coordination
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F |Ability of problem solving regarding information and O
communication technology
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G |Ability to understand information technology’ s multiple
influences
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H |Ability of bearing the social responsibilities being among
information professionals
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. ® % B i, Introduction to theory of computer games

CHE AR At 82 Single-Player games and basic algorithm

JH A ¥R riert w8 2 Single-Player games and advance algorithm

B A $ A% Introduction to two-player game

CE A AR KR Introduction to design two-player game playing program
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VR RAHEE T E 2 2 2L # Basic Monte-Carlo search algorithm

VB RAHEE ¥ 2 ehiePF #7 Advance Monte-Carlo search algorithm
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CE AR R iv4 £ Implementation of game playing program
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Resources Required (e.g. qualifications and expertise, instrument and equipment, etc.)
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Faculty expertise: Artificial Intelligence, Theory of Computer Game, Machine Learning

Course Requirements and Suggested Teaching Methods
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FHEERERETE S N .

FoHApe by P RH o TERAPRIRES S

[t 1s advisable to adopt a balanced approach between theory and practice.
Each unit should be accompanied by reference document reading and / or write
corresponding report of programs.
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