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HAz4w it Course Description

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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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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# 3 & B % Teaching Schedule & Content

iF =k Week M % Subject/Topics # 3xRemarks
1 Overview of this Course (Syllabus)
2 Theory of Computer Games: An A.I. Oriented Introduction
3 Single-Player Games and Basic Algorithm
4 Single-Player Games and Advanced Algorithm
5 Introduction to Two-player Game
6 Introduction to Design Two-player Game Playing Program
7 Alpha-Beta Search Algorithm
8 Scout Search Algorithm
9 #p ¢ ¥ 223 Midterm Exam
10 Homework Demo
11 Transposition Table and Other Techniques
12 Basic Monte-Carlo Search Algorithm
13 Advance Monte-Carlo Search Algorithm
14 Opening and Endgame Database




15 Implementation of Game Playing Program

16 Final Project Demo

17 Holiday

18 # % ¥ 3% Final Exam Week
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HF P Lecture I:l % 23 Group Discussion |:| 87 ¥ Field Trip
|:| H & Miscellaneous:
% ¥ #] #7 p 3® Teaching Self-Evaluation
£137% & (Innovative Teaching)
[ ] wagse 2 ¢ (PBL) [ | man e ey (TBL) [] e 23 (SBL)
|:| s % % Flipped Classroom I:l B3k Moocs
# ¢ 7 i (Social Responsibility)
I:l % 9 i Community Practice I:l # % & v Industy-Academia Cooperation

3¢ & i¥(Transdisciplinary Projects)

|:| 7 %% Transdisciplinary Teaching |:| ek %8 Inter-collegiate Teaching

|:| ¥ 7 £ 32 Courses Co-taught with Industry Practitioners
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Grading & Assessments Supplemental instructions

In this course, we will have one paper-based midterm exam and two to three program homework and one
final project.

FPEEFI5 (37 7% 3% FER #P)
Textbook & Other References (Title, Author, Publisher, Agents, Remarks, etc.)

T "%tk %% Computers and Classical Board Games: An Introduction. %#3 % » 5= J54k o

HAERHER(ZRTREFTA, KPR ARGt A Rp 2 %a)
Teaching Aids & Teacher’ s Website(Including online teaching information.
Personal website can be listed here.)
https://elearnd. ndhu. edu. tw/moodle/

H @ 4 SL 3P (Supplemental instructions)
The teaching schedule and topics may change due to the real situation.




