THINKING LIKE A HUMAN: MODIFICATION OF A TAKING DECISION
ALGORITHM FOR A CHESS ENGINE USING HUMANS’ POSITION EVALUATION
PROCESS.

Abstract. The article is devoted to research in the field of artificial intelligence, namely,
development of the real-time taking decision algorithm using human approach of the position
evaluation.
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KOMII'IOTEPHI JUJAKTHYHI ITPA B TPO®ECIVHIN JISAJIbHOCTI
BYUTEJIA IHOOPMATHUKHU

Anomauin. B pobomi po3kpueacmvcs ma 00CAONHCYEMbCI 20MOBHICTIb GUUMENI8 IHpopMamuxu
00 PO3pOOKU MA BUKOPUCAHHS 8 OCBIMHbOMY NPOYECi KOMN 10mepHUx OUOAKIMUYHUX [20D.

Knrouoei cnosa: zcomosnicms, po3podxa, BUKOPUCMAHHS, 84umetb IHghopMamuKu, KOMN r1omepHa
oudakmuyHa 2pa.

B octaHHI pOKH €IEKTPOHHI IrpH 3alHSUIA BaXKJIMBE MICIIC B )KUTTI AITEH 1 miTiTKIB. JliTH
OTPUMYIOTh IU(PPOBY IPaMOTHICTh HEPOpPMAIIBHO Uepe3 Ipy, 1 Hi IIKOJa, Hi 1HII HaBYaJIbHI
3aKiaa He OepyTh HAJIEKHOIO BpaxyBaHHS IbOTO BAXKJIMBOTO acmekry. JlocmikeHHs
€BOJIIOLIIT TN3aliHy BiI€OIrOp € TapHUM CIIOCOOOM aHali3y OCHOBHUX BHECKIB 1 XapaKTEPUCTUK
3aCHOBAaHMX Ha IrPOBHUX HaBYABHUX cepeloBUINAX [8]. BaximBHM € TakoX MOTHBYBaHHS
YUHIB /10 BUBUEHHS IIPEIMETY.

CyuacHuii BUMTENb iHPOPMATUKM TOBUHEH 3HATH TEHJCHII BHCOKOTEXHOJOTIYHOTO
iH(OpPMaLIIifHOTO CYCIIIBCTBA, Ta BIAMOBITHO 10 HUX HAaBYaTHCS BIPOIOBXK YCHOTO KUTTS,
YIOCKOHATIOBATH CBOIO JisUTbHICTH. KOMIT IOTepHI TMAAKTHYHI iIrpH € OHI€I0 3 IHHOBAIIHHUX
¢dbopM HaBYaHHS, 10 3a0e3MeYy€e MOMXIIUBICTD IMiJIBUILIEHHS IHTEPECY YUHIB 1O HABYaHHSI.

JliTi T2 MOJIOTF IPUXOMATH JI0 BIPTYAIILHOTO CBITY 32 JJOIIOMOTOIO BiJICOIrop, a CIiocoOH
iX B3aeMOJii 3 TEXHOJOII€0 MOXYTh 3MIHIOBAaTH CIIOCOOM HAaBUaHHS Ta OTPUMAaHHS 3HaHb.
3amyuyeHHs 1 MOTHUBaLllA - 1€ 11iKaBl NepeBaru BUKOPUCTAHHS 1rop, aje iX HEJOCTaTHBO IS
OCBITHIX LIIJIEH.

Teopernunuit ananiz K/II, ix 3acTocyBaHHS B HABYAJIIBHOMY IIPOLEC] 3AJIUIIAIOTHCS IOKH
110 1032 YBarol HAayKOBILIB, X04Ya OCTaHHIM 4acoM JaHa NpolbiieMa NpuBepTae Bce OlIbIIe
yBary.

VY Ham yac fesiki uu@poBi irpoBi cepeloBHILA AKTUBHO 3aCTOCOBYIOTHCSI B OCBITHBOMY
nporeci. Jlo HUX BigHOCATBCS: Scratch - iHTepnpeToBaHa IUHAMIYHA Bi3yalbHa MOBa
HporpaMyBaHHsI OCHOBaHa 1 peasizoBana Ha Squeak (puc. 1); Minecraft - ne cninbHuMit mpoekT
Microsoft i Code.org. I'pa po3paxoBaHa Ha aiTeli BIKOM Bif 6 pOKiB i nepeadavyae BUPIMICHHS
pI3HUX 3aBJaHb 3a JONOMOro0 MoOya0BH anropuTMiB. Lle 103Bossie AITAM BUBYUTH OCHOBU
nporpamMmyBaHHs, 3pO3yMITH, K MPAIIOIOTh HOr0 OCHOBHI MeXaHI3MH (pHC. 2); iIrpyd KOMMaHii
Bristar, wanpuknaza, «['epoi Maremarii», 1m0 OXOIUIIOE OCHOBHI apU(METHYHI HABHYKH,
BKJIIOUAIOYH JI0JIaBaHHS, BIIHIMAaHHS, MHO>KEHHS 1 JUIEHHA 1 peKOMeH10BaHa MiHICTEpCTBOM
OCBITHU 1 HayKH YKpaiHH JUIs 3alIpOBAKEHHS y 3aKJIafax OCBITH (pHc. 3); i 1HIII.

Po3pobka KJII BuuteneMm iHpopMaTHKU Iependadyae OMaHyBaHHA HHUM HayKOBO-
METOAMYHUMHM OCHOBaMH Ta CTaHAapTaMd B JaHiil oOmacti, ©0a30BUMH 3HAHHIMHU
BUKOPHUCTAHHS CEPEJOBHUII PO3POOKH KOMII IOTEPHUX IrOp, YMIHHSIMHU 3aCTOCOBYBATH iX IiJ
yac po3pooxu KJII.

VY npotieci 1ocniKeHHs] HAMH 3’ ICOBAHO, 10 IrpOB1 METOAM HaBYaHHSI 3 BAKOPUCTAHHSIM
KJI Bunreni iHpopMaTUKH 3aKJIIB CEPEeIHBOI OCBITH 3aCTOCOBYIOTH €Mi30/IMYHO, 30KpEMa,
NPUYMHOIO € HEJIOCTaTHBO OOTPYHTOBAHI TEXHOJIOTIT Ta METOIUKH iX 3acTocyBaHHs [1; 2; 3; 4].
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Puc. 1. Scratch [5]
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Puc. 2. Minecraft [6]
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Puc. 3. I'pa «I"epoi Maremarii» [7]

l'oToBHICTE MaliOyTHROTO BUHTENS iHPOPMATHKHU 10 po3poOKu Ta BukopucTanus K/I e
CKJIaJHUM IHTEIPOBAHUM OCOOUCTICHO-NPO(ECIHHUM YTBOPEHHSM, IO CKJIAJA€ThCA 3
MOTHBAIITHO-T[IHHICHO1, KOTHITUBHO-IISTTbHICHOI 1 0COOMCTICHO-Pe(ICKCUBHOT CTPYKTYPHUX
KOMIIOHEHT, KOHKPETH3y€TbCA Y BIAMOBITHUX M KPHUTEpisX, MOKa3HUKAX Ta pPIBHAX
chopMOBaHOCTI (HU3BKHMA, CEepeIHIN, BUCOKUH).

BucHoBku. O1xe, HapuaHHs 3 BUKoprcTaHHAM K/II € iHHOBaMi1iHOI METO0JI0T1€L0, 110
MiJBUIIYE OCBITHIA TOTEHIlIa], IMOJICTIIYIOYH IPOIEC JOCATHCHHS BHCOKHX pE3YJIbTaTiB
MOTHBOBAHOTO HaBUYaHHS, 3a0€3MEYEHHSI CAMOKOHTPOIIO, CAMOPETyJIAllii, CaMOYIIPaBIiHHS 1
CaMOBJIOCKOHAQJICHHSI y Tporeci ix edekTuBHOro BukopucraHHs. CydacHH BYHTEIH
iHQOpMAaTHKX TOBHHEH 3HATH TEHACHII BHUCOKOTEXHOJOTIYHOrOo  iH(OpPMALIiHOTO
CYCITITBCTBA, TA BIJMOBIAHO 0 HUX HABYATHCS BIIPOJIOBXK YCHOTO YKUTTS, YAOCKOHATIOBATH
CBOIO JTISITbHICT.
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COMPUTER DIDACTIC GAMES IN PROFESSIONAL ACTIVITIES OF COMPUTER
SCIENCE TEACHERS'

Abstract. In this article we study how teachers of computer science implement computer didactic
games’ application into educational process.

Keywords: readiness, teachers of computer science, development, use, computer didactic games’
application.
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