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Basing on deep learning techniques, we created a neural network agent and trained it to
play Hex. The training took place in accordance with modified Google Deep mind training
algorithm for Alpha Go Zero.

Urpa Hex Obina mpumymana B cepenuHe XX BeKa HE3aBUCUMO JIpYT OT Apyra
JIByMSl JIFONIbMU — JAaTCKUM y4eHbIM [lutom XelHOM M aMEepUKaHCKUM MaTE€MaTHUKOM
Jl:xonoM Hamem. Mrpa mporcxoauT Ha rekcaroHaJabHOM 10CKe poMOUUYecKon (pOpMBI.
JIBa urpoka mno ouepeau 3aHUMarOT CBOOOHBIE KJIETKH C LIEJIbI0 MEPBLIM MOCTPOUTH
COEIMHSIOMINMI KJIACTEP MEXIY CTOPOHAMH CBOETO IIBETA. B TaHHOU UTpe HEBO3MOKHA
Huubs. J[xoH Hamn nokaszan, 4to Urpok, HAaUMHAIOUIUMN TIEPBbIM, UMeeT hOpCUpOBaH-
HBI BBIMIPHIII, OJJHAKO B OOLIEM cllydyae OH He HailieH. Hex He siBnsieTcs HOBUHKOM
JU1sl HaygHOTo Mupa. Ha nanHyto Temy ObUIO HAlMCaHO MHOXKECTBO CTaTel, B KOTOPBIX
YUE€HBIE MPUMEHSIIN Pa3IMYHbIC aITOPUTMBI JJIsl UCCIEIOBAHUS 3TOM 3aMeyaTeIbHON
urpel, kak, Hanpumep, H-search [2], XH-search [3], Monte Carlo Tree Search [4] u
MHorue apyrue. OJIHaKo, HEHPOCeTeBbIEC MOAXObI ISl U3yUYeHUs cTpareruil urpsl Hex
paHee He MPUMEHSUIUCH, YTO SBIISTIOCH OCHOBHOM 1IETBIO0 TJAHHOM paboTHhI.

st peanuzanuu Obila BeIOpaHa apXUTEKTypa CBEPTOYHOW HEWMPOHHOUM ceTH ¢
nByMs BbIxonamu. Ilocie mogaun Ha BXO4 HEKOTOPOM UTPOBOM MO3ULIMK HA OJTHOM BbI-
XOZi€ HEMPOHHAS CETh MPEICKA3bIBAECT OLEHKY NMO3MLKHU OT -1 1o 1, a Ha npyrom - pac-
npeesieHue BEPOSITHOCTH TI0 BCEM BO3MOKHBIM XOJIaM M3 3TOM ke mo3uiuu. Jjist ooy-
4yeHusl HelpoceTH ucnoibidyercs aaroputm Monte Carlo Tree Search, qist koToporo
Ka)KJ1as1 TTIO3UIMS Ha JOCKE NIPENCTABIAETCS B BUJIE y3/1a B ApeBe noucka. HeitpoceTsb
UrpaeT caMa ¢ CO00M HEKOTOPOE YUCIIO TAPTHUH, IS KAXKA0U MO3UIIMY 3alIOMHHAs T10-
OenuTeNs U pacnpeieseHue JOYEepHUX Y3JI0B B epeBe MOKCKa Mo noceneHusM. OyHk-
1IUsI OIMOKHY TpeOyeT COBIAICHUS dTUX BEJIMYMH C OLICHKOW MO3UIIMM U pacrpesese-
HUEM BEPOSTHOCTH, TIPE/ICKa3aHHBIMU HEeMpoceThio. O0yueHne HeMpOoCceTH OCyIIEeCTB-
JISIETCSA METO/IOM TPAJIMEHTHOTO CITyCKa. DTarbl 00y4eHUs W HAKOIIJICHUST 00yJaroIiei
BBIOOPKHM IMKJINYHBI. Takoil oOy4aromuid ajaropuTM BIEPBBIC OBLUT TPEACTABICH
Google Deepmind ans 06ydenust HeiponHoit cetu AlphaGo Zero [1].
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Mgl ipoBenin MOJEPHU3AIIMIO U aianTauio ucxoaHoro anroputma AlphaGo Zero
K urpe Hex, koTopas 3akiodaercs B ciefyiomeM. Bmecto ofqHo# HelipoceTn, MBI Hc-
MOJIB3YEM JIBE, 110 OTHOM Ha KaXKJI0TO M3 UTPOKOB. Pe3ynbrar nx 00y4eHus TOI0KUTE-
neH. HelipoHHbIE CETH YCIISITHO MCIIONB3YIOT TEOMETPUICCKUE TIOCTPOCHUS U3 TEOPUH
urpsl Hex, Takue kak poMO 1 BHJIKa, XOTSI HUYETO KPOME ITPABHII UTPBI HE OBLITO TIPEJIo-
CTaBJICHO UM IEpe/l Ha4aoM O0yUYCHHSI.

Heiipocets o0y4anack Hex mOMHOCTBIO C HYJSI U IEMOHCTPUPYIOT OUCHD CHITbHBIH
YPOBEHb UTPBI, COMIACYIOIIUICS C TEOPETUICCKUM peleHreM [5].
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Puc. 1. Anroputm nowncka no nepeBy metogom MonTe-Kapio, nenomns3yromuiics npu
00y4yeHUU HEMPOHHBIX CETEM.
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