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Introduction

From the beginning of time, or just when people where bored, a popular game that people played against each other was Noughts and Crosses.  Some may know the game as Tic Tac Toe but the rules are the same and Noughts and Crosses is thought to be the original name in English.

But the only draw back to this game, you need another person to play against.  With today’s growing world of computers, why not teach a computer to play a simple game of Tic Tac Toe.  Obvious there are many ways to go about making an artificial intelligence for this game.  One way to go about doing this is by brute force.  Since there is only 9 moves in a game of Tic Tac Toe, a person could make a trivial recursive algorithm that explores all possible games.  The only disadvantage to this approach is that if a person wants to carry this into another game like poker or anything that has many different angles to game, then writing an algorithm that finds all possible moves will over fill the computer’s memory and crash.  This is not a desirable result since gaming companies are trying to make games that entertain people in today’s world.

In this project, the game of Tic Tac Toe is going to be taught to a neural network.  This approach has the advantage of not having to show the network every possible combination to learn what it has to do.  It can be taught with the idea that certain moves will give it more of an advantage then other moves will. With this idea in mind, it doesn’t need to know every move that is possible to start out the game.  Since this is going to be a neural network, it will not learn as you play it.  It will only learn what it is taught in training mode and go from there on what is the best move.
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