1B - VATLYYA I T 451
ISS-A-053

FAERAA—E Yy a3 UThRE

XEBELRBFEENAL-RPRIXDOEBENERR

BEx BR&ET

#L &'

T REERKY IPHHEREEIFH

1. [FLC®HIC

HENERIIR MmO L O RERRTHF A Mrb
FWT XA NEARTDHZ LK, AR ERH
THAEZIRTE S L) T2 chHD. BENE
FNTITTEDT F R b o BB AR 2 AR,
T F A b OWE Z IEI A RICERCT 2 AR
T5H. AR TIE, K, &K, K&, AMPEET S
DI D322 2T H 2R AT, £ < ORI
il U CHET DN AEZ R L, BHEOSN
RN ER FIEERET D, ERET L E LT,
TTUva CBEICR LRy N2 ET L
(Transformer) & U AL > h==a—F /L3y hU—7
(LSTM+Attention) Z I L7=E T /L & tklg L, B
S DER TN BT L OREEAT D .
2. BREMR

LS [ANIX 575 OEFRZMM L THite i@ T
& D IE Il D72 O OBERIER T IEERE L.
AU TR-TDF 28I H L, HEEOBEEE)N G EN %
T DFRETHD.
3. F—E+tvkh

FHAT 7 =2y NI g0 7 7 L
YA TH %D NIPS THE I 172K LORF 5 LK
7000 &R 5. AKFIETIIALT F A M a7 —
2L LTHWAS.
4. REF

B O O TRS &, BERIIR TH
D, AENPDNDRTWVWI EREETHD. #E,
ST, HMERTHM SN THDA, i bidb
RRZEE 2 Z &L <, ERICIIARME TH 5.
Zolw, K, MENZFENLIEITEE, £<
OB ZmXIckBEB L CTHEETDIETH D
Introduction(J¥ ), Discussion(#%%%), Conclusion(% &
WDYDTFA MEHL, 7—2 L LTHWS. =
O DOEITIX, B A, R REFER RSN TED,
HERLENSZLSGENRTWDLEEZZLND. Ak
SNT=ER Ol ktg & L C Abstract(E ) &
L. INHOXT BFEHIETETNVEERT 5.
BB AT OREFE Oy N — 7 T VT
LEX ATV BILD Transformer & LSTM(Long
short-term memory) +Attention %% L, %17 9.

2019/3/19 ~ 20 HUK

_53_

5. RER, M

AL A2 T~ 72T — X & —D2DT F A MIHEA L,
Abstract & X7 CHEEEITH. FIHT LT — & OE|
BILFET—H, TANT—HX% 82 45, M
WZIE7 ¥ A NEFOFREETH DH ROUGE-L O Fi %
FRAT 5. ZofElX, ©7 A0MER LT Abstract &
MRt Abstract O —EE & R

KT NVOFHMFE R E R LITRT.

. 1 FEAmRS F

ET IV Fes (%)
Transformer 34.3
LSTM+Attention 30.1

% 7=, Transformer |2 X W AR SN 7= EHO—E %
PLTFRT. BERORGRE Lz X Thrun (2 X5
['Learning To Play the Game of Chess] [2] T® 5.

last decade ago game major oldest research artificial
intelligence computer science ches programme ches rely
intensive search generate move board evaluate fast
evaluation function employ usually carefully design
hand sometime augment automatic parameter tune
automatic method
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