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Objectives/Goals
Our purpose was to create a computer program that can learn to play tic-tac-toe.  We were interested in
how artificial intelligence works and wanted to see if we could create a program, teach it to play
tic-tac-toe, and make it unbeatable.

Methods/Materials
The initial step was to learn the basics of JavaScript, HTML, and computer programming.  Then, we
created a web page to draw the square images to create a tic-tac-toe board.  Functions were set up for the
computer to pick the computers next move, such as being able to 'win and block if given the option' and
'picking the most popular move'.  Test subjects were asked to play the game on various settings, and data
was collected regarding wins, losses, and ties.

Results
Before we created a function that chose the 'most popular winning move' and saved a lot of game data, we
could beat the computer almost every time. With plenty of data and the 'most popular winning move'
function complete, the computer can never lose. The computer now only wins or ties.  This has been
demonstrated with several test subjects.

Conclusions/Discussion
The computer, after loading all previous game data files, cannot be beat, but it can be tied.  This approach
of computer learning can be applied to other fields such as medicine, engineering and manufacturing.

We programmed a computer to learn from human behaviors and play tic-tac-toe, showing that with
limited learning data the computer didn't play as well as it did with total access to all recorded game data.

Mr. Boyd helped teach us JavaScript and HTML.  He also helped us set up the beginning of the program. 
We also took the online HTML and JavaScript course at www.w3school.com.
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