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2. https://replit. con/@JamesWul3/Ultimate-Tic-Tac-Toe#main. py

3. https://replit. com/@JamesWul 3/Chess#Chess/ChessMain. py

4. https://scratch. mit. edu/projects/562342230/

5. https://scratch. mit. edu/projects/564905886/

6. https://scratch. mit. edu/projects/659252993/
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Ultimate tic-tac-toe - 4% p
https://en.m.wikipedia.org/wiki/Ultimate_tic-tac-toe

. Pygame Tutorial for Beginners - Python Game Development Course - 4§ ¢

https://www.youtube.com/watch?v=FfWpgLFMI7w

. Tic-tac-toe-minimax - 4% p

https://github.com/Cledersonbc/tic-tac-toe-minimax

. Minimax Algorithm in Game Theory | Set 3 (Tic-Tac-Toe Al — Finding optimal

move) - 4§ p
https://www.google.com/amp/s/www.geeksforgeeks.org/minimax-algorithm-in-
game-theory-set-3-tic-tac-toe-ai-finding-optimal-move/amp/

. Minimax Algorithm in Game Theory | Set 4 (Alpha-Beta Pruning) - 4 g

https://www.geeksforgeeks.org/minimax-algorithm-in-game-theory-set-4-alpha-
beta-pruning/

. History of Python - #% p

https://en.wikipedia.org/wiki/History_of Python

. Scratch (programming language) - 4§ ¢

https://en.wikipedia.org/wiki/Scratch_(programming_language)#History

. Creating a Chess Engine in Python - 4% A

https://www.youtube.com/watch?v=EnYuiOe73Rs&list=PLBwWF487qi8MGU81nD
GaeNE1ENNEPYWKY _
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