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1. Introduccion al Documento

1.1 Propésito
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2. Pongadmonos en Situacion

2.1 Qué es un Problema
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2.3 Estrategias a Seguir
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3. Métodos Utilizados en Juegos Sin Adversario
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4. Métodos Utilizados en Juegos Con Adversario
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4.1 Algoritmo MiniMax
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4.2 Técnicas para Mejorar MiniMax
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4.2.1 Poda Alfa-Beta
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4.2.3 Espera del Reposo
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4.2.4 Busqueda Secundaria
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4.2.5 Uso de Movimientos de Libro
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4.2.6 Busqueda Sesgada
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4.2.7 MiniMax Dependiente del Adversario
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4.2.8 Técnica de Bajada Progresiva
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4.2 .9 Continuacion Heuristica
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4.2.10 Movimiento Nulo
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4.2.11 Aspiration search
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4.2.12 Algoritmo NegaMax
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4.2.13 Algoritmo NegaScout
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4.3 Algoritmo SSS*
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4.5 Algoritmo MTD({)
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5. Areas Relacionadas
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6. Aplicaciones
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