CALIFORNIA STATE SCIENCE FAIR
2014 PROJECT SUMMARY

Name(s) Project ber
Atul Jalan
P 34684
Project Title

Constructing an Adaptive Blackjack Computer Progr
Self-Improve Itself Based on Previous Performanc
TN

Objectives/Goals Abstract \

A major challenge in programming is building a program that is adgetrve
mimic human behavior. Many programs are written on pure condiiga ) ;
time. The limiting factor is having to have humans intervene everyflime i 0 Uet the correct

human intervention, maximizing productivity. Thise
adaptive and improves itself based on the outcome 0N

in order to increase its performance.

Methods/Materials
The medium used is a card game called Blackjack.

order to improve over time.

Results Q
Results show that the Al with the [ Wi ORexperiences atrend in which it startsto win the
games of Blackjack more oftengsit ad i (A0 mimic human behavior. When it has the

have it, it stays stagnant right behs
Conclusiong/Discussion

These results show that it is pge ®an adaptive program and actually shows that this can be
applied universally in order tg £ely y in all aspects of human life such asindustrialy,
medically, and to create futufe / 5 NaYing major benefits in areas like education. This technology
makes it possible to create edycs 5 that check how a student is learning in order to change how
it teaches that student, S A/fCes that slowly adapt to the users needs and wants. Either
way, this technology Sti{s ap@/Can be used by all of humanity.

: y ing thizgdaptive function, 5000 games will be
played with both Als using the same prefixed her 5000 games will then be played with both

Summary
Using t ming language to develop an adaptive program that will monitor how it works and
the differ it usesin order to adapt itself to get rid of these inefficiencies.
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No help was received.
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