
In this thesis, we work on implementation of the board game Settlers of Ca-
tan and artifitial intelligence playing this game. The artificial intelligence is based
on a combination of expectimax and reinforcement learning. Using reinforcement
learning, we have been able to develop an agent who can play reasonably. We ma-
naged to improve the policy learned by reinforcement learning using expectimax.
The resulting agent is able to win aganist average human player.


