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This work is dedicated to the issue of creating gaming artificial
intelligence. Mentioned two main ways of improving the current state of gaming
Al. Various approaches and methods used to create simulations of intelligent
behavior in computer games have been analyzed. Compared advanced and
simple algorithms of route search in small games. Analyzed decision trees and
finite state machines to choose between actions by Al. Noted that artificial
intelligence systems in gaming programs should not be too perfect, as it can hurt
the gameplay. Also made focus on the importance of using randomness and
diversity in the behavior of game characters. Made the conclusion of the
research results.

[ToBeniHka BOPOXKUX CYTHOCTEW CWJIBHO BIUIMBAa€E Ha TeWMMIUICH TpuU Ta
4acTO € BUPIIAIBHOIO CKIAJ0BOIO IIKABOCTI FPpH. Y MOPIBHSHI 13 CAMOCTIHHUMU
[T, [T B irpax Mae Habarato MEHIIl PECYpPCH, Ta CyTHOCTEH, AKI MOBUHHI MaTH
1HTENEeKT MoXe OyTu myxke Oarato. Tomy Haifvacrtime irpoBuit 11 - me HaOIip
IpPOrpaMHUX METOAMK JUJIA 1IMITallii 1HTENEKTy, a He chpolda CTBOPEHHS
peansHoro HII [1].

JIBoMa ocHOBHMMH criocobamu mokpaiieHHs irpooro I € 36imbieHHs
KUIBKOCTI ~TE€XHIK 1MiTaIrlii 1HTEJIGKTy Ta BaplaHTIB TOBEIIHKH, abo
BIPOBA/DKCHHS  yHiBepcanbHoro III, sxuii HaOMMXKEHUH 10 PealbHOTO
IHTEJIEKTy, 3a YMOBHM 3MCHIICHHS HEOOXITHUX pecypciB s  HMOro
dbyukiionyBaHHs. Tak sSK Ha pasi, HaBITh, HAOJIMKEHUX JIO YHIBEPCAJIbHOCTI
IMITYYHUX IHTEJCKTIB HE OaraTo, TOMY TOJIOBHA yBara JOCHIDKEHHS Oyia
CKOHIICHTpOBaHa caMe€ Ha IMITallli 1HTENEKTY, a He BIPOBAKEHHI PEalbHOTO
HITYYHOTO 1HTEJEKTY B irpH.

[Ipo6nematrka. HaliBa>KIMBIIIMM 3aBJaHHSIM IITYYHOTO IHTEJIEKTY B irpax
€ TOKpAIICHHS ITPOBOTO JOCBIAY, 3aBISKH LIKAaBOMY Ta BaXKOMY IrpPOBOMY
nporuecy. Tomy LI mae Matu ysBiIE€HHS MpPO ITPOBUIN CBIT, @ MOHCTPH MOBUHHI
MaTH MOKJIMBICTh 3HAXOAUTH MUISIX B IbOMY CBIiTi. Po03MOBCIOIKEHOIO
IPAKTUKOIO € BUKOPUCTAHHS A* aJlrOpUTMy MOLIYKY HUISIXY, ajie 32 YMOBH, IO
MOHCTP HE€ TIOBUHEH 3HaWTH MUIAX Ha BEJIMYE3HIM KapTi, a TUIbKH
nepeMillyBaTUCs Ha HEBEJWKI BIJICTaHl, TO BUTpAIl y TMOPIBHSAHHI 3 MEHII
CKJIagHUM airoputMom Jletikctpu He 3Haunuii [2]. Ilpore JlelikcTpa OimbI
JETKHUA 1711 PO3YMIHHS Ta MOTpedye MEHIIe Jacy JJisi BIPOBA/KEHHS B TPy, a
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4ac € BAXJIMBUM pPeCypcoM mpu po3poOiii. ToMy mepeBara BijaHa aqroputMy
JenkcTpu.

Xoua MOHIyK HUIAXY € BaXJIWBOIO ckiagoBoro irposoro LI, ame me He
enuHuN crnoci6 imiTamii po3ymHocTi. Tak nns BuOOpy Aii, 10 MOBUHEH
BukoHaTH NPC, mmpoko BUKOPUCTOBY€ETbCS CKIHYEHHHM aBTOMaT. UnM Oinblie
Ta pi3HOMAaHITHIIIE rpad CTaHiB, TUM OUIBII JTOCKOHAJIO BiH IMITY€ IHTEJICKT,
ajie, Ha >Kajb, KUIbKICTh MOXJIMBHX IEPEXOJIIB pOCTE HAOArato MBHUIIIE HIX
KUIBKICTh CTaHIB, TOMY MICJSl JEAKOTO 3HAUEHHS J10J]aBaTH CTaHW CTAHOBUTHCS
Maif’ke HE€ MOXJMBO, MO0 1€ HE MPHU3BOAWIO A0 MOMMIJIOK. [l Oinbid
peTeNbHOr0  JOCHI/DKEHHS JaHOi TEXHIKH, Oyjo po3poOJieHO JeKUIbKa
CKIHYEHHUX aBTOMATIB JJIsSI HAIIO1 TPH.

[Hmoro BaxkiIMBOIO CKIIanoBor0 i irpoBoro I, € meBHa cTymiHb
Herepen0auyyBaHOCTI Ta He iacanpHOCTI B miax. Tomy skmo LI Oyme Bectm
MOCTIHHO ce0e OJHAKOBO HA MEBHI YNHHHUKH, TO TPABEIlb IIBHIKO 1€ TOMITUTH
Ta oMy ctaHe He IikaBo. Takoxk morano koiu NPC Oyne manTo maicTepHO
BUKOPUCTOBYBATH 30p010, a00 MaTH HAABEJIUKY MIBUAKICTH peakiii. Tomy mpu
BuOopi abo BukoHaHi Aii Il mobpe sikmio € BUMaakoBicTh, Oa)kaHO BOHA
MOBMHHA HAONMKATUCA JO HOPMAJIBHOTO PO3MOJAUICHHS, aKe OUIBIIICTD
(akTopiB sAKi MOB’s3aHi 3 peaJbHUMH JHOIBMH BiIIOBIIa0TH posmnoainy layca
[3]. Akmio x noTpiOeH pIBHOMIPHUN PO3MOILT, TO 1THKOIM OakaHO Horo poOuTu
OuIblI mependadyBaHUM, AK€ B IMPEACTaBICHHI KOPUCTyBaya: OJHA 3 PIBHO
BIPOT1/IHUX MO HE MOKE 3yCTpIYaTUCS MIAPAJ 3aHAATO JIOBrO, a TAKOXK MOXKE
pYWHYBaTH PI3HOMAHITHICTh T'PH.

Bbyno mpoananizoBaHo 6arato miaxoaiB A0 iMiTallii pO3yMHOCTI B irpOBOMY
I, Ta HaBenEeHO HANMOMYJISPHINI Ta HAUTOJOBHIII MPAKTHUKW MPU CTBOPEHHI
[I. Takox mani miaxoau OyJIO BUKOPUCTAHO y PO3pOOIll BIacHOi rpu, abu
MEPEBIPUTH 1X HA MPAKTHUIIl, Ta TOKPAIIUTH BIIACHY PO3POOKY.

BBaxaeMo, 1110 mpu CTBOPEHH1 HOBHX CHUCTEM IOTPIOHO He 3a0yBaTH 1 PO
BXKE ICHYIOYl pIIICHHS, aJpKe OLIbII TPOJBUHYTI TEXHIKM MOTPEeOYIOThH
MIJIBUIIICHOT KIJBKOCTI pecypciB Ta dYacy, HI0 € OOMEKEHHM pEeCcypcoM B
cydacHoMmy cBiTi. Tomy miaBuIIeHHS OOI3HAHOCTI Ta TIOKpAIEHHS BXKE
ICHYIOUMX JIETKMX DIIIEHb € Ba)XJIMBOIO CKJIAJ0BOI0 3MCHIICHHS BHUTpAT Ha
PO3pOOKY.
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