Information Systems
Department

«IHOOPMALLIMHI TEXHOJOTII B CYYACHOMY CBITI:

OOCNIAXXEHHSA MOJIOAUX BYEHUX»

K

\

YK 004.9

I'mu6in mutpo, Tabakosa Ipuna

dmytro.hlybin@nure.ua, iryna.tabakova@nure.ua@nure.ua
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BMNAUB WTYYHOI O IHTENEKTY HA CTBOPEHHA NrPA®IYHOIO
TA BEB-AN3AUHY

Mtygrnit inTenexr (II) crpimko Tpancopmye
ramy3p rpagigHOrO Ta BeO-OM3aiiHy, CYTTEBO
3MIHIOIOYH TIXOOM [0 CTBOPEHHS Bi3yaJbHOTO
KOHTEHTY, ONTHMi3allii poOoYmx TpoImeciB Ta
B3aeMogii 3 kopuctyBadeM. CydacHi iHCTpyMEHTH Ha
ocHoBi Il 103BOJSIIOT, aBTOMATH3yBaTH pPYTHHHI
3aBJIaHHs, TeHEPYBaTH yHIKalbHI AW3ailH-pillIeHHS Ta
MIBUIYBAaTH 3arajbHy €(eKTHBHICTb TBOPYOTO
mporecy [1]. 3aBngku MalIMHHOMY HaBYaHHIO
JU3aliHEpH OTPUMYIOTh MOXIIMBICTh 30CEPEAUTHCS Ha
CTpaTeriyHnX, TBOPYMX Ta  KOHIENTYaJIbHHX
acrieKTax, a He Ha TeXHIUHii peamizamii. JlocmimkeHHs
JOBOJSATH, 110 anroputMmu rexeparusHoro I 3matHi
CTBOPIOBATH SKiCHI rpadidHi eleMeHTH, iHTepdelrich
Ta KOMIIO3UINI Ha OCHOBI 3aJaHUX mapamerpiB abo
HaBiTh TekcToBHX ommciB [2]. Lle 3HauHO cmpormrye
NpoLecH MPOTOTHUIIYBAaHHS Ta Bizyamizamii ifew.
Takum ymuom, Il crae iHCTpyMEeHTOM, SKMW He
3aMIHIOE Tu3aiiHepa, a PO3IIUPIOE HOro MOYKIHBOCTI
Ta MPUIIBUALIYE MPOLIEC IPUHHATTS PillIeHb.

Merto/0J10Tisl TPOBENEHUX JIOCHI/PKEHb y i
ragy3i BKIIOYa€ KOHTCHT-aHami3 miardopm, M0
reHepyIoTh JAu3aiH-pileHHss Ha ocuoi I [3-5],
anami3 UX-gaHuX 100 TOBEIIHKH KOPUCTYBadiB Ta
ONMWUTYBaHHA  TpodeciiHMX  AW3alfHepiB  IIOAO
epextuBHOCTI BuKopuctaHHs I y ixHiit poOoTI.
Pesymbratm  cBimwate, 1o iHcTpymeHtm LI
MiABUINYIOTH TPOAYKTUBHICTH Big 30 % mo 50 %
3aBJISIKH aBTOMaTHU3aii PYTHHH. 3okpema,
ABTOMAaTH4YHE TEHEPYBaHHS KOJBOPOBUX  MHAJITP,
wpudTOoBUX map, JOMIHYIOUMX KOMIIO3MLIH Ta
MIPOTOTHIIIB IOTIOMArae Au3aifHepaM IMpUiAMaTH OLIbII
oOTpyHTOBaHI pimeHHS. AJaNTHBHI CHCTEMH, IO
aHANI3YIOTh CTWIICTHKY OpeHay, TakoX 3/aTHi

MIPOIOHYBATU BapiaHTH, SIK1 BIINIOBIIAIOTH
KOPIIOpATHBHIN aiineHTHIli [6].

BaxnuBum acnexktom € BB Il Ha
KOpUCTyBalbkuii  mocBin.  [lepconamizamis  BeO-

iHTepQeiiciB Ha OCHOBI aHAIi3y MOBEHIHKOBUX TaHUX
JIO3BOJISIE CTBOPIOBATH 1HAMBIAyaJIbHI creHapii ais
KOXKHOTO THITy KOpuCTyBada. lle He immie miaBwImye
3a[I0BOJICHICTh BiJl BUKOPHUCTAHHS MHPOAYKTY, aie M
crpusie  Kpaimliidi KOMYHIKaIii MK OpeHmoMm i
aynutopiero. JlocmiKeHHs TOKa3yl0Th, IO aJalTHBHI
iHTepdeiicn Ta KOHTEHT, M0 (OPMYyeThCS HAa OCHOBI

MIPOTHO3HOI ~AHAJTITUKH, 30UIBLIYIOTH 3aJy4eHIiCTh
kopucTyBauiB Ha 20-30 % [7].

KnrouoBi  ¢aktopamm, 10  BHM3HAYaIOTh
eexrtuBHicTh 3acrocyBaHHs I B auzaiini: sKicTh
QITOPUTMIB, TOYHICTh BHUXITHUX JaHUX, PIBCHb
iHTerpamii  iHCTpyMeHTIB y  poboumii  mporec
n3aitHepa.

Il ocobimuBOo epeKTUBHUIA Yy TMOE€OHAHHI 3
PYYHOIO IIEPEBIpKOIO Ta KOPEKIN€I0, apKe JIOACHKHN

(hakTop  3aNMINAETHCS ~KPUTUYHO  BAKIUBUM Yy
MTUTAHHAX €MOIIIHOCTI, YHIKaJIBHOCTI Ta
kpeatuBHOCTI. KpiM TOro, BaXXIMBO BpaxoBYBaTH
CeTHYHI  AaCIEeKTH  BHKOPHCTaHHS  aJTOPUTMIB:
aBTOPCTBO, OpHTIHANBHICTH Ta HPO30PICTh
TeHEpOBaHOI'0 KOHTEHTY.

Ha OCHOBI MIPOBEIEHUX JTOCTIIKCHD
chopMOBaHO peKOMEHAaIil Mmoa0 e(hEKTHUBHOTO

BukopuctanHs L1 B rpadignoMy Ta BeO-amM3aiiHi.

1. uzaitnepam cmig BukopucroByBatu LI sk
IHCTPYMEHT MIiATPUMKH, a HE IOBHOi aBTOMAaTH3aIlii
TBOPYHX TPOIIECIB

2. BayxmmBo KOMOIHYBaTH pe3yIIbTaTH, CTBOPEHI
ITOPUTMAaMH, 3 PYIHOIO JOONPAIIOBAHHIM

3. HeoOXifHO MOCTIHHO OHOBJIIOBATH HABUYKH Ta
CIIKyBaTH 3a PO3BUTKOM TEXHOJIOTIH, OCKIJIbKU
ctepa I nIBHIKO €BOIIOIIIOHYE.

TakuM 4YMHOM, INTYYHHI IHTENEKT 3HAYHO
BIUIMBA€ Ha MPOLEC CTBOPEHHsS rpadidHOro ta Bed-
JIM3aiiHy, ONTHMI3yIOUd HOro Ta BiJAKPHBAIOYH HOBI
MOXUMBOCTI. [lomanpimi MOCTiKEHHS MaroTh OYyTH
cnpsMoOBaHI Ha BUBYeHHsA iHTerpamii LI vy
KOMIUIEKCHI JM3alH-CUCTEeMM, a TaKOX Ha aHaii3
TOTO, SIK 3MiHIOBAaTHMETHCS POJIb JU3aifHEpa B yMOBax
3pOCTar0v0l aBTOMATH3AIli1.
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