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The use of computer brain powers in game making has really changed how
games work, making them more responsive, flexible, and lifelike.
Contemporary Al innovations permit creators to forge more engrossing
interactions through improving artificial character actions, dynamic game
content fabrication. Games with special computer brain programs can change
when people play, making each game fun for everyone. Moreover, artificial
intelligence systematically functions in gamers' activity examination, thereby
facilitating coders to calibrate difficulty stages, modify ongoing challenges, and
establish a more captivating gameplay based on current statistics. As Al
continues to change, its part in games will become bigger, making game worlds
smarter and more complex.

BrpoBamkeHHS MTYYHOTO IHTENEKTYy B IrpU 3HAYHO PO3IIUPHIO Ta
MOKPAIUJIO ITPOBY IHAYCTPIIO, BIAKPUBAIOUYM HOBI MOXJIMBOCTI ITiABUIIECHHS
PIBHSI IHTEPAKTHUBHOCTI, aAalTUBHOCTI Ta peanicTuyHOoCTi. CyyacHl TEXHOJOTIT
NO3BOJISIIOTh ~ PO3pPOOHMKAM  CTBOPIOBAaTM  OUIBII  3aHYpIOBAaJbHUN  Ta
IHTEpaKTUBHUI CBIT 3aBJSKU BIOCKOHAJIECHIM MOBE/IHII HEITPOBUX MEPCOHAXKIB,
3 IKUMH MO>KHA BECTH TPUPOIHUHN J1ajior, IpoleAypHE TeHepYBaHH KOHTEHTY
Ta aJIaATUBHUM MeEXaHiKaM TelMIlIero. [HTerpalis aaropuTMiB, 0 KEPYKOTHCS
IITYYHUM IHTEJIEKTOM, JO3BOJIS€E IrpaM TMHAMIYHO pearyBaTH Ha Jii rpaBIi, 110
JI03BOJISIE€ MTOBHICTIO MOTIMHYTHU y CBIT rpu. KpiM Toro, kommn'roTepHHii iHTEIEKT
BUKOPHUCTOBYETHCS JIJIs1 aHAI3y TOBEIIHKH TPaBIiB, IO JT03BOJIIE PO3POOHUKAM
HAJAIITOBYBATH PIBEHb CKIAAHOCTI pOOJSIYM HETaTHUBHUX IEPCOHAXKIB
CIWJIBHIIIUMHU a00 CIa0IIMMH, a HEUTPAJbHIIIMMH PO3YMHIIIMMH, 3MIHIOBATH
JMHAMIKY TpH 1 CTBOpIOBATH OiNbIN 3axorutorounii gocsia [1]. 3 po3BuTkom
TEXHOJIOT1M MITYYHOTO 1HTEJIEKTY MOoro pojb y reimM cdepi Juiie 3pocTaTuMe,
10 MPU3BEE IO CTBOPEHHS 1€ OUIBII CKIJIAJHUX 1 PO3YyMHUX ITPOBUX CBITIB.

VY 1poMy A0cCHiKeHH] OyJI0 PO3IJISTHYTO OCHOBHI HAaPSIMU BUKOPHUCTAHHS
HITYYHOTO 1HTEJEKTY B Irpax, HOro BIUIMBOM Ha MPOLIEC PO3POOKU Ta 3aco0u
MiJBUIICHHS €(PEKTUBHOCTI irpoBoro aocigy. [IpoaHanizoBaHo TEXHOJIOTII, sIKi
BUKOPHUCTOBYIOThCS 7151 CTBOpeHHs peanictuuHux NPC, npouenypHoi reHepaitii
pIBHIB Ta CIIEHaApiiB, a TaKOX aJallTHBHOIO MAaIIMHHOTO 1HTENIEKTY, IIIO0
M1TAMITOBYETHCS il CTUJIb TPU Ta BMIHHS KOopucTyBada. JlocmikeHo cydacHi
TEHJCHIIII 3aCTOCYBaHHS HEWPOHHUX MEPEX Ta TIMOMHHOIO HaBYaHHA Yy
po3po0Ill irop, a TakoX TMEPCHEKTUBH iX TMOMAJIBIIOTO PO3BUTKY. Taki
TEXHOJIOT1i, SK TEHEpaTUBHI MOJENl INTYYHOTO IHTENEKTY JO3BOJISIOTh
CTBOPIOBATH HOBI PIBHI CKJIAAHOCTI B PO3poO0Illl KOHTEHTY, POOJISIYA KOXKEH
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irpoBuil cBiT HemoBTOpHUM. IHTerpamiss Il y mpomec OanaHcyBaHHS Tpu
JI03BOJIIE  MIJJIAIITOBYBAaTH CKJIQAHICTh MiJ KOXXHOTO TpaBIs  OKPEMO,
3a0e3neyyroun OUIbLI MEepCOHANI30BaHUN JOCBIJ Ta MOKPAIIyIOYH HEOOXITHI
HaBUYKHU.

OO0'eKTOM JTOCIIPKEHHS € IITYYHUH 1HTEJNEKT Yy Biieoirpax, a mpeaIMeToM —
METO/M MOT0 3aCTOCYBaHHS JIJISl IOKPAIICHHS B3a€MOJIIl 3 TPaBIEM, CTBOPEHHS
pEaNTICTUYHHMX CBITIB Ta YJIOCKOHAJeHHS MexaHik rpu [2]. Hus peam3zarii
MOCTABJICHUX 3aBIaHb BUKOPHCTOBYBAJIMCS METOAM aHANI3y HAYKOBHX
JOCTIIKEeHb, pO3pO0Ka aIrOpUTMIB IITYYHOTO IHTENEKTY Ta TECTyBaHHS IXHBOI
edexkTuBHOCTI B reiimaeBl. OcobiuBa yBara OyJjia NpuiieHa MOPIBHSAHHIO
ICHYIOUYMX MIJIXO/IIB Ta iX €()eKTUBHOCTI Y pealbHUX ITPOBUX MPOEKTAX.

HoBuszna pobotu momsirae y JOOCHDKEHHI Cy4YacHUX TIJAXOIIB [0
BUKOPUCTAHHSA IITYYHOTO 1HTEJEKTY B Irpax, BKJIIOYAIOYM T€HEPATHBHI MOJENI
CTBOPEHHSI KOHTEHTY, aJalTHBHI CHUCTEMM CKiagHocTi Ta HaBuaHHi NPC y
peanmbHoMy uaci [3]. IlpaktuuHe 3Ha4YeHHS POOOTH BKIIOYAE PO3POOKY
METOJAMYHUX pekoMmeHaaii moxo interparii LI B irpoBuii nporiec. Pesynbratu
JOCITIIKEHHSI MOKYTh BUKOPUCTOBYBATHCH SIK Y KOMEPIIMHUX MPOEKTaX, TaK 1 B
HAyKOBIH cdepl /il MOJANBIIOr0 PO3BUTKY TEXHOJOTIA MAITMHHOTO 1HTEIEKTY
B 1HAYyCTpli Bijeoirop. BuUKopucTaHHS 1HTENEKTYallbHOI CUCTEMHU B IeHMM/IEBI
JT03BOJISIE HE TUIBKHU MIJIBUILIUTHU SIKICTh TPH, @ 1 3HAYHO ONTHUMI3yBaTH MPOLIEC ii
pO3pOOKHU, 110 OCOOJMBO BAXJIMBO JUISl BEJIUKUX IPOEKTIB 13 HEOOMEKEHUM
CBITOM Ta CKJIQJHOIO IFPOBOIO0 MEXAHIKOIO.

B pe3ynbraTi 3po0sieHOI poOOTHM OyJ0 CTBOPEHO MPOTOTHUI I1FPOBOL
cuctemu 3 iHterpoBanumu llll-anroputmamu, MmO JAEMOHCTPYE MOMIJIUBOCTI
BUKOPUCTAHHA HEWPOHHUX MEpEX JUIsl MPOLEeNypHOI TeHepalii KOHTEHTY,
ajamnTanii 1rpoBoro mpouecy mia cTuib rpasus Ta po3BUTKy NPC, 3matHux
HABYATUCS B pealibHOMY 4aci. OUiKyeTbes, 10 el MiaXiJ 3HAaYHO BIUIMBAE Ha
MaiOyTHE pPO3pPOOKH 1rop, JMO3BOJISIOUM CTBOPIOBATH OUIBIN peaiCTHYHI,
3aXOIUTIOK0Y1 Ta JUHAMIYHI I'POB1 BCECBITH.
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