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AJITOPUTMHU ITYYHOI'O IHTEJIEKTY B PO3POBII IT'OP

AHoranisi. CTaTTIO NPUCBSYEHO BUCBITJICHHIO NUTaHb MOXIJIMBOTO BHKOPHCTAHHS AITOPUTMIB
wrryaHoro irenexry (L) B chepy po3poOku irop. Uepes 3pocTaHHs CKIIAJAHOCTI Biieoirop (irpoBux
MeXaHiK, PI3HOIUIAHOBUX CIOXETIB, IrPOBOI0 OTOYEHHsI) CTae Bce OUIbII aKTyaJlbHUM e(EeKTHBHE
3acTOCyBaHHS HOBITHIX TexHoorii I mis po3poOku Bigeoirop. MeToro poOOTH € HOCIiIKESHHS
amroputMi I momgo MOXIMBOTO 3aCTOCYBaHHSA Yy pPO3poOI Bifeoirop Ta irpoBOMY IIPOIIECi.
lNmote3oro mocmimkerHs € Te, mo BukopuctanHs LI y po3pobmi irop (GameDev) Moxe npu3BecTi
JI0 CKOpOYeHHs BUTpaT Ha po3poOky. Ha IIII moxna mepekiacTv 3ajadi reHEpyBaHHS TEKCTYp
maHAmadTy iIrpoBOrO CEpeIOBUINA, aTaTHBHO 3MIHIOBAHOTO BIAMIOBITHO Jiif peabHUX IIePCOHAXKIB.
Hianoru ¢goHoBux HeirpoBux nepcoHaxiB (Non-Player Character, NPC) Ta 3BykoBi eekTH MOKHA
3renepyBaru 3a nonomoroto LI, Ba-6inbie, [T Moxe reHepyBati i cami HeirpoBi IIepCOHaXI, IPH
[ILOMY TIOBE/iHKA TaKUX MEPCOHAXKIB MOXE 3MIHIOBATHCS, 3aJIS)KHO BiJ i peasbHUX TPAaBIIiB, 10
CTBOPIOE 3aXOIUTIOIOYHH iIrpOBHI TOCBiA TpaBLiB. Takwii miaXif 34aT€H HE JIMIIEe 3MEHIITNTH BapTiCTh
Ta TPUBATICTH BUPOOHMIITBA, a i MO3UTHBHO BIUIMHYTH Ha Pi3HOMAHITHICTH irpoBOTO Tporecy. Y
CTaTTi PO3MITHYTO Ta cucTeMaTn3oBaHo anroputmu LI, ski MoXXyTs OyTH BUKOpPHCTaHi y po3poori
irop, HaBelEHO MNPUKIAIW, PO3MISTHYTO crelu(iky Ta mepeBard ix BHKOpuCTaHHS. s 1boro
BUKOPUCTaHO METOJIOJIOTII0 JIOCII/DKEHHS, sKa IIO€AHala aHalli3 JiTepaTypHUX JDKepel Ta
MPOBEICHHS IOCTIDKEHHS Ha OCHOBI BijomocTeit npo BripoBapkeHHs LI y GameDev. 3’sicoBaHo, 110
anropurmu 111 MaroTe Benmukuii moTeHmian edekTHBHOro BrpoBamkeHHs y GameDev, amxe ix
BIPOBA/DKCHHS JIONIOMAarae ypi3HOMaHITHUTH IrpOBHHM TpOIEC, HaJae YHIKUIBHUH OCBIJ TpH
KOXXHOMY TpaBLo. ['paBen oTpuMye 3Ha4Hy CBOOOXY [ii, pi3HI MOJIMBI JUHAMIYHO 3MiHIOBaHi
creHapii 1 mianoru 3 HeirpoBumu nepcoHaxamu. LI Moxke He nume pearyBaTé Ha il TPaBIld, a i
3MIHIOBaTH OTOYEHHS IS TOTO, 00 irpoBwmii mporec OyB IIKaBUM 1 3aXOIIIFOI0YNM JUIS TPaBILL, HE
3aJIe)KHO Bijl PiBHS Horo mporpecy B rpi. BripoBamkenns TexHoszorii I 8 GameDev 31e6iibmioro
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MOKa3ye TapHy eQEeKTUBHICTh, aje BOHH IOTPEOYIOTH BHCOKOI KBaumidikamii po3poOHUKIB Ta
BpaxyBaHHS PU3HKIB y MPoIIeci HOro BIPOBAKECHHSL.

Karouosi ciioBa: mryunnii intenekt; LI anmropurmu LHI; GameDev; po3poOka irop; TecTyBaHHS.

BCTYII

IloctanoBka mpoojaemMu. [HIyCTpis BiJICOIrOp € OAHIEI 3 BAXJIMBUX KYJIbTYpHUX M
E€KOHOMIYHUX sIBHII cy4acHOCTI. [Ipornosyerses, mo 10 2027 poky 10X01u irpoBoi iHayCTpil
ckinagatuMyTh 213.3 minespaiB gonapiB CIIA [1]. Ane B miit cdepi mocrae mpobiema y
reHepyBaHHI HOBUX i€l AJs IrpOBUX CIOKETIB. 31 30UIBLICHHSAM KUIBKOCTI IrOp CTBOPUTH
YVHIKQJIBHY TPy, Ka MaTUME HOBI IrpOBi MEXaHIKH Ta TI0O-HOBOMY JlaBaTUME I'PABISIM BiAUIyTTS
IrpOBOTO TPOILIECyY, Aealli BaXKye.

[tyunuii intenext (L) Ha cborogHi € OAHMM 3 TMPOBIIHUX HAMNPSAMKIB B cdepi
iH(popmamiitHux TexHomorii. CtpiMkuii po3BuTok LI Ta iioro akTHBHA iMITIEMEHTAIlis B yCi
rajy3i JIOJACHKOI MJISUIBHOCTI BKa3ye Ha HOro KOPHUCHICTh, HE 3alleHO Bia chepu
BukopuctanHsa. He B ocrannro uepry 6ym LI (Al Boom [2]) 3ymMOBIeHHIA MOMyIApH3aIIi€i0
renepatusHoro 1. Moro nmpusHaueHHs mossrac y CTBOPEHHi LIKaBUX 300pakeHb, aymio,
BiJIeO, MeJlia 3 BUKOPHCTAaHHIM MOPOJIKYBAIBHUX MoJienel (generative model) [3].

AHaJi3 ocTaHHiIX JociailzkeHb i myOJjikamiii. MoxnuBi chepu 1 NepcrneKTUBU
BuKopucTanHs anroputmiB Il B po3poOui Bigeoirop Ta irpoBoMy Hpoieci € HeIOCTaTHHO
JnociipkeHuMu. Tak, y cTarti [4] po3rissHyTo eranu (OpMyBaHHS YKPaiHCBKOTO CErMEHTY
igycrpii GameDev, moumnaroun 3 1990-x pokiB. ABTOp Ii€i poOOTH TpoaHani3yBaB
€KOHOMIYHI Ta COILiaJibHI aCMeKTH PO3BUTKY, BIUIMB MIKHAPOJHOI CIIBMpaIll Ta 1HBECTHUIIIH,
aJie MUTaHHA Ta MOXJIMBOCTI BuKoprctaHHs LI B po3podui irop He mocmimkeni. Y crarti [5]
PO3MIISIHYTO Pi3HI CcOcOoOM BUKOpUCTaHHS IiatdopM MeTaBcecBiTy (Metaverse) B irpoBii
1HAycTpll Ta MOxJMBHN BIiauB reHepatuBHoro LI Ha po3poOky irop y MeTaBCECBITI.
3a3naueHo, 1o LI Moxxe moKpaluTH CTBOPEHHS IEPCOHAXIB, IrPOBUI TU3aiiH, AU3aliH piBHIB
Ta Bi3yalibH1 epexTH y BUpoOHHITBI irop. Lle mociipkeHHs cripssMOBaHO HAa ICTOPUYHHMA OTJISAT
iHTerpauii Metaverse 3 irpamu Ha ocHoBi LI mpotsirom 2020-2024 pokis. ABTOpH po60TH [6]
po3pobunu iHcTpymMeHT Sketchar Ha 6a3i renepatuBHoro I, skuit gormomarae nuzaiiHepam
CTBOPIOBaTH IPOTOTUIM ITPOBUX MEPCOHAaXIB 1 TEHepyBaTH 300pakeHHS Ha OCHOBI
KOHIENTYyaJIbHUX BXIAHUX JaHUX. Y CTaTTI [7] IpeacTaBlIeHO CUCTEMY pO3Ii3HABaHHS eMOIIN
Ha OCHOB1 HEYITKO{ JIOT1KH 3 BUKOPUCTAaHHIM HEHPOHHUX MEPEXK, IKY MO’KHA BAKOPUCTOBYBATH
JUIsL AMHAMIYHOI TeHepalii iIrpoBOro KOHTEHTY, OCKUIBKM €MOIlIiHa CKJIagoBa JJi rpaBls €
BaXJIMBOI0. B po6orTi [8] iaerbes mpo MoxiuBi npobdiaemu Bukopuctanus LU st miarpumkn
JU3aiiHy y po3po0JIeHH] HaBYaJIbHUX 1r0p.

[TpoBeneHmnii anami3 HAsSBHUX IyONIKaIiil CBIMYUTH MPO BAXKIHMBICTH JOCIITHKCHHS
moxxsBux cdep 3actocyBanHs I B iHmycTpii GameDev, a moBciomHe BIpOBaKEHHS
texnozorii I moTpedye miABHUIEHOT yBaru 10 IbOTO HAMPSAMKY Ta CHCTeMaTH3allii MiIXoaiB
1010 MOKJIUBOTO BIpoBakeHHs anroputMis LI y BineoirpoBy iHaycTpito.

Meta crarTi: nociaiauté Ta cuctemarusyBatu aiaroputmu LI momo iX MoXIUBOrO
3aCTOCYBaHHS Yy PO3pOOIIi BiICOITOp Ta iIrpOBOMY IPOIIEC.
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PE3YJIBTATHU JOCIIKEHHSA

VY po3po6biii Bizeoirop I Moke BUKOPHCTOBYBATHCS JJIsi CTBOPSHHS CKIIATHUX MEXaHIK
I'pH, KEpyBaHHS MMOBEAIHKOIO IEPCOHAXKIB, pO3POOKH IrpOBUX CILIEHAPIiB, @ TAKOXK JJIs aHATI3Y
JAHUX TIPO Pi3HI aCMEKTH TPOIECY CTBOPEHHS Ta TECTYBAaHHS irop, a TaKoX IOKPAIICHHS
irpoBoro nocBiny. Ha pisHux eramax po3poOku irop 3i LI 3am1s cTBOpeHHS! iHTEpaKTUBHUX,
aJlaTUBHUX, PEATICTUYHUX ITPOBUX CBITIB MOXKYTh BUKOPHUCTOBYBATHCH Pi3HI aITOPUTMHU Ta
meroau LI (puc. 1).

HaByaHHs 3 nigKpinneHHsaM

Anroputmu

: HelpoHHI mepexi
KOMM'I0TEPHOTO 30pY =

Ta rmmboke HaBYaHHS

o GameDev ) _ _
Anroputmu knacudikayii - — HelipoHHi Mepexi Ans 06pobku
Ta perpecii npupogHoi mosu (NLP)
Anroputmn ans nnaHyBaHHs ['eHETUYHI anropuTMu

Puc. 1. Ancopummu LIl ¢ GameDev

— Heaponuni mepexci (Neural networks, NN) ta eiuboke nasuanns (Deep Learning,
DL) — 1ie anropuT™MHu MalIMHHOTO HaBYaHHSI, SIKi MOYKHA HABYATH Ta HA JILOTY MEPCHABYATH
3a pI3HUMH HabopamH JaHMX, TUM CaMUM 3a0e3leuyloud pi3HI CclieHapil Ta ajJanTalliio
noBeiHKU HeirpoBux nepcoHaxis (Non-Player Character, NPC) npu B3aemonii 3 peaabHUMHU
IpaBLSIMM, CTBOPIOIOYM CKJIQIHUI 1 peanicTUYHUM A0cBia Juist reiiMepiB. HelipoHHi mepexi
BUKOPUCTOBYIOTbCS JUIsI PpO3IMI3HABaHHSA MATEepHIB, TeHepalii KOHTEHTY Ta aJanTHBHOI
MOBEIIHKH B irpax. Tak, enuboki netiponni mepedici (Deep Neural Networks, DNN) MOXyTh
HaBYaTHCS Ha BEJIMKUX HaOopax JaHUX JAJIS aHali3y MOBEAIHKHM TpaBIliB, MPOrHO3YBAaHHS
CTpateriii BOporiB, po3mi3HaBaHHsA OOJIMY, aBTOMAaTHYHOI'O F'€HEPYBaHHS PIBHIB 1 CLEHapiiB
I'pH, aJanTUBHUX Ta peanmicTuuHux peakuiii NPC Ha nii rpaBus [9]. ['enepamueni 3mazanvhi
mepeaci  (Generative Adversarial Networks, GANs) MOXyTb BHUKOPUCTOBYBATHUCS JIst
CTBOPEHHSI PEAJiCTUYHUX TEKCTyp Ta Mojened ans irpoBux nepcoHaxiB [10]. 3aramom
HEHWPOHHI MEpeXi Ta TIMOOKE HABUaHHSA € OJHOK 3 HAWMOTYXHIMIMX TEXHOJIOTIN s
PO3B’s3aHHS CKJIAJHHUX 3a/ad pO3Mi3HaBaHHSA 00pa3iB, MPOTHO3YBAHHS PE3YJbTATIB 1 JUIA
ctBopeHHs moBeAinku NPC, aganToBaHoi 10 B3a€EMOIii 3 TpaBIEM.

— T'enemuuni anzopummu (Genetic Algorithm, GA) € eBONIOIIHHUMH AJITOPUTMAMH,
SKI BHKOPHCTOBYIOTh NPHUHIMIIM HPUPOAHOTO BiIOOPY sl 3HAXOKEHHS ONTUMAJIbHUX
pillleHb y CKIIAJHUX CepeOBUIIaX. BOHM € MOTYyKHUM IHCTPYMEHTOM JUIS CKJIQJHUX 3aBIaHb
onTuMi3alii, HaBYaHHA Ta €BOJIOLIl irpoBux cuctem. Lli anropuT™Mu 31aTHI MOKPALIUTH
CTparterii BOpOriB, ONTUMI3yBaTH irpoBuit 0ananc [11]. 3amicTh Toro 1100 Bpy4Hy CTBOPIOBATH
BEJIMKI OOCSTH KOHTEHTY, MOXKHA 3aCTOCOBYBATH T€HETHYHI aJTOPUTMHU [yl T€HepyBaHHS
HOBHUX €JIEMEHTIB I'pH (PiBHIB, PI3HOMAHITHMX KapT, jJaHAmAagTiB ab0 HaBITh YHIKAJIbHUX
CIO)KETHHUX JIiHI}), 10 BIAMOBIJAIOTh 3aJaHUM BHMOTraMm a0o OakaHMM XapaKTepUCTHKaM 1
BOJIHOYAC ONTHUMIZYIOTh OaJlaHC MK CKJIQIHICTIO 1 MIKaBICTIO. | @eHETUUHUN aJTOPUTM MOXKE
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BUKOPHCTOBYBATH 3BOPOTHHIA 3B 30K BiJl TPaBI[iB (HAPUKIIAJ, OLIHKKA a00 pe3ysibTaTH irop),
1100 3HAXOIUTH KOMOIHAITII0 TTapaMeTpiB, sika 3p0OUTH TPy O1IBII I[IKABOIO Ta 30aTAHCOBAHOIO.
[lepeBaraMu BUKOpHUCTaHHSA T€HETUYHUX AJITOPUTMIB y BiIeoirpax € AUHaAMivuHE aJarTyBaHHS
JI0 3MiH y TMOBEJIHII TPaBI[iB, ONTHUMI3aIlisl irPOBUX CHCTEM JJIsl IOKPAIICHHS JOCBiIY
KOPUCTYBayiB, aBTOMAaTHYHE CTBOPEHHS KOHTEHTY, WIO JIO3BOJIIE 3EKOHOMHUTH dac
pPO3pOOHUKIB, Ta 1HHOBAIIMHUN MIIXiJ 10 CTBOPEHHS HECTAHIAPTHUX, CKIIATHUX ITPOBUX
MexaHiK. ['eHeTHYHMIA anropuT™M BUKOPUCTOBYE MPOIEC €BOIONIT, II00 3HAXOAUTH HaWKpaIlli
cTparerii 3a JOIMOMOTO0 CEJIEKIIil, KPOCOBEPHHUX CXPEIlyBaHb Ta MyTallii, 00 ONTUMI3YBaTH
noBefinKky NPC juist OUibI peaicTHYHOTO W CKIIaJHOTO JOCBIAY TpU. Y CKJIAIHUX IFPOBHX
cBiTax, Je NPCs abo rpaBui MawoTh 3HaXOAUTH ONTUMAJIbHI MapIIPYTH Yy CKJIaJHUX
nangmagdrax abo ngabipuHTaX, F€HETUYHI AITOPUTMU MOXKYThb JOTMOMOITH B ONTHMIi3alii
npoliecy MOUIyKy IUISAXiB. B 1iJOMy reHeTH4Hi aaropuTMH Jal0Th MOXIIUBICTh PO3POOHUKAM
CTBOPIOBATH irpU 3 BUCOKHM piBHEM aJalTHBHOCTI, KPEATUBHOCTI 1 CKJIAHOCTI, 110 3HAYHO
MOKpAIIy€e iIrPOBUH JTOCBI.

— Haeuannsa 3 niokpinnennsam (Reinforcement Learning, RL) — e oaHa 3 OCHOBHHX
TEXHOJIOT1H, 1110 BUKOPUCTOBYETHCS AJIsl TPEHYBaHHS areHTiB B irpax. RL € ¢popmoro rmubokoro
HaBYaHHS, sIKa BUKOPUCTOBYE IiJXiJ] BpaxXyBaHHS MOMWJIOK 1 HACHIIKIB ITiJl YaC MPOOHUX JIiH.
3aBnsku 1poMy, 3 vyacom NPC 31aTHI HaByaTucs Ha CBOIX IONEPEHIX MOMMIIKAX,
MaKCHMI3YyIOUd MO3UTHBHI HACIIKUA CBOIX pilIeHb 1 MIHIMI3yI0UH KiIbKICTh mporpartis [12].
ba3zoBuMu aropuTMaMu HaBYaHHS 3 MiAKpiuieHHsM € Q-learning ta Deep Q-Network (DQN).
[Tepmmii 3 HUX MOXe OYTH 3aCTOCOBAHUH JAJISI CTBOPEHHS aJalTUBHUX areHTIB, HAIIPUKIIAJ,
BOPOTIB YM TO MOHCTIB, SIKi 3MiHIOIOTh CBOKO CTpATeriro, 3aiexHO Bin aii rpaBus. DQN e
BJIOCKOHAJICHOIO Bepcis anroputmy Q-learning i BUKOpUCTOBY€ TTTMOOKI HEHPOHHI Mepexi s
OLIHKH Jiil y CKJIQAHUX, OaraTOBUMIpHUX IMpocTopax. BiH Moke OyTH BHKOpPHCTAaHHWHA JUIs
CKJIaJHUX ITPOBUX CEPEIOBHUII, J€ areHT Mae€ aHali3yBaTH Ta MPOJYKyBaTH CTpaTterii B
peaqpHOMY Yacl B CKJIAJIHUX ITPOBHX CBITaX.

— Heapouni mepesci ona oopooku npupoonoi moeu (Natural Language Processing,
NLP) MoxHa BHKOPHUCTOBYBATH B PO3pOOLIl BiAEOIrOp AJs MOKPAIEHHS IHTEPaKTUBHOCTI,
PEaTICTUYHOCTI Ta 3aJy4eHHs T'PaBIiB, HAPUKIA/, Uil CTBOPEHHS CUCTEM JiajoriB B irpax.
3okpema, moodeni GPT abo BERT MoXyTh BHKOPUCTOBYBAaTHChH I TeHepalli TEKCTy,
CTBOPEHHS IHTEPAaKTUBHUX J1aJIOTiB 3 HEIMPOBUMHU MEPCOHAKAaMM Ta PO3IMi3HABAHHS HaMipiB
rpaBus. Ha ocHOBI TpeHOBaHUX JaHMX, 3aMICTh (DIKCOBAHMX BIANOBIJAEH, NEPCOHAXKI MOXKYTh
a/IalTyBaTH CBOI BIJMOBI/I 10 KOHTEKCTY PO3MOBH, BPaXOBYIOUH CTHJIb CIIUIKYBaHHS IpaBLs 1
HaBITh €MOIINHUN HacTpiil. Ananis nacmpois (sentiment analysis) BU3Ha4aTUMe €MOILINHUI
CTaH rpaBls (paaicTh, THIB, CyM YH TO 1HIII €MOIlii), 110 BIVIMBATUME Ha PEaKIlilo MepcoHa)ka
a00 po3BUTOK CrokeTy. Cucmemu Ha ocHogi NLP MOXyTb po3Ii3HaBaTH TOJI0COBI iHTEpdeiich
1 KOMaHIy, IO JO3BOJISIE TPaBISAM B3aEMOJISATH 3 TPOIO HE JIUIIE dYepe3 TpaaulliiiHi
KOHTpOJIepH, a i yepe3 MpUpoJHy MOBY. Bce 1ie 103BOJIsIE CTBOPIOBATH THYUKY, PEATiCTUUHY
B3aEMOJIII0 3 TIEPCOHAKaMHU 1 HE OOMEXYBAaTUCh 3a3Jajierib HalMCaHUMH Jiajmoramu. [Ipu
IIbOMY CTBOPEHHS BEJIMKUX OOCATIB TEKCTY /ISl irOp HE BUMarae HamMcaHHs J1iajloriB Bpy4YHY,
[0 TOJIETTIye poOOTy po3poOHHKA. Y BIAKPUTHX CBITaxX 3 O€3TIUUI0 MOXKIWBHX JIiH, SIK-OT:
Minecraft i To Skyrim, cucrema NLP moxe renepyBaTH HOBI KBECTH, OTTMCYBATH HOBI JIOKAIIii
a00 HaBITh aJaNITYBaTH BXKE HasBHI 3aBJaHHS, 3aJI€KHO B1Jl BUOOPY I'paBLs Ta HOTO CTUIIIO TPU
[13]. Hetiponni mepeorci «Google Translate» Ta «Deep» MOXYTh BUKOPHCTOBYBATHUCS IS
aBTOMAaTUYHOTO TMEpeKIaay TEKCTy po3MOB y peanbHoMmy daci [14]. Tak, y rimoGambHUX
OaratoxopuctyBanpkux irpax «World of Warcrafty Ta «Fortnite» rpaBmi 3 pi3HUX KpaiH
MOKYTh CIIUJIKYBAaTUCSl Yepe3 aBTOMAaTUYHUMN Mepekiaj iXHix mosigomiieHb. Kpim toro, NLP
Moe OyTH BUKOPHUCTAHO JUIs IIepcoHai3alii B3aeMO/Ii1 3 TpaBlieM Ha OCHOBI HOT0 y1io100aHb,
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CTHJIIO Tpu abo monepeanix Aii. Lle 703Bosisie CTBOPIOBATH IHTYITUBHUN AOCBIA ISl KOKHOTO
rpaBLs 3 aJaTUBHUMU JiaJioraMu Ta 3MiHIOBaHUMU peakiisimu NPC.

— Anecopummu knacugixauii ma pecpecii (Classification and Regression) €
aITOpUTMaMHU MAIIMHHOTO HAaBYaHHS, SIKI MOXKYTh OYTH 3aCTOCOBaHi Uil Kiacudikarmii mii
IpaBIiB, BUSABJICHHS aHOMATiM y Tpi, afanTtamii 10 CTHIIO TpH rpaBis Toilo. Hampukmnan,
anecopummu knacughicayii K-Nearest Neighbors, Decision Trees € KOpHCHHUMH JIsi aHATI3y
MOBE/IHKY T'PaBIIiB, BU3HAYEHHS THUIIIB TpaBIliB a0o ix crpareriii [15]. B onnaitH-myrepax abo
CTpaTerisiX BOHHU MOXYTh JOTOMOITH KiIacH(iKyBaTH TPaBIiB Ha OCHOBI X CTHIIIO TpH
(HampuKIaa, arpecuBHUM, CTpaTeriuHuii, OOOpOHHMI) 1 HaJaBaTH NEpPCOHATI30BaHI
pexkoMeHallii abo KOHTEHT. 3a IONOMOTo0 Kiacu(iKalliiHUX aJITOPUTMIB MOKHA aJanTyBaTH
KOHTEHT TPH J0 iHTepeciB 1 BmogoOaHp rpaBui. Hanpuknaa, Ha OCHOBI icTopii rpaBus
kinacudikaiiss MOXe BU3HAUYMTHU, SKI JKaHPHU, PIBEHb CKJIAJHOCTI YU €JIEMEHTH TpU oMy
o100ar0ThCs, 1 OpMyBaTH BIAMOBIHI 3aBIaHHsI, PiBHI Ta HArOpoau. Bukopucranus peepecii
€ KOPUCHUM JIJIsl IPOTHO3YBAHHSA TOTO, SIK 3MiHH B IrPOBOMY CEpPEIOBHUIII a00 MOBEIIHIII IPaBIIs
MOXYTh BIUIMHYTH Ha HWOTO TONMAJIbINI Jii, 1 SKAH Yac BUTPATUTH I'PAaBElb HAa BUKOHAHHS
KOHKPETHOT'O 3aBJIaHHS, 3aJIeKHO BiJl MOro MOMepenHiX id, CKJIaJHOCTI piBHSA abo TUIY
rpaBil. Takox perpecis MOxe OyTH BUKOPHCTaHA JUIs TMPOTHO3YBaHHS HIAHCIB HA YCIIX Y
OHMTBI Ha OCHOBI PiBHS IPaBIIsl, BUOOPY 3001, piIBHSA HABUYOK Ta 1HIIUX apaMeTpiB. Kpim Toro,
B pealbHOMY dYaci MOKHa MPOTHO3YBaTH W ONTHUMI3yBaTH CKJIQJHICTh, 3aJIEKHO BiJ
MOTIEPETHROTO MPOTPeCy TPaBIsl (HANPUKIIAA, SKIIO I'paBelb 3aHAATO IIBUIKO MPOXOIUTH
PiBHI, CKJIaHICTh 301JIbIIYETHCS ). 3arajioM alropuT™MH Kiacudikaiii Ta perpecii MOXyTb OyTu
e(EeKTUBHO BHKOPHCTAaHI JJIsi PO3POOKM BIJEOIrOp Yy PI3HUX acleKTax: BiJl IMOKpPAIICHHS
B3a€EMO/IIT 3 TPABIIEM JI0 ONTHMI3allii IrPOBUX MPOIIECIB 1 MOBEIIHKU TIEPCOHAXKIB.

— Anzopummu onsa nnanyeannsn (Planning Algorithms) MoxXyTb OyTH KOPHUCHUMU ISt
CTBOPEHHS pealliCTUUHUX 1 ckiagHux B3aemoiit NPC, nanpuknaz, a7 BUKOHAHHS Micii abo
JOCSITHeHHsI cTpareriyaux 1inei y rpi. HIl-anropurmu mianysanns HTN (Hierarchical Task
Networks) xopucHi uist po3poOku ckiaguux nociigoBrocteit Aiii NPC [16]. Bonu 103B0JIs10TH
areHTaM IUTaHYBaTH BHKOHAHHS CKJIAJHHUX 3aBJaHb NUIIXOM pPO3OWTTS iX Ha mia3amadi B
1epapXiuHOMY HOPSIZIKY, 1100 TOCATTH CBOIX IIJIEH, BpaxoBytoun oOMekeHHs cepeioBuia. Llei
M1AX1]] A03BOJISIE IPOBUM areHTaM aJanTyBaTH CBOI CTpaTerii Ta BUKOHYBATH CKJIA/IH1 3aBAAaHHS,
110 € BaXJIMBUM JJI1 CTBOPEHHS peanicTuyaux 1 anantuBHuX NPC y Bigeoirpax. Bukopucranus
HTN no3Bonsie cTBOproBaTH OUIbII PO3yMHMX 1 0araro3ajlayHUX IrPOBUX IEPCOHAXIB, II0
JIIOTH Ha OCHOBI TUIaHIB Ta 3MIHIOIOTH CBOIO CTPATET0, 3aJIeXKHO BiJ] HOBUX YMOB.

— Anzopummu xomn’romepnozo 30py (Computer Vision, CV) BUKOPHCTOBYIOTHCS JJIS
po3mi3HaBaHHS 00’€KkTiB y Ipi, mo no3Bossie NPC pearyBatu Ha 3MiHy cepenoBumma. Lli
QITOPUTMHU KOMIT IOTEPHOTO 30py J103BOJISIOTH LI BUSBIATH 00’ €KTH B iIrpOBOMY CEepe10BHILI
(HampuKJIaa, CTEXUTH 3a IEPCOHAKEM, BU3HAUATH MEPEIIKOIU a00 B3AEMO/ISITH 3 €JIEeMEHTaMU
cepenoBuina). Kommn’iorepauii 3ip Moke BUKOPUCTOBYBATuCS Uit Toro, mo6 NPCS morim
«0aunTH» Ta pearyBaTH Ha HABKOJIMIITHE CEPEIOBUIIE, TTOA10HO 10 TOTO, 5K 1€ POOUTH IPaBEIlh.
Anroputmu CV MOXYyTh BUKOPHCTOBYBATHCS ISl BU3HAUYCHHS, J€ PO3TAIIOBAaHI MEPEIIKOIU
a0o 1H1T1 MepcoHaxi, 1o 103BoJisie NPC yHUKaTH 31TKHEHB a00 NTyKaTH MUISXH 70 CBOIX ITLIEH.
Tax, xoneontoyitini Hetiponui mepedici (convolutional neural network, CNN) 3a n0mOMOTOI0
HaBYaHHS Ha BEJIMKWX Ha0Opax JaHWX MOKHAa BHUKOPHUCTOBYBATH [UIS PO3Ii3HABAHHS
XapakTepHUX 00’ €KTIB TPH, TAaKUX sIK 30posi, rpaBlii abo HaBiTh cnenedexru [17]. Anropurmu
KOMIT FOTEPHOTO 30py MOXKYTh BUKOPHCTOBYBATHUCS JIJIsl aHAJI3y MPOCTOPOBHX JaHUX a00 ISt
MpoLeAYPHOI TeHepallii KOHTEHTY, TAKOTO SIK PiBHI 200 00’ €KTH Ha OCHOBI HAIAHUX 300paKEHb
i Bimeo. TuM caMuM aNrOPUTMH KOMIT FOTEPHOTO 30pY 3aCTOCOBYIOTHCS JIISI 3HAYHOTO
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MOJICTIIIEHHST PO3POOKH irop, MOKpaIIeHHs reiMIuIeiHOro AocBiy. Kpim Toro, mi anroputMu
€ eeKTHUMHU JJI1 aBTOMAaTH3aIlli 0ararbox acrleKTiB TECTYBaHHS BiEOIrop.

[lomo TectyBanHs irop, po3pobieHux 3a gormomororo LI, To me € qoBOMI CKIATHOO
3ajauero, amxke I B irpax ckiafHO TecTyBaTHU Yepe3 BEIMUYE3HY KUIBKICTh MOXKIMBHX
CIleHapiiB 1 CUTYyallild, SKi TEHEepYIOTbCS BXKE MmiJ 4ac camoi rpu. Lle Moke mpusBecTd [0
MOMMUJIOK (0ariB) 1 HEOYIKYBaHHMX PE3YJIbTATIB, 110 YCKIAIHIOE MPOIIEC HAJIArOJKEHHS 1 3HIKYE
skicTb rpu. Came Tomy Bukopuctanss LI 1ist TectyBanHS irop, po3po0iaeHux 3a JOOMOT 00
I, € iHHOBAIIHHUM ¥ €()EKTUBHHUM ITIXOJOM JUIsl TIOKPAIIEHHS MPOIECY TECTyBaHHS 1
3a0e3nedeHHs sKocTi mpoaykTy [18]. OCKinbKHM cydacHi irpu, 30KkpeMa 3 BiIKpUTHUMHU CBITAMU
Ta CKJIaJHOI0 MEXaHIKOIO, MaloTh BEJIMYE3HY KUIBKICTh 3MIHHMX, 3actocyBaHHs LI s
TECTYBaHHS MOXX€ 3HAYHO MPUCKOPUTH 1 MOKPAIIUTH BHSBICHHS MOMHJIOK Ta MpoOyieM i3
O6amancom rpu. Ilpm wnpomy g aBToMmaru3alii TECTyBaHHS BIJEOITOpP MOXKYThb
3aCTOCOBYBAaTUCHh Pi3HI anropuTMu. Tak, aJIrOpUTMH KOMII IOTEPHOTO 30py MOXYThb
BUKOPUCTOBYBATHUCS AJISl aHANI3y CLIEH Ha HasBHICTh HENPABUJIBHMUX aHIMAIill, CHOTBOPEHUX
TEKCTYpP 4YM IHIMX Je(eKTiB, MO0 MOXYTh OyTH BaXKO IOMITHUMH TpU 3BHYAHOMY
TecTyBaHHI. Meroau cermeHranii 300paxkenp (Image segmentation) AO3BOJSAIOTH AUTUTH
300pakeHHSI Ha Pi3HI CErMEHTH JUIsl BHSIBJICHHS aHOMAJii B OKPEMHX YacTHHAX CIECHH.
Heiiponni Mepesxi Ta rmuboke HaBUYaHHS JIJIsl BUSBICHHS apTe(aKTiB MOXKYTh OyTH HaBUEHI AT
BUSIBJICHHSI TTOMIJIOK y TpadiuHUX eleMeHTax abo Jjs MEepeBipKHM KOPEKTHOCTI aHIMaIlii,
TEKCTYp, OCBITJICHHs. AJNTOpuTMHU MamuHHOrO HaBuaHHs (Machine Learning, ML) MoxyTh
CKPIHIIOTUTH IrpOBi €KpaHU Ta MOPIBHIOBATH iX 3 €TaJOHHUMH 3HAYCHHSIMH, IO JO3BOJISIE
BUSIBJISITH HEOYEBHIHI Oaru 1 mpoOiemu 3 rpadikor. lle € KopucCHHM Il perpeciiitHoro
TECTYBaHHsI, KOJH IMOTPIOHO NEPEBIPUTH, UM HE 3’ SIBUIIMCS HOBI IPOOJIEMH MICIsI 3MiH Y KOJIi.
OTtxe, I MoXxe 1OMOMOITH aBTOMAaTH3yBaTU TECTYBAHHS IrOp Ha BUSBJIEHHS MOMWIOK B
IrpOBOMY IIPOLIEC], IEPEBIPSIIOUM FeiiMIUIEH Ha PI3HUX €Tarax po3BUTKY.

PosrnsHyTHii cnucok anroputmis LI He € BUuyepnHUM, ane iHIII alIrOpUTMHU abo HE €
MOIIMPEHUMH B 3aCTOCYBaHHI1 JJ1s1 po3poOKH irop, ado He € 0e3nocepeauso anroputmamu 1111,
X04Ya MOUIMPEHO BUKOPHCTOBYIOTHCS B MO€AHAHHI 3 TakuMu aiaroputmamu B GameDev. Tak,
€BOJIIOLIIIHI alrOpUTMH, A0 CKJIALy SIKUX, KPIM PO3IJISHYTHUX B)K€ M€HETHMUYHUX AJITOPUTMIB,
BXOJATh Ougepenyiayitina esomoyis (Differential Evolution, DE) ta esomoyiiini cmpameeii
(Evolution Strategy, ES), MoxyTb 3acTOCOBYBATHCS JJIsl TeHEPAIIil irPOBOTO KOHTEHTY a00 JUist
nokpaieHHs crpaterii NPC yepe3 GaraTokpaTHi iTepallii Ta €BOJIOLiNHHI mporecu. Xoua
3actocyBaHHs DE ta ES He Take nmomupeHe, sk TeHETUYHUX aITOPUTMIB, ajle i BOHU MOXYTh
JIoTIOMaraTd CTBOPIOBATHM CKJIQJHI CBITH Ta MEPCOHaXIB, AJalTUBHO 3MIHIOBaHI IpH
TUHaMIYHUX 3MiHax y Tpi. DE € eBomomiitHuM METO0M OMNTHMI3allli, SKUi BUKOPUCTOBYE
PI3HUII MK YJIeHaMHU MOMYJIALii 1 reHepariii HOBUX KaHAaunaaTiB (pimens). Lle no3Bose
JocaraTd  OuIbIIOi  CTaOlIBbHOCTI Ta €(EeKTUBHOCTI B MpOIEci ONTuUMI3amii 1 MOXe
BUKOPUCTOBYBATUCH ISl onTUMI3alii crparerii abo noseainku NPCS B irpax, 0co0JIMBO KOIH
Tpeba mpauoBaTH 3 BEJIUKUMH MpocTopaMu pimeHb. EBomomiiiauii anroputm ES
OpIEHTOBaHMH Ha ONTHMi3allil0 HEMepepBHUX 33ha4 1 (POKYCYeTbcs Ha BUKOPUCTAHHI
CHemiaJbHUX AaTUBHUX MYTalliil U TIOKPAIIEeHHs TIONIYKY PIllIeHb /IS 3a7a4 3 BEJIUKHUMHA
abo0 CKJIaJJHUMHU MIPOCTOpaMu piieHb. Tomy ES MokHa BUKOPHCTOBYBATH JJIsl HAJIAIITYBaHHS
mapamMeTpiB 1 MOKpAIIeHHsI CTpaTerid Ta aJanTHBHOI MOBEAIHKH arcHTIB, /1€ BAXJIMBUM €
MOCTYTIOBUM PO3BUTOK 1 3MIHIOBAHICTh MOBEMIHKHM 3aJeKHO Bia cepemoBuina. Kpim Toro,
eBoNoYiliHI  npozpamu MOXYTh BHKOPHCTOBYBATHUCH JUII aBTOMATHYHOTO TeHEPYBAaHHS
CKpHIITiB 200 Iporpam JJIs BipTyalbHUX areHTiB B irpax. [logexkyau 11 cuMy sl oBe1iHKU
Ta ajanTallii MOKHa 3aCTOCOBYBATH (2eHMHO-0OPIEHMOBAHI eB0IOYINIHI MOOei, B AKUX areHTH
BIPTYyaJIbHOTO CBITY CaMi €BOJIIOLIOHYIOTh, MOKpAIIYIOYH CBOi CTpaTerii 4M B3a€MOJII0 3
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cepenoBuieM. Bee e noBoauts, mo DE, ES Ta iHmi eBomoniiiHi alropuTMu € MOTYXKHAMA
iHctpymenTamu I ans ckmanaux 3apaans y GameDev.

B GameDev y TticHomy mnoemnanHi 3 anropurmamu Il BHKOPHCTOBYIOTH pi3Hi
MaTeMaTH4YH1 MOJIeJli, AITOPUTMH Ta CTPYKTYPHU JAAHUX, K1 € BAXKJIMBUMHU IHCTPYMEHTAMHU IS
ynpaBiiHHs noBeniHkoro areHTiB (NPC) B irpoBiit po3po0iii i MOXKYTh OyTH YaCTHHOIO OLTBII
ckiaguoi cucremu I B rpi. Tak, abcrpaktHa marematmuHa monenb FSM (Finite State
Machine, mawunu Kinyesux cmawig), sKa OIHUCY€ TMOBEIIHKY CHUCTEMH SIK Hallp CTaHIB 3
MO>KJIMBICTIO IT€PEX01y MK HUMU Ha OCHOBI [IEBHUX BX1IHUX CUTHAJIIB 200 YMOB, € KIIACHYHUM
METOAOM Juisi yrpaBiiHHS noBeninko0o NPC. BoHM akTMBHO BHKOPHCTOBYIOTHCSI B irpoBii
pO3po01Ii 111 BU3HAYEHHS CTaHIB IIEPCOHAXKa Ta YIIPABIIIHHS HOr0 IepexoJaMy 3 OIHOTO CTaHy
B IHIIMI (HAPHUKIIA, 31 KCIIOKIHHOTO» 10 «arpecuBHOT0»). J[i1st BoporiB y mryrepax FSM moxxe
BUKOPUCTOBYBATHUCA Ui BU3HAUeHHs Toro, koau NPC mae aTakyBaTH, KOJM TIKaTH, a KOJIU
HIyKaTH YKPUTTSI.

Takoxx uisi po3poOKKM MOBEMIHKH AareHTIB HIMPOKO BHUKOPUCTOBYIOTH «HOBEOIHKOSI
oepesa» (Behavior Trees, BT), ockiibKyU 1 CTPYKTYpa JaHUX HAJA€ HABITh OLIBII THYYKHUN
MiX1]1 10 MOJIEIOBaHHs Ta yrpasiinHg noBeninkoo NPC, nopiBasHo 3 FSM. BT no3BonsiioTs
CTBOPIOBATH CKJIQJHI, OaraTopiBHEBI CTPYKTypu Juis opraHizamii mii i pimens NPC [19].
BapianTtu anantuBHoi, peanictuynoi noBeaiHku NPC popmytoTs y BUTIISIL AepeBa, Jie KOKEeH
By30J1 BIJIOBIJa€ 3a KOHKPETHY [il0 abo ymMoBYy. TWMM camMHUM MOXHa JIETKO CTBOPIOBATH
CKJIa/IH1 TOBEIHKOBI aTepHu. KepoBaHi alropuTMu MallMHHOTO HaBYaHHSA (POPMYIOTH Ha0ip
npasui it NPC Ha ocHOBI KOHKpeTHUX ¢akTopiB. Hampuknaza, Bopoxuit NPC y rpi Mmoxe
BU3HAYaTH CTaTyC MEPCOHaXa (BOPOT, COI03HUK, TBAPHHA TOII0) 3aJI€KHO BiJl TOr0, HOCUTh BiH
30poro um Hi. Skio y nepconaxa € 30posi, NPC Mosxe BUPIIIUTH, IO BIH € BOPOTOM, 1 3alHATH
000pOHHY MO3UIIiI0, 30KpeMa B 00ioBHX 4M cTpareriyHux irpax. Came TOMy MOBEAIHKOBI
JIEpeBa 4acTO BUKOPUCTOBYIOTHCS JIJIsl CTBOPEHHSI IHTEIEKTYaJIbHUX BOPOTiB a00 COIO3HHKIB,
Jie KOXKHA MOBEIIHKA € Pe3y/IbTaTOM BUKOHAHHS HU3KU YMOB 1 IEPEBIPOK.

Okpemoi yBaru 3aciyroByIOTh aneopummu nouwlyky A* ma /letikcmpu, OCKITbKH BOHU €
HE3aMIHHMMU JUIsS YNPaBIIHHA PYXOM IIPOBHX HEPCOHaxIB, 3abe3nedyroud iX 3/1aTHICTh
pyxaTucsi B peajbHOMY 4Yaci Ta pearyBaTH Ha 3MIHEHHsS y Tpl. AiroputM A* momwupeHo
BUKOPUCTOBYIOTh B PO3pOOIIi irop JUisi BA3HAUEHHs HAMKOPOTIIOTO IIISXY MK IBOMa TOUKaMHU
B I'pl, HAIIPUKJIAJ, AJ1s HaBirauii nepconaxa. Anroputm [leitkcrpu (Dijkstra) mpusnauenuii st
HOLIYKY HAalKOPOTIIMX IIIAXIB y rpadax, a TOMy € KOPUCHUM JJIs HaBirauii Ha BEJIMKUX KapTax
a00 B CKIIaJHUX JIOKALIISX.

Texuika npoyedypnoi cenepayii konmenmy (Procedural Content Generation, PCG)
BUKOPHUCTOBYETHCS B pO3pOOII1 IrOp AJIsE CTBOPEHHS IFPOBUX PiBHIB, JIAHAMIA(TY 1 HABITh IIUIUX
irop 3a JONOMOrOI0 pI3HMX QJITOPUTMIB Ta MaTeMaTHYHUX MOJENEeH 3aMiCTb PYy4YHOIO
cTBOpeHHs. Takuii miaxia 3abe3nedye po3MaiTTs i yHIKaIBHICTH irpoBoro kKoHTeHTy. s PGD
B GameDeV BHUKOPUCTOBYIOTh JOBOJII IIUPOKHUII CIIEKTP aJlTOPUTMIB, cepea skux: L-cucremu,
ctitbHuKOB1 aBTomatu (Cellular Automata), eBosmtoniiini anroputmu, mym Ilepnina (Perlin
Noise), anroputM poMOOBHIHOTO KBajapara tomio. Tak, ainroputMm Perlin Noise renepye
TICEB/IOBHUITAJIKOBI 3HAUCHHS 3 TEBHUMH MPHPOJHUMH BJIACTUBOCTSAMH 1 TOMY 4YacToO
BUKOPUCTOBYETHCS JJISi CTBOPEHHSI TEKCTYp, JaHamadriB, xmap Ttomo. [lo cyTti, ne Tum
rpagieHTHOTO mIymy, po3poonenuit Kenom Ilepminom y 1985 pomi [20]. Lleit anroputm
3a3BUYall BUKOPUCTOBYETHCS [l TEHEPYBaHHSA pesibedy MPUPOJIHOTO BUTIISLY, HATPUKIIAL Tip,
neyep 1 pidok. L-cucmema (abo Jlinaermeiiep-cucrema) € (GopMaabHOI TpaMaTHYHOIO
CHCTEMOIO JUIsI TeHepyBaHHs (ppakTaiiB Ta IHIIMX CaMOIMOAIOHMX IIA0JIOHIB, SIKI MOXKHA
BUKOPHCTOBYBATH JJIsi CTBOPEHHS CKIIQJHUX, JAETANTI30BaHUX CEPEIOBUII, SIK-OT: MICTa, JICH,
migzemMesuis Tomo. MarematuyHi MeToau L-cucreMum dyepe3 TMOBTOPIOBaHI —oreparii
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NepenyrCcyBaHHs 3/1aTHI CTBOPIOBATU CKJIAIHI CTPYKTYPHU POCIHWH, JI€PEB UM TO Bi3E€pYHKIB.
Cminvrukosi asmomamu € 00YNCIIOBAIIBHOIO MOJICIUTIO JIJIs TeHEpYBaHHs abJIoHIB 1 hopm, a
TOMY iX MOYXHAa BUKOPUCTOBYBATH Il CTBOPEHHS IPUPOJHHUX PENbEPIB, BOIU Ta POCIUHHOCTI.
Esontoyitini aneopummuy BUKOPUCTOBYIOTH TIPUHIIUAIIN IPUPOIHOTO BiAOOPY Ta TCHETUKHU JUISI
CTBOPEHHS PI3HOMAHITHOTO, CKJIAJHOTO IrPOBOTO KOHTEHTY (PiBHI, BOPOTH, MPEAMETH TOIIIO).
OTxe, MeToIM TeHepallii MPOLEeAYPHOTO KOHTEHTY aKTHBHO BHUKOPHUCTOBYIOTHCS B IrpOBii
PO3po0IIi 111 aBBTOMAaTUYHOTO CTBOPEHHS TaHAIA(TIB, TEKCTYP Ta POCIMHHOCTI, X0Ua BOHH HE
e amropurMamu IIII, OCKUIBKM HE BHKOPHCTOBYIOTh MpPOIICCH HAaBYaHHS, ajamTallii 4u
onrtumizanii, xapakrepui aus I 3aBasaku notyxHuM TexHikaM PCG, po3poOHUKH MOXYTh
pobutH irpu OB TPUBAOIMBUMH, IHHOBAI[IHHUMH Ta KPEaTUBHUMU.

BUCHOBKMU TA NIEPCIIEKTUBU IO JAJIBIIUX JOCJIIT’KEHb

Y pos3pobui Bigeoirop LI BHKOPUCTOBYEThCS IS LIMPOKOTO KOJIa 3aBHaHb: BiJ
CTBOPEHHSI aJalTHBHOI MOBEIIHKM NEPCOHAXIB 1 BOPOTIB 70 TeHepalii KOHTEHTY Ta
HOKpaIlleHHs TOCBIY I'paBLiB. BiAnoBiHO 10 OCTaBIeHUX 3a7a4 MOXYTh BAKOPHUCTOBYBAaTHCS
pizni anroputmu LI BuGip KOHKpPETHOTO aNrOpuTMy UM METONIY 3aJISKUTh BiJl THITYy T'pH, il
CKJIaJHOCTI Ta OakaHUX pe3yibTaTiB. Bukopucranus III-TexHosorii 103Bojsi€ CTBOPIOBATH
JVMHAMIYHI, 1HTEPAKTUBHI, THYYKi irpoBi CBIiTH, IO 3HAYHO IiJIBUINYIOTH SIKICTH IrPOBOTO
npolecy Ta A0CBij rpaBugd. Y miardopmepax Ta myrepax anroputmu LI moxyTs nonomortu
nepcoHa)kaM BU3HAYATH MiCIE3HAXO/DKEHHS BOPOTiB a00 MpeaMeTiB, a TaKoX IOIoMaratu
IPaBLSM y PO3Mi3HABAHHI BOKJIMBUX 00’ €KTIB B IrpOBOMY CEPEOBHIII.

Anroputmu 111l 103BOJISAIOTE aBTOMATU3YBaTH ¥ YJOCKOHAJIIOBATU IPOLIEC CTBOPEHHS
KOHTEHTY, pO3pO0JIATH AMHAMIYHI, IEPCOHANII30BaHI irpH, a TAKOX TECTYBaTH iX. Bukopucranus
[T He nuie 3MeHIy€e Yac 1 BUTPATH HAa pO3pOoOKYy, a i MOKpallye J0CB1J TpaBLiB, pOOJISTYH ITpU
OUTBII 3aXOIUTIOIOYMMH 1 peamicTHUHUMU. CTBOPEHHS aJIJallTUBHUX CBITIB 13 )KUBUM OTOYEHHSM
3a MPOCTUM 3aIIUTOM MO>KE CTaTH MailOyTHIM JUIsl BiZieoirpoBoi iHAycTpii. CydacHi JOCHIIKEHHS
Ta MPOEKTH IMOKa3yIOTh MEPCHEKTUBHICTh LOTO HANpsMKY pO3BUTKY TexHosorii . Arne,
MOTIPY YHUCIIEHH] nepeBary, npu BukopuctanHi 11l moTpibHO BpaxoByBaTH €THUHI IpoOIeMH,
CIPUUYUHEH] iX BUKOpHCTaHHAM. [lomanbini AOCTiKEHHS B LIl ramys3i J0MOMOXXYTh YHUKHYTH
noi0HUX Mpo0IeM, IpU 1IbOMY He 3MeHITytoun norenirian LI
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ARTIFICIAL INTELLIGENCE IN THE GAMEDEV

Abstract. The article explores the issue of the possible use of artificial intelligence (Al) algorithms
in the field of game development. The increasing complexity of video games (game mechanics,
diverse plots, game environments) necessitates the effective use of the latest Al technologies for
game development. The aim of the work is to investigate the possibility of using algorithms in game
development and gameplay. The hypothesis of the study is that the use of Al in game development
(GameDev) can lead to a reduction in development costs. Al can be used to generate game
environment landscape textures that adapt to the actions of real characters. Dialogues of background
non-player characters (NPCs) and sound effects can be generated using Al. Al can generate NPCs
whose behavior can change depending on the actions of real players. This creates an exciting gaming
experience for players. This approach can reduce the cost and duration of production and positively
affect the diversity of the gameplay. The article reviews and systematizes Al algorithms that can be
used in game development, provides examples, and discusses the specifics and advantages of their
use. For this purpose, a research methodology was used that combined the analysis of literary
sources and conducting research based on information about the implementation of Al in GameDev.
Al algorithms have great potential for effective implementation in GameDev, because their
implementation helps to diversify the gameplay, provides a unique gaming experience for each
player. The player receives significant freedom of action, various possible dynamically changing
scenarios and dialogues with NPCs. Al can not only respond to the player’s actions, but also change
the environment to make the gameplay interesting and exciting for the player, regardless of the level
of his progress in the game. The implementation of Al technologies in GameDev mostly shows good
efficiency, but they require high qualifications of developers and consideration of risks in the process
of its implementation.
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