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MOJAEJIOBAHHSA CUCTEMMU «I'PABEIIb-KOMIT'IOTEPHA I'PA» 3A
JAOIIOMOI'OIO METOIIB MAIHIMHHOI'O HABYAHHA

HImyunuti inmenekm 01 8ideoicop A6IAE OO0 peanizayito HAOOPY arcoOpummis i
Memooie aK mpaouyilino2o, Mmax i Cy4acHO20 WMY4YHO20 [HMeNeKmy 3 Memow 3abe3nedeHus
BUpiEeH s Yino2co psaody ieposux 3anedcHux 3aday. OOHax OLMbWICMb CYUACHUX NiOX00i8
NPU3800aMsb 00 BU3HAYUEHUX, CIAMUYHUX | Nepedbayy8anux peakyiil i2po8o2o azeHma, He Maroyu
MOJACIUBOCMI NPUCMOCYBAMUCA NI0 Yac 2pu 00 NOBediHKU abo CMmuilo 2pu KOpUcmyeaud.
Memoou mawunno2o HaguyaHus 00360AAI0Mb NONNUUMU NOBEOIHKO8Y OUHAMIKY KepOBAHUX
KOMN'tomepom i2posux azenmis, Noie2uyiouu agmomamu3osany 2ewepayiio i 6i0bip mooeneti
NOBEOIHKU, MUM CAMUM POZUUPIOIOUU MONCTUBOCHT YUPPOBO2O 12P0BO20 WMYYHO20 THMENEKMY
I Haoawuu MONCIUBICMb CMEOPI0Gamu OilbWl 3aXONA0Yl I YIKAGI 12PO6I 8DPANCEHHS.
Haiticonosniwe nonseae 6 momy, wo piuienns 3a0au y 6ioeoiepax modce npusecmu 00 8UPIULEeHHs.
PeanbHUx 3a60aHb 3 UKOPUCTMAHHAM NEPesipeHUx aieopummis Wmy4Ho20 iHmeneKmy.

YV cyuachux docniosicennsx npedcmasienuil psao akaoemiyHux pooim, sKi 6 menepiuinii
MOMeHm 8i03HAUAIOMb NONYAAPHICMb 1 pele8aHmMHICMb MAUUHHO20 HABYAHHA OJisl i2pOBUX
cepedosuLy 3 MOYKU 30PY GUKOPUCIAHHS MEMOOI8 HEUPOHHUX MEPEdHC, e8ONIOYIIHUX 0OUUCTIEHb |
HABYaHHSA 3 NIOKPINJIeHHAM OJisl YNPAGIIHHSA i2POBUMU A2eHMAMU.

Knrouosi cnosa. Mawunne naguanns, gioeoiepu, HAG4AHHs.

Artificial intelligence for video game is the implementation of a set of algorithms and
methods of both traditional and modern artificial intelligence to ensure the solution of a number
of game-dependent problems. However, most modern approaches lead to definite, static and
predictable reactions of the game agent, not being able to adapt during the game to the behavior
or style of the user's game. Machine learning techniques can improve the behavioral dynamics of
computer-controlled game agents, facilitating the automated generation and selection of
behavior patterns, thereby expanding the capabilities of digital gaming artificial intelligence and
providing the opportunity to create more exciting and interesting gaming experiences. The most
important thing is that solving problems in video games can lead to solving real problems using
proven algorithms of artificial intelligence.

Modern research presents a number of academic papers that currently note the
popularity and relevance of machine learning for gaming environments in terms of the use of
neural network techniques, evolutionary computing, and reinforced learning to control game
agents.
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ITocranoBka npodsaemMu. B naHnii yac MOBCIOJITHO 3aCTOCOBYIOTBCSI CUCTEMH IITYYHOTO
IHTENEKTY, 1110 MPAIOI0Th Ha OCHOBI MAIlIMHHOTO HaBYaHHs. Y OaHKaxX BOHU BUKOPUCTOBYIOTHCS
JUIsL BUSIBIIEHHS IIaxpaiicTBa, Ha cailTax 3HalloMCTB - AJs Mmi0Opy MOTEHLINHUX MapTHEPIB,
MapKeTOJIOTH 3 iX JIOMOMOTOI MPOTHO3YIOTh PEAKIil0 LIJIHOBOI ayAMTOpii Ha pekiaMmy, a Ha
caiftax ansa 30epiraHHsa Ta oOMiHY (doTorpadissiMi MallMHHE HaBYAaHHS 3aCTOCOBYETHCS IS
ABTOMATUYHOTO pO3Mi3HaBaHHs o0mmyuus [3].

MarmmHHe HaBYaHHS — 1€ 00JacTh KOMIT'IOTEPHUX HAyK, 110 3aiMa€ThCs aJrOPUTMAMU,
SKI CaMOCTIHHO HAaBYAalOTbCA 1 MPOTHO3YIOTh CHUTYallil0 HAa OCHOBI HasBHUX JaHUX, HE
BHMarar4u BTpy4aHHs mporpamicta [3].

Ha nanuii MOMEHT MpOBOJSATHCS UWCICHHI IOCTI/DKEHHS, SKi JIOBOISATH 3IAaTHICTh
MaITMHHOTO HaBYaHHS MOJICTIOBATH MOBEIHKY IO 3alMCaHUM JTaHUM, OCOOJIMBO B BiJIeOIrpax 3



NEBHOIO KUIBKICTIO MOBTOpiB. HaTxHeHHI UMM poOOTamH, MosiBa CTPATerii B JaHWX, 3BAaHUX
naTepHaMHy, MOXKHA CIIOCTEpIraTH 1 JICTaBaTH 3 ONEPAaTUBHUX JaHUX [8].

MamHHe HaBYaHHA - JUCLUIUTIHA iH()OPMATHKH, IO JO3BOJSE KOMIT'IOTEpAaM CaMUM
BUMTHUCS MpALIOBaTH 3 JaHUMH, a HE AISATH >KOPCTKO IO Iporpami. AJIFOPUTM MAalIMHHOIO
HaBYaHHS Tepedupae AaHi, MaO-IOMaTy CTBOPIOIOYH MOJEIb TOTO, SAKi KpUTEpii BaXIMBI IS
00paHOTO 3aBlaHHs, a sIKi - Hi. Y MiJICYMKY BiH 3HaXOJIUTh CBIi CIIOCIO PIIICHHS, TPYHTYIOUYHUCH
Ha TOMY, LII0 BiH 3HAE 1 10 MOXKE POOUTH.

AHaJi3 ocTaHHIX dociimkensb i myosikaniid. 3rigHo 3 mocnmimkenusmMu B.B. B’rorina
(2014 poky), Teopis MAIIMHHOTO HAaBYaHHSA BUPILIye 3aBJaHHA IepeadadyeHHs MalOyTHHOT
MOBE/IIHKHM CKJIaJHUX CHUCTEM B TOMY BHUIIAJKY, KOJHU BIJICYTHI TOYHI TiMOTE3U MPO MEXaHi3MH,
K1 KEpYIOTh TIOBEJ[IHKOIO TAKUX CUCTEM.

€ psn xateropiii MallMHHOIO HABYaHHS: KOHTPOJIbOBAHE HaBYaHHs, a00 «HAaBUaHHS 3
yuutenem» (supervised learning); HeKOHTpoIbOBaHe HaBYaHHA (unsupervised learning; 30kpema,
KJIacTepu3allis); HaB4YaHHA 3 MiAKpirieHHsM (reinforcement learning), a TakoXX Takuil TUI
MaIIMHHOTO HABYaHHS, SIK KOHTPOJIbOBaHE HaBYaHHS [2].

Mera crarti. Mera nocnipkeHHS TOJNsArae B BHUSBJICHHI Ta OOTPYHTYBaHHI MOJei
MAIIMHHOTO HAaBYAHHS [T MOJICITIOBAHHS TPH.

Buk/ageHHs1 OCHOBHOrO Marepiajly [AOCTiUKeHHA. AKTyalbHUMH METOAAMHU
MaIIMHHOTO HAaBYaHHS B BHpIIICHHI 3amau kiacudikamii € [5]: «knacugikamis 3a TOMOMOTOI0
JepeB pilieHb;, OaieciBchbka (HaiBHA) Kiacudikaiis; kiacudikaiis 3a JOMOMOIOK MTYYHHX
HEHPOHHUX MEpexX; KiIachuQiKaIlisi METOIOM OIIOPHUX BEKTOPIB; CTATUCTHYHI METOJU, 30KpeMa,
JiHIHA perpecis; Kiaacudikailis 3a JOMOMOTOK METONy HalOmmk4oro cycina; kiacudikaiis
CBR-MeTonom; kinacudikaris 3a JOIOMOTOI0 TeHETUYHUX aITOPUTMIB.»

Bineoirpu B HaBuaHHi. SIK mpaBWJIO, KOJIM MOBa iJie PO irpu Ta IITYYHUH 1HTENEKT,
Ma€eThCsl Ha YyBas3l, 110 IFPU BHUKOPUCTOBYIOTHCA JUISI TOro, MO0 IMITYBaTH IHTEJIEKT B
NEepCOHaXax, K1 3'ABJISIOTHCS y Biieoirpax - TOOTO BUJ] IITYYHOTO 1HTEIEKTY, CTBOPIOE 1LII031I0
IHTeNeKTy B moBeliHUl HeirpoBux mnepcoHaxiB (NPCs). Irpu, cTBOpeHi mis posBarw,
MOJICNIIOBaHHSI a00 HaBYaHHS, HAJAIOTh BEJIMKI MOMJIMBOCTI JUIsI MAIIMHHOTO HaBYaHHS.
Pi3HOMaHITHICT MOXKIIMBUX BIPTYaJdbHHUX CBITIB 1 HACTYMHHX NpoOiem, nos'a3anux 3 ML (Meta
Language - ciMeHWCTBO CTPOrMX MOB (DYHKIIOHAJIBHOIO IPOrpaMyBaHHS 3 PO3BUHEHOIO
NapaMeTpUYHO MOJIMOP(HOI0 CHCTEMOIO THUIMIB 1 M[ApaMETPU30BAHUMHU MOAYISIMH), SK1
BUHUKAIOTh N€pe]] areHTaMu B IIUX CBiTax, 00MeXeHa TUIbKU YSBOIO.

Kpim Toro, irpoBa iHAycTpisi HE TUIBKM BEJIMKA 1 PO3BUBAETHCS (MEPEBEPILIMBIIN 32
JIOXOJJaMH KIHOIHAYCTpilO KiJbKa POKIB TOMY), ajleé 1 CTMKA€ThCS 3 BEIMYE3HUM IOMUTOM Ha
HOBHMHKH, SIK1 BOHA HIOCWJIM HaMaraeTbes 3a0e3nedntu. ChoroHi 1HTYILIS 1 MIOTE3M aHAJITUKIB
BTPATHJIM CBOIO 3HAUUMICTh. AHAJTITUKHU CTBOPIOIOTH PETPECHBHI MOJIENI Ha OCHOBI TiNOTE3 MPO
Te, Mo came (i 3 IKUMH XapaKTepUCTUKaMH) Ma€ 3HAUYCHHSI, - JIJII MAIIMHHOTO HaBYaHHS BCE II¢
He noTpiOHO. Mojeni MalmIMHHOTO HaBYaHHS OCOOJMBO TapHi Ui BHOKPEMIICHHS KOPHUCHHMX
3MIHHUX 3 0€3J114l BU3HAYEHb, 1[0 HE Ma€ 3HaYEHHS, a 110, SIK He TUBHO, HaBnaku [1]. SckpaBum
OPUKIAJA0M MamMHHOro HaBuaHHA € Google. 3minm B mnporpami Google-nepeknanau
UTIOCTPYIOTh, SIK MallMHHE HaBYaHHA (OAMH 3 HOro mifApo3AUIIB - INIMOOKE HAaBYaHHS) 3HUKYE
I[iHy Ha SKICHI IPOTHO3H. 3a Ty X LIIHY B

OJIMHUIISIX O0YHCIIIOBaIBHOT TOTY)HOCTI Google Hamae mepeknan Bumoi sikocti. [{ina
IPOTHO31B aHAJIOTIYHOI SIKOCTI 3HA4HO 3HM3MiIacs [1]. ¥ Toit yac sk KOHTPOJbOBaHE HaBYAHHS
BUKOPHCTOBYETHCS B Irpax, BOHO BCE III€ CIIUPAETHCS HAa BEIUKI HAOOPHU JaHUX MPO MOBEAIHKY
IpaBUiB 1 B OLIBIIOCTI BHIAJKIB BUMAraroTh MOJAATBIIOT0 HABYAHHS 3 BUKOPUCTAHHSIM TaKHX
meromiB, sik RL, ToOto Reinforcement Learning (HaBuanHs 3 miakpimuieHHsM). JlioguHa
3a3BUYail HABYAETHCS B MPOLIECI B3aEMO/IT 3 HABKOJIUIIHIM CBITOM.

HaBuaHHs 3 NIAKPIIUIEHHSAM - 1€ HABYaHHSA, NPHU SIKOMY IHTEJICKTyalbHHUH areHr,
NpalOI0Yl 3 KOMI'IOTEPHHM CEpelOBHILIEM, OTpuUMye Big Hel Biaryk. Ilpomec HaB4aHHS
nepenbavae aKTHBHY AISUTBHICTh areHTa 1 1HTEPIpETaIlil0 3BOPOTHHOTO 3B'SI3KY, OTPUMAHOI y
BIITOBIAL HA HOro il...



B mporeci HaBYaHHS 3 MiAKPIIUIEHHSM BUPOOJISETHCS aJTOPUTM IEpexoay Bia cuUTyarii
JI0 JIiH, SIK1 MIHIMI3YIOTh BUHAropoay. AreHTy He MOBIIOMIISIETBCS O€3MOCEPEIHbO, SIK BUNHUTH
abo sKy 1il0 BXUTU. BiH Ha OCHOBI CBOTO JOCBiIy MI3HAETHCA, SKI Jii MPU3BOAATH JIO
HaiO1IpI0i BUHAropoau. [lii yuHs BH3HAYarOThCS HE TIIBKM MUTTEBUM DPE3YJIBTaTOM, aje 1
MOAJBIIUMHU JiSIMH, 1 BUMMaIKOBUMHU BuHaropojamu [4]. [{o xapakTepHo, 6arato HaBYaJILHUX
nporpam MmoOy10BaHi O€3MOCepPeHRO HA ITPOBUX TEXHOJIOTIAX, K1 3apPEKOMEHIAYBAIU ceOe SK
OJIHI 3 HAHOUTBIIT €)EKTUBHUX METO/IB.

[IpobneMaTuku, IO MarTh OCOOJIMBE 3HAYCHHS I YCIIIIHUX ITPOBUX JOJATKIB,
BKJIIOYAIOTh B ce0e TakKi menaroriyHi Uidi, sIK: HABYaHHS IPATH B KOHKPETHY Ipy, HaBUYaHHS PO
rpaBIliB, PO3YMIHHS T[IOBEIIHKKM TpaBIiB, IHTEpIpETallis Mojaelerd 1, 3BHYANMHO K,
OpOAYKTHBHICTB. Lli moTpeOn MoXyTh OyTH IHTEPIIPETOBaHI K 3aKJIHMK O HOBUX MPAKTUYHUX 1
TEOPETHYHHUX IHCTPYMEHTIB, 00 JOMTOMOTTH [6]:

Hasuanus epamu 6 nesny epy (learning to play the game): IrpoBi cBITH HaJaIOTh BiAMiHHI
BUIIPOOYBaNIbHI CTEHAM MJs AOCITIIKEHHS MOTEHIIady MOJIMIIEHHS MOXJIUBOCTEH areHTiB 3a
JoroMororo HapuaHHs. CepenoBuie MOxe OyTH MoOyA0BaHe 3 PI3SHUMHU XapaKTEPUCTUKAMHU, Bil
JNETepMIHOBAaHUX 1 JHUCKPETHUX, AK B KIACHYHUX HACTUIBHUX 1 KapTKOBUX Irpax, Jo
HE/IeTepMiHIPOBAaHHHX 1 O€3MEPEPBHUX, K B KOMII'TOTEPHUX irpax aii. ANropuT™My HaBYaHHS IS
TaKUX 3a7a4 BUBYECHI JOCHUTHb IPYHTOBHO. ﬁMOBipHo, HaWOLIBII BIAOMHM TPUKIIAJIOM
HaBYAJILHOTO iIrpoBoro arenta € Backgammon-playing program TD-Gammon.

Hasuanus npo epasyie (learning about players): MonentoBaHHs NPOTHBHHKA,
MOJICITIOBAHHSI MApTHEPA, MOJEIIOBAHHS KOMAaHIM 1 MOJEIIOBAHHS JEKUTBKOX KOMaHZ - IIe
[iKaBi, B3a€EMOKOpEIbOBaHI 1 B 3HAYHIA Mipi HEBHpIIICHI 3aBAaHHS, SKi CHPAMOBaHI Ha
HOJINIIEHHS TPU, OPIEHTOBaHI Ha CIpoOy BUSBUTH I BUKOPUCTOBYBATH IUIAHHU, CHIIBHI 1 cialki
CTOPOHM MPOTUBHUKIB 1 / ab0 mapTHepiB rpasisd. OQHIEI 3 TOJIOBHUX NMpoOjeM B Wil ramysi
pobotu € Taki irpu, sik nokep (Poker), 1e MonentoBaHHs MPOTUBHUKA MAa€ BUPIIAIbHE 3HAUYCHHS
JUTSI TIOJTIMIIIEHHS] TEOPETUYHO ONTHUMAIIBHOT TPH.

Po3yminnsa nosedinku epasyie (behavior capture of players): CTBOpeHHS IEPEKOHIUBOTO
aBaTapa Ha OCHOBI MOBEAIHKH TPaBL B TPl € LIKABUM 1 CKIQIHUM 3aBJaHHSIM KOHTPOJIbOBAHOTO
HaByaHHs. Hampukinaza, B MacoBux 0araTOKOPHCTYBAlbKUX OHJIAH-POIbOBUX irpax (Massive
Multiplayer Online Roleplaying Games - MMORGS) aBarap, HaBY€HHH iMIiTyBaTH irpoBY
MOBE/IIHKY KOPUCTYBaya, MOXKE 3alHSATH MICIIE CBOTO TBOPISI B Ti MOMEHTH, KOJH JIFOIMHA-
rpaBelb He MOXe MoAO0aTH MPO CBOTO irpoBOro mnepcoHaxy. Ilepmri kpoku B 1iif obnacti Oynu
3po0JieHl B KOMepLIMHMX Bigeoirpax, Takux sk Forza Motorsport (Xbox), ne rpaBus Moxe
TpenyBatu «Drivatar», HaBueHUH 00 TKIKATH Tpacy B CTHIII TPABIIs, CIIOCTEPITAl0YH 1 BUBUAIOUHU
CTHJIb BOAIHHS 1IbOTO TPaBLs 1 BIAIPABIISAIOUN HOTO HAa HOB1 TpacH 1 aBTOMOOLI.

Bubip mooeni i cmabinonicme (model selection and stability): OmnaiiHOBI HaCTpOHKH
NPU3BOJIATH JI0 TOTO, IO (AKTUIHO € HEKOHTPOIBOBAHO MOOYIOBOIO MOJIENEH 3a JOMTOMOTOI0
KOHTPOJIbOBAHUX QITOPUTMIB. METOAM YCYHEHHS TEMITy MPOTOHOBAHUX Mojelneil 6e3 icTOTHOT
BTPaTH MPOTHOCTHYHOI TOTY>KHOCTI MalOTh BHpIMIAIbHE 3HAYCHHS HE TUILKH JIJIT HAaBYaHHS, aJie
1 7S IHTEpIIPETALiHOT 3[I0HOCTI 1 BIEBHEHOCTI KiHIIEBOT'O KOPHCTYBaya.

Onmumizayis ons aoanmusnocmi (optimizing for adaptivity): CTBOpeHHsI TPOTUBHUKIB,
K1 HaBpsJ 9YM MOXKYTh MPOTPATH 3aXOILTIOIUYMMH CIIOCO0aMH, TaK CaMO BaXKJIIMBO IJisl iPOBOTO
CBITY, 5IK 1 CTBOPEHHS MPOTUBHUKIB CBITOBOTO piBHA. lle BuMarae moOya0BH BUCOKOAIAITUBHUX
Mojenel, fKi MOXYTh ICTOTHO IHIMBIAyai3yBaTucs JUIsl CYNpPOTHBHHMKIB a00 TapTHEpiB 3
HIMPOKUM CIEKTPOM KOMIIETEHIIN 1 IIBUIKMMHU 3MIHAMM B CTHJII TpU. BBOISYM 30BCIM 1HIINN
Ha0ip KpUTepiiB MOHOBJIEHHS 1 ONTUMI3allii, CTBOPIOETHCS O€31114 HOBUX JOCIHITHUX IIiJIEH.

Iumepnpemayis mooeni (model interpretation): «What's my next move» ( «fka mos
nojaiblina fisf?) - e He €UHUN 3aIuT, SIKUH MOTpiOCH B HaBYANBHIN Tpi, ane me, 0€3yMOBHO,
TOW, SKWUW TmTpuBepTac HaoOUbIy yBary. s CTBOpeHHS 1UTI031i 1HTEIEKTYy MOTPiOHO
«HAMaJIOBAaTH KApTUHY» PO3YMOBOTO MPOIIECY areHTa. 3MaTHICTh OMHMCYBAaTH TMOTOYHUN CTaH
MOJIEJII 1 TIPOIIeC BUBEACHHS B 1[I MOJICII BiJ] PIIICHHS A0 BUPIIICHHS J03BOJISIE POOUTH 3aIUTH,
K1 3a0€3Me4YyI0Th OCHOBY Ul O€37iui COUliaJbHHUX A B T'Pi, TAKUX SK MPOTHO3U, KOHTPAKTH,



KOHTp(AKTHUHI 3aTBEpXKEHHS, IOpay, BUIIPABIaHHsI, IEPEroBOPH 1 AeMaroris. BoHu MoxyTh
HaJaBaTH TaKHi ke a00 OUTBIINI BIUIUB HA PE3YJIBTATH, K 1 pealibHi [Iii B Ipi.

Pezynomamuenicme  (performance): Ilotpebu B pecypcax s MOJEpHi3aIlii,
KOPUT'YBaHHS Ta aHAIITUKH JJAHUX 3aBX]U OyayTh MaTH Benuke 3HaueHHs. L1 ne

OTPUMY€E OCHOBHY YaCTHUHY TpoIiecopa abo mam'siTi, 1 MaIllliHH, [0 YIPABISIOTH PUHKOM,
3aBKIU OyAyTh HEJOCTaTHHO TMOTY)XHHUMH B TMOPIBHSHHI 3 THUIIOBUMHU HACTUIBHUMU
KOMII'FOTEPAMHU B Oyb-IKMI1 MOMEHT 4acy [6].

IlepcniekTUBH MAIIMHHOTO HABYAHHS B KopeJsuili 3 irpoOBHMMH TeXHOJIOTiSIMH.
OTxe, MalIMHHE HAaBYaHHS - 1€ MOOYAOBa INTYYHOTO IHTENEKTY, 3JaTHOTO 3aCBOIOBATH HOBI
JaHi, sKi He 3amporpamMoBaHi HHMM. MallMHHE HaBYaHHSA - 1€ MiAMHOXXHMHA HayK
IHTENIeKTYaJIbHOTO aHaji3y AaHuxX. Po3mi3HaBaHHsA OOMWYYs - OJHE 3 HAWOUIBII MOIIMPEHHX
3aCTOCYBaHb MalllMHHOTO HaBuaHHS. [cHye Oe3niyu cUTyauiil /uis BUKOPUCTAHHS PO3Mi3HABaHHS
00aMyys.

Hampukiian, BHCOKOSIKICHI KaMepH B MOOLIBHHUX MPHUCTPOSX 3POOMIM pPO3Mi3HABaHHS
00IMYYs )KUTTE3TATHUM BapiaHTOM Juis ayTeHTH(ikamii, a Takox igeHtudikaii. Apple iPhone
X € oJHUM 13 MPUKIAIB IS 1bOT0. JloJaToK po3ni3HaBaHHS OOIMYYS MPAIIOE B IPOTPaMHOMY
3abe3neueHHi, i1eaTHdiKyrouomMy 80 By3JIOBUX TOYOK Ha JIFOJCEKOMY OOIMYUi. A BY3JIOBI TOYKH
- 1€ KiHIIeB1 TOUYKH, BAKOPUCTOBYBaHI1 JJI1 BUMIPIOBAHHS 3MIHHUX MapaMeTpiB 00IHYYS JIFOIMHH,
TaKHX 5K JOBXKMHA a00 MUpUHA HOCA, TIIMOWHA OYHHMIIb 1 (hopMa CKYIIL.

MamvHHe HaBYaHHS TaKOX MOXE OyTH BHKOPUCTAHO JUIsl PO3Mi3HAaBaHHA 00Opa3iB.
PosmiznaBanHs Tos10cy ab0 po3IizHaBaHHS MOBH - 1€ IEPETBOPEHHS I'0JIOCY B TEKCT. BiH Takox
BIJOMHI K aBTOMaTWyHe po3mi3HaBaHHsA MoBH (ASR). Hampukman, google assistant, Cortana,
Siri 1 Alexa. IIpocTi rojocoBi KOMaHIW TIEPETBOPIOIOTHCS B JCKOAYBAaHHS 1 MOXYTb
BUKOPUCTOBYBATHCS JJsl 1HIIIIOBaHHS TeJleQOHHUX [3BiHKIB, BHOOpY pajaiocTaHIliii abo
BIITBOPEHHSI MY3UKM 13 CyMicHOro cmaprdona, MP3-meepa abo 3aBaHTa)KEHOTO MY3HKOIO
¢uen-nakonuyyBaya.

MamuHHe HaBYaHHA Ma€ BEIMKUN MOTeHIIan Yy (iHaHCOBOMY Ta OaHKIBCHBKOMY
cekTopax. Po3poOka HOBHMX MPOIYKTIB 1 MOCIYT, NMPOINOHOBAaHMX MPABHIIBHUM KII€HTaM, 3a
JIOTIOMOTOI0  BIJIIOBIJJHOTO 1HTEJEKTYaJbHOTO aHalli3y JaHuX, MiIATPUMY€E MPOCTi, THYYKl Ta
IHTErpoBaHi MPOLECH A PO3YMIHHS KYMIBEJIBHUX 3BHYOK KJIIE€HTIB, a MOTIM TOTO, 3 SKUMH
KaHaJaMH B3a€MOJII€ KIIIEHT 1 SIK1 KJIFOUOBI BITMBAIOYM (aKTOpH, AyXKe BaKJIuBa i OaHKIB pU
POIAXy.

3acTocyBaHHsSI MAaIllMHHOTO HaBYaHHS JUISl CTBOPEHHS MEPCOHANI30BaHOI IPOIMO3UIIi
IPOAYKTIB € KIIFOYOBUM MOMEHTOM JI OaHKIBCHKOI CIIPaBU HACTYIHOTO MOKOJNiHHA. B ingycTpii
OXOpPOHHM 37I0pOB'sl ICHY€E 0€3114 pyUHHX IpoleciB. B il 001acTi TEXHOIOTIA 3aBXK/IU JOIIOMAarae
HOJIMNIIUTH PO3YMIHHS CUTYallii HauieHTa. BUKOPHCTOBYIOUM I TMIH PO3LIUPEHOI aHATITHUKH,
MU MOXKE€MO HaJaTH Kpauly iH(opmaliio JIiKapsM Ha eTali HaJaHHS JOIMOMOTH MAallleHTaM.
Maroun JIerKuil 1 MIBUAKUM AOCTYH 10 KPOB'SHOTO THCKY Talli€HTa, YacTOTH CEpPLEBUX
CKOpOYeHb, JJabopaTtopHux TecTiB, TecTyBaHHs JIHK 1 T.1. IcHye Takox Benuke 3HaYEHHS, SIKE
MOKHA BHUSBHTH 3 MAIIMHHOTO HAaBUaHHS Ha CTajil KIIHIYHUX BUMPOOYBaHb METUYHUX
nporenyp. MamHHEe HaBYaHHS MOXKE IOETHYBATUCS 3 JOAATKAMU PEabHOIO Yacy, BOHO
3MIHIOETHCSI B TIOBCSIKICHHOMY JKUTTI 1 BJOCKOHATIOE TexHOJOTii, 3acHoBaHi Ha LI, ML i
rOOKOMY HaBYaHHI.

BucHoBkM i npono3unii. BukopuctanHs METOAIB IITYYHOTO IHTEJIEKTY B irpax - Ie
BU3HAHA OOJACTh JOCTIIKCHb SIK B aKaJeMIYHHUX KOJaX, TaKk 1 B IMPOMHCIOBOCTI. 3pocia
HOMYJSPHICT TIMOOKOTO HABYaHHS, I[I METOAM TAaKOX OTPUMAJIM ILIMPOKE 3aCTOCYBAaHHS B
Bijieoirpax. ¥ TOW 4Yac sIKk KOHTPOJHOBAHE HABYAHHS BUKOPHCTOBYETHCS B Irpax, BOHO BCE IIE
MOKJTAJIA€ThCSl Ha BENHMKI HAOOpW MaHWX MPO TOBENIHKY TpaBliB i B OUIBIIOCTI BUMAJAKIB
BUMAaraioTh MOJAJNBUION0 HAaBYaHHA 3 BUKOPHCTAHHSAM Takux MeToniB, sk RL. Moneni
MAIIMHHOTO HABYAHHS JIOTIOMAararoTh 3aMIHUTH JIIOJCH, B SKUX BHMAracThCs aHAIITHKA Ta
ampoOartisi TimoTe3 - KOMIT'IOTepU3allis 37aTHa BIOPATHCS 3 IIMM 3aBJaHHSAM, IO JO03BOJISE
BUKOPUCTOBYBAaTH MAIlIMHHE HaBUYaHHS B IrPOBUX TEXHOJOTISIX B TMENAroriyHUX I(ISX.



[TpoGieMaTuku, M0 MAIOTh OCOOJIMBE 3HAUCHHS [Tl YCIIITHUX IrPOBHUX JOJATKIB, BKIIFOYAIOTh B
cebe Taki MemarorivyHi I, SK: HaBUYAHHS TI'PAaTH B KOHKPETHY Ipy, HAaBYaHHS IPO TPAaBIIB,
pPO3YMIiHHS TOBEIIHKM TpaBLiB, IHTEpHpeTamis Mojelnedl 1 NpoAyKTHBHICTH. llepcmekTuBu
MalllMHHOTO HAaBYaHHS B KOPEJAIili 3 IrPOBUMH TEXHOJIOTISIMU: pO3Mi3HABAaHHA OOIHYYs,
poO3mi3HaBaHHs rojiocy abo po3mi3HAaBaHHS MOBH (JIOTIOMAara€ Mmpu PO3CIiAyBaHHSX 3JIOYWHIB,
JUI JIONIOMOTH KOPHCTyBayaM Y CIPOIICHHI BHKOHaHHS oOIepaliii Ta iH.); BHKOHAHHS
(diHAHCOBUX OIepaIliii; OXOPOHY 370POB'S.
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