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ITPOBUM IITYYHUA THTEJEKT ¥ CUMYJIBITOPAX JJIA
MOJEJIOBAHHSI PEAJIICTUYHUX CHEHAPIIB

CyugacHi irpoBi CHMYyJIITOPH OXOIUTIOIOTH IIUPOKUI CHEKTP CLEHAapiiB -
BiJl BeZIeHHsI (DepPMEpPCHKOTO TOCIOAAPCTRA 0 KEPyBaHHS TPAHCIIOPTOM, alie
MOXIJIMBOCTI IITYYHOTO IHTEJEKTy JUIsl peaialii MOBENiHKH HEeIrpoBHX
nepconaxiB (NPC) BUKOPHCTOBYIOTHCSI HEAOCTATHBO.

MeTot0 T0CHIDKEHHS € BU3HAYECHHSI POJIi irPOBOTO IITYYHOTO 1HTEIEKTY
(ILI) y mMozmentoBaHHI JMHAMIYHMX CIIEHApiiB Ta OI[IHKA Oro BIUIMBY Ha
KOTHITUBHHMU PO3BUTOK IpaBLiB. O0’€KTOM JIOCITIPKEHHS € CUMYISITOPU K
IHTEepaKTHBHI Cepe/loBHUINA, a IpeaMeToM - anroputmu 111, mo Bu3HaYaOTH
anantuBHy noseAinky NPC Ta iXHIO peakilio Ha J1ii KOpUCTyBayJa.

OpHi€I0 3 KIOYOBHX TPOOJIEM IrpoOBOTO IITYYHOTO IHTEICKTY €
00MeKEHICTh HOT0 MOXKIIMBOCTEH, IO TPOSBISETECSA Y Mepen0adyBaHOCTI
MOBEIIHKM  HEIrpOBHX  MEPCOHAXIB,  BINCYTHOCTI  amamramii g0
HECTaHJApTHUX AiH TpaBI Ta BUKOPUCTAHHI CYBOPO 3aJaHMX CIICHapiiB.
Taki oOMeXeHHs 3yMOBJICHI 3aCTOCYBaHHSM CHPOLICHUX IOBEIIHKOBHX
MoJIeNield, 30KpeMa CKiHU€HHUX aBToMaTiB a0o0 (hikcoBaHUX HAOOPIB MpaBui,
110 HE BPaxOBYIOTh CKJIAJIHY JTUHAMIKY B3a€MOJIii 3 rpaBieM. SIK HacHiIoK,
NPC 4acTo BUKOHYIOTH JIHINIE ICKOPATHBHY ab0 BKpail crieliagizoBaHy
¢byHKITO.

VY Gararbox irpoBux cumyisitopax NPC y3arani BiACYTHI, OCKUIBKH
¢dokyc irpoBoro mporiecy (Hanpukiaa, y Takux irpax sk Mini Metro,
Dorfromantik, Farming Simulator (solo), Euro Truck Simulator, Unpacking
TOIIO) 30CEPEHKEHUI Ha BIATBOPEHHI €IMHOI, IIITKOM KOHKpPETHOT (PyHKIIIT
abo mpouecy, HaNPUKIAJ KepyBaHHI TPAaHCHOPTHUM 3aCO00M UM BUKOHAHHI
BHPOOHMYHX omepaliil. HaBiTh Km0 po3poOHHK BBele y TaKWid irpoBUit
npouec NPC, BoHM He 3poOisATH IIOCBiA TpaBHs 3HAYHO OaraTiuM 4YH
gackpaBimuM. HasiBHICTP PO3BHHEHHX HEITPOBHX MEPCOHAXIB dacTimme
MIpUTaMaHHA IS irop 3 00MeXeHUMH eJIEMEHTaMH CUMYJISIIi{ ab0 TakuX, 10
HE TParHyTh 0 MaKCHMAJIBHOTO TEXHIYHOTO peani3My, HalpHKIag cepii
The Sims, me NPC BimirparoTh KIOYOBY pojb y (opMyBaHHI irpoBOro
JIOCBiTY.

CyuacHi irpoBi TEXHOJOTii aKTUBHO iHTETPYIOTh METOAW MAIIMHHOTO
HaBYaHHS Ta aJaNTUBHOTO Al, IO CTBOPIOE MEpeayMOBH sl (POPMYBaHHS
O1Ib1I peaicTHYHUX 1 IMHAMIYHUX ITPOBUX CIIEHApiiB, 110 CTBOPIOE 3HAYHUI
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MTOTEHIiall IS aJanTallii irpoBOTo MpoIecy A0 Miif rpaBi Ta GopMyBaHHI
OUTBII peaTiCTHIHUX CIICHAPITB.

Ha pucysky 1 HaBemeHO KOHIENTYaNbHHHA IMAXiA IO iHTErpamii
anroputMmiB 1II, MammHAEOTO HaBYaHHS Ta E€BOJIOLIHOTO MOJICIIOBAaHHS B
irpoBuit mportec.
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Pucynoxk 1. - IllI-anroputmu B irpoBHX CUMYJISITOpax

[HTerpallist ArOPUTMIB IITYYHOTO IHTEJIEKTY B irpoBi ccTeMU (HOpMye
HOBI MO>JIMBOCTI JJIsl CTBOPEHHSI 1HHOBAIIMHUX MPOEKTIB Ta MPOBEICHHS
nocmimpkeHb. Buxopucranns LI s MomemoBaHHA NOBEOIHKH irpOBUX
MIEPCOHAXIB MIABHUIY€E PEANiCTHYHICTD 1 AKICTh iIrpoBOTO KOHTEHTY [3], o
J03BOJIsiE e(DeKTUBHILIE 3aCTOCOBYBATH CHMYJIATOPH 5K 3aci0 HaBYaHHS,
PO3BUTKY KOTHITUBHIX HABHYOK Ta MpodeciitHOi miAroToBKH ¢paxiBmis [ 1, 2].

Omxe, irpoBHil IITYYHUH IHTEIEKT € BOKJIIMBUM YHHHUKOM i IBHILICHHS
peamicTHYHOCTI Ta IHTEPAKTHBHOCTI CHMyJSTOPiB. MOro BHKOpHCTAHHS
crpusie  PO3BHTKY KOTHITMBHMX HaBMYOK KOPHCTYBadiB, 30KpeMa
QHaJTITHYHOT'O MUCJICHHSI, IPOCTOPOBOTO CIPUUHSTTS Ta MPUHHATTS PillIeHb.
Iomaneimmii po3purok NPC i II-mMoxesnelt Mae 3HAYHHI MOTEHINA ISt
irpoBoOi 1HIYCTpil, 8 TAKOXK OCBITHIX 1 TPEHYBAJIbHUX CEPEIOBHIII.
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