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CyuacHa iHIYCTpisi BiICOIrOp aKTHBHO PO3BHBAETHCS Ta MparHe CTBOPIOBATH
OUTBII peaiCTUYHI Ta I[IKaB1 IrpoBi CBITH. BaxuBY poJib y IbOMY BiIrpae B3aeMOoI1s
rpaBiis 3 HeirpoBumu nepcoHaxamu (NPC) Ta MOXIMBICTh BIUIMBATH Ha PO3BHUTOK
ClOXeTy [2].

VY TpamuuiiHMX irpax [iaJord Ta CHOKET CTBOPIOIOTHCS 3a37aJIeTifb.
Hanpuknan, y rpi Detroit: Become Human BuUKOpPUCTOBY€ThCSI CKJIaJHA CHCTEMa
pPO3raly’>KeHHUX PIIIeHb, Je MOAll 3MIHIOIOThHCS 3aJIeKHO Bl BHOOpY rpaBis (puc. 1).
Takuit miaxiag 703BOJISE CTBOPHUTH IIKaBY ICTOpPIIO, ajie MmoTpedye Oarato yacy Ha

PO3p00OKY, OCKIIIBKH BC1 BapiaHTH MOTPIOHO MPOMUCYBATH BPYUYHY.

| R

Images captured on a PlayStation 4 Pro. 4K resolution requires a 4K display.

Pucynok 1 — [puknan po3rary>keHO1 CHCTEMH CIOKETHHX PillieHb Yy Bimeorpi Detroit:

Become Human

CyyacHl TEXHOJOril Mar0Th MOKJIMBICTh BHKOPUCTOBYBATH T'€HEPATUBHUU

IITYYHUM 1HTEJIEKT, 30KkpeMa Besnki MoBH1 mogeni (Large Language Models, LLM),
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K1 MOXYTh CTBOPIOBATH J1aJIOTU NPAMO Mija 4ac rpu [3]. 3aBagKU LbOMY MEPCOHAKI
MOXKYTb pearyBaTu Ha Jii rpaBLs OUTbII THYYKO Ta MPUPOIHO.

VY cydacHHMX Bieoirpax BCE€ YacTillle BUKOPUCTOBYIOTHCS TaKi MIAXOIU, TOMY
LIKaBO  PO3IJSHYTH, $K CaM€ TE€HEpaTUBHUW IUTYYHHH IHTEIEKT MOXKeE
3aCTOCOBYBATHCS AJII CTBOPEHHS J1aJIOT1B 1 CIOKETIB.

3a3Buyail BIPOBAIKEHHS TIE€HEPATHUBHOIO IITYYHOI'O IHTEJIEKTY B IIPOBI
CUCTEMH BKJIIOYAE KiJbKa OCHOBHHMX eTamiB (Tabn. 1): cTBOpEHHS KOHTEKCTY ISt
NEepCOHAX1B, aHaTI3 Jii TpaBlisl Ta reHepallis BIANOBIACH y peaibHOMY Yaci [2].

BukopucTtaHHs T'€HEpPAaTUBHOTO IUTYYHOI'O I1HTEJNEKTY JO3BOJISIE 3pOOUTH
irpoBuil mpouec OuIbl pi3HOMaHITHUM. KoOXXKHE MPOXO/KEHHS MOXKe BIIPIZHATHUCH,
OCKUIbKM [IaJIOTH HE TOBTOPIOIOTHCS. lle Takok 3MeHIye HaBaHTaKeHHS Ha

PO3pOOHMKIB, a/)Ke YaCTHHY KOHTEHTY MOKHA CTBOPIOBATH aBTOMAaTHYHO [2].

Tabnuus 1 — Etanu BOpoBajKeHHsS] T€HEPATUBHOIO IITYYHOTO IHTEIEKTY B

I'pOBi cUCTEMU

No | Etam BnpoBaxeHHs 1o 1te mae po3podii Edext nns rpasis
1 Kontekcthe ®dopmyBanHs 0a3u  3HaHb 1 | [lepconaxi MOBOJSATHCS
MO/ICTFOBAHHSI XapakTepy NepcoHaxKa BIJIMTOBIJTHO JI0 CBOET pOJIi

BpaxyBanHsi BUOOpy Ta CTUIIIO IpU

y peanbHOMY Uaci CBIT pearye Ha 1ii TpaBIls

2 | Anami3 aiit rpaBIs

KoxHe  NpOXOJDKCHHS ~ Mae
YVHIKJIbHI J11aJIOTH
4 | Cu"re3 MOBJIICHHSA O3ByYeHHSI 3r€HEPOBAHOI0 TEKCTy | Jliaoru 3By4arh MPUPOIHO

3 | I'enepartis mianoriB | ABTOMAaTHYHE CTBOPEHHS PETLIIK

Pazom 3 TuM icHYIOTH 1 meBHI TpynHour. Hampukman, iHOAI cucTteMa MOXe
reHepyBaTH HEJIOTiYHI a00 HEKOPEKTHI BIAMOBIAI, IO MOXXE MOPYIIUTH ILTICHICTh
CIOXKeTy. TakoX BaXKJIMBUMH € TUTAHHS aBTOPCHKOTO MIPaBa Ta BUKOPUCTAHHS TOJIOCIB
aKkTopiB [4].

OTXe, TeHEpAaTUBHUU IITYYHWHA IHTENEKT BIJKPUBAE HOBI MOKJIUBOCTI IS
PO3BUTKY Bifgeoirop. Floro BUKOpHUCTAHHS JO3BOJISIE CTBOPIOBATH OiIbII AHHAMIYHI Ta

IHTEpaKTUBHI 1CTOPII.
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CtpiMKe BOPOBAKEHHS TEXHOJIOTi IITYYHOTO IHTEJNEKTY Ta MAIIMHHOTO
HABYaHHS KapJIWHAIBHO 3MIHWIO TioOanbHHUM manmmadpt kibepOesmexu. CyuacHi
iHbOpMAaIliitHI CHCTEMHU CTUKAIOTHCS 3 BUKIIMKAMH, K1 BUMAraloTh MPUHIIMIIOBO HOBUX
MIIXOJIIB 10 3aXUCTy JAaHUX. SIKIIO paHilie MPOTUCTOSHHS MK 3JJOBMHUCHUKAMH Ta
AHTUBIPYCHUMH KOMITaHISIMH 0a3yBajocsi Ha CTaTUYHOMY aHami3i QaimiB Ta
CUTHATypaX, TO CBhOTOJHI I OOpOoThOA MepeTBOpMiIacs Ha BUCOKOTEXHOJIOTIYHY
anroputMmiuny BiiiHy. LLITy4HMiT IHTETEKT CTaB OHOYACHO 1 HAUTIOTYKHIITUM IIIHTOM,
1 HaHEOE3MEYHIMIOK 30pOET0.
BuxoprcTtaHHS MalmMHHOTO HABYaHHS BiIKPHUIIO HOBI BEKTOPH aTak, TOJIOBHUM

3 SKUX € CTBOPEHHS IHTEJIEKTyalbHOro nojiMopduaoro koay. CydacHe mkigiuse [13
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