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PE®EPAT
«AHaJIM3 UTPOBOTO UCKYCCTBEHHOTO MHTEIICKTA KaK CPEICTBA MOBBIIICHUS
KOHKYPEHTOCIIOCOOHOCTH MTPOTPaMMHOTO MPOJIYKTa Ha PHIHKE)
Jlunuiomuast padora: 52 c., 9 puc., 1 Tabm., 54 ucToOYHHKA.

KatoueBbie caoBa: VCKYCCTBEHHBIMI UHTEJUIEKT, CHUCTEMBI
MUCKYCCTBEHHOI'O UHTEJUIEKTA, WIPOBOM WMCKYCCTBEHHbBIN
UHTEJUIEKT, PBIHOK UTPOBOM MHJIY CTPUU, UT'POBBIE ITPUJIOXKXEHM

Henanb uccaenoBanusi: AHanu3 UIrpoBOr0 MCKYCCTBEHHOI'O HHTEIUIEKTA KAk
CpEICTBA MOBHIIIEHNS KOHKYPEHTOCIIOCOOHOCTH IPOrPaMMHOTO MPOYKTa HAa PHIHKE.

O0BeKT nccJIeIOBAHUSA: PHIHOK UTPOBOM MHAYCTPUH.

MeToabl HMCCIEI0OBAHUSA. TCOPETUUYECKUN aHAIN3, CPABHUTEJIBLHBIA aHAIN3,
rpaduueckuii, TaOIUYHBIN, W3yYEHHE MaTEpPUATIOB B HAYYHBIX U TEPUOJIUUECKUX
U3JIaHUM 110 TIpo0OsieMe, a0CTPAKTHO-JIOTHYECKUIA.

IonyyeHHnble pe3yabTaThl MU WX HOBHM3HA: JOKa3aHO BIMSHUE BBIOOpa
MOJICIM UTPOBOT0 HMCKYCCTBEHHOI'O MHTEJIEKTa Ha KOHKYPEHTOCIOCOOHOCTH
MPOrPaMMHOTO MPOJyKTa, MPEI0KEHbI CITOCOOBI ONTHMH3AIIH
MIPOU3BOJUTEIIBHOCTHA MOJIEIICH.

O6sacTh BO3MOKHOTO MNPAKTHYECKOr0 TNPUMEHEHHMsI: BO3MOXKHOCTh
WCIIOJIB30BaHUsl MOJYYEHHBIX PE3yJIbTaTOB Pa0OThl MPU MPOCKTUPOBAHUM CUCTEM
UTPOBOT0 UCKYCCTBEHHOI'O UHTEILJICKTA.

ABTOp pabOThl TOATBEPKIAET, YTO MPUBEICHHBIH B HEH pacyeTHO-
aHAIMTUYECKUI MaTepuanl MpPaBWIbHO M OOBEKTHUBHO OTPAXaeT COCTOSHUE
HCCIIEAyEMOTO TIPOIIECCa, a BCE 3aUMCTBOBAHHBIE M3 JIMTEPATYPHBIX WU APYTUX
MCTOYHUKOB TEOPETUYECKUE, METOAOJIOTMYECKHE W METOJWYECKUE TOJIOKEHUS U
KOHIIETIIMN CONTPOBOXKIAKOTCSA CCHIJIKAMU HA aBTOPOB.




PODEPAT
«AHaJ3 TYIHHSIBOTA IMITYYHATa IHTAJIEKTY SIK CPOJIKA MABBIIIHHS
KaHKYPIHTA3/I0JIbHACIII TTparpaMHara npaayKTy Ha PIHKY»
Jermomuas pama: 52 c., 9 man., 1 tabm., 54 KpbIHIIHL.

KmwouaBeia ciaoBbl: IIITYUHBI IHTOJIEKT, CICTOMbI HITYYHAT A
IHTRJIEKTY, T'YJbHABBI INTYYHBI IHTDJEKT, PBIHAK T'VJIBHSBOU
IHAYCTPBIL, I'YJIbHABBIA ITPBIKJIAJTAHHI

MbsTa pacienaBaHHsi: aHali3 TYJNbHSBOra IITy4YHara iHTAJIEKTY SIK CPOJIKa
MaBBIIIPHHSA KaHKYPIHTA30JIbHACII TparpaMHara npaaykTy Ha PBIHKY.

A0'eKT naciieqaBaHHsA: PBIHAK T'YJBHSIBOW IHAYCTPHII.

Metaabl [gacjieqaBaHHsI: TIapAThIYHBI  aHaNi3, MapayHAIbHbI aHaMI3,
rpadiuHbl, TaOMIYHBI, BBIBYYIHHE MAaTIpbIay Yy HABYKOBBIX 1 MEPbIAIBIYHBIX
BBIJIaHHSX I1a MpadiieMe, a0CTpaKTHA-TaryHbI.

ATpbIMaHbIfl BbIHiKI 1 iX HaBi3Ha: nakasaH VIuely BbIOApYy Madi
TYJBHSABOTA MITYyYHAra iHTAJIEKTY Ha KaHKYpPIHTAa3/10JIbHACIb IparpaMHara npajaykry,
npanaHaBaHbl criocadbl alThIMI3allbll TPaAYKIbIHACIIT MaARIISY.

BoOaacubmMaruybiMara  nmpakThlYHAra  NPbIMSIHEHHSl:  MardbIMaclb
BBIKAPBICTAHHS aTPhIMAHbIX BBIHIKAY IMpalbl Mpbl IPACKTABaHHI CICTAM TyJIbHSIBOTA
HITYyYHara iHT3JIeKTY.

A¥Tap mpansl nmauBsip/Kae, IITO MPBIBEI3CHbl ¥ €l pa3iikoBa-aHAIIThIYHbI
MaTaIpBISI TpaBUIbHA 1 a0'eKThIYHA aUTFOCTPOYBae CTaH JOCieaHara mparpcy, a yce
3ama3bluaHblsl 3 JITAPATYPHBIX 1 THIIBIX KPBIHIL TAAPITHIYHbISA, METaAaJIariyHbIg 1
METaJIbIYHBIS CTAHOBIIIYA 1 KAHIPIIIBI CyIpaBajXKaroIlia CriachblIkaMmi Ha 1X ayTapay.




ANNOTATION
"Analysis of gaming artificial intelligence as a means of increasing the
competitiveness of a software product on the market"
Thesis: 52p., 9 Fig., 1 Tab., 54 Sources.

Keywords: Keywords: ARTIFICIAL INTELLIGENCE, ARTIFICIAL
INTELLIGENCE SYSTEMS, GAME ARTIFICIAL INTELLIGENCE, GAME
INDUSTRY MARKET, GAME APPLICATIONS

Objective of the research: Analysis of gaming artificial intelligence as a
means of increasing the competitiveness of a software product on the market.

Object of research: games market.

Methods: theoretical analysis, comparative analysis, graphical method, tabular
method, study of materials in scientific and periodical publications on the problem,
abstract-logical method.

The results obtained and their novelty: the influence of the choice of the
model of game artificial intelligence on the competitiveness of the software product
has been proved; methods for optimizing the performance of models have been
proposed.

Realm of the possible practical applications: the possibility of using the
obtained results of work in designing systems of game artificial intelligence.

Copyright work confirms that resulted in it cash-analytical material correctly
and objectively reflects the state of the process under investigation, and all borrowed
from the literature and other sources of theoretical and methodological terms and
concepts are accompanied by references to their authors.




