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BUKOPUCTAHHA WUTYYHOIO IHTENEKTY
na4yACc ®OPMYBAHHA NPOCTOPY KOMMN'IOTEPHUX ITOP

Ha cborogHi cTpimKo 3pocTae iHAYCTpiA KOMN' toTepHUX irop, 36inbLIYETLCA KiNbKiCTb KO-
pucTyBadiB umx irop (rpasuis). Yce Le BMAMBAE Ha CyvyacHe cycninbCTBo. Po3pobka HOBMX
Komn’toTepHUX irop nepeabayae NoOCTiMHY eBONOLIIO, LLO BiAOYBAETHCA B TAKUX HAMpAMaX, AK
TEXHOJIOTiYHI iHHOBaL,i, PO3BMTOK KaHPIiB irop, aHani3 PUHKOBUX TEHAEHLUIN y chepi po3Bar.
PO3BMTOK WITYYHOTO iHTENIEKTY Ta MOro 3aCTOCYBaHHA B PO3p06L,i KOMN IOTEPHUX iIrOP CAPUAITD
AVNHAMIYHIN 3MiHI naHAawadTy, PO3LWMPEHHIO MPOCTOPY Ta *KaHpiB irop.

MeTolo cTaTTi € A0CNiAKEHHA Ta aHaNi3 CTaHy Cy4acHOT iHAYCTpii Komn'toTepHMX irop 3 ypa-
XYBaHHAM OCHOBHUX KaHPIB i TPeHAiB BUKOPUCTAHHA WUTYYHOTO iHTENIEKTY Nif, Yac ix po3pobKku
Ta dopmyBaHHA BiANOBIAHOrO NPOCTOPY irop, OLiHKA TEXHOMOTIYHMX iIHHOBALLIN, aHaNi3 PUHKY
M NPOrHO3yBaHHA MalibyTHbOrO PO3BUTKY game-iHAyCTpii.

MeTogamu focCniAMKeHHA € OCHOBHI MeTOA0/0rYHI Nigxoau M TEXHONONIYHI 3ac0bu WTyy-
HOTO iHTENeKTY AN1A PO3P06KM KoMN'toTepHUX irop i opmyBaHHSA BiAMNOBIAHOIO NPOCTOPY irop.
TakMMK MeTofamK, 30KpPeMa, € CUCTEMHUI | NOPIBHANBHUIA aHani3n ana BUABEHHA 0cobu-
BOCTEM KOMM'IOTEPHUX irOp Pi3HUX KaHPIB Ta BUAIB, METOZ eKCNepPTHUX OLHOK, AKUIA nepes-
6ayae aHani3 NiTepaTypHUX AKepen Ta iHpopmaLiiHMX pecypciB, NpoBeAEeHHA iHTepB'to | onu-
TYBAHHA €KCnepTiB 3 game-iHAyCTpil.

© TkaueHKo O. A,
© Mamaes A. C.
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HoBu3HOIO NpoBeAeHOro AOCNIAMKEHHA € KOMMIEKCHWUI aHaNi3 Cy4acHUX TEXHONOFIN, 30-
Kpema reHepaTUBHOrO LUTYYHOrO iHTENEKTY, IX BUKOPUCTAaHHA B PO3p06Li KomMN' loTepHUX irop
i TeHAEHUIN Wwoao GopmyBaHHA NPOCTOPY TaKMX irop.

BUCHOBKU. BUsBIEHO OCHOBHI TeHAEHL,ii pPO3BUTKY KOMMN'IOTEPHUX irop. BM3HayeHo ¢ak-
TOpW, WO BMNAMBAIOTb HA TXHi PUHOK, Ta 3p06AEHO NPOrHO3U WOAO MalNbYTHLOrO PO3BUTKY
ujiei ranysi. ¥ poboTi npoBeaeHO aHani3 BUKOPUCTAHHA LUTYYHOrO iHTE/NIEKTY, 30Kpema reHe-
paTUBHOrO, Mif Yac PO3PO6KM KOMMN'OTEPHUX irop (419 ONTUMI3aLil CTBOPEHHS irop Ta 3mMeH-
WeHHA boaxkeTiB) Ta GOPMYBaHHA BiANOBIAHOIO irPOBOro NPOCTOPY, FTEHEPATUBHUMN LITYYHUIA
iHTENEKT BiAKPMB HOBY epy PO3pPOBKM NPOCTOPY KOMMN IOTEPHUX irop. BU3SHaUYEHO BNAMB LWTYY-
HOTO iHTeNeKTy Ha 6anaHC MixK iHTerpaLi€eto Ta 3aHyPEHHAM Y peanbHui CBiT. [poaHanisoBaHo
MOTOYHWI CTaH irop y BipTyasbHili peanbHOCTI 3 X AOCATHEHHAMM Ta Npobaemamu, WO Mae
BMpilLaNbHE 3HAYEHHA 414 YABAEHHA MPO iXHIO MalbyTHIO TPAEKTOPIO PO3BUTKY. Po3rnsHyTi
HOBI TeHAeHL|i Ta TeXHONOrii BKa3yloTb Ha MalbyTHE MPOCTOPY KOMN'IOTEPHUX irop.

KntouoBi cnoBa: WTyYHUI iHTENEKT; reHepPaTUBHUIN LWITYYHUIN IHTENEKT; HEMPOHHI Mepexki;
KOMN'IOTEPHI irpy; KaHpU; BipTyasibHa peanbHiCTb; game-iHAyCTpia; NPOCTip KOMM' OTePHUX irop.

Bctyn. CyyacHi iHpopmaLiiHi TexHoNOrii NOCTIMHO 3MiHIOKTb Halle CPUNHATTA
CBiTYy poO3Bar, BiAKPWMBaOYM HOBI MOXAMBOCTI ANA iHAYCTPIl po3Bar i po3wunprooumn
NPOCTip KOMN'tOTEPHMUX irop.

Ha cborogHi cTpiMKo 3pocTae iHAyCcTpia KOMM oTEPHMUX irop, 36inbLYETHCA Kib-
KicTb KOpMUCTyBadiB LMX irop (rpasuiB). Yce ue BNAMBAE Ha CyvyacHe CcycninbCTBO, OCO-
6/11MBO Ha Mosoab.

Po3pobka HOBMX KOMM'tOTEPHUX irop nepeabayvae NOCTiMHY eBOAOL,iO, WO Biaby-
BAETbCA B TAKMX HANPAMaX, AK TEXHONOTIYHI iHHOBALLi, PO3BUTOK *KaHPIB irop, aHanis3
PUHKOBUX TeHAEeHLiN y cdhepi possar. Hosi TexHoorii onTuMisau,ii po3pobku irop cra-
/I YacTUHo iHaycTpii irop (Gomez-Maureira et al., 2014).

PO3BWTOK LUTYYHOrO iHTENIEKTY Ta MOro 3aCTOCYBaHHA B pO3pobLi KoMn loTepHUX
irop cnpuATb AMHAMIYHIN 3MiHi naHAWadTy, PO3LMPEHHIO NPOCTOPY Ta ¥KaHPIB irop
(Helping you thrive in the games market, n.d.). Kpim Toro, noasa gogatkoBux irpo-
BMX NPUCTPOIB, Takmx ik Nintendo Switch (Game Developer, n.d.) i Steam Deck (Game
Developer, n.d.), 3MmiHI0€ NpaBuaa B3aeMOoAii rpaBLiB K Mi>k coOboto, TaK i 3 irpamu.

Po3pobka HOBMX KOMM'IOTEPHUX irop nepenbayae, 30Kpema, BUPILLEHHSA TaKMX
npobnem, Ak:

— YAOCKOHaNeHHA reMMnieto Ta B3aEMOAIT 3 rpaBLem;

— PO3LWMPEHHA MOMKANBOCTEM OHIalH-irop.

BupiweHHto umMx npobnem mae nepeayBaTv peTesibHO NPOBEAEHUIM aHaNI3 CTaHy
iHAYCTpii KOMN'IOTEPHMX iIrOp Ta OCHOBHWMX TEHAEHLI SK 6e3nocepeaHbO PO3BUTKY
JKaHPIB, CTWU/IB, TEMATMUKK (CIOXKETIB) KOMM'IOTEPHUX irop, TaK i PO3BUTKY iX TEXHO/O-
riyHoro 3abesneveHHs (po3pobKkun HoBux irposux pyLwiie (Byshonkov, 2024), 3actocy-
BaHHA WTy4Horo iHTenekty (Klingler, 2024), BukopuctaHHa 3D-npocTopy ANA NOASA rpu
(Siwek, 2017) Towio). BaxknMBMM acrneKTom iHAyCTpii KoMN'tOTEPHUX irop € BUKOPU-
CTaHHSA KOrHiTMBHOI ncuxonorii (Game Developers Conference, 2024).
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Cy4acHUN NPoCTip KOMN'IOTEPHMX iIrOp HAaCUYEHUIN PISHOMAHITHUMM TEXHONOTIYHU-
MW MOK/IMBOCTAMM, NPOTE € BUKAUKM, NOB’'A3aHi 3 NOCTIMHMM NONUTOM Ha HOBITHI irposi
PO3pP0O6KM, 3 BUCOKMMM BUTPATAMM Ha iX CTBOPEHHSA TA 3 KOHKYPEHLLIEHD Ha PUHKY.

MeToto € JOoCnigKeHHA Ta aHani3 CTaHy CyyacHOl iHAYCTpii Komn'loTepHUX irop
3 ypaxyBaHHAM OCHOBHMX KaHPIB i TPeHAIB BUKOPUCTAHHA LUTYYHOrO iHTENEeKTY nig
yac po3pobKuM Komn'toTepHUX irop Ta GopmMyBaHHA BiAMNOBIAHOIO NPOCTOPY irop, OLiH-
Ka TEXHOMOTIYHUX iIHHOBALLi, aHaNi3 PUHKY Ta NPOTrHO3yBaHHA MabyTHLOTO PO3BUTKY
game-iHaycTpii.

3aBAaHHAMM JOCNIAMKEHHA, 30KPEMA, E:

— aHani3 CTaTUCTUYHMX AAHMX WOAO NMPOCTOPY KOMM'tOTEPHMX irop (¥KaHpis Ta
ynoaobaHb rpasLiB);

— aHani3 TexHosoriyHoro 3abesneyeHHs iHAYCTPIT KOMN'OTEPHUX irop;

— QaHani3 TPeHAiB BUKOPUCTAHHA WITYYHOrO iHTENEeKTY Nif Yac GopmMyBaHHA Npo-
CTOPY KOMMN'OTEPHMUX irop;

— aHani3 TpeHAiB PO3BUTKY KOMN'IOTEPHUX irOp Y BipTyanbHOMY NPOCTOPI.

Pe3ynbtat aocnigxeHHA. binbl HiXXK NONOBUHA rpaBLiB CBITY NPUNAafa€e Ha Taki
KpaiHu, sk IHais, Kutai, AnoHia ta MisgeHHa Kopes. Ha KpaiHu MiBHiYHOT AMepurKKn Ta
€sponu — anwe 21 % rpasuis (puc. 1). Y KpaiHax bansbkoro Cxoay, Appuku Ta JlaTuH-
CbKoi AMEePMKM Ui NOKa3HUKM 3HaYHO meHLWi (Helping you thrive in the games market,
n.d.). Ane B LMX KpaiHax cnocTepiraeTbCs TEHAEHLiA 40 3POCTAHHS KiNbKOCTI rpaBLiB,
Lo obymosneHo, 30kpema (Investing in the frontier of gaming, 2024):

— MOKPALEHHAM iHTEPHET-IHPPACTPYKTYPY;

— [AOCTYMHUM i HeZOoPOrUM (MOBINIbHUM) iHTEPHETOM;

— 3POCTaHHAM YMCENbHOCTI TaK 3BaHOMO CepeiHbOro Kaacy;

— BMKOPWCTAHHAM irop Ak 4oCTynHoi (iHoai 6e3KowToBHOT) po3Baru;

— 3POCTaHHAM KiNIbKOCTi KOPUCTYBaYiB CMapTHOHIB.

Y 2023 p. cBiTOBMI PUHOK irop, He3Ba*katoum Ha CKAAZAHY EKOHOMIYHY cUTYyaLlito,
36iNbWMB CBill AoOXiA, oTpuMaswu 184 mapa S. Y 2023 p. soxoan mobifibHOro cermeH-
Ta Bnanu (Byshonkov, 2024) yepes npobnemn moHeTM3aL,i Ta 3a1y4eHHA HOBUX KO-
PUCTYBaYiB, WO TICHO MOB’A3aHO 3 MOMITUKOI KOHOIgeHLiNHOCTI. Ane MmobinbHi irpu
M OOCi 3a/1MWATbCA HAM3HAYHILUMM CEerMeHTOM irpOBOrO PUHKY, Ha AKUM Mpunagae
TPOXM MEHLUE MOJIOBMHU BCbOTO CBITOBOIO PUHKY.

CermeHT KOHCONEN CTAE APYTMM 33 BE/IMYMHOKO CEFMEHTOM PUHKY, siknit y 2023 p.
CTaHOBMB 29 % yCbOro PUHKY 3aBASAKM BENMYE3HIN KilbKOCTi nonynspHux irop (Bradshaw,
2020). do umx irop MorKHa 3apaxyBaTu, 30Kpema, Taki: Hogwarts Legacy, The Legend of
Zelda: Tears of the Kingdom Ta Final Fantasy XVI (Bernevega and Gekker, 2021).

Takox nonynapHUMK cepeg rpasuis € Marvel’s Spider-Man 2 ana PlayStation 5
(Siwek, 2017), Forza Motorsport i Starfield gna Xbox (Siwek, 2017), opuriHanbHa rpa
npo Mapio y 2D Big Nintendo (Super Mario Bros. Wonder) (Smith, 2019).
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1730M

+2.4%YoY

North America

237.3M

+2.4% YoY

Latin America

335M

+6.0% YoY

2023 Total

3,305M

+4.3%
YoY

+3.5% YoY

Middle East & Africa

556.9M

+11.3%YoY

Puc. 1. KinbKicTb rpasuis 3a perioHamu (Helping you thrive in the games market, n.d.)

3anuuwatoTbcs NonyaapHUMK 1 Taki irpu, Ak Call of Duty (Bernevega and Gekker,
2021), EA Sports FC (paHiwe Bigoma sk FIFA) (Bernevega and Gekker, 2021), Assassin’s
Creed (Bernevega and Gekker, 2021).

3poCTaHHA NONyAsPHOCTI LMX irop BifOyBaeTbCcA 3aBASKM YCMiXy TaKMX CEpPBICIB,
AK Fortnite, Rocket League (Byshonkov, 2024). Taki xiTu, ak Hogwarts Legacy, Diablo IV
(Helping you thrive in the games market, n.d.) Ta iHWi, MaloTb BEIMKY KiNbKICTb CBOIX
NnoLiHOBYBaYiB.

[Jenki rpasLi, AKi opieHTYOTbCA Ha NaaTdopmy, BigLatoTb NepeBary KOHCONbHUM
Bepciam cTopoHHix irop (Helping you thrive in the games market, n.d.), ane i MK-ekc-
K/TIIO3MBHI XiTU 3a/1MLLAOTLCA TAaKMMU K NONYIAPHUMM, AK i paHiwe. Ha puc. 2 npoge-
MOHCTPOBaHi OCHOBHi KOMMaHii-pPO3POOHUKM KOMN'LOTEPHUX irop.

1.

10.

Tencenit &t

SONY.

-

HE Microsoft
UG reecone
Google
=
BilZaR

Tencent $7,442M
Sony $3,410M
Apple $3,652M
Microsoft $3,284M
MNetEase %$2.814M
Google $2,418M
Electronic Arts %$1.914M
Activision Blizzard $£2,093M
Nintendo $1.260M
Take-Two Interactive $1,129M

Puc. 2. Haiikpauyi komnaHii-po3pobHuku irop (Helping you thrive in the games market, n.d.)
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OcHosHi mpeHOu 2023 poky 8 i2pogili iHdycmpii. PUHKM KOMN'IOTEPHMX Ta KOH-
COJIbHUX irOp MOCTIMHO 3pOCTatoThb. BUPOBHMKM irop 3acTOCOBYIOTDL Ki/lbKa HOBUX CTpa-
Teriin 36iNbWeHHA 3araibHOro PUHKY, AKUIA BOHM MOXYTb oxonuTu. Cepeg, HUX — BUXig,
Ha MOBINIbHUI PUHOK, EKCNEPUMEHTM 3 MOCAYramm MignNUCKM Ha KOHTeHT, live-cepsicu
(Hawi nocnyru, 6.4.).

Ha cborogHi B game-iHaycTpii BiabyBatoTbcA CyTTEBI 3MiHWM Ta HOBALLii, 06yMOB/EHi
TUM, LLLO 3POCTAE BUKOPUCTAHHA TEXHOJIOTI WTYYHOro iHTeneKTy. Lle BiakpuBae nepes,
PO3pP0HHMKaMM HOBI MOK/TIMBOCTI LLOAO LWBUAKOCTI 1 eeKTUBHOCTI NpoLecis po3pob-
KM KOMN'IOTEPHMX irop.

Y pa3si 3pocTaHHA nonyaapHOCTi game-npucTpois, Takux sk Nintendo Switch Ta
Steam Deck, BUHWKAE i iHWWIN TpeHA — NepeHeceHHs NPOCTOPY KOMM tOTEPHMUX irop
Ha MObiIbHI NPUCTPOI, a came cMapTPoHU, MobinbHI TenedoHM Towo.

HabyBatoTb nonynsipHoCTi 1 irpu y BipTyanbHiii peanbHocTi (VR) (Faisal, 2017).
3 HOBMMM TEXHOJIOTIAMM Ta TeHAeHUismM y chepi VR, TaKMMM AK po3LLMpPeEHa peasib-
HIiCTb, WO NOeAHYE VR 3 AONOBHEHO Ta 3MIlLAHOK PEaNbHICTIO, LLe CEerMEHT irop
MOXe CTaTM B MalbyTHbOMy Halbinbl NOTPIOHUM y cepenoBuLi rpasLis. PosrisaHe-
MO Ui TpeHAM AeTanbHile.

TpeHO 1. 3acmocy8aHHA eeHepamueHo20 WMy4YyHo20 iHmesnekmy 8 po3pobui izop.
leHepaTMBHWUI WITYYHUI iHTeneKT (Generative Artificial Intelligence, GenAl) (Global
Generative, 2024) cnpusie CTBOPEHHIO HOBUX POPM KOHTEHTY irop (TeKCTOBOro, ayaio
Ta Bi3yasbHOro). OCHOBOK BMKOPUCTAHHA reHEePaTUBHUX MOAENEN € HAaBYAbHI NOCAI-
[OO0BHOCTI.

GenAl MoxKe CTBOPUTM Ma/ItOHOK, Ae N0AMHA Mae [0POoroo, 06raHAYM aBTOMO-
6inb, reHepyo4YM HOBUI KOHTEHT Ha OCHOBI 3406yToi iHdopMmau,ii Ta 6esnepepBHO Npo-
[OOBXKYIOUM NPOLEC HaBYaHHA.

Mogeni GenAl MOXKyTb BUKOHYBATK, HAaNPUKIAL, NepeTBOPEHHA TEKCTY B TEKCT,
TeKcTy y 2D- un 3D-306parkeHHs, ynpaBasaTi 4iaMKn, HaNnpUKAag TakKMMK, K BignoBiAi
Ha NUTaHHA abo aHani3 AaHux.

Modeni, Ha AKUX IPYHMYEMbCA WMYYHUU iHMenekm, € NOWMPEHNUMMU, BOHU MO-
JIEerwyoTb BUKOHAHHA Pi3HOMaHITHMUX 3aBAaHb 32 JONOMOTOK CKAA4HUX aATOPUTMIB.
Mogaeni WTy4YHOro iHTeNeKTy (WTyYHi HEMPOHHI Mepei):

— BWKOPWCTOBYHOTb a/IFOPUTMU BUABEHHA 3aKOHOMIPHOCTEN Yy AaHUX;

— 06’egHYIOTb KiZlbKa airOPUTMIB, YTBOPIOKOUM LLiNICHI cucTemu;

— 3[aTHi HaBYaTMCA Ta YXBa/IKOBATU PilLIEHHA.

Tunn mogenen WTY4YHOro iHTEeNEeKTy:

1. ®yHOameHmaneHi modesi, Taki ak ChatGPT Big OpenAl (Semrush Team, 2023)
Ta Bing Chat Big Microsoft (Semrush Team, 2023), e nonepeaHb0O HaBYEHUMU MOLENA-
MW MALLMHHOIO HAaBYaHHA, AKI MOXYTb BUKOHYBATW Pi3Hi 3aBAaHHA, 06pobnaTh 3as-
OSKN CaMOHaBYaHHIO WKpPOoKui cnektp aanux (Klingler, 2024).

2. Mynabmumo0dasnbHi MoOesi BMitOTb NPaLLtoBaTh 3 PisHUMM TUNAMU SAHUX, TAKK-
MW AK 306pakeHHn, ayaio, Bigeo 1 TekcToBi gaHi. OgHMM 3 NiATMNIB € MogeNi MOBM
30pY, AKi MOXYTb aHasi3yBaTu Bi3yasbHy iHGOpPMaLil0 32 A4OMNOMOrol METOAiB TaK
3BAaHOrO «KOMM'IOTEPHOTO 30pYy».
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3. Benuki mosHi modei, Taki Ak BERT Big, Google (Global Generative, 2024), cneuja-
Ni3yl0TbCA Ha PO3YMiHHI Ta CTBOPEHHI TeKCTY 3a A0NOMOrolo 06pobKM NPUPOLHOI MOBM
(Natural language processing, NLP) (Global Generative, 2024). HaB4yatoUMCb Ha BEINKUX
MacmBax AaHuX, LLi MoAeni MOXyTb BUKOHYBATM NepeKna, KaTeropmsalito, aHanis emoLii.

4. AugpysiliHi modeni 3paTHi GparmeHTyBaTU Ta PEKOHCTPYIOBATM 300parKeHHs,
NoNerwy4Ymn CTBOPEHHA KOHTEHTY, 3reHEePOBAHOr0 WTYYHUM iHTenekTom. dparmeH-
TYIOUM 306parKeHHA Ta PEKOMBIHYOUM 03HAKM, Lii MOAEeNi CTBOPIOKOTb HOBI Bi3yaslbHi
pesynbratv (0bpasu).

2022 p. OpenAl Bunyctuna ChatGPT (Helping you thrive in the games market, n.d.).
[eHepaTMBHWUIA LUTYYHWUI IHTENEKT BUKOPUCTOBYE HEMPOHHI MepeXKi ANA BUABNEHHA 3a-
KOHOMIPHOCTEMN i CTPYKTYpP B AaHMX MNif, Yac CTBOPEHHA OPUTiHANbHOIO, Yy TOMY YMCAI
M irpoBOro, KOHTEHTY. BUKOPUCTAHHA BENMKUX MOBHUX MOZeNel Ta reHepaTUBHOro
LUTYYHOTO iHTEe/NIeKTY AaCTb 3MOIYy CTBOPIOBATU Liifi irpu 3 «HyAa» (Helping you thrive in
the games market, n.d.).

LLlaHyBa/IbHUKM HEraTMBHO BigpearyBanm Ha BuMKopuctaHHa Cyan Worlds (Game
Developer, n.d.) cTBOpeHOro 3a O0MNOMOrOLO LUTYYHOTO iHTE/IEKTY KOHTEHTY (}KypHanis,
icTopil, niceHb, Bipwis i wWnanep y rpi). Ane ue He 3MeHLLYE POAi LUTYYHOTO iHTENEKTY
AK LOMNOBHEHHSA 3yCWJb 3 PO3POBKM irop.

TepmiH po3pobku irop Knacy AAA (Bifeoirop, CTBOpIOBaHUX cepeaHiMM Ta BENKM-
MW KOMNaHiaMn-po3pobHunkamm) (Bernevega and Gekker, 2021) moske nepesuLLyBaTu
5-7 pokis (Hanpuknag, 7 pokis gns rpu Perfect Dark Big Xbox) (Bernevega and Gekker,
2021). OCHOBHY YaCTUHY BUTPAT Ha PO3PO6KY rpu CTAaHOBAATL BUTPATH, WO NOB’A3aHi
3 TEXHO/IOTIAMU, HEOBXiAHUMU AnsA cTBOpeHHs rpu (Ball, 2024).

Yike 87 % 3 243 onuUTaHUX CTYAjii BUKOPUCTOBYHOTb LUTYYHUI iHTENEKT, a 99 % nna-
HYIOTb Le pobuTM B ManbyTHboMy. 64 % CTyadili NaHYyOTb CTBOPUTM BAACHI moaeni
(nopibHo o iHcTpymeHTy Blizzard Diffusion (Helping you thrive in the games market,
n.d.). WBMALWOro CTBOPEHHA apTpecypciB) AK CNocid BUKOPUCTAHHSA MALUMHHOIO HaB-
YaHHA 418 NepeTBOPEHHA TEKCTYP 3 HM3bKOH TOYHICTHO Y BUCOKOAKICHI pecypcu, npu-
OaTHI ana rpu Knacy AAA. Taka TEXHONOTIA CNPOCTUTbL 3aBAAHHA ANA XYAO0XKHUKIB, AKi
npautooTb B irpoBin iHaycTpii (Global Generative, 2024). TeHAeHUji WoA0 BUKOPU-
CTAHHA WTYYHOTO iHTENEeKTY B po3pobLii KomN'toTEPHMX irop 306parkeHo Ha puc. 3.

GenAl gonomarae y CTBOPEHHi NpoTOTUNIB AM3alHy rpU. XYAOXKHUK Auvwe nia-
bupae pesynbTaTh, AKi BiANOBIAAOTb TEMI IPU, BUKOPUCTOBYHOUN pe3ynbTaT GenAl sk
OKepeno HaTXHeHHs. HalnbanKumMm 4yacom ouYiKytoTb, Lo 6isblicTb PpO3pOBHMKIB BU-
KopucToBYyBaTMMYTb GenAl nif Yyac NPOTOTMNYBAHHA AM3aliHY Ta CTBOpPEHHA 306pa-
YKeHb NepcoHaxiB rpu. ToXK KOMMNaHIAM He AoBeAeTbCA WYKaTK daxiBLiB 3 A0CBIAOM
pob0TK B HieBMX *KaHpax (Semrush Team, 2023). Lie moxe faT MeHLW A0CBiAYEHUM
XYAOXKHMKaM nepesary Ha pUHKY npadi.

Yce vacTiwe B irpax MPUCYTHI rONOCKU, 3reHepoBaHi WTYYHUM iHTenektom. LA
TeHAeHuia cnocTepiraetbca B rpi 2022 p. High on Life Bia Squanch Games (Game
Developer, n.d.).

Taki irpu, ak The Last of Us i God of War (Lugris, 2020), BUKOPUCTOBYIOTb 3aXOMJ/IeH-
HS PyXy Ta 03BYYEHHS, AK y fonnisyai, a B iHWwmx irpax (Cyberpunk 2077 (Lugris, 2020))
6epyTb yyacTb Taki 3HaMeHUTOCTI, AK lapic Enbba Ta KiaHy PiB3.
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Puc. 3. MporHo3 puHKy GenAl B relimiHAyCTpii 338 TUMNOM 3aCTOCYBaHHSA

CuTyauin iHwa ana Hesenmkux irop (High on Life), iHai-Ha3B i moais 3 meHWwWUMm bto-
OxKeTom. Yike 3apa3 mogaepv iHterpytotb ChatGPT Ta iHWwi iHcTpymeHTH B Skyrim, wo6
3abesneunt NPC (Non-Player Character, HeirpoBuiAi NnepcoHax) opraHiyHMM i HEeCKiH-
YEHHMM CNCKOM HOBMX KomeHTapiB (Game Developers Conference, 2024). Lie 3pobuTb
CBIT rpu 6inbw xunBmm i fo3sonuTb NPC pearyBaTu Ha Te, K BigbyBatoTbca nogji B rpi.

Hainbamunm yacom GenAl MOXKyTb 3aMiHUTU 3HaAYHY YacTKy 3D-306parkeHb Ta Bi-
00 B irpax. Hesenuki rpynu Xyao»KHUKIB, AKi BUKOPUCTOBYHOTb GenAl, 3MOXKyTb CTBO-
plOBaTM Taki BiAeo epeKkTUBHILLE, HiX KOMaHAM, WO Cnewiani3yloTbCs Ha CTBOPEHHI
CGIl (Computer Generated Imagery, 306pa*keHHs, 3reHepoBaHi Komn'lOTepPoMm).

He3abapom po3pobHMKKM i HaBiTb HeEMpPOdeCiOHaNN 3MOXKYTb CTBOPIOBATM irpu 3a
ponomoroto GenAl (Styhre and Remneland-Wikhamn, 2021). OckinbKu iHCTPYMEHTH
CTalOTb NPOCTILLIMMM Y BUKOPUCTaHHI, bap’epmn MixK po3pobHMKamM Ta retmepamm pyi-
HYIOTbCA, | KOHTEHT, CTBOPEHMIN KOPUCTYBa4YaMM, yxKe CTa€E HaCTMHOO cTpaTerii Komna-
Hin. Epic, Roblox i PlayStation npautotoTb Hag BAaCHMMM irpamMn, OPiEHTOBAHUMM Ha
UGC (User-Generated Content, KOHTEHT, CTBOPEHMI KopucTyBadamm) (R. Baltezarevic,
B. Baltezarevic and V. Baltezarevic, 2018). Roblox npautoe Hag Tum, Wo6 A03BOAU-
TW KOXHOMY KOPWMCTYBA4yeBi MOYaATM CTBOPHOBATU KOHTEHT B irPOBOMY CepeaoBULL
(Helping you thrive in the games market, n.d.).

GenAl 3aaTeH nepeTBOPOBATM PONLOBI irpu (Hanpuknag, MMORPG (Bernevega
and Gekker, 2021)) y uMcneHHi Xu1Bi CBiTH, AKi OpraHiYHO PO3BMBAIOTHLCA PA3OM 3 rpaB-
uem. KoxKHoro pasy, Konv rpaBelb NOTPANAAE B TAKUI CBIT, MOXe ByTU 30BCiM iHLWA
icTopifa 3 pisHMMK pesynbTaTamu. OfHaK He BCiM rpaBUAM NoaobaeTbCcA Taka Bapia-
TUBHICTb. € PO3PO6HMKM, WO 3aLiKaBAeHi y CTBOPEHHI HapaTUBHMX irop (Hanpuknag,
Spiritfarer, Journey (Styhre and Remneland-Wikhamn, 2021)).

GenAl BUKOPUCTOBYE BennyesHi Habopu AaHux, Wob cTBOPtOBATM OPUTiIHANBHUIA
BMICT. BUHMKae npobsiema 3axmLLEHOCTI aBTOPCbKMX npaBs. Bigmosa Big po3pobHu-
KiB i reMmepiB MoXe CynpoBoOAKYyBaTU MOABY BiAMOBIAHWUX Cy40BMX No30BiB (Game
Developer, n.d.). IHcTpymeHTH GenAl cTatoTb yce 6inbll CKNagHUMM, TPaBLi MOXKYTb
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CTBOPIOBATU BAACHI irpu, TOMYy AnA BUKOPUCTAHHA GenAl y cTBOpeHHi Bigeoirop no-
TpiGHO 3A4iMCHIOBATM BiANOBiAHE NPAaBOBE PErytoBaHHA.

GenAl gonomorke AeMoKpaTu3yBaTh po3pobKy irop, NPUCKOPUTK TaKi TpeHau, AK
UGC i kuBi cepsicy (3aBAAKM ONTUMI30BAaHOMY CTBOPEHHIO KOHTEHTY), | Npu3Beae Ao
nossu 6aratoro irpoBoro A0csiay (K rpasL;iB, TaK i PO3pO6HUKIB).

TpeHO 2. [epeHOCHi ieposi KoHconi cmarome yce binbw nomimHUMU. IHHOBaLiMHa
KoHconb Switch Big Nintendo y 2017 p. noegHana AOMALUHIN | NOPTAaTUBHWUIA relMmnaen
(Siwek, 2017). Ha cborogHi cnoctepiraerbca TEHAEHLIA HaAAaHHA reMMmepam MOXKINBO-
CTi 6bpaTtun irpu B byab-ake micue. Lito TeHAeHLUio NigTPMMYyOTb:

— creyianizoeaHi xmapHi i2posi npucmpoi (Hanpuknaa, Logitech G Cloud (Hawwi
nocnyru, 6.4.));

— /10KanbHa s8iddaneHa epa yepe3 Wi-Fi (Hanpuknag, Sony Project Q (Hawi nocayru,
6.4.) AO3BOAISE reiMepam TpaHCAoBaTH irpu 3 PlayStation 5 Ha nopTaTMBHMI NPUCTPIl);

— nopmamusHi ieposi MK (Hanpuknaga, Steam Deck Big Valve, Asus ROG Ally (R.
Baltezarevic, B. Baltezarevic and V. Baltezarevic, 2018)).

KntouoBMMU MOMEHTaMU, iKi pOBASATb YKa3aHUI TPEHS, 3HAUYLLMM, 30KPEMA, €E:

— 3pOCTaHHA NONYAAPHOCTIi MOBINbHUX irop;

— TexHoJIoriyHi iHHOoBaU,i (HanpuKknag, 6e34poToBI TEXHONOTIT, XMapPHi TEXHOAOTII,
NnopTaTMBHI anapaTHi 3acobu);

— 3MiHa NoBeAiHKU reMepiB, fKi LWYKaTb THYYKICTb i MOX/IMBICTb rpaTh B y/tO-
6neHi irpu ae 3aBrogHo.

TpeH4 NopTaTUBHUX iIrPOBUX NPUCTPOIB AMHAMIYHO PO3BUBAETLCA | MAE 3HAYHUM
BMJ/IMB Ha irpoBy iHAYCTpItO.

TpeHO 3. lepu y 8ipmyansHili peasnbHocmi cmarome binbw 0ocmynHi ma nonyasp-
Hi. BipTyanbHa peanbHicTb (VR) HanoBHIO€E NoTeHLian Ta iHHOBAL,ii KOMN'OTEPHUX irop
(Faisal, 2017). 3 nosBoto 6iNbLL CKNAAHUX | AOCTYNHMX rapHiTyp VR noyana BTiNtoBaTu-
CA B KUTTSA iges 3aHYPEHHS rpaBLs B KpeasibHUi CBiT» rpu.

CyyacHuii naHawaodT VR xapaKTepusyeTbcs HAbOPOM rapHiTyp 411 pi3HMX NoTpeb
i 6roaxeTiB (Big BMcOKoaKicHMX Valve Index go 6inbw goctynHmx Oculus Quest 2).
MpucTpoi VR NponoHytoTb yce 6ifbll peanicTUYHUI | 3aX0NAMBUIA [OCBIA rPU 3aBAAKM
BAOCKOHANEHHIO BiANOBIAHOrO anapaTHOro 3abesneyeHHs.

3apa3om yA0CKOHAMOETbCA N NporpamHe 3abesnedyeHHs VR-irop. Beat Saber, Half-
Life (Alyx i The Elder Scrolls V), Skyrim VR (Kirsch, 2019) po3wwupunun mexi VR. Li irpu
AEeMOHCTPYHOTb NepeaoBy rpadiky, iIHTYiITMBHO 3p0O3yMisii mogeni B3aemogii, Lo BUKO-
PUCTOBYIOTb YHiKanbHI moxansocTi VR. Hanpuknag, Beat Saber nepetsoptoe rpasLis
Ha BipPTyanbHUX AMUOXKEIB, AKi Hapi3atoTb pUTMK CBiTI0OBUMU Medamu. Half-Life (Alyx)
BCTaHOBW/1a HOBWUI CTaHAAPT onoBigaHb VR-irop.

Po3BMBaloTbCSA TaKOXK HaraToKOpMCTyBaLbKi Ta coujianbHi acnektn VR. Taki nnat-
dopmu, ak VRChat, nponoHyoTb KopMcTyBayYam BipTyasibHUI NPOCTiP ANA B3AaEMOAT,
rpu Ta cninbHoro gocnigxeHus. Lle goaae 6arato go gocsigy VR, nponoHyoun He
TiNIbKM irpwn, a 1 NpocTip Ans cninbHoTK Ta TBopYocTi (Kirsch, 2019).

AnapaTHe 3abe3neyeHHa VR ma€, 30Kpema, Taki NepcneKkTMBM AnA NOo4anbLIOro
PO3BUTKY:

— nosBa nerknx besapotosux VR-rapHITyp 3 BULLOIO PO34j/bHOM 3aaTHICTIO (BiacTe-
YKEHHA NOMAAY Ta PEHAEPVHT Y BUTNAAI AMOK MiABULLATbL MPOAYKTUBHICTb | AOCBiA rpaBus);
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— TaKTU/IbHWUI 3BOPOTHUI 3B A30K, LLO 3ab6e3neynTb Biibll peanicTUYHi TaKTU/IbHI
BiguyTTa y VR (TaKTUNbHI KOCTIOMU, YAOCKOHaIeHe BiACTEXEHHS PYK CTBOPATL BinbLu
3axon/MBYy Ta NPUPOAHY B3aEMOA,I0);

Kpim VR po3BuBaeTbca i poswmpeHa peanbHicTb (XR) (Kirsch, 2019), aka noeaHye
VR 3 4ONOBHEHOI Ta 3MIilIAHOK peanbHICTIO, BiAKpMBaOYM HOBI WANAXM B irpax. XR
CTBOPIOE YHIKaNbHWUI [OCBIA, AKMIA NOEAHYE PeaNbHUM i BipTyaNbHWUIA CBITH.

Ponb GenAl B noKkpaweHHi VR-irop BU3HAYaETLCA, 30KPEMA, TAKUM:

— CTBOPEHHAM PEeaniCTUYHUX HeirpoBuX NEpPCoHaXkiB (ANMHAMIYHMUX, afaNTUBHUX
cepesoBuLL);

— po3pobkoto xmapHux VR-irop, AKi 3abe3neyvytoTb BUCOKOAKICHI BpaxkeHHA 6e3
Aopororo obnagHaHHs);

— coujanbHO Ta 6araTOKOPUCTYBALLbKOK €BOJIOLLIED, L0 MOCUIOE COLianbHUIM
BUMip VR-irop, 3pobusLLM iX NPOCTOPOM A5 CNiZILHOTY Ta B3AEMOAT.

P0O3BMTOK LMX iIHHOBALLiM 3MiHWUTbL 3Ha4YeHHA rpu y VR.

Mai1byTHin nangwadT VR Gaming nepeabayae, 30kpema:

1. IHmeepauiro GenAl ma nepcoHanizosaHo20 0oceidy — aganTalito irop Ao iHAu-
BiAyaNbHMX CTUNIB TPU Ta BNoAOOAHb, NPOMOHYIOUYM A8 KOXKHOTO rpaBLA YHiKanbHY
NoAOPOK.

2. Po3mMuBaHHA peanbHOCMi (3MiulaHa peanbHicms) i2op — rpaBLi MOXKYTb BUKO-
PUCTOBYBATM irpu, WO MICTATb IXHE Pi3UYHE OTOYEHHS.

3. [ocAaeHeHHA y 83aeMo0ii (no3a mexcamu KoHmposnepis) — VR-irpn 3 nepesosu-
MW METOLAMM KepyBaHHSA, OXOMJIOIOYM TaKTUAbHUIA 3BOPOTHWUIA 3B’A30K, MPOMOHYHYHM
6inblW NPUPOAHY Ta IHTYITUBHO 3P03yMifly B3AEMOAIIO 3 BipTya/IbHUM CBITOM.

4. CouianbHuli 38°’A30K y 8ipmyanbHuUx npocmopax — VR-irpu cTatoTb coliasbHOO
nnatpopmMoto, LEeHTPaMM cniBnpaLi, nobyaoBu cnibHOTU, 0OMiHY AOCBIAOM.

5. BupiweHHs npobaem emuKku ma docmynHocmi.

6. Moodepauyito emicmy i emuyHuli dusaliH, wWo nepeabayaoTb CTBOPEHHA NPUBa-
61MBOr0 KOHTEHTY, rapaHTyouM, WO BiH € COLiaIbHO BignoBigaNbHUM i He nponarye
HeraTMBHY NOBE/iHKY.

TexHiyHi obmerkeHHA NoTpebytoTb 3abe3neyeHHnA CTanoi NPOAYKTUBHOCTI B Pi3HUX
cucTtemax i nigsuweHHa aoctynHocTti VR Ana WMpOoKoT CRiIbHOTU rpaBLLiB Yepes 3HU-
YKEHHA BapTOCTi anapaTHoro 3abe3neyeHHA VR Ta po3pobKM cucTem 3 MeHL ot ob4mnc-
NOBaNbHOO NOTYKHicTio (Faisal, 2017).

Mai1byTHi po3pobKK irop matoTb ByTM 30cepenkeHi Ha CTBOPEHHi 6e3neyHiwmnx
i KomdopTHiWKMxX ymos VR a5 340p0B’A Ta NCUXOJIOTIYHOIO CTaHy JIIOAUHN.

BUCHOBKMU. Y pob0Ti BUABMIEHO K/AOYOBI TEHAEHLLi PO3BUTKY KOMMN'IOTEPHMX irop,
BM3HA4YeHO GaKTopH, WO BNAMBAIOTb HA iXHil PUHOK. 3p061eHO NPOrHO3M LWOAO Mait-
OYTHbOIO PO3BUTKY LLiET ranysi.

MNpoBeaeHO aHani3 BUKOPUCTAHHA LITYYHOrO iHTENEKTY, 30KpemMa reHepaTUBHOrO,
nif, Y4ac po3pobKM KOMM OTEPHMX irop (A1° ONTMMI3aLLii CTBOPEHHSA irop Ta 3MeHLUeH-
HA BroaxeTiB) | popMyBaHHSA BiAMNOBIAHOIO irPOBOro NpocTopy. leHepaTUBHUIA LLUTYY-
HWI IHTENEKT BiAKPMB HOBY epy PO3p0BKKM NpoCTOpy KOMM OTEPHMX irop.

BM3HauYeHO BNAMB IHCTPYMEHTAPIlO WUTYYHOrO iHTENEeKTy Ha 6anaHc MiXK iHTerpa-
Li€l0 Ta 3aHYPEHHAM Y peasibHUI CBIT. 3a3HAY€HO, LLLO BaXK/IMBUM MOMEHTOM Mij, Yac
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nepebyBaHHA B NpocTopi VR-irop € Te, Wo Ui irpn 4ONOBHIOWOTb, a HE BigBEPTalOTh Bij,
peanibHOro CBiTYy, AOCBiAY 1 060B’A3KiB rpaBLiB.

MpoaHani3oBaHO MOTOYHMI CTaH irop y BipTyanbHil peasbHOCTI 3 X AOCATHEHHA-
MK Ta npobaemamu, WO Ma€ BMpiLLasibHe 3HAYEHHA A8 YABAEHHA NPO iXHIO ManbyT-
HIO TPAEKTOPIO PO3BUTKY.

Po3rnsHyTi HOBI TeHAEHLT Ta TEXHO/OTiT BKa3ytoTb Ha MalbyTHE NpocTopy Komn'to-
TepHux irop, ge VR-irpu cTaHyTb He TiNbKK 6iNblL 3aXONJIMBMMM Ta PEANICTUYHMMM, a 1
6iNblW AOCTYMHMMM TA COLLIA/IbHO 3HAYYLLUMMU.
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ARTIFICIAL INTELLIGENCE USAGE IN FORMING COMPUTER GAMES SPACE

The computer games industry is growing rapidly today, and the number of users of these
games (players) is increasing. All of this has an impact on modern society. The development of
new computer games involves constant evolution in such areas as technological innovations,
the development of game genres, and analysis of market trends in the entertainment sector.
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The development of artificial intelligence and its application in the development of computer
games contribute to the dynamic change of the landscape and expansion of the space and
genres of games.

The purpose of the article is to study and analyse the state of the modern computer games
industry, taking into account the main genres and trends in the use of artificial intelligence in
their development and the formation of the corresponding game space, to assess technolog-
ical innovations, to analyse the market and to forecast the future development of the game
industry.

The research methods are the main methodological approaches and technological means
of artificial intelligence for the development of computer games and the formation of the cor-
responding game space. Such methods include, in particular, systematic and comparative anal-
yses to identify the features of computer games of various genres and types, the method of
expert assessments, which involves the analysis of literary sources and information resources,
interviews and surveys of game industry experts.

The novelty of the study is a comprehensive analysis of modern technologies, in particular
generative artificial intelligence, their use in the development of computer games and trends
in the formation of the space of such games.

Conclusions. The main trends in the development of computer games have been identi-
fied. The factors that influence their market are identified and forecasts are made for the future
development of this industry. The paper analyses the use of artificial intelligence, in particular
generative artificial intelligence, in the development of computer games (to optimise game
creation and reduce budgets) and the formation of the corresponding game space, generative
artificial intelligence has opened a new era of development of the computer game space. The
impact of artificial intelligence on the balance between integration and immersion in the real
world is determined. The current state of virtual reality games with their achievements and
problems is analysed, which is crucial for understanding their future development trajectory.
The new trends and technologies considered point to the future of the computer games space.

Keywords: artificial intelligence; generative artificial intelligence; neural networks; com-
puter games; genres; virtual reality; game industry; computer games space.
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