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UI'POBOM NCKYCCTBEHHBIA UHTEJUIEKT KAK MEJIJUYM COIIMAJIBHOT'O MHUPA *

B nmanHO#l crathe paccMaTpuBaeTcs, KaKUM
00pa3oM HCKyccTBeHHBIH HHTEeKT (Al) mcmonssy-
eTcsi B KOMIIBIOTEPHBIX UIPax M KaK HIPbl IOMOTArOT
ero passuBarb. C OJHON CTOPOHBI, HAC MHTEPECYIOT
MIPOEKTHI, HalpaBJieHHbIE Ha 00yYeHHE MPOTPaMM, KO-
TOPBIC CITOCOOHBI MMOOEKAATH YeTI0BEKa B pa3HO0oOpas-
HBIX UTpax (M3HAYaJbHO 3TO OBUTM LIAIIKH, IIAXMAaThI,
T0, 3aTeM UM Ha CMEHY MPUILIH KOMIBIOTEPHBIC UTPHI,
Hanpumep Starcraft II), ¢ apyroii — Hac mHTepecyer
HEMOCPEICTBEHHO WIPOBOM MCKYCCTBEHHBI HHTEN-
JIEKT, KOTOPBIM 3aHMMAaeT CBOIO «TEXHOIKOJIOTHYe-
CKYI0» HUIIY CPEAH COBPEMEHHBIX BBICOKHX TEXHOJIO-
ruil 1 obJagaer coOCTBEHHOM cnenn(uKoi Mo cpas-
HEHHIO C «TPaIUlMOHHBIM» HCKYCCTBEHHBIM HHTEI-
JIEKTOM, JTAJIEKO HE BCET/Ia CBSI3aHHBIM C MHIyCTpHEH
pa3BlICUEHU M OPUEHTUPOBAHHBIM Ha pEIICHUE pPa3-
JUYHBIX BBIYMCIUTENBHBIX 3a1ad. McKyccTBeHHBIH
WHTEJUIEKT B KOMITBIOTEPHBIX MIPax MOXET OBITh HC-
MOJIb30BaH HE TOJNBKO B LENSAX COKPAIECHHUS 3aTpaT Ha
MIPOU3BOJICTBO WJIH U1 PACHIMPEHUS BO3MOXKHOCTEH
WUTPOBOTO ombITa (Hanboiee OYECBHIOHBIA TNpPHUMEP —
npolenypHas reHepanus ypoBHEH, KapT, IPEAMETOB H
T. I.), HO ¥ AJSl CO3JaHHS MPaBIONOIO00HBIX HEUTPO-
BBIX TIEpCOHa)KeW (TIOMOIIHMKOB, COOECETHHKOB, CO-
I03HUKOB, BparoB). Cucremsl, paboTaromue ¢ SMOLUs-
MH U COL[MAJIbHBIM OTIBITOM, TO3BOJISIIOT HAJENUTh He-
WUTPOBBIX TEPCOHAXEHW COLMATbHBIMU (DYHKIMAMH,
OoJiee TOT0, OHM MOTYT BCTYIATh B KOMMYHUKAIMIO HE
TOJIBKO C UTPOKOM, HO U JIpyT ¢ apyrom. Ilpumenenue
TEXHOJIOTHH HCKYyCCTBEHHOTO WHTEIUIEKTa B HIpax
CIOCOOCTBYET BO3ZHMKHOBEHHIO HOBBIX COLMAJIBHBIX
aKTOPOB, ACHCTBYIOIIMX B paMKax HHU(POBOW peasb-

HOCTH, U3MCHCHUIO KOH(l)I/IpraLII/II/I COIHMAJIBHOI'O IT0-
JIA.

KuroueBble cjioBa: UTpoBOM MCKYCCTBEHHBIN
WHTENJIEKT, HEUTPOBOW MEPCOHAXK, COLMAIbHBIC MPAK-
THUKH, KOMIIBIOTEPHBIE UTPBI, MEIHA, SMOLMOHAIBHBIN
WCKYCCTBEHHBIH MHTEJICKT, MAIIMHHOE 00yUYeHHE.

GAME ARTIFICIAL INTELLIGENCE AS A
MEDIUM OF SOCIAL WORLD

The following article presents how artificial in-
telligence (Al) is used in computer games and how
games help to develop AL On the one hand, we are
interested in projects aimed at training programs that
are able to win a person in a variety of games (initially
they were checkers, chess, go, then computer games,
for example Starcraft 1I, replaced them), on the other
hand, we are directly interested in gaming artificial
intelligence, which occupies its “techno-ecological”
niche among modern high technologies and has its
own specificity compared to “traditional” artificial in-
telligence, which is not always associated with the en-
tertainment industry and focused on the solution of the
variety of computing tasks. Artificial intelligence in
computer games can be used not only to reduce pro-
duction costs or to empower the gaming experience

* Hccnedosanue GbINOJHEHO NpU (QUHAHCOBOU NOO-
Oeporcke epanma npesudenma Poccutickoti @edepayuu.
IIpoexm MK-2256.2018.6, CIIoI'Y.
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(the most obvious example is procedural generation of
levels, cards, objects, etc.), but also to create believa-
ble non-player characters (interlocutors, allies, ene-
mies). Systems that work with emotions and social
experience endow non-player characters with social
functions, moreover, they can enter into communica-
tion not only with the player, but also with each other.
The use of artificial intelligence in games contributes

Bseoenue

Hcnons3oBaHue HMCKYCCTBEHHOI'O HHTEI-
JIEKTAa B KOMIIBIOTEPHBIX MIpax Ha CEroJHSIIHUN
JICHb SIBJIIETCS HEOOXOAMMOHN TMPaKTUKOW, €Clu
MBI TOBOPUM O KOMMEPYECKHUX KpYIHOOIKET-
HBIX TPOEKTaX!, MOCKOJILKY MOJOOHBIE TEXHOJIO-
I'MH N03BOJISIIOT HE TOJBKO COKPATUTH 3aTpaThl Ha
IIPOU3BOJCTBO, HO M PACIIUPUTH UIPOBBIE BO3-
MO>XHOCTH. 3@ CYEeT aBTOMAaTHU3MPOBAHHBIX IIPO-
IIECCOB MOYKHO COKOHOMMTBH Ha paboTe XyH0KHHU-
KOB M pPa3pabOTYMKOB, KOTOPHIE MOTYT TPaTHUTh
MHOI'0 BPEMEHHU Ha CO3/JaHHE OJHOTHUIIHBIX YPOB-
HEU U NEpCOHAXKEH, B TO BpeMs KaK TEXHOJIOTHUH
MIPOLICAYPHOIO T'€HEPUPOBAHUS CIIPABJISIOTCA C
3TOM 3amaueii OpicTpee (KOHEYHO, pedb HE UIIET 00
YHUKAIBHOCTH 3TOr0 KoHTeHTa)?. [ToMuMoO ycTa-
HOBKHM Ha DKOHOMUIO, BHEJPEHUE UCKYCCTBEHHOIO
MHTEJUIEKTa B UTPBI OOYCIIOBJICHO KEeJTaHHEM BHE-
CTM B HHUX pa3HoOOOpa3ue M CO03/aTh IPaBIOIO-
NOOHYI0 MMHTAIUIO0 «CHOHTAHHOT0» TIOBEICHUS
nepcoHaxeil. Hanpumep, B 2017 rony xoMmmnanus
Nvidia coBmectHo ¢ Remedy Entertainment co-

! Onpenenennoro ycmexa B 3Toit 061acTH I0OUIUCH
urpsl Left 4 Dead (2008), The Elder Scrolls V: Skyrim
(2011), Alien: Isolation (2014), Horizon Zero Down
(2017) u np.

? Artificial Intelligence in Games / Al Frontiers // Me-
dium. 20 September. 2018.

URL: https://medium.com/aifrontiers/an-overview-of-
artificial-intelligence-for-video-games-f491229c0e7d
(mata obpamenus: 12.01.2019).

to the emergence of new social actors operating within
the framework of the digital reality, changing the con-
figuration of the social field.

Key words: game artificial intelligence, non-
player character, social practices, computer games,
media, emotional artificial intelligence, machine learn-
ing.

3/1aJI1 aBTOMATH3UPOBAHHYIO TEXHOJIOTHIO TIy0o0-
Koro oOyueHHsI B peaJbHOM BpPEMEHH, KOTOpas
aHUMHUpPYET MUMUKY 3D-Mozeneil B COOTBETCTBUU
C mpeioKeHHbIME ayarodaiinamMu’. OcobeHHO-
CTbIO TOJOOHON TEXHOJIOTHH SIBJISIETCS HU3KOE
BpeMsl O)KMJIAHUS U JIOBOJIBHO BBICOKAasl CTEIEHb
MPaBJIONIO00HOCTH pe3ylibTaTa (10 CPaBHEHHIO C
APYTMMH CUCTEMAaMM aHMMAalLMHU JIML). DTO MOYKET
3HAUUTENIBHO YCKOPUTb M YCOBEPIIEHCTBOBATh
IIPOLIECC CO3/1aHUsI HEUTPOBBIX MEPCOHAKEN.
I'eHepaTUBHO-COCTA3ATENbHbBIE CETU MPH-
oOperatoT Bce OOJNBIIYIO MOMYJISIPHOCTh, IIO-
CKOJIBKY MOTYT HPE€UIOKHUTh ONPEIEIECHHBIN ypo-
BEHb CIIOHTAaHHOCTH M Hempenckazyemoctu. C ux
IIOMOIIBIO CO3/AI0TCS HE TOJBKO MIPOBBIE YPOB-
HU, NPEAMETHI, aHUMAIMs U JIBUKEHUS IIEPCOHA-
ke, HO u camu wurpel. Mccnegosarenn
M. T'azmuan (M. Guzdial) u M. Pugn (M. Riedl)
n3 Illkonbl WHTEPAKTUBHON BBIYUCIUTEIBHOU
texHuku (TexHonoruueckuit wuHcTUTYT JIXKOp-
JDKUU) pa3paboTaay METOJ MAIIMHHOTO 00yde-
HUS1, KOTOPbIN T€HEPUPYET UIPY HA OCHOBE «IIPO-
CMOTPEHHBIX» (00pabOTaHHBIX) BUIEO MPOXOK-
nenuit urp Super Mario Bros. (1985), Kirby’s
Adventure (1993) u Mega Man (1987), cnenan-

* TlonpoGHee 0 JAHHOM MeTOfe CKBO3HOTO OOYyuYeHHs
cm.: Nvidia Developer.

URL:  https://news.developer.nvidia.com/generating-
expressive-3d-facial-animations-from-audio/ (mara
obpamenws: 12.01.2019).
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ueix gt NES. PaGora npoOuiack Ha JBa TIIaBHBIX
HanpasJIeHUs: 1) reHepanys 3TaloB UIPbI, CTPYK-
Typbl, YPOBHEH; 2) CO3aHUE IpaBWJI, MEXAHUK,
JIMHAMUKH HTPbI*, OCTAILHOMY XK€ — HappaTuBY,
ayIMOBU3yaJIbHOM 4YacTU YAENsAJIOCh MEHbLIE
BHUMAaHUe, 110 KpaiHe Mepe, Ha IepBOHAYAIbHOU

CTaJlH pa3pabOTKH.

Puc. 1. Ckpunmor urpst M. IN'azauana u M. Puana.

Tpyano B Gmmkaiitem OyaylieM OXHIATh
CO3JIaHMsI HEOOBIYHBIX WP, YIOBIETBOPSIOIINX
MIPUTA3ATEIBHOMY BKYCY COBPEMEHHOIO Treiimepa,
paloTaronx Ha OCHOBE UCKJIIOUUTENILHO I'eHepa-
TUBHBIX JITOPUTMOB, B TO BpeMs KaK BHEAPECHUE
OTIETBHBIX AJIEMEHTOB, CICNAHHBIX C HUX IOMO-
mplo, yxe uMmeer ycrex. 2D-urpa Starbound
(2016) nperenayeT Ha POIb yIAYHOI'O IPOEKTA 110
MPOLEYPHOMY I'€HEpUPOBAHUIO KOHTEHTA. B Het
YpOBHH, OJIOKM BHYTpU YpOBHs, ¢uiopa u (ayHa
TeHEePHUPYIOTCs KaXbplii pa3 3aHoBO. KoHeuHo, B

* Tlogpo6uoe ommcanme Meroma cm.: Guzdial M.,
Riedl M. Automated Game Design via Conceptual Ex-
pansion // AIIDE 2018, University of Alberta, Edmon-
ton, AB, Canada, November 13—17, 2018. URL:
https://arxiv.org/pdf/1809.02232.pdf (mata oOparue-
aust: 12.01.2019). Buzgeo ¢ nemoHcTpanueil pe3yibra-
TOB MPOEKTA:

URL: https://www.youtube.com/watch?time continue
=3&v=PX5ig7r3G6U (nara obpamenus: 12.01.2019).

WUTpe €CTh NMPENYCTAHOBJICHHBIE 3JIEMEHTBI, HO UX
KOH(UTYpaIlMi YHUKAIBHBL. 3a cueT Oosee mpo-
cToil rpaduku u reiimmies 1mo cpaBHEHHIO ¢ NO
Man’s Sky> (2016), Starbound ymamoch cmpa-
BUTBCS C OCTABJICHHOW 3aJ1a4€e.

Puc. 2. CkpuHIIOT ypoBHS 13 Urpsl Starbound.

> MHoroobemaromas MonbITka pa3paboTynkoB No

Man’s Sky cozgate Oe3rpaHMYHBI MHp, HalOJIHEH-
HBIl YHUKaIbHBIMH, TpPOLEAYPHO-TEHEPHPYEMBIMH
TtaHeTaMu (Kakaasi co cBoed (iopoit u ¢ayHol) u
MOAJEPKUBAIOIIMA MyJbTUIUIEEp, NpoBamwiack. He-
cMoTpsi Ha obnoBieHne 2018 roga, KoTopoe 3HAYH-
TENbHO CKOPPEKTUPOBAJIO HECOBEPUIEHCTBA HIPHI,
MPOEKT BCE PaBHO COXPAHMI Psill HEAOCTATKOB (OJHO-
00pa3HBI U U3HYPHUTENIbHBINA TPUH], T. €. A00BIYa pe-
CYPCOB; CIMILIKOM CUJIbHas MPHUBSI3Ka TelMILIes K CIo-
XKeTy (B MIpe MOXHO OTHPaBUTHCSA B cBOOOIHOE IUIa-
BaHHE [0 KOCMHUYECKUM IIPOCTOPaM, HO B 3TOM CIIydae
BCE 3aHATUS UIPOKa OyOyT CBOAUTHCS K JOOBIUE pe-
CYpcoB, UYTOOBI BBDKHTH, BCE HMHTEPECHBIC 3aJaHus
MIPUBSI3aHBI K CIOKETHOH JIMHHUH ); HETIOJHAS TeHEePaLHst
KOHTEHTa MpH ObICTPOM NPHUOIMKEHUU K IJIaHETe H
T.1.). MOXHO KOHCTaTUpOBaTh, YTO TCHEPATUBHBIC
TEXHOJIOTMM HE TaHaues Juid relMauzaiiHa. ABTOMa-
TUYECKOE MOPOXKJIECHUE MHUPOB €IIE HE TapaHTHUPYET
YBIIEKaTEIbHYIO UTPY, IPOJYMaHHBIN CIOKET WIH Ipa-
BUJIBHO OpraHW30BaHHBIM KOONEPATUBHBIH PEXKHM.
Kakoti ObI cOBEpINICHHOUM HU ObLIa MPOIeaypHas TeHe-
pauus, oHa BCe paBHO HYXAAeTcsl B JOPaOOTKE CO CTO-
POHBI refiMan3aiiHepa.
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Ymo ckpvieaemcs o0 MACKoU UCKYCCMBEHHO20
uHmesniekma?

B nmanHoOIi craTthe peub uaeT He 00 UCKYC-
CTBEHHOM HHTEJUIEKTE B IIEJIOM, a 00 HUIPOBOM,
KOTOpbI oOnamaer cBoer crneuu¢ukoir. Ilo-
CKOJIbKY MCKYCCTBEHHBIM MHTEJUIEKT — 3TO LENbIN
COHM pa3JIMYHBIX TEXHOJOTUN M 00JIaCTh HAyYHO-
ro 3HaHHUSA, TOBOPUTH O KaKOH-TMOO eIUHCTBEH-
HOM 3a/1aue, CTOSILEH epell HUM, HE IIPUXOJUTCH.
Kaxnas cucrtema mmeer CBOE y3KOHAIpaBIEHHOE
Ha3zHaueHue (IporpamMma, CIIOCOOHas pacro3Ha-
BaTh 00pa3bpl, HE MOXET paclo3HaBaThb peyb WU
T. 1.). HecMoTpss Ha OyKkBanbHOE 3HAYCHHUE TEp-
MuHa®, KOTOpPBIH ObLI BBEJIEH B HAYYHbINH 000POT B
1956 rogy, UCKyCCTBEHHBINH MHTEIUIEKT JAJIEKO HE
BCErJia MpeanojaracT CUMYJISIHIO YeTOBEUECKUX
YMCTBEHHBIX  cIocoOHOcTed.  PomoHavanbHUK
HampaBJICHUs, aMepUKaHCKUN MHPopMaTuk J[>oH
MakkapTu yTBepKJal, uTo «HuHTesekT [intelli-
gence] — 3TO BBIYMCIUTENBHAS YaCTh CIIOCOOHO-
CTH JOCTUraTh Lened B mupe. PazHoro pona uH-
TEJJICKTYaJIbHbIE CIOCOOHOCTH BCTPEYAIOTCA Y
Joied, MHOTHX JKMBOTHBIX M JIa)K€ HEKOTOPBIX
Maiun»’. OYeBHIHO, YTO TOJ WCKYCCTBEHHBIM
MHTEJUIEKTOM HE MOJpPa3yMeBAaeTCsl yTOIHMYECKast
CHUMYJISLIMS YeJIOBEUECKOT'O MBIIIJICHHUS, 3TO BCETO
JUIIB Ha0Op TEXHOJOTHH, HANpaBJIEHHBIX Ha pe-
[IICHWE MHOXKECTBEHHBIX 33Jau C IOMOIIbIO BbI-
YHUCJICHUH, anropuTMoB U oOyueHus. KoneuHo,
TAHHBIE TEXHOJOTHH CTPEMATCS K HEKOTOPBIM
TBOPYECKMM WJIM YMCTBEHHBIM CIIOCOOHOCTSIM,
CBOWCTBEHHBIM YEJIOBEKY, HO B LIEJIOM IpE/ICTaB-

S Artificial intelligence (ot amrn. artificial — mckyc-
CTBEHHBIH, pYKOTBOPHBIH, U intelligence — pazym, uH-
TEJIJICKT, YMCTBEHHBIE CTIOCOOHOCTH).

7 McCarthy J. Basic Questions / What is artificial in-
telligence?

URL: http://www.formal.stanford.edu/jmc/whatisai/no
del.html (maTa obpamenus: 13.01.2019).

JSIOT cOOO0M MOJIENIM BBIUMCIIEHUH, KOTOpBIE aHa-
JU3UPYIOT,  COIMOCTABIISIOT,  KJIACCU(PHIHUPYIOT
JaHHBIE, WIIYT MYTH pelleHus 3agad u T. 1. Mc-
KyCCTBEHHBIE HEHpoceTH o0ydaroTcs, UX alro-
PUTMBI KaluOPYIOTCS TI0J] KOHKPETHBIE HYXKIbI, U
OHU TIOPOHl JEMOHCTPHPYIOT CHOCOOHOCTH, Tpe-
BOCXO/JISIIIIME YEJIOBEUECKUe (Hampumep, MpOTHO-
361 B MenunuHe). He Oyaem 3a0biBaTh, 4TO He-
CMOTpPS Ha BIIEYATISIOMINE DPE3YJbTaThl TEX Ke
HUCKYCCTBEHHBIX HEHPOCETEH, OHM BCE TaK K€
OCTaIOTCA «KUTAMCKUMU KOMHAaTaMH», B KOTOPBIX
COBepIIAIOTCS (OpMalIbHBIE TPOLEAYPHI: IYCTh
pe3yabTaT ux paboThl U COMOCTABHM B HEKOTOPBIX
CllyyasiX ¢ pe3yJIbTaTOM MBICIUTEIBHOU J1esTelNb-
HOCTH YeJIOBEKa, 3Ta paboTa OCHOBaHA HA MCIOJ-
HEHHH (OPMAaNBHBIX MPOLEIYP, U Mbl HE MOXEM
3aKJII0YUTh, YTO UMEET MECTO MbIIuieHHe®. AH-
pu beprcon, pasMpIIUIsist 0 TPUPOJE SBOJIOLUH,
MUCall «4TO TOXKIAECTBEHHBIE JICHCTBUS MOTYT BbI-
TEKaTh M3 Pa3IMYHBIX NMPHYUH, YTO K OJHOMY U
TOMY JK€ MECTy BEIET HE OAWH myTh»’. Tak u
3J1ECh TOXKJIECTBO PE3yJIbTATOB HE CBUACTEIBCTBY-
€T 0 TOXXJECTBE MpolieccoB ((hopMaNbHBIX Onepa-
UM U MbIIUIeHUs ). BoIXoIHbIE TaHHBIE HEHpoce-
TEH — 3TO HE CIIEJICTBUE MBIIIICHUS, HO PE3yIbTaT
aJlanTally TEXHUKH TO0J] HAally AeHCTBUTEIBHOCTD
NyTeM MWUIMOHOB Npo0 M OmHUOOK (OTKpHITHE
MeToaa OOpaTHOrO pacrnpoCTpaHeHus OmuoKu'”

¥ MogpobHee 06 HKCHEPUMEHTE C «KHTAHCKOH KOMHa-
TOW» M O TOM, MOYEMY MallMHA HE MBICIHUT, CM.
Cepn Ix. Cosznanue, Mo3r u mnporpammel. URL:
http://alt-future.narod.ru/Ai/searlel .htm# ftnl  (mara
obpamenus: 13.01.2019).

’ Beprcon A. TBopueckas ssomonus. M.: TEPPA-
Kawknsiii kmy6; KAHOH-nipecc-11, 2001. C. 85.

10 BrruncMTenbHBIA METOJI Hepepacipe/ieIeHUs BECOB
(cBsA3ell) B MHOTOCJIOMHOM MeEpUEnTpoHe (MaTeMaTH-
Yyeckasi WM KOMIIBIOTEpPHAash MOZEIb BOCHPHUSTHS HH-
¢dbopmanum) Ui mosrydeHust 0ojiee TOYHOTO pe3yJibTa-
ta. Ecnu HelipoceTh Ha BBIXOZAE MOJy4YaeT HECOOTBET-
CTBHE B CIETaHHOW el Kiaccu(uKaluu, OHa BO3Bpa-
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3HAYUTEIBHO MOBJIMSIO HA Pa3BUTHE UCKYCCTBEH-
HbIX HeMpocereit). OTCYyTCTBHE MBIILJICHUS HE
YMOJIIET BO3MOXKHOCTEM MCKYCCTBEHHOIO HMHTEI-
JIeKTa, MPOCTO BAXXHO IMOMHUTH O HEM IpU 0Opa-
IIEHUU K JaHHOM ob6nactu. VICKycCTBEHHBIH HMH-
TEJJICKT TpeAroaraet 1o0oe «pa3yMHOE» IOBe-
JICHWe TEXHUKH, T.€. KOIJla OHa pearupyer Ha
MOJIb30BATENs], TOJCTPAMBAETCS IO/ HEro, Kak
ecny Obl OHAa MOTIJIa YyBCTBOBAaTh, )KeJaTh, MpPHU-
HuUMarth pemrenus. Tak, urpa Nevermind (2015)
MEHSIET YpOBEHb CIOKHOCTH B 3aBUCHUMOCTH OT
peakiuii UrpoKa: eciay OH Jall BOJIIO CTpaxy, Urpa
CTaHET CJIOKHEE, ECIIM EMY yaloCh YCIOKOUTHCH,
urpa caenaercs nerue'!. CMapT-00BEKTHI COBpE-
MEHHOT'0 MHpa HEe MBICIUMBI 0€3 UCKYCCTBEHHOT'O
UHTEJIeKTa 2,

maeT omuOKy OOpaTHO MO LEMOYKE MCKYCCTBEHHBIX
HEHPOHOB U CETh MepepacnpeaensieT cBsa3u. Te Helpo-
HBI, YTO YYacTBOBAJIHM B Tepeladye «HEBEPHOI» WH-
(bopmaimm, yKe ¢ MEHBIIICH BEPOSATHOCTBIO OYAYyT Tie-
peloaBaTh CUTHAN 10 TOMY JKE€ IMYTH B CICAYFOLIHI
uuki1. Metox Obi1 OTKpHIT emie B 1970-x, HO mmpokoe
pacnpocTpaHeHHe TOJTYyYHI 3HAYUTEIBHO MO3KE.

"' D10 ocymecTBiseTCs MOCPEACTBOM «OHOOTKITHKA
(biofeedback), momyyaemoro uepe3 MOAKIIOYCHHBIE K
UTPOKY CEHCOpHl cepieuHoro putma. [logpoOHee 00
urpe: Nevermind.

URL: http://nevermindgame.com/about/ (mara oGpa-
menus: 13.01.2019). [pyroii mpoekT, B KOTOPOM HC-
MOJB3YIOTCS. OMOMETPUYECKHE MapamMeTpbl UTpoKa —
xoppop Bring to Light (2018).

12 CMapT-06BeKT — 3TO Bellb HMU(BPOBOI SHOXH, yCo-
BEPIICHCTBOBAHHAS! C IOMOIIBIO «YMHBIX» TEXHOJIO-
THH, KOTOpas MOXKET CaMOCTOSATEIbHO JEHCTBOBATb,
KaK poOOT-TBLIECOC, U BBIXOAUT U3 TCHU CYOBEKTHO-
00BEKTHBIX OTHOIIeHHH. HancTpolika B BUae «yMHOR»
NpOrpaMMbI UMEET Bce OOJIbIlIee 3HAUCHUE JUTS TOJb-
3oBarens. Bels n3 maccuBHO-BOCIIpUHHMAIOLICH TIpe-
BpalaeTcs B AelcTBytonnyto. Hanpumep, cnocoOHOCTH
NPUHUMATh TOJIOCOBBIC 3aKa3bl, OOMEHHMBATHCS CO00-
IICHUSMH, HCIIOJIb30BAaTh DJICKTPOHHBIH MTOMOIIHUK
JeNaeT XOJOAWIBHUK 0oJiee NPHBICKATEIBHBIM IS
MOKYTIaTeN sl Ha PBIHKE BBICOKMX TEXHOJIOTHM, YEM XO-
JOJUIBHUK 0€3 3TUX (QYHKIHH.

MHorre KOMIOaHUM CErojiHsl COPEBHYIOTCS
B CO3/1aHMM Hauboiee rMOKOil cucTeMbl paboThI €
MOJIb30BATEIEM: TOJIOCOBBIE TTOMOUIHUKH, TPHIIO-
KEHHS, COOMPAIOIIUE €ro METPUKH, MPOrpaMMbl
[0 PErYJIMPOBAHUIO TOBCETHEBHBIX MPUBBIUEK U
T. . Kommnanus Google pa3pabareiBaeT mpuiio-
«udposoe (Digital
Wellbeing), kotopoe cobupaer uHGOPMAIIIO O

KEHUE Onaromnoydney
MPUBBIYKAX I10JIb30BATENSI M MBITACTCSI HACTPOUTH
ra/pKeT TaKuM o00pazoM, 9YTOOBI IOJIb30BATEIIO
ObUTI0 KOM(OPTHO: 3BYK YCTPOHUCTBA OTKIIFOYACTCS
BO BpeMs CHa, OHO J]a€T COBETHI, HApUMEp Cre-
JaTh TEpephlB B NPOCMOTPE POJIUKOB HA
YouTube, 3ammmniaer aereil oT «HEHYXHOH» HH-
¢dopmanuu. Ectb u npyrue chepbl conepHuvecTBa
[T-ruranToB: KTO CO3/aCT JIy4lIyI0 CUCTEMY pac-
no3HaBaHus aun? peun? nouepka? Mccrnenosare-
JSIM COBPEMEHHBIX HICOJIOTUH €CTh HaJ YeM II0-
pasMbIcIuTh. HOBBIE TEXHOJOTHMHM CTPEMSTCS
0CBOOO/UTH TMOJIB30BATENSI OT MHOTUX PYTHHHBIX
Jea, B3ATh Ha ce0sg JacTh 3a00T, AaTh OOJIbIIIE
cB00OOABI ¥ BO3MOXKHOCTEH. HO Henb3s 3a0bIBaTh,
YTO pacIIMpeHue Myja BO3MOXHOCTEH BieYeT 3a
coOoii ycuiienue koHTpoiss. Cucrema pacrosHa-
BaHUS JIMI[ B OaHKOMaTe MM Ha IPOIYCKHOM
IYHKT€ SKOHOMHUT BpeMms (He Hajo HaOuparth
[IMH-xox wnu pocraBaTh JOKYMEHT, YIAOCTOBE-
PAIOIIKN JIMYHOCTD), HO BMECTE C TEM OHAa MOXKET
OTCJIEKUBATh JIIO/IEH B TOPOJICKOM MPOCTPAHCTBE,
BecbMa Y(PPEKTUBHO KATaJIOTU3UPOBATH HAIIU TIe-
peMenieHus, MOBCeTHEeBHBIN Tpaduk u T. 1. [py-
UMM CJIOBAMH, CJIEJHUTH 32 KaXKIbIM HAIllUM IIa-
rom. Emte B Havane 1990-x rr. XKuib Jlene3 nucan
0 Tepexojie OT NUCIMILTMHAPHBIX OOIIECTB M Xa-
PaKTepHBIX UII HHUX 3aKPBITBIX H30JIALMOHHBIX
MPOCTPAHCTB, I'Jie YEJOBEK KaX/Ibli pa3 HAYMHAET
«HOBYIO JKH3HB)», OCBAaUBAECT HOBBIE CUCTEMBI IIpa-
BUJI, K OOIIECTBAM KOHTPOJIS, OTKPBITHIM, IM(po-

BbIM, OCHOBAHHBIM Ha TCXHOJIOTHUAX KOMMYHHKA-
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IIUH, TJIe YEJIIOBEK BCE BPeMsI HAXOAUTCS Ha CBS3H,
B TIPOLIECCE COBEPILEHCTBOBAHUS/O0yUYEeHHUS, I/I€
KOHTPOJIb CTAHOBUTCS TOTaJdbHBIM. [IpoTHBOIIO-
CTaBIIsisl TUCUMIUIMHAPHBIE o0IecTBa oOIIecTBamM
KoHTpoJs, Jlene3 mumer: «B obmecTBax KoOH-
TPOJIsL, HANPOTHB, BAXHBI YK€ HE MOANUCH WU
HoMmep, Ho mm¢p. [Indp — 3o mapons, Toraa xkak
IMCUUIUIMHAPHBIE OOIIECTBa YHPABISAIOTCS JIO-
3yHTraMu (KaK ¢ TOYKH 3pEHHS MHTETPAIUH, TaK U
conpotuBieHus). LuppoBoii s36Ik 0OIIECTB KOH-
TPOJIst OCHOBaH Ha mmdpe'®, KOTOphIl K0MmycKaeT
BAC K MH(POPMALIUK MM OTKA3BIBAET B I0CTYyIE» 4.
Kenanue ObITH Ha CBSA3M, MOJIyYaTh AKTYaJbHYIO
nH(pOPMAIIHNIO, HOBOCTH O MHUpE, APY3bsX, KOJUIe-
rax, CONEpPHUKAX, XapaKTepU3yeT ueloBeka Hug-
POBOI AMOXH, OH OOUTCS OKa3aTbCs OTPE3aHHBIM
OT «MHpa», OOUTCS MPOMYCTUTHh BAXKHOE COOOIIIe-
HUE — NICUXOJIOTH Ha3bIBAIOT 3TO siBieHue FOMO
(the fear of missing out).

[TapagokcanbHO, HO C POCTOM BOBJICUCH-
HOCTH TI0JIb30BaTeNsl B MH(POPMAIIMOHHBIE TOTOKU
dbopMupyrOTCS Takke WHGOPMAIMOHHBIE «ITY3bI-

3 B opHTMHAIBHOM TecTe HCIOIb3yeTcs ciIoBo «le
chiffre», uTo B mepeBojie 0003HAUALT «IUPPY», KUHUC-
JI0», «KOI». Mlcnonb3yst 3T0 MHOTO3HaYHOE CIIOBO, Jle-
JIe3 UTpaeT CMbICTIaMu, MOApa3yMeBas He MpocTo OyK-
BaJIbHO MK(POBaHKE, KOAUPOBAHUE U JEKOAUPOBAaHHUE
JaHHBIX, HO TPAKTHYECKH OE3rpaHWYHbIA MOTEHIHAT
nudpsel. Biacts mudpsl MokeT ObITh TOTalbHA (eCIH
HE MpUIyMaTh CIocoObl CONPOTUBIICHUS €if), OHa pac-
npenemnsieT JOCTYN U 3a1aeT HOBbIE KOOPAMHATHI COLU-
anpHOTO mopsinka. B 2018 rony LlenTp mennadunoco-
¢un (CII0) BBIMYCTHJI KOJJIEKTUBHYIO MOHOTpadHIo,
MOCBALICHHYIO OCMBICJICHUIO IIU(PPOBOTO MOBOPOTA B
KyJIbTYpe, TpaHul IU(POBOro pa3ymMa M HCCIIEAOBa-
HUIO KOHKPETHBIX (PEHOMEHOB, CYILECTBYIOIIUX B
ycnoBusax mugpsl. [Hompobuee cm.: Kputuka mudpo-
Boro pasyma / ['m. pex. B. B. CaBuyk. CIIG., 2018.
305 c.

!4 Jlemes JK. Post scriptum k obrmecTaM KOHTpoIs //
Hene3 XK. Tleperosoper. CII6.: Hayka, 2004. URL:

pu»: HECMOTps Ha oOwiIne W pa3zHooOpasue HH-
¢dbopMaruu, moyib30BaTeh HE oOparmaercs K Hew,
a OrpaHUYMBaeTCs HAOOPOM yIOOHBIX M yXKe XO-
pOIIO 3HAKOMBIX WMCTOYHHMKOB, CAWTOB, T'PYMIl B
COLMANBHBIX ceTsX. Jlaxke pekiama moadHupaer
TOBApBI M YCIIYTU UCXOJIS U3 TMPUBBIUEK MOJIB30Ba-
TeJs, XOTS U paboTaeT 3/1eCh Ha ONEPEKEHUE: OHA
npeaBocxuiaer okenanue. [lomp3oBaTens ene
caM HE 3HAET, Yero XO4YeT, HO IMOJy4yaeT 3TO, TaK
KAaK MCKYCCTBEHHAsi HEUPOCETh WIH APYIOH Mexa-
HU3M, JIeXKAlIUil B OCHOBE PEKJIAMHBIX OOBSBIIE-
HUH, yKe€ IIpocuuTal ero npeanodyreHus. Hapsany
¢ poctoM ctpaxa ObITh offline, co Bce GombITUM
MOTPY’KEHHUEM B MPOLIECC KOMMYHUKAIIUH BO3HH-
KalOT U CIIOCOOBI COIPOTHBIICHUS MEXaHU3MaM
BOBJICYCHUS U KOHTPOJIS, CIOXKHMBIIUMCS B IH(-
POBOM PEAJIbHOCTH: MPAKTUKU MEIJICHHON KU3HU
(slow life)!, «uudposoii meTokc» U ycuiame mo
MIPEOIOJICHUIO 30HBI KoMdopTa, co3aaHHON IH-
poBbiM pazymoMm (B. B. CaBuyk). Hekotopsie yka-
3p1BalOT Ha nepexox oT FOMO k JOMO (the joy
of missing out), Koraa BbI pajibl OTKIIOYUTHCS Ha
HekoTtopoe Bpemsi oT CeTu (YTO aBTOMATUYECKU
3HAYUT: OT Ael, paboThl, OOIIEHHS) U OTJOXHYTb.
[Mudposoii  mup
(GyHKIHMOHATbHEE, B HEM MOSIBIISIOTCSI HOBBIE TEX-

CTaHOBHTCS pazHooOpas3Hee,

HOJIOTHH, TPAKTUKA W CHCTEMBI OOpabOTKH MH-
¢dopmanuu. BaxHyto ponb Ha cebst 6eper MCKyc-
CTBEHHBII HHTEJUIEKT, KOTOPBIA MOKET pPACIIH-
PHUTH BO3MOXHOCTH Kak B cepe Tpyna, Tak U J10-
cyra. Slpuaiimnii npumep 31eCh — KOMIIBIOTEPHbIE
UTPBI.

" TloapoGuee cM.: Hukonaesa XK. B. § 5. Slow life.
@dunocodus cozepuanus // BusyanbHas 3KOJOTHSA:
(bopMupoBaHre IUCUUILIMHBL KOJIeKTHBHAsS MOHO-

http://aitrus.info/node/754 (mata oOparteHus: rpadus / Ilom pen. B. B. Camuyka. CII6.: Uzn-Bo
13.01.2019). PXTA, 2016. C. 82-95.
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Cneyughuxa uepo6ozo ucKyccmeeHHo20o
uHmennexma

HccnenoBanust CUCTEM HCKYCCTBEHHOT'O
MHTEJUIEKTa U pa3paboTKa KOMIBIOTEPHBIX HIP
JIOJITUE TOBI UM MapajyieIbHO U MepeceKaluch
TOJIBKO B «urpoBoi» uactu. C 1950-x romos
HACTOJIbHbIE WIPhl OBUIM TIOJEM MPUIIOKECHUS
BO3MOYKHOCTEHl ~ MCKYCCTBEHHOI'O  MHTEJUIEKTA!
CTpEMJIEHHE CO3/aTh AalrOPUTMBI, KOTOpBIE IO-
MOTJIH Obl MaIlIMHE MOOEUTDH YEIOBEKa B LIAIIKH,
[IaxMathbl, IO, CTAJO JABHUTraTeJeM Uil Pa3BUTHUS
TexHonoruu. C TMOSBIEHUEM apKaJHBIX HTPOBBIX
aBTOMATOB, HCCIIEIOBaTelM Bce daile oOparia-
JUCh K BUACOMTPAM, OJHAKO MOIIHOCTH CTapbIX
UTp HE TMO3BOJISUIM MPUMEHSTH pa3paboTkKu B 00-
JaCTU HMCKYCCTBEHHOTO HMHTEJUIEKTAa, Ja M CaMu
pa3paboTku ObTM HEe3HAYUTEIbHBIMH. B 1970-¢
ObUIM HAMEKH Ha HCIOJIb30BAHUE MOJOOHBIX TEX-
HOJIOTH, B YaCTHOCTU OBIJIM TOMNBITKA CMOJIEIH-
pOBaTh HEMI'POBBIX NEPCOHAKEH, KOTOpHIE AWHA-
MUYECKH pPearrupyroT Ha UIpOKa, OJHAKO MpaBHIIa
UX TMOBEIEHUs] ObUTM JAOBOJBHO MPOCTHIMH, €CIIU
HE CKa3aTh: NPUMUTUBHBIMU. Tosbko ¢ 2000-x
roJIoB B HU(POBYIO 30Xy HaYaloch Oojee WIn
MeHee MPOJYKTUBHOE B3aUMOJACHCTBUE HCCIEN0-
BaTeliell HMCKYCCTBEHHOTO HHTEIUIEKTa U paspa-
OOTYMKOB KOMITLIOTEPHBIX HIP'S.

[TonoGHast koomepauus HE JMIICHA pAa
TpyaHocted. Kak oTmeyaroT aBTOpBI KHHMTH IO
HCKYCCTBEHHOMY MHTEJUICKTY B urpax
1O. Torenmmnyc u I'. SInakakuc, MOXHO 3aUKCHUPO-
BaTh OYEBHUJIHBINA Pa3pbIB MEXKIY UCCIECIOBAHUSIMU
U UX NPUMEHEHHMSIMHU Ha TpakTHKe. Bo-mepBbIX,

UCCIIEIOBATENN M Pa3pabOTUUKU PELIaoT pa3HbIe

!¢ TompobHee 06 UCTOPUHM PA3BUTUS UCKYCCTBEHHOTO
WHTeJUIeKTa ¥ urp cm.: Yannakakis G. N., Togelius J.
Artificial Intelligence and Games. Springer, 2018.
URL: http://gameaibook.org/book.pdf (mara oGparie-
Hus: 14.01.2019).

3agaun. [lepBble, ecnu oOpamaioTcst K mpobieme
0o0y4YeHHs] HEUTPOBBIX IMEPCOHAXKEH B peaTbHOM
BPEMEHHU, HE YACTSIOT JOJKHOIO BHUMAHHUS IO-
CIICZICTBUSIM TAaKOT0o OOy4YeHHs (3a4acTyl0 UM XO-
4yeTcsi JOOUTHCS HENpelCKa3yeMbIX, HEOOBIYHBIX
pe3ynbTatoB). [ pa3paboTUMKOB ke TO, KaK Be-
7eT ceOst IepCOHaX 1O OTHOLICHHUIO K UTPOKY WIIH
urpe, BaKHO, BE/Ib HEa/IeKBaTHOE MOBEJCHUE, HE-
npeacKazyeMasi peakius U T. Il. MOTYT HapyIIUTh
XOJ1 UTPBI, Pa3pyLIUTh UTPOBOMl mporecc. Paspa-
OOTUMKHU JOJDKHBI OoJiee WM MEHee TOYHO 3HATh,
KakuM OyneT ucxon oOydyeHus mporpamm. Bo-
BTOPBIX, ABTOPBl CUUTAIOT, YTO TEXHOJOIMU HC-
KyCCTBEHHOT'O MHTEJJICKTa TPYIHO aJalTUPYIOTCS
K Cpelie KOMIBIOTEPHBIX WUIP, MOCKOJIBKY OCHOB-
HbIE€ MEXaHUKU U UTPOBBIEC MATTEPHBI CIOKUINCH
B 1980-¢ u 1990-e, korga mpakTu4ecku He OBLIO
BO3MOKHOCTH TPUMEHSATh HCKYCCTBEHHBIM HH-
TEJJICKT B UTPOBOM MHIYCTPHUHM, a 3HAUUT, UTPHI U
0e3 BHEOPEHUS MOAOOHBIX TEXHOJOTHH XOpOILIO
CIPABJISIIOTCS CO CBOMMHM 3aJjadyaMH. B-TpeTbux,
€CITM UCCIIeI0OBATeNN OO0JblIe KOHLIEHTPUPYIOTCS
Ha 3aJ]a4ax, CBSI3aHHBIX C MMOBEJICHUEM HEUTPOBBIX
HEPCOHAXKEN, MX MPaBIOIOL00HOCTBION, TO pas-
pabOTYMKH UTPOBOTO UCKYCCTBEHHOI'O MHTEIUIEK-
Ta OTUM HE OTrPaHUYUBAIOTCA.  3ay4acTylo
OOJIBIIYIO IEHHOCTh ISl HUX MPEICTABISIIOT TEX-
HOJIOTHH TPOIEypHOTO T€HEPUPOBAHUS KOHTECH-
Ta, KOTOPbIE MOTYT OOJIErYUTh MPOU3BOICTBO HID,
a 3To Mayo uHTepecyeT ydeHblX. Eciim No Man’s
Sky Morna craTe MpOpbIBOM JAJIsi UTPOBON HMHIY-
CTpHUH, TO Ui UccaenoBarenei Al sTa urpa Kynaa
npo3anyHee. HecMoTps Ha TpyAHOCTH, celdac Bce

7 3auacTy1o Takue IPOEKTHI MOIYT ObITh PEATH30BAHbI
HE TONBKO B HMHIYCTPUH pasBiedeHuit. Hampumep,
MHOTHE KOMIIQHAW BCE Yallle MCIOJBb3YIOT 4aT-00TOB,
CMOCOOHBIX BECTH MPEAMETHBIN Pa3roBOp ¢ KIUCHTOM,
MOJICTPANBATRLCS TIOJ] X €r0 AMOIIMH, OTBEYATh HA BO-
MPOCHl U MOMOTaTh B PEIICHHH BO3HHUKAOIIHMX MPO-
oneMm.

| 1(34) 2019 |

© W3patenbctBo «3naoc», 2019. ToNbKO ANA ANYHOTO UCMOIb30BaHMA.
© Publishing House EIDOS, 2019. For Private Use Only.

MesKayHapOoAHbIN }KypHaa UCCNeL0BaHNMN KYAbTypbl
International Journal of Cultural Research
www.culturalresearch.ru

e

52



Tema Homepa / Topic of Issue
KOMIIBIOTEPHBIE UT'PhI: TEUM/IU3AWH KYJIBTYPbI / COMPUTER GAMES: GAME DESIGN OF CULTURE

AnviHa PaunnesHa JIATBIMOBA / Alina LATYPOVA

| UIrpoBO# MCKYyCCTBEHHBIN MHTE/VIEKT KaK MeJHyM coluaibHOro mupa / Game Artificial Intelli-

gence as a Medium of Social World |

Jaimie MOXKHO HaOII0AaTh KOJUTA0OpaIuio MEXITy
UCCIIEIOBATENIMU U pa3pabOTUYMKaMH  HCKYC-
CTBEHHOTO MHTEJJICKTAa M HCCIEIOBATEIIIMU |
pa3paboTYMKaMU KOMIBIOTEPHBIX Urp. BhIlie Mbl
yxe paccMmarpuBaimu mnpoekt Nvidia m Remedy
Entertainment mo aHuManuu U1l IEPCOHAKEN Ha
OCHOBE TIIyOOKOro OOYy4YeHHs, CYIIECTBYIOT U
IpyTHeE.

Jlo HelaBHETO BpPEMEHH pecypca HacTOJb-
HBIX UTP XBaTaJIO JJIS TOTO, YTOOBI OTKPHIBATH HC-
CIIEZIOBATENsIM HCKYCCTBEHHOI'O HMHTEIJIEKTa HO-
Bble TOpU30HTHL. [loCTeNeHHO MamMHe YAaJoCh
OOBITpaTh YEJOBEKa B IIAIIKM, [IAXMaTbl, a B
2017 roxy — B ro, OAHY U3 CIOXHENIINUX U MHOTO-
BAapMAHTHBIX HACTONBHBIX Hrp. Ilporpamma Al-
phaGo Master ot Google DeepMind Bemrpana
MaTd U3 TPEX WUIP y CUJIbHEWIIero, mo BepCcUU
peiitunra Rémi Coulom, B mupe urpoka B ro K»
[13e (Ke Jie). Temepr HacTana odepenpb KOMIIBIO-
TEPHBIX UTP CTaBUTb HOBBIE OAaphephl VI UCKYC-
CTBEHHOTO HMHTe/UIeKkTa's. Peub MOMXKET MATH Kak
00 OJHOMNOJIB30BATEIbCKUX UIpax, TaK U MHOIO-
MOJIb30BATEIbCKHX. mardk B 3TOM
HaIllpaBJIEHUE  YyXKe 2016 rony
«DeepMind coBmectHo ¢ Blizzard oObsiBIIIN 0

IlepBbIe
CHCIIaHbl: B

cozmanuu 1iargopmel  aus  pazpaborku  UU-
cuctem jutst urpsl B StarCraft I1 (2010) — omgHO# U3
CaMbIX Pa3BUTBHIX HA CETOAHSALIHUN JI€Hb IUIOIIA-

'8 K nmpumepy, cymecTByeT UrpoBoii TectT ThlOpHHTa,
KOTJa CYIbsIM HYKHO TIOHSTb, HTPAIOT KUBBIE HTPOKH
i 60oTel. B 2012 rony Ha koHdpepenuun Alan Turing
Centenary 00T, co3aaHHbIN B TexacCkOM yHHBEpPCHUTE-
te B Ocrune, mpomen Tect B wurpe Unreal
Tournament 2004 (2004). Cyapu oTMedanu, 4TO OH
Ben cebs Ooryee mpaBAOMoOm00HO, HEXKENTH MOJOBHHA
urpasmux moaei. [logpobuee cm.: Artificially intelli-
gent game bots pass the Turing test on Turing's cen-
tenary // ScienceDaily. September 26. 2012. URL:
https://www.sciencedaily.com/releases/2012/09/12092
6133235.htm (nara obpamenus: 14.01.2019).

JI0K Ha KubepcroptuBHOit apene»'®, a B 2018 roxy
ux nporpamma AlphaStar cmorna ozepxarts mo-
0ely B TECTOBBIX MaT4ax cO C4ETOM «5 — 0» y ur-
poka ¢ HUKOM MaNa, 0JHOro M3 JIydIluX revme-
POB, MIPAIOIIKX 3a pacy mpoToccos>’. OgHaKo 10
«TIOJTHOM» TOOebl ele AajeKko, Tak Kak Ha JaH-
HOM 3Talle porpaMma Urpaet TOJIbKO 3a OJIHY pa-
CYy U C HEKOTOPBIMM UI'POBBIMHM OTPaHUYEHUSIMHU.
OnucaHHble BBINIE 337aYd CTOSIT CKOpEE MEpeN
HCCIIEI0BATENIMU UCKYCCTBEHHOIO MHTEIJIEKTa B
LIEJIOM, UT'POBOH ke Al nMeeT cBOIo Crelu(uKy u
OpPHEHTUPOBaH OOJIbIlIE HE Ha CUMYJILHIO UTPO-
BOT'O OMbITa (KOrJa MporpaMma 3aMeHsIET JKUBOTO
UI'POKa), HO Ha MOJJIEP>KaHUE Pa3INYHbIX TEXHO-
JIOTUH, KOTOpBIE MOTYT CZENaThb WIPY YBIEKa-
TEJIbHEN, UHTEPECHEE IS reviMmepa. Birmsig pas-
paboTyMKa UTPOBOTO MCKYCCTBEHHOTO HMHTEIUIEK-
Ta yCTpemJieH BIIyOb WIpBI, OH HILET PELICHHUs
BHYTPUMUIPOBBIX 3a/Jau.

31ech MOXKHO BBIJCINUTH TPHU TIJIABHBIX
HarpaBlieHUs: 1) MoBeAEHHE HEUTPOBBIX MEPCO-
Ha)xxel; 2) OKpy>KeHHUe; 3) METaurpoBOi ypOBEHb.
MopenupoBaHue HEUTPOBBIX NEPCOHAKEN MOIPA-
3yMEBaeT HE TOJBKO KOJIUPOBAHHE CIIOCOOHOCTH
«roepkate Oeceny» (M caenarh 3TO MPaBaOIo-
NOOHO, 3/1eCh IOMOTaeT HEIMHEHHOCTh BETOK
JManora, aHuManys JIMLA U T. I1.), HO U IIOCTPOe-
HUE MHTEPAKTUBHOW Apambl (IIEPCOHAX pearupy-
€T, B TOM YHMCJI€ SOMOLMOHAIILHO, HA IEHCTBUS WUI-
poKa), ONMCcaHue AIrOPUTMOB IIOUCKA ITyTH HEUT-
POBOTO TepcoHaxa (Kak eMy BECTH ce0sl B OKpYy-

' Boponmos H. Starcraft Il cTamer moiuronom s
HoBoro MU ot coszmareneit AlphaGo // N+1. URL:
https://nplus1.ru/news/2016/11/07/hell-its-about-time
(mara obpamenus: 25.01.2019).

? Tlonpobuee cm.: AlphaStar: Mastering the Real-
Time Strategy Game StarCraft II // DeepMind. URL:
https://deepmind.com/blog/alphastar-mastering-real-
time-strategy-game-starcraft-ii/  (mata oOparueHus:
25.01.2019).
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KEHUH, Kak Oojiee pealrcTHYHO H00paThCs [0
UTPOKa WIH JIPYTOd IeNH), aNTOPUTMOB TOBEE-
HHUS BPAroB U COKO3HMKOB B UIpax u jp.”!

Bropoe HampaBieHHe KacaeTcs reHepupo-
BaHUS yPOBHEH, IPEIMETOB, CIIOCO0a YIOPAI0UHU-
BaHHUS MPEJAMETOB Ha YPOBHE (KaK MBI YK€ OTMeE-
YaJi — 3TO MEPCIEKTUBHOE HANPaBICHNUE B pa3pa-
0OTKe UTp), a TAK)KE OKPYKECHHUS B UTPAX B IEJIOM,
KOTOPOE CTaHOBHTCS BCE 00Jiee «OT3BIBUMBBIM» K
JNEUCTBUAM IOJb30Bareid. i ycuieHus peanu-
CTHYHOCTH OHO TaKXX€ JOJDKHO OBITh «YMHBIM» U
pearupoBaTh Ha HTPOKA, MEHATHCS B 3aBUCUMOCTH
OT €ro aKTMBHOCTH, TOJDKHO 00JIaJjaTh CBOETO po-
na nepyenyuei. Co3nanue MOJI0OHON «OT3bIBUH-
BOCTH» B TEXHHUYECKOM CMBICTIE OJIM3KO CO3AAHUIO
HEUTPOBOT0 MEPCOHAXA, KOTOPOTO MBI ACCOIMH-
pYEeM dHalie ¢ OAyIIEBICHHOW CYITHOCTBIO WM IO
KpaifHell Mepe aelcTByomeil (Hampumep, rpud
I'ymba B cepun urp Mario; pacrenus B Plants vs.
Zombies (2009); aHMMUpOBaHHBIC TPEAMETHI,
atakyromue urpoka, B Cuphead (2017) u T. m.).
OxpyskeHue B UTpe BBICTYMAET MOTPAHUYIHON 30-
HOM, IIe CTUPAETCs TPaHHIla MEXAY CyOBEeKTOM U
oobekToM. Ilpeamersl, MOXKET, U HE pa3roBapu-
BaIOT C UTPOKOM, HO MOTYT «paccka3aThy (IOKa-
3aTh), YTO MPOU3OINIO, yKa3aTh MYyTh, OTKIUK-
HYTbCS Ha €ro MPHUCYTCTBUE, HAIPUMEpP IMOCpea-
cTBOM ayanod(pdekToB, nepopMHpPOBATHCS, CIIO-
MAaTbCs, NEPEMECTUTHCA OT €ro JEHUCTBUU WM
HaBpeauth emy. B Half Life 2 (2004) moxxHo B3a-
MMOJICIICTBOBAaTh CO MHOTHUMH IpEIMETaMU: Pa3-
OuBaTh KOPOOKH WM C TOMOIIBIO TPaBUTAIMOH-
HOW MYIIKK CpBIBaTh MPEAMETHl CO CTEH M KH-
natbest umu Bo BparoB. B Red Dead Redemption 2
(2018) Takux mpUMEpPOB yKe OOJNbBIIE: MyJIH MPO-

! Tlonpobuee 06 »Tom cm.: Yannakakis G. N., To-

gelius J. Artificial Intelligence and Games. Springer,
2018. URL: http://gameaibook.org/book.pdf (mata 06-
pawenus: 14.01.2019). P. 11.

JOJDKAIOT JBUTATHCS M0 MHEPIMHU TOCIIE CTOJIKHO-
BEHHUS C TNpEAMETaMM, BEIIM CKOJIB3ST Ha JIbAY,
HOTA TJIABHOTO Teposi MOXKET 3aCTPATh B CTpEMe-
HU, CTPEJIbl MOTYT IMPOOUBATH HECKOJIBKO MHUIIIE-
HEW MOAPAJ U €Ille MHOTO€ APYTroe.

CymiecTByeT O4eHb TOHKasi TPaHb MEXIy
IIPOrPaMMHOM YacCTbIO UIPbl U TEXHOJOTHEH HC-
KyCCTBEHHOT'O HWHTEJUICKTa, BEIb JIEPEBO peEIIe-
HUI?? JIEKUT B OCHOBE MHOTUX UTPOBBIX DJIEMEH-
TOB. DTO 3aJI0T UHTEPAKTUBHOCTH UTpPHI. I e mpo-
XOJUT TpaHUIa MEXIy KOJIOM, OTBEYAIOIIMM 3a
TO, YTO MBI MOXXEM Ha3BaTh JCHCTBHEM HCKYC-
CTBEHHOTO MHTEJUIEKTa, U KOJOM, KOTOpPBIH OIHu-
CBIBAET JACUCTBUE TOT'O UM MHOTO HJIEMEHTA B UT-
pe? Ecnu Mbl morpoOyeM MpOBECTH €€ MO JTMHHUU
«pa3yMHOCTH», TOTO, YTO CBOWCTBEHHO YEJIOBEKY,
€ro yMCTBEHHOH NESTEeIbHOCTH, TO TYT Y€ OCTa-
BHUM 3a OOPTOM BC€, YTO CBSI3aHO C MPOIETypHON
reHepanuei, Belb OHa UMEeT JeNl0 C MPOU3BOJ-
CTBOM KOHTeHTa. KoHeuHo, B HEll MOXXKHO yCMOT-
peTb HEKOTOpOe TBOPYECKOE Hayallo, a TBOpYE-
CTBO CBOIMCTBEHHO WYEJIOBEKY, HO 3TO KaKeTCs
BechbMa ci1aboi nmpuBs3koil. 1 kakyro Obl rpaHuUILy
MBI HE MPEUIOKUIH, BCETrla HalIeTcs psia METo-
JIOB, BBINAAAIONINX U3 TOr0, YTO 0003HAYAIOT 00-
JAcThI0 HMCKYCCTBEHHOTO HWHTeJUIeKTa. Bocmpus-
THE, UHTEJUIEKT, HHCTUHKT, pa3yM, Meplenuus —
3TO BEIIM CJIOXKHbIE U HEOJHO3HAYHbIE B OMpere-
JICHUHU, TIOATOMY NEPEHECEHHE MX B Cpely ajiro-
PUTMOB M BBIYMCIICHUI TONBKO YCHJIMBAeT He-
OIPEICIIEHHOCTb.

[Ipobnema He pemiaercs M B paMKax Tpe-
THEr0 HaIpaBJICHHUs Pa3pabOTKU UTPOBOTO UCKYC-
CTBEHHOTO HWHTEJUIEKTA: METaurpoOBOr0 YPOBHH,
KOTOPBIH ToOJpazymeBaeT padoTy C KaMmepow,
HampuMep aJanTUBHOCTH Kamepbl B Heavy Rain

22 JlepeBo pelleHUii — HHCTPYMEHT IS HPUHATHS pe-
LIEHUH, TPEeACTaBIseT COO0M AITOPUTM C YCIOBUSMH
Mepexo/a OT OJHOTO COCTOSIHUS K IPyTOMy.
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(2010), winm WHTEpakTUBHBIM HappaTuB, Kak B
Dear Esther (2012). /lanHoe HampaBlieHHUE OTBE-
YaeT 3a MOJCTPOMKY UIPhl K UTPOKY, OIEPUPOBa-
HUE HE3aCKPUIITOBAHHBIMH MOMEHTaMH, TEM, Kak
Urpa MOXET MOJCTPAauBaThCs I0J KOHKPETHOTO
UIPOKA, MEHATH CBOIO CTPYKTYPY MJIU DJIEMEHTHI,
«IIOMHHUTB» O €ro BbIOOpax u T. 1. JlaHHas Kiac-
cuuKalys HE MOXKET CUUTAThCA HCUYEPIBIBAIO-
IIel, OHA JIMIIb JIEMOHCTPUPYET MHOTO0O0Opasue
o0JiacTell MPUMEHEHHUSI UTPOBOTO UCKYCCTBEHHOTO
uHTeIuekTa. OTIeTbHO CTOUT BBIICIUTH 00J1acTh,
KOTOpasi TaKK€ aKTUBHO Pa3BUBAETCS: MCIIOJB30-
BaHHWE TEXHOJIOTWH big data u Apyrux MeTonoB
s coopa u 00paboTKU pa3zHOOOpa3Hoi HHGPOpP-
Maruu o0 urpokax u urpe. Kakue-to pe3ynbraTsl
aHaJIM3a JIOCTYIIHBI B OTKPBITOM JOCTYIIE, HalpHu-
Mep cratuctuka npoekta OpenDota, kakue-To
HCIOJIb3YIOTCS CO3/aTEIIsIMU UIP HA dTale Ipou3-
BOZCTBA. BplIenstoT cienyoomue 3ai1a4u Aas Uc-
KyCCTBEHHOT'O MHTEIIJIEKTa B UIPaxX, CBA3aHHBIE C
MOBeJICHHEeM Hrpoka: 1) pa3paboTka «yMHOro» U
YeJIOBEKOMOJOOHOT0 HEUTPOBOI0 MEPCOHAXKa IS
Jdyulled MHTEpakUuU ¢ reiimepamu; 2) mpeayra-
JIIBAaHUE TOBEJICHHUS] WIPOKOB, 4YTOOBI yCOBEp-
LIEHCTBOBAaTh IPOLECC TECTUPOBAHUS UIPHl U
reiiManzaitHa B 1eiaoM; 3) kiaccuuKaius moBe-
JICHUsI UTPOKOB, YTOOBI 3aJeiCTBOBATH IMEPCOHA-
TU3allii0 Wrpbl; 4) OTCleKUBaHUE Hamboliee Ya-
CTO BCTPEYAIOLIUXCSA MaTTEPHOB WIM IOCIEA0BA-
TEJIbHOCTEN JAEHUCTBUH, ISl ONPEACIEHUS TTOBEIE-
HHUS UTPOKA B UTpe?>.

 Artificial Intelligence in Games / Al Frontiers // Me-
dium. 20 September. 2018.

URL: https://medium.com/aifrontiers/an-overview-of-
artificial-intelligence-for-video-games-f491229c0e7d
(mata obpamenus: 15.01.2019).

Axmuenocms ob6vexma 6 uepax.
Heuzcpoevble nepCoHasCu

OnHOl M3 BaXHBIX COCTABJIAIOLUIUX XOPO-
e Urpbl SABIISETCS MPaBIONOI00HOCTh HEUTPO-
BBbIX NepcoHaxei. Kak TONbKO MBI cTanKuBaeMcs
C HEepEaTUCTUYHBIM TOBEJICHUEM, BO3HUKACT Kak
MUHUMYM KOMHYHBIHA 3QQeKT — Hanmpumep, u3-3a
Oara B urpe Fallout: New Vegas (2010) y noxtopa
Mutyemia mpu pasroBOope € HIPOKOM TOJIOBa
HauyuHaeT BpauiaThes Ha 360° (puc. 3).

Puc. 3. Ilepconax u3 urpsl Fallout: New Vegas.

Ecnu HeurpoBble NMEpPCOHAXKH NPUHUMAIOT
AKTUBHOE Y4YaCTHE B CIOXKETE, TO UIPOBOU HUCKYC-
CTBEHHBI MHTEIUICKT, JICKAIUMA B HX OCHOBE,
JOJDKEH OBITh CIOXKEH M K TOMY € XOpOILIO OT-
naxkeH. YToObl HEUrpoBOW MEPCOHAXK MOT BECTH
ce0s1 6osiee MpaBAONOA00HO, EMY HYXKHO «3HAThY,
Kak BemyT ceOst »kuBble Mrpoku. Hampumep, cu-
crema Quixote Al system oTcnexuBaeT u mpuMme-
HSIET MAaTTEPHbI COLMAIBHOTO MOBEIEHUS B JIUTE-
paTypHbIX Npou3BeneHusX. M3 MaccuBa ucropuit
nporpamma (GOpMHUPYET «IPEACTABICHUE)» O I'pa-
HUI[AX COLMAIbHBIX KOHBEHIMH U ACHCTBYET CO-
obpazHo um. KoHeuHo, peub HE HIET O MOHMMA-
HUU, JUIIL 00 00paboTke MHpOpPMAIUH, ee Kiac-
cU(UKAlUK U MPUHATUU PELICHUN Ha ee OCHOBE,
HO 3HAYMUTEIbHBIM IPEUMYLIECTBOM IO CpaBHE-
HUIO C TIOJHOCTBIO 3alpOrpaMMHUpPOBAaHHOM CH-
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CTEMOH SBJISIETCS CIEAYIOIIEEe: 3alporpaMMUpPO-
BaTh MATTEPHBI COLMAIBHOIO IOBEIEHUS BO BCE
UX TIOJHOTE€ HEBO3MOXHO, HOPMbI KOHTEKCTyallb-
Hbl M HE BCErJa MOTYT IMOAJCPKUBATHCS BCEMHU
YjieHaMH COOOIIecTBa B PaBHOM Mepe, MO3TOMY
IpONKCcaTh BCE BAapUaHTHI MPOOJIEMATUYHO, B TO
BpeMsI KaK MCKYCCTBEHHBIM MHTEJIEKT MOXKET 0e3
JUCKYPCUBHOM OINPEAEIEHHOCTH IPOMEKYTOUHBIX
3TarnoB (TO, YTO MBI Ha3BaIM Obl MIPONHMCHIBAHUEM
NpaBuiI) BeLIATh peuieHne. KommnpioTep criocobex
oOpabareiBaTh 0OJBIIOE KOJIMYECTBO HH(pOpMa-
UM ¥ KOH(HUTYpUPOBaTh €€ pa3zHOoOOpa3HbIM 00-
pasoM, YTO MO3BOJIAET OBICTPO aHAIU3UPOBATH
BapHaHThl M BbIOMpaTh HYXHbIH. Cucrema Quix-
ote Al oOpabaThIBaeT HCTOPUU U BBIJACT CBOM all-
TOPUTM JICWCTBUS, OCHOBBIBAasCb Ha TOM, Kak
«OOBIYHOY» JIIOJM JEUCTBYIOT B TOW WJIM MHOM CH-
Tyauuu. s npuMepa pa3paboTUHKH JEeMOHCTPH-
pPYIOT aJIropuTM Ioxojaa B anTeky. MckyccTBeH-
HOMY HWHTEJUIEKTY HHUKTO HE OOBSACHSI, 4YTO
KpacThb (TO ecTh OpaTh TOBap, HE 3aIUIATHUB) — TO
IJIOX0, OH caM JOUIEN JO PELIeHMs], YTO CHayasa
HY>KHO 3aIUIaTUTh JI€HBbIW, MOTOM 3abuparthb Jie-
kapcTBa®*, HaBepHoe, pa3paboTuMKaM HE CIIELyeT
YYUTh HEHPOCETH Ha POMaHaX O «OIAropOIHBIX»
madpuos3u tuna goHa Koprieone wnu mpousBeze-
HUSX aBaHTapJHOMN MPO3bI (A€ «PEIICHHUs» MOTYT
ObITh HETpPEeJCKa3yeMbIMH, MPOTHBOPEUYAIIUMHU
OOIIENPUHATHIM COLIMATBHBIM HOpPMaM, OJUO3HBI-
MU ¥ T. J.) WIH, 110 KpailHe mepe, AeNaTh 3TO C
ymoM. B nmanpHeiimem co3marenu cucteMbl Quix-
ote Al HazmelTCs HATU €l MPUMEHEHUE B UTPO-
BBIX IIPOEKTAX, I'JIEe HEUTPOBBIE IEPCOHAKU CMO-

** Tlompo6uee cm.: Riedl M. Human-Centered Artifi-
cial Intelligence // Medium. Jul 21, 2017. URL:
https://medium.com/@mark_riedl/human-centered-
artificial-intelligence-70b019f956d1 (mata oOparmie-
Hus: 15.01.2019).

I'YT BeCTH ceOsi MPUBBIYHBIM JUIs UTpoka oOpa-
30M%.

MozenupoBaHue peaTuCTUYHBIX HEUTPOBBIX
NEPCOHAXEH MpearnonaraeT CHMYJISLUIO COIH-
aJIbHOTO OTBITa. ODMOLIMH, JHAJIOT, OXHJAeMbIe
peaKkIMyu U MHOTO€ JIPyTroe€, CBSI3bIBAEMOE C MEXK-
JINYHOCTHOW KOMMYHMKALIMEN, — 3TO BBI3OBBI IS
pa3pabOTYNKOB HUIPOBOIO HCKYCCTBEHHOT'O HH-
TeiiekTa. HeurpoBble NEpPCOHAXXU BBIMOIHSIOT
MHO>KECTBO MPHUKIAJHBIX (PYHKLIUN B UTPeE: TTOMO-
raloT UTPOKY COPHEHTHUPOBATHCA B JIOKAIMM (KaK,
HarpuMep, KUTeIH mycroumu B urpax cepun Fall-
out), MPOJABUralOT UrPOKa IO CIOKETY, Mpeasara-
IOT KBECTBI, BBICTYNAIOT COIO3HHKAMHM M, 4YTO
HEMAaJOBa)XHO, BparaMu (a Bpard TakkKe JOJKHBI
ObITh COOOPA3UTENbHBIMH, YTOOBI YCHJIUTH THO-
rpy’keHue, OpOCHTHh BBI30B M CJHENaTh WUIPOBOU
nporecc pasHoobpasHee?®), BBICTYNAIOT UCTOYHH-
KaMH PECYPCOB (HampuMep, 3a yOUHCTBO KPUIoB?’

> Bompoc 0HIaHUIH MOTb30BATENS MOXKET OBITH He
TakuM OYeBUAHBIM. [lopoii MammHy BBIJACT TO, YTO
OHa BeneT cebs ciuikoM mnpenackasyemo. [logpobOuee
00 0COOCHHOCTSIX B3aUMOJCHCTBUS COLMANBHBIX OOTOB
cM.: Mrone ®@. «Couunanbusie 00Tbl» B Second Life.
CounonornuecKie pa3MbIIIICHUs 0 (aKTope HEUrpo-
BbIX nepconaxedt (NPC) B BupTyanbHbIX Mupax // Me-
mradunocopus X. KoMnbrioTepHble Urphl: CTpaTerHu
uccnenosanus. CII6.: M3n-Bo Cankr-IlerepOyprckoro
¢unocodcroro obmectsa, 2014. C. 62-72.

2% Hexoropsie po6otsl B Horizon Zero Down He Tipo-
CTO aTaKkylT WIPOKa, OHH MOTYT OOBEAMHATHCA B
TPYNIBI, PacIpeNeNisaTh POJH, 3aIUINATh APYT IpyTa.
IMogpoOHEe O camoopraHu3alMd HEUTPOBBIX IIEPCO-
Haxei B urpe cMm.: CembikuH B. Pazym po6o3Beps: kak
pabdoraer U1 B Horizon Zero Dawn // DTF. URL:
https://dtf.ru/gamedev/38458-razum-robozverya-kak-
rabotaet-ii-v-horizon-zero-dawn (mata oOparieHus:
03.02.2019).

27 Kpumsl (OT auen. creeps) — CyllecTBa, yIpaBiseMble
KOMITBIOTEPOM, C KOTOPBIMH MOXET B3aMMOJACHCTBO-
BaTh UTPOK.
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B DotA 2 (2013), xpsic u ctuueii’® B Time Zero
(2004) urpoku mosyyaroT pa3IM4HbIE PECYpPChl) U
np. Ipyrumu cioBaMu, SIBJISIFOTCS BaXKHOM 4aCThIO
reiiMiiest 0OJBIIMHCTBA UTP. B KOHTEKcTEe 1aHHO-
IO HUCCIEIOBaHMUsS HEUTPOBBIC TEPCOHAXKU HHTE-
PECHBI C TOYKH 3pEHHUS MX MHTEPAKIHH C UTPO-
KOM, BKJIIOYEHHEM HMX B COLIMAIBHOE MPOCTpaH-
CTBO TIOJIb30BAaTelNisi U BOOOIIE BO3MOXXHOCTU HX
conranbHOW are’HTHoctu. IlycTts mporpamma He
YeJIOBEK, OHA (DYHKIIMOHAIBHO OrpaHUYEHA, Y Hee
OTCYTCTBYET TMOHHMMAaHHWE M MBIILICHHE, 3TO BCE
’Ke He JITaeT OCHOBAHUS OTKa3bIBaTh € B COLMAIb-
HOCTH. Bo-miepBBIX, HOBBIE HampaBieHUs B (HUIIO-
copuu M COLMOJOTHM, TaKHe Kak aKTOPHO-
ceTeBasi TEOPHs, TUIOCKAsh OHTOJOTHs, OOBEKTHO-
OpHEeHTUpOBaHHas ¢uiiocodusi, HOBBIM MaTepua-
mu3M, Menuaguiaocopus U Ap. — BCE TOBOPAT O
TOM, YTO pa3IHuue MEXAY CyObEKTOM U OOBEK-
TOM B TIO3HAHUM CTHPACTCS, YTO BEIIU TAKKE MO-
I'yT OBITh BKJIIOUEHBI B MOPSAJOK COIHMAIHLHOTIO
B3auMoeicTBus. K nmpumepy, oTHUM U3 HaIpaB-
JCHUH COIMOJOTMU TIOBCEIHEBHOCTH MOKHO
Ha3BaTh COIIMOJIOTHIO BeEIIei, KOTOpas, OCHOBBI-
BasICh Ha BBIIICYKAa3aHHBIX MOCBUIKAX, pa3OupaeT
KOHKPETHBIE CIy4ad, KOrJa Mbl CMEIIaeM HcCie-
JOBaTENbCKUN (DOKYC C UEIIOBEUYECKUX aKTOPOB Ha
HeuenoBeueckue. L{udpoBbie 00bEKTHI, XOTh OHU
U JIMIICHBI MPSIMOM MaTepUaIbHOCTH, TAaKXKe MO-
I'YyT OBITh COLMANBHBIMH akTOpaMu. Ilockombky
U(POBOI 0OBEKT — 3TO KOPITYC OPTaHU30BaHHBIX
TAHHBIX, «EJUHCTBO, COCTOSIIEE W3 MHOXKECTBA
GopManbHBIX CBOCTB»??, a HEUTPOBBIE TIEPCOHA-

28 CTuu — BEIMBIILIEHHOE CYIIECTBO, HATOMUHAIOIIEE
30MOu. CEeTTHHT UrPbI IPENCTaBIsIeT CO00i MUp moce
SCPHON KaTacTpo(dbl, a CTHYHM — €ro HOBBIC OOUTaTe-
JTH.

2 Xyait FO. O cyiiecTBOBaHUM JUTUTAIBHBIX 00BEK-
toB // Pop-philosophy [MuTepBrio]. URL: http://pop-
philosophy.net/o-sushhestvovanii-digitalnyx-obektov
(mata obpamenus: 14.01.2019).

KA HE YTO MHOE, KAK OPraHU30BaHHBIA KOJ, MBI
HE MOXKEM OOOHTH BHMMAHHEM CTOJIb BayKHBIN
aneMeHT urpel. Kpome Toro, ecnm oOpaTtuthes K
o6bexra’’

MNpeaACTaBJICHHUIO 00 AKTUBHOCTHU

(B. B. CaBuyk), TO CTaHOBHUTCSI OYEBUJHBIM, YTO,

3% Ha Ty TeMy BBICKA3bIBAIOTCS MHOTHE TEOPETHKH M3
CaMbIX Pa3HBIX IUCHUIUIMH. Tak, HampuMmep, B 3HaMe-
HUTOM pa3MbllUIeHun Jlakana o KoHCepBHOI OaHke
CKa3aHo: «...ecyu cioBa Manpima JKana, Oynro Ganka
9Ta MEHS HE BUAWT, IPUHSTH BCEPbe3, OTyvaeTcs Bce
e, 4TO OHAa, B KAKOM-TO CMBICIIE, HA MEHs raaut. U
TTISANT OHA HAa MEHS B KaueCTBE CBETSAIICHCS TOUKH —
CpemoTouusl BCEro, YTO HA MEHs cMOTpUT. He mymaii-
Te, uro 510 wMmeradopa» (Jlakan XK. CemuHapsl
Kawra XI. M.: T'rosuc, Jloroc, 2004. C. 106.). Motus
aKTHUBHOCTH 00BEKTa, KaK 3TO MOXHO MPOCICIUTDH IO
paboTtam neTepOyprckoro Menuadunocoda
B. B. CaBuyka, MOXET OBITb HpEACTAaBICH B Pa3HBIX
BapHaHTax: BO-TIEPBBIX, B KOHTEKCTE PACCyKICHHUS O
noBopoTax B ¢punocopun XX n XXI BeKoB, KOTOpHIE,
MOMKMO BCETO MPOYero, PUKCUPYIOT CUTYAINIO, KOTaa
S3BIK 2080pum HaMH, 00pa3 6uoum HaMH, Meaua 60c-
npunumarom namu (IlogpoOHee o mMOBOpOTax CM.:
CaBuyk B. B. Menuadunocodpus. Ilpuctyn peanbho-
ctu. CII6.: U3narensctBo PXT'A, 2014. C. 8-57.). Bo-
BTOPBIX, B KOHTEKCTE TOTO, KaK MEAWa MPEIbABISIOT
ceOsl IIpH TIOJIOMKE — HarpuMep, KOrjia JJIOMaeTcsl MaT-
pHIla MOHUTOPA U ONOKHPYET BHIUMOCTH SKpaHa, MbI
HAauWHAEM 3aMeYaTh caM dKpaH: «...KOTJa ecTh cOOH B
pabote, Torga oHU cooOmaiT o cebe cBoel Hecro-
cobnocthio coobmate» (Tam xe. C. 62.). B-tpetbux, B
KoHTekcTe (ororpadun: Banepuit CaBuyk oOparuaer
BHHUMAaHHKE Ha TO, YTO He (oTorpad CHUMAET MpeaMeET,
a mpeaMeT opocaemcs 6 2aaza pororpady. Takum 00-
pasoM ¢miocod NpomoIKAET JIMHUIO Pa3MBIILICHUS
K. JlakaHa 0 KOHCEpBHOI1 OaHKe, IUTBIBYIIEH IO PEKe.
CoBepiuaercsi KOHBEpCHsI B3IJIs1a: HE OH CMOTPHUT Ha
Oanky, a ona HaOmonaer 3a HuM. (I[TogpoGHee o arce-
Januu 00beKTa OBITh coTorpadupoBaHHbM cM.: CaB-
gyk B. B. ®unocodus pororpapun. CII6.: Axkagemus
uccienoBanuii KyaeTypbl, 2015. C. 55.). MoxHo cka-
3aTh, YTO KYJIFTYpa MPOTOBApUBAETCS CKBO3b MPEIMET
u BiusieT Ha BbIOOp (oTorpada (3T0 paboraer HesB-
HBIM 00pa3oM, YeJIOBEK Ha OecCO3HATENFHOM YPOBHE
¢dukcupyer cetb 00pa3oB, KOTopas chopMHpPOBaIACEH B
KyJIETYpE B CBS3U C 3TUM IPEAMETOM U KOTOPYIO OH
X0YeT MPUCBOUTH, K KOTOPOH XOUYET MPUOOIUTHCS).
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€CJIM BEIIM ACHCTBYIOT HAMM, Mbl HE MOXEM HC-
KIII0YaTh MX W3 TOPSIKa COLUAIBHOIO B3aUMO-
JNENUCTBUA.

OOmieHne ¢ HEUTPOBBIMU TEPCOHAKAMU
CTPOMTCSI HAa JUCKYPCUBHOM M HEIUCKYPCHUBHOM
ypoBHE. B niepBoM citydae peub UIET O AMATIOTaX,
SI3BIKOBBIX MATTEpPHAX, UTPE CJIOB U T. I., BO BTO-
pOM cilydyae Mbl UMEEM JIEN0 C AEHCTBUAMU IEp-
COHaKeH, UX MUMUKOHN (€ClM y HUX eCTh JIUI0),
KECTaMH | T. II. B3anmojeicTBie MOXeT ObITh B
yXe CUMYJIALIMH, KOT/1a Mbl BEJIEM MOJHOLICHHBIN
(HACKOJIBKO MOJKET II0O3BOJIUTH HMCKYCCTBEHHBIN
MHTEJUIEKT) JUAJIOT C HEUTPOBBIM MEPCOHAXKEM (B
KaueCTBE MJUIIOCTPALIMU MOKHO B35ITh JUAJIOTH U3
urp cepun «Benpmak» wim cepun Fallout), mu6o
OCYIIECTBIIATHCS Yepe3 «OJIOKM aKTUBHOCTH, KaK
B urpax tmma The Sims, Korga Mbl HaKUMaeMm
KHOIIKY «paccKa3aTh aHEKIOT», «(IUPTOBATHY,
«MOJICTUTHCSA UACSIMU» U T. M., HO MPU ITOM HET
HUKAKOTO COJepXKaTeIbHOIO HAIOJHEHus, Ooiee
TOTO, MBI MOXXEM OIIEpUPOBATH HE TOJILKO KOH-
KPETHBIMU JIEHCTBUSIMHU, HO Cpa3dy HUX TIPYyIIOH,
MapKUPOBAHHON KAaKUM-JTHOO COIUAIBHBIM SIPIIbI-
KOM: «POMAHTHUKA, «JIPY’KECKUE IEUCTBUSY, «I1a-
KOCTb» U T. . C HEKOTOPBIMH JIEUCTBUSIMU CTOUT
OBITH OCTOPO’KHEE, BEb OT CHJIBHOTIO pazoydapo-
BAHUS Yy NEPCOHA)Ka MOXET CIY4YUTbCS DPa3pbIB
cepaua, a 6e300uaubIii xect «WooHoo»®! moxer
MPUBECTH K THOENTH MOXKHUIIOTO CMMa, TaK KaKk OH
YK€ CIIMIIKOM CTap JUIsl OI0OOHBIX aKTUBHOCTEH.

31 Yect, BBIpaKAIONINI BHICIIYIO CTEHEHb yIOBJIETBO-
peHusl.

MAY3A
!' > » pl»

Ry

Puc. 4. Cxpunmot urpsl The Sims 4.

9]%0141/{1/{ u coyuaibHoe noseoeHue 6 uepax

Co3pmate mporpamMmy, KOTopasi BUPTYO3HO
OTBEYAET Ha BOIPOCHI, 33a€T HYKHBIE BOIIPOCHI U
BBIICP)KUBACT May3bl, HEIOCTATOYHO ISl TOTO,
4TOOBI MEPCOHAXX ObUI B MOJHOW Mepe MpaBaono-
n00eH. DOMOIMH, HPpaLMOHAIbHOE MOBEJCHHUE,
COIL[MAJIbHBIE MPHUBBIYKM HEOOXOIUMBI ISl €ro
«oxxuBneHus». OTHAKO, KAK MOXKHO JI0TaJaThCs, C
3TUM Y pa3pabOTYMKOB BO3HHMKAET MHOTO IPO-
07eM, M 3a4acTyl0 TaKUMHU acCIeKTaMU MHTepecy-
I0TCSl  OOJIbIIIE HCCIEOBATENIN MCKYCCTBEHHOT'O
MHTEIUIEKTa, HEeXEeNW co3farenu urp. MHorue
pa3BUTBIE CUCTEMBI SMOIIMOHAIBFHOTO U COLMAIb-
HOT'O UCKYCCTBEHHOTO MHTEIUIEKTa CO3/Ial0TCs He-
3aBHCUMBIMHU CTYAUSMHU UM PEATH3YIOTCS B paMm-
Kax aKaJeMHYECKUX MCCIEIOBAaHUI M HE MOIyda-
10T OoJblION momyssipHOocTH. [Ipu 3TOM HEKOTO-
pBI€ MPOEKTHI 3aCTYKUBAIOT BHUMAHUS: B HUX UC-
MOJIB3YIOTCS TEXHOJIOTUU MAIIMHHOTO OOYYeHHH,
KOTOpOE B CBOIO OY€pe/b B IMOCIEAHUE OBl CTa-
HOBUTCS Bce Oosiee BocTpeOoBaHHBIM. C mOMO-
IIbI0 METOJO0B MAIIMHHOTO OOYyYeHHUS HEUTPOBBIC
MEPCOHAXH TOJIYYAIOT JOCTYN K OOUIMpPHBIM 0Oa-
3aM JJAaHHBIX COLMAIBHOTO ¥ SMOIIMOHAIBHOTO T10-
BeneHus. HaGop permieHuii, mpeaaraeMbix MHKe-
HEPOM, CMEHSETCS CaMOCTOSTENIHBIM BBIOOPOM,
CKOHCTPYMPOBAHHBIM Ha OCHOBE MacCHBa JaH-
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HBIX. MBI HE TOBOPUM 00 OCO3HAHHOM BBIOOpE, HO
O TOHKOM KaluOpOBKE W MOAOOpEe M3 MHOXKECTBA
BapHaHTOB, IMPOIUCATh KOTOpBIE BPYUYHYIO OBLIO
Obl HEBO3MOKHO: B CHJIy BPEMEHHBIX 3aTpart, C
OJTHOM CTOPOHBI, M HEAPTUKYJIMPOBAHHOCTH MHO-
TUX COLMAIBHBIX IMPAKTUK — C Apyrod. MoxkHO
MPEINONI0XKHUTh, YTO, €CIH Pa3BUTHE MCKYCCTBEH-
HBIX HeHWpoceTel W MAIIMHHOTO OOYYECHHs IpO-
JOJDKUTCSL B TOM JK€ TEMIIE, BCKOPE UIPhl CMOTYT
B TIOJIHOM Mepe BOCHPUHATH PE3YJIbTaThl ITOTO
pa3BUTHSL.

B uctopun yxe ObLIM MPUMEPHI TOTO, KaK
MCCIIEIOBAaHMsI B 00JIACTH MAIIMHHOTO 00y4eHUs B
Urpax MoBJIMSIIN HA BHEAPCHHE HOBBIX MEAMATEX-
HOJIOTHHM B NOBCEIHEBHYIO IpakTuky. Hampumep,
cumynaTop pecropana The Restaurant Game, co-
snanubiid [Hxkedpom Opkunom (Jeff Orkin) u [le-
6om Poem (Deb Roy) B Mennanabopatopuu Mac-
CayyCeTCKOr0 TEXHOJOIMYECKOr0 HWHCTUTYTa B
nanekom 2007 rogy*?: mporpamma HEUIPOBOTO
nepcoHaxka OQHUIIMAHTKU Yy4duiach OOIIATHCS C
KJIIMEHTOM (MTrpoKoM) B mporecce urpbl. Coctos-
70ch 0k0J0 10 ThICAY UTPOBBIX CECCUM, U C Kax-
IBIM Pa30M OHa COBEPIICHCTBOBAJA CBOM KOMMY-
HukaTuBHbIe HaBbIKU. B 2013 rogy OpkuH ocHo-
Bai komnanuto Giant Otter Technologies, kotopas
CIELUANN3UPYETCS Ha CO3JaHUU 4YaT-O0TOB, Tpe-
HUPYEMBIX Ha pasroBOpax C pPEATbHBIMH JIHO/b-
mu>3, Ha CeroqHsAIHui JeHb KPYIHEHIIHE KOM-
nanuu, Takue kak Facebook, IBM, Google, Apple,
Amazon, 3auHTEpECOBaHbl B Pa3BUTHU OJIOOHON

32 The Restaurant Game.

URL: http://alumni.media.mit.edu/~jorkin//restaurant/r
esearch (mara obpamenus: 16.01.2019).

33 Stuart K. Video games where people matter? The
strange future of emotional Al // The Guardian. 12 Oct
2016.

URL: https://www.theguardian.com/technology/2016/

oct/12/video-game-characters-emotional-ai-developers

(mata obpamenus: 16.01.2019).

texHonoruu. B wactHoctn, B 2018 romy Ha de-
ctuBaie Google /O kommanusi Google mpome-
MOHCTPHUPOBAJa TEXHOJOTHIO HCKYCCTBEHHOT'O
unTemuekra Google Duplex, koTopas MOXeT mo-
3BOHUTH B PECTOPAH, YTOOBI 3aKa3aTh CTOJIMK, WIN
3amucarh Bac K napukmaxepy 4. Eciu obpamarses
K MpuMepaMm U3 00JacTH UTp, TO MOXHO B3IJIs-
HyTb Ha IPoekT Malmo ot Microsoft®, B koTopom
TUTOIIAJIKOW JUI pa3BUTUS MCKYCCTBEHHOTO HH-
TesiekTa BeicTynaer Minecraft (2009): mporpam-
Ma y4uTCsl OOIIAThCS C UTPOKaMU M OOTaMu, CO-
3/1aBaTh MPEAMETHl M OPUEHTUPOBATHCS HA MECT-
HOCTH.

Kak 3T0 HHM mapagokcaibHO, HO, TIOMHMO
PEATUCTUYHOCTH PEAKLUMH, MPaBAONOA0OHOCTD
HEUTPOBBIX NMEPCOHAKEH MOXKET ObITh yCHUJICHA 3a
CUeT WX HE3aBUCHMOCTH OT UTrpoka. Peus uner o6
UX (OKU3HU», KOTJIa OHU HE B3aUMOJCHCTBYIOT C
urpokoM. Ecim ku3Hb mepcoHaxa HE OCTaHABIIH-
BaeTCsl M UJIET CBOMM YEpellOM, KOT/ia UI'POK OT-
BOpPAYMBAETCS WJIM YXOAUT W3 JIOKALMHU, 3TO JO-
0aBJsieT UTPOBOMY TpOIleCCy TIyOHHBI U HETpel-
CKa3yeMOCTHU: JICHCTBHSI UTPOKAa MOTYT OTPa3HUThb-
Cs Ha JaJbHEUIIEH WIpe U IPUBECTU K HEOXKHU-
JAaHHOMY IOBOPOTY cioxeTta. Tak, B urpe Middle
Earth: Shadow of Mordor (2014) cucrema uckyc-
CTBEHHOT'O MHTEIJUIEKTa BparoB Nemesis 1Mo3BoJis-
€T MM TOMHUThL cpaxkeHus ¢ urpokom>®. B The

* Google Duplex: A.I. Assistant Calls Local Business-
es To Make Appointments.

URL: https://www.youtube.com/watch?v=D5VN56jQ
MWM (nata o6pamenus: 16.01.2019).

3% Project Malmo.

URL: https://www.microsoft.com/en-
us/research/project/project-malmo/ (mata oOparieHus:
16.01.2019).

3¢ Stuart K. Video games where people matter? The
strange future of emotional Al // The Guardian. 12 Oct
2016.
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Elder Scrolls Online (2014) mepcoHaku MOryT
JacaMH IIATaThCsl 0 TOPOJCKUM YIIUIAM, & BOJIKH
— CpaxaThCs ¢ MeIBEIsIMHU (HE IO CIEHApHIO, a
MOTOMY, YTO OHH CITy4aifHO BCTPETHIIMCH Ha KapTe
u 0Oojee CUJIBHBIA BHJl TPOSBUI arpeccuio), B
Wildstar (2014) MOHCTPBI MOTYT MUTPHPOBATh U3
JIOKaIlMu B Jiokaruio, a B Black Desert (2014) He-
UTPOBBIC MEPCOHAKH — ITO IIOJTHOLIEHHBIC YKHUTE-
JU TIOCENICHUH, KOTOPhIE XOAST IO CBOUM JIENIaM,
OTABIXAIOT M CIIAT N0 Houam»’ . JIF0OOIBITHO, KaK
cMmermaercss (OKyC OT B3aUMOACUCTBHUS MEXKITY
UTPOKaMU ¥ HEUTPOBBIMHU TIEPCOHAKAMU K B3am-
MOJICMCTBUIO HEUTPOBBIX MEPCOHAKEN MEXKIY CO-
Ooii. Irpok He TO YTOOBI CTAHOBUTCS HEBAKHOU
9acThI0 WTPBI, OH MPOCTO PACTBOPSIETCS B HEW,
OTHBIHE OH «BeIllb cpeau Bemiei». Koneuno, ecnu
OH BBIKJIFOUUT HUTPY, TO BCE 3aKOHYUTCS, HO, OCTa-
BasiCh B HEW, OH MOJAECPKUBAECT HOBBIA OHTOJIOTU-
YECKUM IIOPSANOK, KOTOPBIM pa3BOpayMBaCTCA
BHYTPHU WTPOBOTO MHpa. ITO CIPOBOLUPOBAHO, C
OJTHOW CTOPOHBI, CTPEMJICHHEM K MPaBIOIN0100-
HOCTH WTPOBOTO MHpPA, €ro yHoJIoOJICHHIO MUY
HaIlle MOBCEAHEBHOCTH, TJIE AAaJEKO HE BCE IMPO-
X0KHE pearupyroT Ha HAC, UX KU3Hb HE OCTaHAB-
JTUBAETCS, KOTJ]a MBI MPOIMATacM M3 WX IO 3pe-
Hus. C Opyroi CTOpOHBI, BpeMsi TPOTrOBapUBACTCS
4yepe3 Wrpbl: MBI BCE Yalle HaOIogaeM, Kak cMe-
[IAIOTCS aKIEHThl B CYOBEKTHO-OOBEKTHBIX OT-
HOIIICHUAX, KaK IU(POBbIE TEXHOJOTHU BTOPra-
I0TCS BO BCE OONACTH HAIIeH XKU3HU, KaK Meaua
MPOSIBIIIIOT aKTUBHOCTH. boliee TOro, Mbl MOXKeM
KOHCTaTHPOBATh, YTO OCPKIMAHCKAs MapaaurMa B

URL: https://www.theguardian.com/technology/2016/
oct/12/video-game-characters-emotional-ai-developers
(mata obpamenus: 16.01.2019).

37 Monkosckuit K. YMHBIE «60IBAHUMKI» MHOTOMOMb-
30BaTelnbckux MHUpoB // Urpel. Mail.ru. 11.12.2014.
URL: https://games.mail.ru/pc/articles/feat/umnye bol
vanchiki_mnogopolzovatelskih mirov_by kpolkovski
y_mail_ru/ (gata obpamenus: 16.01.2019).

WUTPOBOM JAECHUCTBUTENBHOCTU CMEHSIETCS Iapajur-
MOl OOBEKTHO-OPUEHTHPOBAHHOW, KOTJa BEIlH
00peTaroT MpaBo TOBOPHUTH U JEHCTBOBATH OT CBO-
ero JuIia.

OnHako OBeleHHBIE A0 mperena 00beKT-
HbIE OTHOIICHUS BPSI JIM OyIyT HHTEPECHBI UTPO-
KaM, cKopee, OOJBINYI0 CTEIEHb MOTPYXEeHUs Oy-
OyT oOecrieunBaTh TUOpUAHBIE BapHaHThL Ilep-
Bble IIArd yXe chelaHbl B 3TOM HaIlpaBJICHHH.
Tak, B Watch Dogs (2014) BeI MOXeTe B3J10MaTh
TesneoH MPOXOAAIEr0 MUMO HEUTPOBOTO MEPCO-
Ha)Xa U y3HATh YTO-TO U3 €r0 JIMYHOM HKU3HH®.
KoneuHo, co31aBaTh aBTOHOMHO CYIIECTBYIOIIMX
HEUTPOBBIX MEPCOHAXKEU, KOTOPhIE MOTYT 3ar0OBO-
PUTH C UTPOKOM O€3 CIEeUMAIbHOTO CKPHIITA, HE
TaK MpOCTO, pa3pabOTYNKaM MPUXOAUTCS OpaTh B
pacyer OorpoMHOE KOJUYECTBO (PaKTOPOB: KaK TOT
WIM MHOM 4YenoBeK Bell Obl ceOsi B MOBCEIHEBHO-
CTH, KaKHe y HEro MOryT ObITh BOCIIOMHHAHUS O
MPOILJIOM, YTO OH 3a0bLI, IEpenyTal, 4ToO U3 3TO-
r0 OH HCHOJIB3YeT B 00uIeHuy U T. 1.>° JIpyrumu
CIIOBaMH, COLMAIbHAsI HH)KEHEPUS B UTPax — OJTHA
U3 CIOXHEWIIMX 3ajad, KOTOpas CTOMUT Iepes
pa3pabOTYNKAMU U YYCHBIMH.

3aknrouenue

Bynymiee MCKyCCTBEHHOrO HWHTEIUIEKTa B
UTpax HeNb3s Ha3BaTh OJHO3HAUYHBIM. OHO 3aBH-
CUT HE TOJILKO OT Pa3BUTHs TEXHOJOTHUH, U300pe-
TEHHUS HOBBIX METOJIOB HJIM COBEPIICHCTBOBAHUS
yKe CyIIecTBYIOIUX (MallMHHOE o0yueHue, ad-

3% Stuart K. Video games where people matter? The
strange future of emotional Al // The Guardian. 12 Oct
2016.

URL: https://www.theguardian.com/technology/2016/

oct/12/video-game-characters-emotional-ai-developers

(mata obpamenus: 16.01.2019).

* Ibid.
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40

(eKTHBHBI KOMIBIOTHHI"’, aITOPUTMUYECKOE

TBOPUYECTBO (computational ~ or artificial
creativity)*! u T. 1), BO MHOrOM OHO 3aBHUCHT OT
11€JIeCO00Pa3HOCTH TEXHUKU HIPOBBIM 3a/iauaM
(Korja TEXHMUYECKOE HE IpPEBATMPYET Hall CMbIC-
JIOBBIM, KOI'/Ia UCKJIIOYAETCS TO, YTO HE OTHOCHUTCS
HENOCPEACTBEHHO K KOHKPETHOW 3ajaue, Korjaa
peanu3anys crneudpPeKToB He CTAHOBUTCS CaMO-
LIEJIbI0, @ BBIIIOJIHAET MOACPKUBAIOLIYIO, OTIOJ-
HSIOIIYIO, YCHJIMBAIOIIYIO TeiMIuIed (pyHKIHIO).
Co3nanne MakCUMaJIbHO pPEAJIMCTUYHOM, MpaBIo-
0JIOOHON MI'PHI COBCEM HE O3HAYAEeT, YTO 3Ta UT-
pa Oyner xopoluieii UMEHHO B T'eHMILICHHON co-
crapnsitomieid. [lopoit urpsl ¢ mpocrot rpadukoit
OoJiee yBJEKAaTENbHbBI, HEKEIHU JAETAILHO Mpopa-
6oTaHHble MUpBL. WrpoBasi yCIIOBHOCTH OCTaeTcs,
KaK OHa OCTAaeTcsl B TeaTrpe, UTPOKU T'OTOBHI IPH-
HSTh MHOTO€, KaK €clid Obl OHO OBIJIO HACTOSIINM,
U [I0JIy4aTh YAOBOJIBCTBHE OT IIPOLIECCA UTPBI, TTO-
CKOJIbKY T€MMIU3aliHEepy YJIaJIOoCh XOpOIIO BbI-
CTPOUTH CTPYKTYpY, HappaTuB, cOaIaHCHUPOBATH
CJIOKHOCTB UTPHI U T. I1. FICKyCCTBEHHBIN HHTEI-

0" AbbeKTUBHBI KOMIBIOTUHT — HATIPaBIEHHE B 06-
JIACTH UCKYCCTBEHHOI'O MHTEJIEKTa, B paMKax KOTOPO-
TO CO3AAIOTCS AITOPUTMBI CUMYyJUpYIomue apQeKTsl,
CBOWCTBEHHBIC YCIOBEKY.

! TBOpYeCTBO, MPOM3BOJAMMOE KOMIBIOTEPAMH (BBI-
YUCITUTEISIMH ).

JIEKT MOKET IIOMOYb PEIIUTh ICTETUYECKYIO 3a/1a-
4y, 3a/1a4y IMOrPY>KEHHS, HO TOJIBKO B KOMILJIEKCE
C ApYrMMHM acnekramu remmausarnna. bosee toro,
MOPOM CIIOCOOHOCTH MCKYCCTBEHHOTO MHTEJUIEKTA
MPUXOJUTCS TOPMO3UTh, OTPAHUYHMBATH, YTOOBI
COXpPAaHHUTh MHTEPEC MIpoKa*?, uroObl mobena Ha
KOMITBIOTEPHBIM TPOTHBHUKOM HE ObLIa HEBO3-
MO>KHA, BEJlb MAIlIHHA CYUTACT B pa3bl ObICTpee U
Jdyudnie yenoBeka. Kpome TOro, HUKTO HE MOXET
rapaHTUpPOBATh, YTO HEUIPOBOM IMEPCOHAK, CIIO-
COOHBIN OJlecTsIIe OTBEYaTh HA BOMPOCHI, 3a/a-
BaTh HUX, SMOLMOHAJIBHO PEArupoBaTh Ha IMPOMUC-
XOJdlllee, He HACKY4YUT Urpoky. He pazpymmr namu
CIIMIIKOM TPaBIONOM00HBIA MCKYCCTBEHHBIN WMH-
TEJJIEKT Maruyeckuii kpyr urpsi? Hyxxen iu Oy-
JIET KOMY-TO CIIMIIKOM CJIOKHBIM HEUTPOBOU IEep-
coHaxx? Beab Bce paBHO OH HE CMOXET B MOJHON
Mepe MPOSBUTh CBOM MOTEHLHAN U3-3a2 TOrO, YTO
WTPOKY HE 3aX0YeTCs TPATUTh BPEMsI Ha Pa3roBO-
pbl. OTU U APyrue BOMPOCHI BAXHBI JIJIsT TOHUMA-
HUSI POJIM UCKYCCTBEHHOTI'O MHTEIUVIEKTA B KOMIIb-
IOTEpHOH Urpe.

*2 Tloapo6HO O XMTPOCTAX IedMM3aiHEpPOB, MpUMe-
HAOWMXCA Ul TOA/Iep)KaHUsl MHTEpeca U yCUJICHHS
BOBJICUEHHUS] WUTPOKA, paccKasbiBajl cOTpyAHUK Jlabo-
paropuu uccienoBaHuii komnbioTepHbix urp (JIMKN)
Cepreii Byrnak B goknane «Ilmane6o-refiMuHT: Urpo-
BBIE 3aMEHHUTENN, UICHTUYHBIC HATypalIbHBIM» B paM-
kax Bcepoccuiickoif HaydHOH KOH(EPEHIINU C MEXTy-
HApOJIHBIM y4yacTHeM «JTambl U (POPMBI CTAHOBIICHHS
MeauapanuoHanbHOCTHY  (23-24 HosiOps 2018 roxa,
Cankr-IlerepOypr).
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