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AHomauis. Y cydacHil ieposill iHdycmpii cknadHicmb gideoieop MocmiliHO 3pocmae: 8erluKi 8iOKpumi
ceimu, qucrneHHi eapiaHmu e3aemodili, HeniHiliHi cyeHapii, npoyedypHo-eeHeposaHUl KOHMeHmM ma iH-
mepakmueHi efleMeHmu cmarmb HOPMOK. Lle cmeoproe cymmesi 8UKuKu Orisi 3abe3rnevyeHHs] IKocmi,
OCKIITbKU 8pYyYHY riepesipumu eci Moxruei kombiHauii 0ill epasysl, suseumu aHomarlii 8 MexaHikax, ouiHumu
banaHc ieposux cucmem abo susHa4umu rpobnemu npodykmueHocmi cmae 0edarii cknadHiwe. Y 38’s13Ky
3 yum dedari akmusHiwe 8rposadxyrombscs rnidxodu asmomamusauii mecmyeaHHs, 30Kpema i3 3acmocy-
8aHHSIM Memodig wmy4Ho20 iHmenekmy (LLII) ma MawuHHO20 Hag4aHHsI.

Y cmammi po3anissdaembcs KOHUeNYis 3acmocysaHHs LLlI-aeeHmie 0ris asmomamu4yHO20 mecmyeaH-
HS i2posux mexaHik. 3okpema, yeaza npudinsemscs 2eHepauii mecmosux cueHapiie, imimauii nosediHku
epasus, susierieHH nopyuweHb banaHcy, nepesipui nPodyKmugHOCMI, pespeciiHoOMy mecmyg8aHHIO ma
nowyky aHomanit y 0aHux epu. Po3arnsiHymo cydacHi Memoou, 8KITHOYHO 3 nidkpinneHum Hag4aHHAM (DRL),
2nuboKUMU HEUPOHHUMU Mepexamu, riaHy8aHHsIM Ha OCHO8I rozciyHux modened (PDDL) ma memodamu
aceHmMHo20 MoodestoeaHHs, sKi 003e8onsomb 0ocnidxysamu i2poguli npocmip 6e3 npsMo20 empyvaHHs
y K00 abo moducbikauiti pywis epu.

Ha ocHosi 3anporoHogaHoi Mmemoduku ripedcmaesneHo ppazmeHm peanizauii aneopummy Ha Python,
KUl eKoyae MoOyrib 2eHepauli mecmosux mpaekmopill i3 nidKpiraeHHsaM, aHari3 fioeig epu ma ob4uc-
TIeHHsI MempuK Mokpummsi mecmyeaHHs1. [Noka3aHo, w,o sukopucmaHHs LI doseonse sHayHo nidsuwumu
eghekmusHicmb mecmyeaHHs: MOKpUmmsi mecmamu 36inbuwyemscs Ha ~42 %, sumpamu Jacy Ha mecmy-
8aHHs1 ckopodyrombcsi Ha ~40 %, a Kinbkicmb suseneHux 0eghekmis 36inbwyemnscsi Ha ~72 % MOPIBHSIHO
3 6azosuMU Py4YHUMU MemodouKamu.

Cmamms makox y3azarnbHIoe repegaau ma Hedosliku asmomamu3aauii mecmyeaHHs i2po8uUX MeXaHik,
8U3Ha4Yae KI1Ho4H08i BUKITUKU 8MP0BAa0XEHHSI MaKUX PilleHb y NpoMUCIIO8y MPaKmuKy, a maKoxX OKPEC/IHeE
nepcrnekmugu rnodasnbwux 00CnidKeHb, 8KMYao4du adanmauito azeHmie 0o rnpouedypHO-2eHepo8aHO020
KOHmMeHmy, iHmezpauito Mynbmu-modanbHUX 0aHUX (38yK, epadbika, ghisuka) ma po3eumok 2ibpudHuUX MO-
Oeniell mecmyeaHHsI, WO MOeOHYyrMb Moxueocmi LLII ma ekcriepmu3y rtoOUHU.

Knroyoei crioea: asmomamu3sauiss mecmysaHHs, i2posi MexaHiku, Wmy4HUl iHmesnekm, MawuHHe Ha-
84yaHHs, MiOKpirneHe Hag4yaHHs, peepeciliHe mecmyesaHHsi, QA GameDev.

AUTOMATION OF GAME MECHANICS TESTING USING
ARTIFICIAL INTELLIGENCE

Ganna Zavhorodnia, Ph.D., Assoc. Prof., National Technical University of Ukraine “Igor Sikorsky Kyiv
Polytechnic Institute”, Kyiv, Ukraine. https://orcid.org/0000-0001-8523-1761, annzavgorodnya@gmail.com

Valerii Zavhorodnii, Dr. Sc., Prof., National Technical University of Ukraine “Igor Sikorsky Kyiv Polytechnic
Institute”, Kyiv, Ukraine. https://orcid.org/0000-0002-8347-7183, zavgorodniivalerii@gmail.com

Abstract. In the modern gaming industry, the complexity of video games is constantly increasing: large
open worlds, numerous interaction options, non-linear scenarios, procedurally generated content, and
interactive elements have become standard. This creates significant challenges for quality assurance, as
manually verifying all possible player actions, detecting anomalies in game mechanics, evaluating system
balance, or identifying performance issues becomes increasingly difficult. Consequently, approaches to test
automation, particularly those leveraging artificial intelligence (Al) and machine learning, are being actively
implemented.

This paper examines the concept of using Al agents for automated testing of game mechanics. In
particular, attention is given to test scenario generation, player behavior simulation, balance violation
detection, performance evaluation, regression testing, and anomaly detection in game data. Modern
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methods, including deep reinforcement learning (DRL), deep neural networks, planning based on logical
models (PDDL), and agent-based modeling, are reviewed, enabling the exploration of the game space
without direct intervention in the game code or engine modifications.

Based on the proposed methodology, a fragment of a Python implementation is presented, which
includes a module for generating test trajectories using reinforcement learning, game log analysis, and
calculation of test coverage metrics. It is demonstrated that the use of Al significantly improves testing
efficiency: test coverage increases by approximately 42 %, testing time is reduced by ~40 %, and the
number of detected defects increases by ~72 % compared to traditional manual testing methods.

The paper also summarizes the advantages and limitations of automating game mechanics testing,
identifies key challenges in implementing such solutions in industrial practice, and outlines directions for
further research, including adaptation of agents to procedurally generated content, integration of multi-modal
data (audio, graphics, physics), and development of hybrid testing models that combine Al capabilities with
human expertise.

Key words: test automation, game mechanics, artificial intelligence, machine learning, reinforcement
learning, regression testing, QA GameDev.

BcTtyn. Y mMexax cyyacHoi po3pobku Bigeoirop iHOYyCTpis CTUKAETbCA 3 HEOyBanum 3poCTaHHSIM cknag-
HOCTI: iHTEepaKTMBHICTb, HEMiHINHI cueHapii, NpoueaypHO-reHepPOBaHUIA KOHTEHT, BENVKi BiOKPWUTI CBiTWU Ta
OHNAMHOBI KOMMOHEHTWN 3HAYHO PO3LUMPIOIOTL MPOCTIP TECTYBaHHS, AKUMIN HEobXigHO oxonuTn Ans 3abes-
nevyeHHs HanexHoi AKOCTi NpoaykTy. TpaauuinHi niaxoan A0 TEeCTyBaHHSA — py4YHi abo CKpMNTOBI cLeHapii —
CTaloTb HeQoCTaTHIMM, OCKINbKU KiNbKICTb MOXNMBMX KOMOIHALiA A rpaBUsl, CTaHIB CUCTEMM Ta NOTEHLiN-
HUX MOMWUITOK EKCMOHEHLiMHO 3pocTae [1; 2].

OcTaHHi OocnigpKeHHss AEeMOHCTPYIOTh, WO 3aCTOCyBaHHA METOAIB WTy4YHoro iHtenekty (LUI) spaTtHe
CYTTEBO NIABULNTY e(PEKTUBHICTb TECTYBaHHS irop. Y poboTax OCTaHHiX pOKiB PO3rNAHYTO MOXIMBOCTI
reHepauii TeCTOBUX CLEeHapiiB, MOAENOBaHHA NOBEAIHKN rpaBUs, BUSIBIIEHHS NOMWUIIOK, aBTOMAaTUYHOI ne-
PeBIPKM MPOOYKTUBHOCTI Ta CYMICHOCTI irpoBux MexaHik [3; 4]. 3okpema, akTUBHO JOCHISKYOTbCA NiAXOAM
i3 3acTocyBaHHsM nnaHyBaHHs Aii (PDDL) gns no®ynoBu perpecinHmx TecTiB [5], a TakoX areHTHO-OpieH-
TOBaHi MeToan, Ae BipTyarbHi areHTU 3 eneMeHTaMu NigkpinneHoro HaB4aHHA OOCNILXKYTh irpoBe cepe-
[OoBULLE Ta BUSABMAOTb BIOXUEHHS Y noriui rpu [6; 7].

3HauHy yBary npuaineHo n metogam, Wo 06a3yrTbCs Ha aHanisi BidyanbHUX OaHWUX, Hanpuknag, nik-
Cenb-OpiEHTOBAHOMY TECTYBaHHIO, KONMW areHT AOCHIOXKYE rpy, CIpuiMarodm nuwie 306paxeHHs ekpany [8].
Taki pilueHHs1 MiHIMi3yt0Tb NOTPeOy y BTPYYaHHi B KOA, irpOBOro [ABMXKa Ta pobnaTb TeCcTyBaHHS BinbLu yHi-
BepcanbHUM. [MapanenbHO po3BMBalOTLCS NigX0AM 40 aBTOMATUYHOI reHepaLlii KOHTEHTY Ta npoLeaypHOro
mogentoBaHH4 [9, 10], wo Mae 6e3nocepeHin 38’a30k i3 N0OYL0BOK TECTOBMX CEPEAOBULL, | CLEHapiiB Ans
LUI-areHTiB.

B ykpaiHCbkOMy HayKOBOMY MPOCTOPI OOCHIAXYIOTbCA NMUTaHHA, NOB’A3aHi 3 MaTeMaTU4YHUM MOZernto-
BaHHAM i bopmanisauieto npouecis [11; 12], wo 3abesnedytoTb TeOPETUYHY OCHOBY Ans NobyaosBu moge-
nen TecTyBaHHs. Po3pobka MeTodiB aBTOMaTUYHOI reHepaLii KOHTEHTY Ha OCHOBI MPOLEAYPHUX anropuT-
MiB [13; 14] cnpusie CTBOPEHHIO afanTUBHUX TECTOBUX cepeaoBuLL, y kmnx LI moxe ebekTUBHO nepesipaTu
MOBEAIHKY rpM B YMOBaXx AvHaMiyHMX 3MiH. OKpeMi npali NpMCcBAYEHO CTBOPEHHIO LUTYYHMX TEKCTYP i3 3a-
OaHnmmn napameTtpamu [15-17], wo moxe ByTn 3acTOoCOBaHO ANA Banigauii BidyanbHOI YaCTUHM irpoOBOro
pyLisi. BogHoyac meToam NoLyKy aHoManin y aHux 3a 4ONOMOrol MallMHHOMo HaBdYaHH4 [18] € ecbekTumB-
HUM IHCTPYMEHTOM ANS BUSIBNEHHSA HeoYeBUAHUX AedeKTiB y norax rpy Ta TenemeTpil.

Ha ocHoBi NnpoBeaeHoro aHanisy MoXHa CTBepaXKyBaTy, L0 CydacHi JoChioKeHHS y cdhepi aBTomaTusa-
Lii TeCcTyBaHHs 3 BUKOpUCTaHHAM LUI akTMBHO po3BMBalOTLCA, arne NUTaHHA KOMMIIEKCHOMO 3aCTOCYBaHHS
Takux nigxoniB came OO TECTyBaHHS irpOBMX MeXaHik 3anuwiaetbes BigKputuMm. Lle Bu3Havae HaykoBy Ta
NPaKTUYHY aKTyanbHICTb AaHOI poboTu.

MeTolo gocnimxeHHs € po3pobrneHHss METOAMKN aBToOMaTK3aLil TECTYBaHHS irpOBMX MeXaHiK i3 BUKO-
PUCTaHHAM anropuMTMIB LUTYYHOrO iHTENEKTY Ta AeMOHCTpauis Ti edpekTUBHOCTI Wnaxom peanisadii dpa-
rMEHTa PiLLEeHHsI, 0BYNUCIIEHHS METPUK NMOKPUTTS TECTYBAHHS, NPOOYKTUBHOCTI Ta MOPIBHSAHHSA 3 ©a30BOO
MOZENII0 PYYHOro TECTYBAHHS.

BukoHaHHA gocnigXeHb. Y Mexax OOCMHiIKeHHS TeCTyBaHHS irpoBMX MeXaHik rpa MoAenteTbes
AK AVHaMiYHa cucTema, Lo OMUCYETbCA MHOXWHOK CTaHiB S, MHOXMHOW ain A, dyHKuie nepexoais
T:SxA— S 1a ymoBamu-uinamm G € S.

Mo3Haummo:

— S, € S — NOYaTKOBWIA CTaH rpu;

— areHT (TecToBuMI 60T) 0OMpae fji a € A;

— MicNs BUKOHAHHSA fji @ y CTaHi S cuctema nepexoamTb y CTaH S' = T(s,a).

MeTa TecTyBaHHs — 3a6e3ne4nTi NOKPUTTS MHOXMHM KpUTUYHKX cueHapiiB C € S x A, Takux sk Hebes-
neyHi KombiHaLii 4in, MOXIMBICTb «3MamMy» MeXaHiku, HeCMpPaBHOCTI TOLLO.

[na aBToMaTnyHOro TecTyBaHHS 3actocoBaHo nigxia DRL-areHTa (deep reinforcement learning), akun
HaBYaeTbCs noniTuui zz(a | s), Wo MakcnMizye ovikyBaHy BUHaropoay:
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J(n)=E, [gv'r(spaf )}' (1)

oer (S,a) — BMHAropoaa 3a JOCATHEHHs CTaHiB i3 KpuTuuHux cueHapiis C;
Y — KoedilieHT ONCKOHTYBaHHS.

Posrnaganuca kinbka anroputmis DRL:

— DQN (Deep Q-Network) — 6a3oBa Mogernb, WBKAKa Ta npocTa Ans AeMOHCTpaLlii;

— Double DQN — 3meHLUye nepeoLiHKy Q-3HayeHb;

— PPO (Proximal Policy Optimization) — cTiika 4O BEMNUKNX NPOCTOPIB CTaHiIB.

Onsa ekcnepmumeHTy obpaHo DQN, sik edpeKkTMBHMI BanaHc MiXk NPOCTOTOK | pe3ynbTaTUBHICTHO.

TecToBI cueHapii hopmyoTbca ABOMa cnocobamu:

— CTaTM4Ha reHepaLis — CTBOPEHHS MOBHOIO Habopy KOMOIHALIN Oii Y KPUTUYHUX TOYKaX Ipu;

— [OWHaMmiYHa reHepauisa DRL-areHToOM — areHT AO0CNiAXKye rpy caMocCTinHO, obupatoun gii BignosigHo 4O
BMHAropoau, Wo CTUMYMIOE MOLWYK AedeKTiB Ta KpUTUYHUX CLeHapiiB.

Takuii Nioxig [O3BOMSIE OXOMUTU He NULe BigoMi cueHapii, a 1 HenepegbadyBaHi LWNAXU NOBEAIHKM
rpaBus.

[ns ouiHKM edheKTUBHOCTI 3aCTOCOBAHO:

1. MokpuTTS KPUTUYHKUX cLeHapiiB Coverage :

Coverage = szcé]sn . (2)

2. MNpuckopeHHs TecTyBaHHs ( Speedup ):

Speedup = Tanias =T x100%, (3)
manual

Ae T, ...~ TPMBAnICTb Py4HOrO TECTYBaHHS;
T,, — TpvBanicTb i3 3actocyBaHHsaM LI

3. AkicTb BusiBneHHs gedekTis: Precision, Recall, F1-score.

4. Po3noain nomMuriok 3a Kkareropiamu: noridHi, rpadivHi, NOMUNKM NpoayKTUBHOCTI.

Hwxye HaBeneHo cparmeHT kogy Ha Python, Wo 4eEMOHCTPYe peanisauito npoctoro areHta DQN gns
ABTOMAaTM30BaHOrO TECTYBaHHS irPOBUX MexaHik. AreHT HaB4YaeTbCs Nonituui z(a|s), Wo Makcumisye odi-
KyBaHy BMHaropogy, NoB’a3aHy 3 AOCATHEHHAM KPUTUYHUX CTaHIB i BUSBNEHHAM AedeKTiB.

import gym
import numpy as np
import random
from collections import deque
# GameEnv — oOoJloHKa TpH
env = GameEnv()
state = env.reset()
# lapameTpn
gamma = 0.99
alpha = 0.001
batch size = 64
# llpocTuit DQN-areHT
class DQNAgent:
def init (self, state size, action size):
self.state size = state size
self.action size = action size
self.memory = deque(maxlen=2000)
self.q table = np.zeros((state size, action size))
def act(self, state, eps=0.1):
if np.random.rand() < eps:
return random.randrange(self.action size)
return np.argmax(self.q table[state])
def learn(self, batch):
for (s, a, r, ns, done) in batch:
target = r + gamma * np.max(self.q table[ns]) * (not done)
self.q table[s, a] += alpha * (target - self.q tablels, al)
def remember(self, transition):
self.memory.append(transition)
# IHinmiami3alisl areHTa
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agent = DQNAgent(env.state size, env.action size)
# OcHOBHHUHM IMKJI HaBYaHHS
for episode in range(1000):
state = env.reset()
done = False
while not done:
action = agent.act(state)
next state, reward, done, info = env.step(action)
agent.remember ((state, action, reward, next state, done))
state = next state
if len(agent.memory) > batch size:
batch = random.sample(agent.memory, batch size)
agent.learn(batch)

OcHOBHI acnekTu HaBedeHO! peanisalii:

1. IHiuianizauis cepepoBua env = GameEnv() ctBoptoe yMOBHY OBOMOHKY rpu, sika JO3BOSISIE areHTy
B3AEMOLIATA 3i CTaHaMM Ta BUKOHyBaTK Aii 6€3 3MiHM KoAy irpoBOro pyLuisi.

2. lMapameTpn HaBYaHHSA:

— gamma = 0.99 — koedilieHT ANCKOHTYBaAHHA ManbyTHLOT BUHAropoau;

— alpha = 0.001 — WBMAKICTb HABYAHHS;

— batch_size = 64 — po3mip naketa gocBigy Anst OHOBMNEHHA Q-Tabnuui.

3. CtpykTypa areHta. Knac DQNAgent micTuTb MeToau:

— act — Bubip aji 3a e-xagibHoto cTparterieto;

— learn — oHOBMNEHHSA Q-3Ha4yeHb Ha OCHOBI HAKOMMYEHOTO 4OCBIAY;

— remember — 36epexeHHsa nepexopiB y 6ydepi goceiny (memory).

4. AreHT NpoXoauTb Cepito eni3ois, NOCTYNOBO HAKOMUYYHOYM AOCBIA | OHOBMOKYM NoniTuky. Lle fosso-
nsie nomy edekTMBHO JOCHiAXKyBaTV NPOCTIP CTaHIB Ta BUABMATU KPUTUYHI CLeHapil, SKi cCknagHo nepesi-
pUTK BPYYHY.

5. AHaniTuka Ta pe3ynstaT 3aCTOCYBaHHS:

— areHT 34aTHUIA 3HAYHO PO3LUNPUTL OXOMIIEHHS CLIEHaPIiiB MOPIBHSIHO 3 PYYHUM TECTYBaHHSAM;

— 3aBASKMU JOCMIIKEHHIO HECTAHAAPTHUX KOMOIHALIN Oif, areHT 3HaxoAuTb AedeEKTU, SKi MOXYTb OyTK
NponyLLeHi TeCcTyBanbHUKaMW;

— Yac BWKOHaHHSA TeCTyBaHHS CKOPOYYETbCH, WO MiaTBepaXye dopmynm (2) ta (3) ona meTpuk
Coverage i Speedup;

— areHT MOXe HaB4YaTUCS Ha Pi3HUX PIBHAX CKNaAHOCTI Ta LWBMAKO MifnaluToByBaT NOMITUKY Mif 3MiHW B pi.

6. AreHT MOXXe nponyckatu edeKTu, Lo NoTpebytoTh iHTYITUBHOIO OLIiHIOBaHHSA A0CBIAY rpaBLst; edek-
TMBHICTb 3anexuTb Bif NpaBuibHOrO OOpPMyItoBaHHSA BMHAropoam Ta KoHdirypadii cepegosuua.

HaBegeHwi nigxig 4eMOHCTPY€E NoTeHUian BUKOPUCTaHHS LUTYYHOrO iHTenekTy ansa edektmsHoro QA
GameDev Ta moxe ByTn macwtaboBaHWi 418 CKNagHIWKUX irop i npoueaypHO-reHepoBaHNX CBITIB.

[nsa BiATBOPEHHS ekcnepuMeHTy Oyrno CTBOPEHO TECTOBY irpoBy MexaHiky (mpocTui nnatdgopmep i3
10 piBHAMM). Byno npoBeneHo ABa Nigxoau:

— BasoBuii: pyyHe TECTYBaHHS 5 TecTepamu No 4 roavHn KOXeH;

— WI-nigxig: areHt DRL npautoBaB 12 roanH 6e3 nepepsu.

MeTpukn:

— MOKPUTTS KPUTUYHUX CLeHapiiB: pyyHe — 68 %; LWI-areHT — 96 %;

— KinbKiCTb BUABNeHUX agedekTis: pyyHe — 25 oa.; WI-areHT — 43 op;

— BUTpayveHun Yac: pydHe — 20 nioguHo-roauH; LWI-areHT — 12 roguH.

OTxe, 3actocoBytoun dopmynu (2) Ta (3), oTpMMaeMo:

Coverage = 96-68 4129%
68
20-12
Speedup =——— =40 %
peedup == o

Y Tabnuui 1 HaBegeHO NOPIBHANbHI pe3ynsraTtu.

OTpumaHi pesynsratv NigTBEPAXYOTb, WO iHTerpauis LI y npouec TecTyBaHHS irpOBMX MEXaHik MoXxe
3a6e3neunT 3HavyHe MigBULLEHHSA epekTUBHOCTI. [1poTe cnig 3a3HaunTh HN3KY OBMEXEHb: areHT Mir Npo-
nyckatn gedektu, ki NoTpebytoTb iHTYITUBHOIO PO3yMiHHS KOPMCTYBAaLbKOroO AOCBiAY; Takox NoTpibHa nia-
roToBKa foriB, iHTerpauis 3 irpoBMM ABWXKOM, (hOpMynOBaHHA BUHaropoam — yce Le notpebye pecypcy.
Tomy 3acTocyBaHHS ribpMAHOro niaxody, SIKMIM nonsdrae y CymiCHOMY BUKOpWUCTaHHI noguum i W1, 3anu-
LIAETbCA ONTUMASbHUM.
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Tabnuugs 1
MopiBHAMBLHI pedynsraty
MNMoka3Huk Py4He TecTyBaHHA LUl-rectyBaHHA
MokputTa cueHapiis, % 68 96
KinbkicTb BUABNeHmx gedekTis, o, 25 43
Yac BuTpadeHo, r 20 12

BucHoBoOK. ABTOMaTmM3aLUis TECTYBaHHS irpOBUX MEXaHIK i3 BUKOPUCTAHHSM anropuTMIB LUTYYHOrO iHTe-
NeKTY € akTyanbHUM Ta epekTBHUM HanpsaMoMm cydacHoro QA y renmvpaesi. EkcnepymenTanbHa pearnisa-
uis DRL-areHTa NnpoAeMOHCTpyBana 3HayHe MiaBULLIEHHS e(PEeKTUBHOCTI TECTYBAHHS: MOKPUTTHA KPUTUYHNX
cueHapiiB 36inbwmnocek Ha ~42 %, Yac BUKOHAHHA TecTiB ckopoTuBcs Ha ~40 %, a KinbKiCTb BUABNEHUX
OedekTiB 3pocna Ha ~72 Y% MOPIBHAHO 3 TpaAULIMHUM PYYHUM TECTYBaHHAM.

OTpumaHi pesynbsraTi NigTBEPOXKYHOTh NepeBary BukopucTtaHHs LI ona gocnigkeHHs cknagHux irpoBmx
npocTopiB 6e3 NpsiMoro BTpy4aHHs B kog abo MoandikaLin pyLlisi, aBTOMaTUYHOTO reHepyBaHHS CLeHapiiB,
aHaniay norie rpu Ta OuiHKM NPOAYKTUBHOCTI cuctemn. BogHoyac, areHT Moxe nponyckath aedekTn, ki
noTpebytoTb IHTYITUBHOIO PO3YMiHHS KOPMUCTYBALbKOrO AOCBIAY, a AKICTb TECTYBaHHA 3HA4YHOI MipOIo 3ane-
XWTb Bifi KOPEKTHOrO (POPMYrOBaHHSA BUHAropoau Ta nigroToBK1 TECTOBOTO CepefoBuLLa.

Cepef nepCnekTMBHUX HaNpsaMiB NofanbLlUMX AOCAIAXEHb MOXHa BUAINUTU: NOKPALLEHHS NOSCHIOBAHO-
cTi piweHb W1, aganTadito areHTiB O NpoLefypHO-FEHEPOBAHOIO KOHTEHTY, iIHTerpadito MynsTumMogarnbHUX
OaHVX y MpoLlec aBTOMaTUYHOro TECTYBaHHS Ta PO3BUTOK riOpuaHUX Modenen, WO NOegHYI0Tb MaLLUHHWNA
iHTENEeKT Ta NMOACHKY eKCnepTumay.
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