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ANNOTATION

Mykhailo Danilchenko. "Subsystem of behavior of the intellectual agent in the game

environment." NTUU "Igor Sikorsky Kyiv Polytechnic Institute”, Kyiv, 2018.

Diploma project is devoted to the development of a gaming environment and a

subsystem of behavior of the intellectual agent in this environment.

The text documentation contains information on designation, design, development,
testing and features of work with the software system. Much attention was paid to the
choice of hardware for the implementation and design and provision of intelligence to the

agent.
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