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AT E & (Artificial Intelligence ) S8 Fi3 (Video Game ) BEIUR — N ZERE XS,
AERRERANIENRKES, EEUREER—MKRRRENAGRX . BAMN—ZRENL
RARE, AULERIMENS2BERE, EEEH, #EEN. ZENES, EEEETR
SRR DS, B A TEEE (Artificial Intelligence in Video Games ) 53

XA A TE MR, BAOFONEZEA (human-like) XFRIE R, = 7EEPRBIE .
EfrSE. WEE. B, BN 2FRFEH Dota2 EF AR, T XAYE
WATERERR, WEASFEREBLURITI . FFRERIATERRAK, Bk ERERNK
BN BERKERERRAEFS,

TR ATEEMAAMUSE TER. 22K, AEREUHENRFZMALERESLRNXE,
35| T DeepMind. OpenAl. FAIR (Facebook Artificial Intelligence Research). 1€ ¢ EIR
#5REr (Alan Turing Institute ) SRR A THEEARPOER, BT, /. AR, T
S, AR, BREESRKEWHBERCATEENAR ERATAENER,

WS, BRAIEENKE, EERATERMRRSED LNEE—K, 2022F 11 8,
RN SEIE T B F R BIRIAY 38 B, FUERNZERSTMBEBEESHERS
BB TR, K2R " BFHNESER " AR, MBUSRE, RERSHERS
HRHEMNME, ENAREFRRES ATBRESIERARERE, KIERRESSKNE
BARFLERKMSISIER . 2022 F 12 B “2022 SRR ERFYS " £, dREFENES
FEMBE (Luigi Gambardella) 3R, “ BF RIS FHIAR A 095 B N ImEiE
HIBR, BFRRREREFTNRE QR BIRATEE ",

BEGH BN TR WHREMNE, 2022F 11 B 16 8, ABRRMTIL (REZESBF



BN ENATTR) —X, £R "BFHRECERRF~mNE—EML, ERAN—
TMERFULGRE. RRFEAEERXMTI ", 2023F2 5 19 B, it ZIFIEXE
(Bl R ATWHIREME), RE XU AEERRSRERRE AT S " SR
KEFI—EEERE, HERLKR" EUR, W/, ARESENERIE. PEERFLHR
BREEHH (RN SRRMERRRS ) WiEH, B 81% BAINA, HEMEHET A
TERERARNARE,

ARX—ERT, AMIBLERFIBFIIERNL, EEFMNRMITEERS ATERENXR,
TERAT ATERERAERRFWANONAE, BRI A TEERRERALER
BAAISEBRRHEXRME, URRRERALEERAN THEEMTUSEHRN . A
e, BENAREHEREZHRFOERATERRREANBEFRET (WA LEREARERS
2023), FEREBMELIRSE , AFEEFUHNRRUFELLRE. FRRE O EMRRNZIOE
ANFENRE, FARBERREE . B ERNEVR ., REREMAWARRH—ENESIH]
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PR AT A T E MR, BMAOFTENELNKFEREER, SRAERRE. EfRRE. Xk
B B, BN 2S5 Dota2 ERFk P EALTIZR,; [ XA TE8EHR,
WA EIFRRAB ORI . FFERFRBATE SRR, AlalEREGEMBA . XK
PR AEE

BFEEKSALERARECHENE T 7 ARz, —EBEMRH, BEHHER 70 7F,
BB AR EE B A L& BRI B IRE AL T AR BEARFES, BN tataEstERT
ALEREREKREEND . Fltt, 8RXALERAELRKMD LR, BEBFHNEEZKRE
R, HApHBR R, 72 20 ML REEFRREDFK LT MR8 2 £ A9 Deep Blue, AR
£ 2016 FEEMEER L= MEtHAR AlphaGo,

PREFINRROATLEREEAKR, BEFBREERFUERER, —HH, ATEERAR
RETIAERGRA GTERIEX X~ , RIETLIENSRENFRER . TR ERAFEMIIR,
EXABRFAELTET RENBESRIR; 5—HE, ALERERARNMAERELASFRNR
BEHRTLIRAEE, BRNFRIERMEMELENNPC, MET — ML, HmESL
MEMIER, SEHTEBIRRNEEFRN. FTAFEN “TFE

BFERBEET ATEERANAKRE, EEFNATEREARRN “IE:R", Fa @R
AT ERE, BFERNATIEERAOINGRET 22, Ik, 8. JEUREHRAR .
AESNBIRTE . HERIHREAXAATERERIIZAURRM TIRRAMOEE, BItE
8T YSLE R AR AISLIe P E IR0 F XL

BRI AEETHEFRMEEASIIATLEENEBERI R, HFkR, BFIERRESHSHEYE
MERME, BIEEL T EBTHMEIUESIERATEREE, #HTERATIEERALE,




AT E AR SN TN, BXMRES NS EINAE ., BFEREEEMIEIR
B, BENEESNME, REBFEEHRINESEREEDOZEEK, EENILEFH
ROEMHEY, tLRERILBAANAIEE ], R A LERNEXRABREERWRE . BB,
ETigl . SAUWHEMIIESTELSE TNA, FRAEAZHNALH D SREEE

BB FR WA AN TEERANAKBRR T FEMR, BATAREAS, METESHE,
KR =RARARETDEHRIXE,
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B 1E
AT ERERERER -
il S A LT EE FFH*_FFE*HE

1942 &, RIAERPIFEX (lsaac Asimov) FEEFERE/NR (FREE) (Runaround) T &
ZHNBA=KER, HEHTAMNTFAIEENESR, 1950 F, HENSATEEZRER
(Alan Turing) &3 7 FFEIMER (HHEHFEBE) ( Computing Machinery and Intelligence) —3Z,
BARTHEATSENSURIAESENERS L, XIREEA LSRN T—IERXHNE
R,

B —BHY, BFIFWEAEMmE, 1940 £, AYHENEE OEETREBFHEEN (BRF
MY (Nimatron ), ZA/EET —MEEBEAELNE “0AF " BRNEERE, FEERSH
BEHER T ASEHBIAE, @

BFERNERSE, ISAIBEET T A%, HFEEESREEKNARE+F—EM
B, WREDS, BEEE T, U5, BFRATIEENMREBERD T HNHRS: BHEIT,
1971 5% 2015 F/8, SBFRHWEXMATEEMFTICEHEAZR) 1000 &, BM 2015 4
32022 FEM 7 EE, BXRICXHEHIXE 1625, EP 17 BaA (B4 ) (Nature) 0 (R
) (Science ) HENE, P

EREBERALERNARSE, JURE, EZEARCHER, ATEREAH+FE—
BREANRBES XA TS EZTAEX, Fa0 1992 FaIXFEHE A TE B TD-Gammon,
1997 M EFRRIEA TE &L Deep Blue, PAK 2015 FREHE A TEEE AlphaGo, XL

TEENEANE, BE5ILTEMIBHEZNNE LIRS A TE R ARRZIE,

':.E A TR AR RIRE2023
BB, BASHSHENS



Fig. 01 R BT I (BLFHL)

EE k8 Westinghouse Electric Corporation Photographs @

HEERFERBEMER Al E AR ChatGPT B 53k Al ZE—EXEL: OpenAl XSO AN EE
BERIATERZH (llya Sutskever ) ES5HFIXAEIIA AR CEO &HfELE (Jensen Huang, AR
NAECH ) WIRATIEH, OpenAl Z FRLABEBETE ChatGPT i EF A RIRHEMFES

( Reinforcement Learning from Human Feedback, RLHF), 5[EBATE Dota2 sk A TE RS E
KRG X, © ERENEERIBHNEI AR hEEFERR, FEBELEM DX
U, %%WWE%$EE%EGWﬁ@%6,@%ﬁ%?ﬁﬁ%GW“mmm@ﬁL#
H—SEL A ChatGPT,

AETREMA TSR SBFINBERFNESE, FTPRELSNRIRINE. & RIEBEMEES
B, BEXMEAEKENRE, IUEIATEREAETNERBEEY, KASHSBFEREX

@  https:/historicpittsburgh.org/islandora/object/pitt:20170320-hpichswp-0090
@  https:/Aww.youtube.com/watch?v=2Z0atq2yYJw
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BENEBFIERA Nimatron 14, BFRIEZREREET (REATERSENITENE AER, BET (ERFENR: BFEMME
TFYTEZHIFIRZH A F) =X, WL THE P REFRSEATEENELRR BRERESHRM), "RUHT—DEBRA—
M, HRSERIES T MEZIEmNASSMER. HiFmERRENER.

MERFREREREE EREH “ERWE" BREFHZRATSEESIS
FRERIRHRZTHHE LERERT ATEEX—AIE,
A, XRARATEES VRIS T H 2R ( MFROARA), L HEX e A TEREFRIETEE
MHEERZ—, X VS AERE" AER, BEMBMARHITIER AL o

o A

—O LV U U LV U ~N

1940 1943 1949 1950 1955 1956

696T-0V6T .. EWE SR

HIRMBIRHENERRS, H7 SRAFET IR HIRE AR RN T B EEIRE
SIREAHTISMEN, Kth2:
BT RRNETRATRIGRE,
FEBTFRASREFNBLR BERRETESHEX (NBEFHEHETNEYINRSR), | BRI &
TP MNEA TR ELZA, WATHR LB  ERED MATERES. L SRERSET.
1968 1966 1961 1959 1958 1957

RBAZIREHTERRE TENRE | FRESERZNERAETRERENE /R W HATFIZ o
R (BP) RIIGATHERL ., | RNF5E, RS T SBNBKG 98 W AR
B, BRALBREREMTRIHAEE,

BT EEIE X (FHRFRAIESR ) hiRE BIERMESEMEA FMEANLERET ZRRMBE REOEES
m?AI§§E¢ES§DiR§ﬁ<$fE§€Ei€o RNMBEREZSN. FEREGNER, FFRTHERSZHT —1LNEH.

kc l ~7 ~7 ~7
1974 1975 1979 1983 1985 1986

BB TIESEAINRIZE T STV, BRERAS SR, MEAAISETRET | BuRRdT SrRang, FER
GRIE) SR — TR AT N T S BN ERSIEE Eiﬁﬁ;ﬁiﬁiﬁ;ﬁfﬁiﬁ;mg fjiszgmmmmﬂ$5*ﬁ
REFMS R, LBAEA TR RN T HRIERMEE, a2 Aoz AR el Lat i i

FIBARFIER/RIZH Boosting 757 . IBM #53 A R4548 Z & 75 TD-Gammon,, RREBEXZ VIR
ZREFIRE T TRRARTRIKE, R SHETEIBRTERSHE
ARSI A S AR H R SR, RETREEIEENNEE. . B CRB) HEM.

(—C U OV O U U
1997 1995 1994 1992 1989 1988

mESHTRY FMUAR M2 E TR TIERIERE T IRE IBM SXFRIAENERAS S Jeopardy BIENR L BRLRS T BE.
BEMARMAREL FINEE, FRT REZIEZARIRE.
RBEXSFAFERE RISRIB IR RT3 A N FATE B FIRS 58 B RRATEIZITAY AlexNet #1424 EL7E ImageNet
LDA &R, WAL EREF, FFIARTS TIRERL RERREH, XEEL EE—RBIREAE ImageNet FIRERY
i H&, WMEEHE, SR THENEHFHRRIS
2001 2003 2006 2009 2011 2012

DeepMind &7 T H2IR& T A TE#E OpenAl X7 T Dota2 B A T& BER2E OpenAl NETATEEMSIRE 60 BFE, MUB. &S
(FIRER), AT E—NEMERFERR Five, F&GBET TRRERIIGESF . BMFEMPEERET (RE¥I) —X.
REIRWITRIATERE.

b
B
By
s
2
3
S
g

M EAEEAZMARASAE LR T Libratus BHREM (WEE), ZRFHRTHABRE
Facebook BX & R EAGE R F LM T (T # DeepStack, 7EF A T PRIEEM P52 _EARIN M TR

B) B Al TERARREF T EFTWTER EMT HRMEALTR
WFTEHTR o DeepMind #H T AlphaGo,

-000C ..3HETHb B

Google & 5 Bert, M In7E 1110 AlphaGo Sttt R EEARREFZ— Google BIKRHE K2 H A Word2Vec i
NLP {ESHREVSRAERSR, AT AN, ERFHZES, AphaGo FRAREIRFHHARR, HEEER
BABSERRRT BT, BUS T BRABER, BHEIRT TWRMBFRRRAME, )

N O O O
U U U U U

2019 2018 2017 2016 2015 2013

OpenAl #tH KIBESHEE GPT-3, EHA OpenAl #H T EFRRHAIESEE ChatGPT, ZAEEYS ChatGPT SEF A
BEES LBET RHMMNMRE, ERIFRRUZIFRES, BUSTEARNRY, H3I5KTEXNHSRIE,

l FERERARERFERT tim*iﬁﬂll%*iﬁ!%‘fﬂ@ﬂi&’—i R

U

N

2020 2021 2022

WHATBaEERE FESHM Fig. 02 stk A T & 8EfH SEE AT [ 45
AIBHERSE FHEERM
AIBRERS FHEREBEY ER%kiRE: 84l

O




1.1 R2iRE . ATERESHEFIENEEE

20 48 50 FRE 60 F(, BT HEMRATEEHRRIRINE, FLHEE, FRENTXYT
ATERNRSEHAR, MEERNFS TSR FIENEX, EBPRHFHE (tictactoe ),
EfrSE (chess) MEFRPE (checkers), HEFAMNNTAIERNER, MEEBESHM
FFNES ERRGEZEEMAZLRNEE . TLIR, MATEREERN—MIRIZAOH RN N A Skl
24, BFINHEDE A TESENEANRELRE,

1949 %, ERILZREK (Claude Shannon) FIa Bl A TEENHAR . ME (BER
& ) ( Philosophical Magazine) E&AET (%5 B TEIFSENITENZER ) ( Programming a
Computer for Playing Chess) —X, X2 ERSEMERA TEERRNFE, ¥ XIMTER
BHENEHARNERRIERFRER, BINCERERSIEATSENERDR, HifRIE
ST WENALOHT, ©

il

BERIEY, ITENZSTHEREE REXNEICE N KREBIFRA TS EEMNBE, 8%
AEREMESEEDRAEN, Ha0, BEHRFRALERE, AMITLULTENSRIZIR
2E (filters) F139188 (equalizers) | RITAKESE (relay ) FIFFREEE . LIEBIFIFMER .
HITRSHFEE. #HTEEEE. BTESHARAR . EERSRENSETEEHRESS,
XABIFR T 2 A9 A LA BER ST xd LA At S 4R A9 38 H AL o

| PHILOSOPHICAL
L MAGAZINE

| Yo

5
=TT
uuuuuu

| VOL 4l SETENTH WNIEE e WY

Theoretival Erperimental
and Applicd Plysics

Fig. 03 ERIEZRER 1949 & (BEHE) LAERTEIFRHE Al B9EX

EFski&: Manhattan Rare Book Company™

M https://www.manhattanrarebooks.com/pages/books/1403/claude-shannon/programming-a-computer-for-playing-chess?solditem=true

05




1950 &, AT EZMRAFRRIBFH : (WFHRIAMN ) ( Bertie the Brain ), XFIFX
HEZCZAXFZTEROBOLE AU (Josef Kates ) &IHFIRIE, %G “ME" &
FTIHEXERRESS (Canadian National Exhibition ) #TEN , FLL “ &AM VS A%
KEX" AER, EFIHMARETHBEEL o

L, PIREEZSREARXAFSEREAMERNE—G I EMN UTEC (University of Toronto
Electronic Computer Mark 1), XtB 2R FREBMHENZ—, Y %A A, TEE—F
BN . SSERNERBRIBIIETENTHMRRBER . FFEEA—ERFAME
SEENEX, EEESUBFIRNERAQARETER, DISRERIITENNER, B,
AERHREN NI HFFNE T —HHFFEBF RN . ERESEE, THABREXSBFIF
SCAVERT, HEEMNBESIHENHTHE, EXSEERNT , B2 OBEIEKEERS, £
AEH R A IR ,

T

Fig.04 £ EEE TFUHIT AT RRAMERG ( JUEE A9 AR )

ERskiE: Spacing Toronto™

(D  https://spacing.ca/toronto/2014/08/13/meet-bertie-brain-worlds-first-arcade-game-built-toronto/

':.E HEWA AR RIRES2023
FEORE. FASH SRS



Fig.05 MEXEAREME R FIHEM UTEC

EFRER: S8 AFRRE "

B—NELZREZEEES (Christopher Strachey ) BFIEPRBEA TE8E, ZEFT 1951
F 5 BB, ERTFHAITEMN Pilot ACE IREART, FIRENNEEIEET , B
FRFERZEFANVRMY . ZREFEE TERNXEMESF, HERRIBFABLRTAL
BEESEIREZ/R (Arthur Samuel ), WEBZ/REFEEFMHARMALA LS ERERS,

=

anp

AA/B/R (Allen Newell) MEZ5—NE 20 tH42 50 ERMAZERA TEERARPHEZZE,
ARREEAMATUIZ EREEEREFENEANATIERRER, FF 1955 FRE7T (B
PR MRS . BT ENMARREZRESHIZA ) ( The Chess Machine: An Example of Dealing

@  https://utarms-online library.utoronto.cafislandora/object/utarmsIB%3A2001-77-169MS

o7




with a Complex Task by Adaptation) —X , TEXENEH , Mg T —MNEEBHEA—FEE T
RS E,

AB/RAXIFR T/ESIE2 TS (Herbert Simon ) 89E=, — ATUEAZE T AERAN, FF
RETEEBNEMETFHITEDEENATIERER (BERIER)(Logic Theorist ), ZERF
£ 1956 FRIAESF ETSIY ( Dartmouth Workshop ) — A TEgEHE ERAETERN ., B2
BANSWN— EHTTRR. BARKATERMEIRN A, —BEREEEENEIEXR,
BEREERRNEEEAZE (Carnegie Mellon University) 27 7TE#ATRELKE, FE

—RIEBREZMIIALEEHAR ., —ABEAEALEERRMITENRZ ERRE R,
F 1975 FRIBTEIRE,

ALERENERESRENSETNELRT, BEXKDO T ERBE (Checkers) ATHE
g8, ' BBREFERMESEANZHEEREAVETEE, BANEERENER, 85
BRI ENRGRRED “NRmFES " RELHRR, 1959F, AXRTELZRNEX (REE
B K AEL B X AT HL B8 22 ST RO 53 ) ( Some Studies in Machine Learning Using the Game of
Checkers ), " fEXTATErh, SE/RMETHR EE—MEBAIIHGT “BHREI " AT
HEeRER, BIEPRBMEFS . XN T/EPFIR BRI S (rote learning ) B9753E, ET THL
285> (machine learning ) B9, FFAL A T@MWES] (reinforcement learning ) B&ZA9ET
5, " 2B ROERMEIREFRLITH T 2EHSENHEE, T —HOABRENES.

Fig.06 Z2/RIIEFRBUEF M A TERERIRET 2

E &R : Some studies in machine learning using the game of checkers

':.E HEWA AR RIRES2023
FEORE. FASH SRS



B EAXRSRE, JURIATEENRESEFRREETLHIENXR, —HH, HX
BREANTEEMAERENY T EERNER, BEHMNBEIARBFNEEES, 5—5
H, BFERX—SREN, ORENRINE T ATEIBEKE .

1.2 XERER: ATERERNKER

20 42 70 F£RE 90 FAR, BFEWALEENARENE . X—MRIERA TSR
PREEX L . EfRBE ., ERSREETUSEETIRIARETF, NMRETEMSNXE,

197946 7 B, HUWATBEE—RERIER EHK TRV BERHREE , RREGEX
SEEAEIE MRS (Hans Berliner) EF S RSMIERNS %, %5788 BKG 9.8 K
SIFEA TEEEIR S, HEENTSE - OSBE TN R EHER Tt REED KRR
(Paul Magriel ), #MAINS , FEBER A L& BT HEVSHIRL SR, TR E b A T2 se4E
BEAIRRABEEE, AR A TR, BN AIIRRA TS NI STt ARMIA
M SRR At#EE , 1

BKG 9.8 WA Z AT ERERBAEHN—NERE, EZB4NEMT, EFTHNNEA
FBE THE5E (Rodney Brooks ) =t (Richard Sutton) E AR, HIRREEK
AANIEEN-—NEESS, BAEKERUEINLARETETEM,

SRR A TR AERI B — MR AETF 1992 F89 (BT FZEHH98F ) ( TD-Gammon ), ©

IBM B9EF S A RIFABZ ( Gerald Tesauro ) 57X MER, bR 12 IBM 223 (David

Ferrucci) FOEIBAPY R Z—, ZEBAEREL T KB R HAXHKR (Watson) ATEBERR,
(NEREZDHER) HERBESZHANE—MNEHEALERER, BE 1989 F, KEZ

FMERE (HMETHREFR ) (Neurogammon ) X—EMNEFH#IE M LR AW FEE A TE 8852

F, BiSTE—BIBNEMTRRENEX, (HFZ20MHA) EREFNEM L, 5IA

THRERESMRBUFINGE, ERSAMEHANEERENGIRT, BIXENEREET

2, KETREALRRIKFE,

@ Hrh, TDERFEZES (Temporal Difference) , EEMEITHEBMERHESE; MGammonEW HH A KESLHMAIE,

09




(BRI FZESBREF] ) IEBR T E RSB TAE TI2METHE T, R EmEFISIERBEN
2289 A TR AT 45 AR TR A B SKERE B . X NERIEFRAIRS TR UEIHE
MAMEE, E2ERE—RINEPETEHIBUEIFRER, '

%] TDGAMMOMN.EXE [z N |

File Oprmns Help

It's your turn. Score: 0

Fig.07 EZHONIEATEZRERS (FFEDB9RER))

E1&3kiE: 0S2World Gaming Site™

HRZHHEEN . 1994 F, BMTENMES ALBRREERRSHERSTELGHOATLEER
B (&5 ) ( Chinook ) o XMEFHERRANERA TSR FHERARRELZ. N
SRATEEEHRERF (Canada Research Chair in Artificial Intelligence ) 835/ (Jonathan
Schaeffer) &5,

£, EEMRENERIEDSIERY (FiEx) SMAKBIRE, BEBELIRKE=ZRA
REFEETF (Marion Tinsley ) AE#ET, LEERLEFUURF#EHT, 1994 F, (FER) &
SEHANLERARGE\TEESE, ATERANEREE, NATXHANGENRELEE,
HEBEMLERDEDTEERNLE, " 2007 &, BiFE/RE (R2) RELLx (BEHER

@  https://Aww.os2world.com/games/index.php/native-games/board/114-0s-2-td-gammon

1 ‘:. HEWA AR RIRES2023
FEORE. FASH SRS



R ) ( Checkers Is Solved ) —X, B4 (FE=x) BFRELNEZE LIEBRAB A feimsEA
B AT KRR, '8

EHERE A TR ENEN, ERSECEREERNES, FRRISEASNITE
HLE T IE%E (Feng-hsiung Hsu ) ERF AT EIIATFERSKERKA (& ) ( ChipTest)
H, (W) 7 1988 EMA T E—AEE ML BAHMASB AT EN, " /5, Z
HREIBAE BM AREEE, AARTEATERLREE FEERREBENHN (RE)(Deep
Thought ) TRE , ZIWETE 20 tHEREE T AL REM (F15)(Deep Blue) iH&#H, *0

(RE) RER LERAZEZNERSEALERESF, EXAT7TALERE/RSENBENER
EFhk, BITE—BAETH IBM BREN £, 1997 &, (RIE) U=#—FHNEEEKT
SNRENERSEIEFREIREZ X (Garry Kasparov ), (R ) EE RS A BER K
INIRALE RS ERMREMSM, EALEMAN THEREEINER, (RE) BT 20
HLEATEENNE,

Fig.08 (RIE) XIE-RETIAZ K

EF3kE : britannica”

@ https:/Awvww.britannica.com/topic/Deep-Blue#/media/1/155485/61084

11




13 &N REFIRK

QN HEEZSHFRATERE, FREATXKENESNE, X—MERIEXA LSRR
BAREFINIGE, UBESMEMEREAENERFPREAL, HAREEREMEN, 2
FERTETREZINMA, MEATSREZRRBHNEREEMN: AlphaGo ERAFRFAE
MEBALHFZ—HZHA,

—HK, BEBEREERSHNERENRBRE, REEESR AR ATE KM
BEXERE2ZERIEAZL, N9 x QRIEHE, 215 x 15 EH, KEBE 19 x 198
EMEE, R5TEHEERS T,

1963 &, METRREMEBKRATERENE—RBIOX, “" 1968 F, BEHREXFEHENR
FRAOEMEIR (Albert Zobrist) EEXFERIRFIMELIENH, BRETE— P EHER,
B2 F RS EWARITR . * 1971 &, FE/R (Jon Ryder) 7E&EfH BESR % Lt
TTY R, BT REMRAAENER, FESFEEHNASOT A EEREFRINBEEN
733k, P 1972 EF4ES (Walter Reitman ) FIEI/REIFEET (Bruce Wilcox ) bR T XFE
HATEENFAR, MINEDNENEALRFOLERE, XRIBXTFERBERIIR,
AR TR E S BRI A T AEREB T AT T 5 FE , 2 19

B—MHERR 20 142 90 7R (Mark Boon) AUFSE, fERMEIRG M REERE
MR A TSR, FIET SR Goliath f0i2F . V7 X—HIEE TS E MM TIE, FlanEN
(Paul Lehner) 891163, DARERFEHEK/R (David Stoutamire ) #2885 S 75 7ARMEE
R PRI S,

2008 F 7= D4 Bif4s K2 EHE4S (Guillaume Chaslot) EAR (HITRER2HE
2 ) ( Parallel Monte-Carlo Tree Search), DA 2009 Fit-EB KM AZERESIKITENER
HREE (RE-RZRERMITENEE ) (Monte-Carlo Tree Search and Computer Go ),
RETEERRA TEENREEHE, PP 1SS RERE R (Monte-Carlo Tree
Search ) AN RBEEREBERA LSRR, ARERRUNEHELRPIRGSHS , SEREN
BRBWINAZEE AlphaGo FITHZOEX

1 E A TR AR RIRE2023
BB, BASHSHENS




2015 £, DeepMind #H 7 R 14 P B2 AlphaGo, AlphaGo R T REMEMKER | F

BEEIMERuEININEEE, BREERZEMUSHEFRIEMEE (value and policy
networks ) &&, IZH TIBRMBEEERATEEE, * 2016 £ 3 B, AlphaGo StHRE
ERRIEFZ—ZtE (Lee Sedol) Xk, AIHLLES, AlphaGo BT %, BT &K
AIBER) . AlphaGo WMAIERBA T EERAEERE T —ENSE, NBTUERLEES L
BHAE, EAISRERARENERE,

Fig.09 AlphaGo ¥ &2t A LR E A

B F3RIR: theguardian®

REZFINKTRE, BRALSEAMEHE LTE2T, HEXBEEMSHER, Hb, &
NEENAREEAT2EEREX (imperfect information game ) RIS,

FMBAZ2EREN, RERRARERBABERIER, PIAIFE .. FREEHERHEIAA
BATEERE, AARRAANEN FRENFRIEFER . EAT2ERELT, It
REERBEAGHRYN, ALFERREIEENEREERNNESR, EEHMYSHERN
ERREARMRAESESE, BRTHNEEREIFEFE ., Alt, EATE2ERHERHITWAZ,
WARNATEENS — MBS,

@ https:/Avww.theguardian.com/technology/2016/mar/15/googles-alphago-seals-4-1-victory-over-grandmaster-lee-sedol
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THEENHRAR—BEEHENEMINEALEER (Texas hold 'em Al) AR, % 1984 4
BRIV ZETRKREZ /R (Mike Caro) 57T (Bius ) Orac) BFEZ/E, FI/RIBRRF RS
#/K (Jonathan Schaeffer) XF 1997 FHET (BN Loki) BFEMEMI 52 InRAIME
HITH . 2015 &, WI/REH T (UERE)( Cepheus), ZEFMBRET HAGRTEMIT
AotEZEIRE, HERTE (RIZ) ERRNEX (RABRFEMFseRl B4 ## R ) ( Heads-up
limit hold’ em poker is solved ), iERE 7 EHAEGRTNER T LISHAZL, B 2017 &,
RREEEXRFZMARBEISEAFEXERER T (RFEEEN( Libratus) #1 ( X&) ( DeepStack )

MBI A TSR, ERATLREBMIT ERNERT HRATRRA TR, 2019
F, RREBEXFENELS Facebook Al K757 ( RFFEE) I/E4kMA (ST ) (Pluribus), A%
NENARRTH R EITR TRV TR, HXIEXBRFARET (RFE) £, HATH
FHIRHERALERENRATE , ALEREEH IR LMME, BRAT AIERER, BHE
tRFSERIER , >

Ml

L =3 " =s [ _r2 ]
=3 = = [ - B
(=] = o - ]

e

¥ i

i

0 B ate

Fig.10 W¥/RAMTH (IUEEE) e AT RE

E RkiE: ualberta®

BEREZIRARNXTHA, BREEMERNATLERIFREHANT AMNOME, B
PAEFRSETE (StarCraft) AAEAEIBT B (Real-time Strategy, RTS) 5#xk, UKL Dota2.
FEEBRARENZ AELTE (Multiplayer Online Battle Arena, MOBA ) i3k, FEIXFE

(D  http:/poker.srv.ualberta.ca/

1 4 HEWA AR RIRES2023
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W, AT FEERAERNAFERE, AR HAAEBRRERER . SHEHEAT2ER
EHEAR, EXEFEP, IR—ADELARHITRE, S—HTHFEZRNEHIZTESRE
AT AERRL, FELAEE=EELX,

2019 4, DeepMind £7 7T HEFRE TR A TSRS (FI/REE ) ( AlphaStar ), B (
RER) EMTRESS . Be%S . BINECHMLITE (evolutionary computation ) &£
NI, AT E—MEERE T PEFWRRINVFTRIA TEHE,

AlphaStar

i
(a -

Neural Network Activations

Fig.11 AlphaStar

EF-3&E: DeepMind®

2019F 10 B, DeepMind EIPAE (BER ) KX BN (EFHZ BB BUEIEERS
%2 Pk B = IF B ) ( Grandmaster level in StarCraft Il using multi-agent reinforcement
learning ), H—FFBENRT (F/REE) NEAAT, HFELERFHTALSREBEITLUE
T HEAS 2R,

OpenAl N 2% B ¥R M T S AL HE Dota2, 2017 &, OpenAl X% 7 Dota2 AT
EBERZ R OpenAl Five, HEERSREN——f 3} R T Dota2 ERIVEFFEFIE ( Danil

@  https:/Avww.deepmind.com/blog/alphastar-mastering-the-real-time-strategy-game-starcraft-ii
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Ishutin ), V2018 £, OpenAl Five B2 B LASZ# 5 VS 5 AN 7R, B& T SRR
BB EE ST . 2019 5, Open Five 5ERBIERNTENME OG M7 7 X, HIK
BTHA, 20194, OpenAl X757 (Dota 2 F AR E R F S )(Dota 2 with Large
Scale Deep Reinforcement Learning ) —X, B/~ 7 fB{I1E497& Dota 2 i A TE a2 A
ROERIC IR TR I5, IAK(E1S Dota 2 XIS HHIZ B EIAKF IR KD 0] 8815 LURIR

REFATS , B

ERAT2ERINHPERIBEALNATERRS, —HHEHEERNALEEEREREXRME
RSB, 5—HHE, SERE. SNTMNKE, bERAALXELEFRIREIR,
REXEBERATERE, STARATEEEARE®E D, ATUINL, TXRERATEREHRR
ROSRHR , R ATEEARIX—TERRE,

Rl - ?

I

Fig.12 Grandmaster level in StarCraft Il using multi-agent reinforcement learning

E A3k OpenAl®?

1.4 5 AT EEXRNRKES

ATERARE LNEREEN, XSEEREEETINEKR, MRt —ERSENEIT

(M  https://en.wikipedia.org/wiki/OpenAl_Five
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MALERRFAEERNEZS , RS ATERENLRE, HREEEF=1777H:

B, IRERRFRIENRREE . EEREYE, WEBINAREEIIRS, ATSE/EEHE
WA R AL, UFMEREESEREES. B, AREN—EEESEHILNEM
RE TSR, DUGEA TE fEmRE RIS R OB RENARNE TR, R, 1E
RENERADX 1, FIBBEMRBRALERENESD, BEEMENENEERNITHAC,

HR, B EWLEENRES, HRBEUATEEXNBRNLEERNRRERER, T2
WERKIFETEED S, EHBEENMR ., MRATEREEBEIMSERERNEL, 5
ACBRIZBEREN NN B EEFRNERER

&E, BRRERNALERIISGG ., SWIAEEEL, BNhSENEE, GBmMAMSR
HEFHMITEEN , FETLRHERRARNEREURBENIIGKE, BLEMESRHT
TE8EIIZ,

ST A TEREAFNIREE 8L, M T BF RS ATEEKALSREERGFNXR,, &
i, BEEFERREZFIRANAHTENLRRE, “ENXRETESHNTEE, AMIABRX
FAATERERAR “Huik ", EFBAXTURARITEY . FFRFERFRNIREY, SEF A

TEBERARERFHX R RS RPN AEREAS, WAL, DURE
£ Bug &%,

BRKIE, EETHREZIIA, BNTUNB NI EREMEBRA TSRS HRNXR,
—7H, BREALSEEN—MRT, HENRZRMNZAUREREBIIGER. B,
FRERNHEWALEE, ERREMIRRHRAMIRIT A TS ENEENLES 088
DRSEENEEIRENATEMES , EXTRXLE, BRATERRHEK, SATERE
AEBREHEERMN,; B—HH, ALEESERNXREAEIMEA TELEXS TR L A8
AL, AIEERARNEGABERALNEERAREESHEE, EEENE, BIUR
BERBERAS, RN LNMRA, BEHTERFR, AT RESHARE,

BEMEN, HEEE, BEE, BRSATEENES, AANRREERWAMRRIISLE
BIRH T EROHRANEZR,
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Generative Al for Games Market Map

“

Al Games Studio 2D Images 3D Assets Textures
.
+
Midjoumey  Stabls DM-E2 ¥aedimdd  Hypathatic Mirge Barium Al Fonau ArmarLab
Speflbrush Regression Latilute Diffusicn
Games
Animations World Building
) " o
- e ' @ k >
Culture Hidden Oraliocom L
1] Doar
Kinestlx Deep Mation Wesidar RADICAL Phask Mosboet  Promethean  midar
Dynamics. Al
CHARACTERS AUDIO
NPCs Chatbots Music Speech and Dialogue
» \ o
el e 0O & s
chartema, al conveal charactarai chal.mi gemsouls Soundiul MRS Harmaons Sonantic Vioscemod Replica
Sadios
- = &
In'wyoni AJ reLai Circle Labs Repika Adethea.sl infinite alva Muben Coqul Resamble Readspeaker
album

Fig.13 ATt A TE BEFENE R SIS A R AR

B A& : The Generative Al Revolution in Games™

@  https://a16z.com/2022/11/17/the-generative-ai-revolution-in-games/
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B rE

i 7% E’J;“\__%”E“E =
WREE RS sl EE M B

ATEBEREZNERAE T EBFHUNEEXR, —HE, EFCIEIH<ER B
KA THEERRFOMEE, MSHATERBEERAEE T ESHERFNPEMRALTRN
BBh. 5—HHE, MEALERERANERR, AMJEKRIAT AR XIS A SKHE B o+
MR HIE, NMIRATFERER, EEMFHRESHAEE, " ERSEATEHERRNS
(Artificial Intelligence Generated Content, AIGC ) HANARE, BIURE A LE SR AN
SCUHBIN A, S EME RUFGRESHAER

AEDEEMNEFURBER. AIGC, &EEENPC IRELTIRESH, RKNMBALERERA
R F IR RN BIPRAMEIR

2.1 TP AT E R ARE N

NFFWRMS, EATS AW A, SRR FREFAIE I I se Ry
MR, N HP, RFANER" 2EEDATSETIE, AMITUBRBERITLBRA . Bk
WITRASIE, BEEEFHFRNREMTMRE; M IR WEEATEETR
5 KA B ENFAR, EEERHIEMRERURFTINRESN ., i, X
& BN B E AR AR A TERERARRTTAE AR A& o

fEREER AR R A CERRHRED SRENMERRKRS) B, B 81% NKZh
FEINERS AT ERERARRREBHENER, BN A TSR ANIERHENIEREMRAS

E':. HEWA AR RIRES2023
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o O

~Wo

it

BEER, BFIERESAIEENESEE 2T, SFEMRER. HEngit. KB
MRBEDNENRSEE, EFSKEREZRAXNNATEGE: (1) WEFERPIEEEE; (2)
MRBITHIERAIE A, (3) BEUNBER (Procedural Content Generation, PCG),

B, "HEBRPOEN " 2EMEFERNIETIRAEE (Non-player character ), B2
BIRPNPC, XAFEMNIT/ESELESENSR, CIBESR. S, WHEETH, UKIE
EXHITH, BERPHEEEAERERNEZAEMIS, AFEERRABERT XX,

HR, "HEERRNEEE " ERXATEERARNEEES, AF SE2CEH#TTHE
MNE, XIMESHEEAREENEFINHRT, QIEEAEXETR, EEBT ALERRK
FHMREER . 5 "HEERTHOERE" BRAENE, IE2ERNPEEEEE, 8
BRI RN — N EZEMNE D, M Tl " NEEANBR TN/, ERSHAZ
MR A —EB S o

BE, "BFEUASER" WEEREREFIRABENEST, MEM W IN&ENFRE
M—XNAE ., EREEFEFNBATIERERENXT, BEHTRIBRIT. SMEEREIARNBED
WME,; BPATEEEARRERE LR, NMTRAY. ERE. BHEMAFPRAENIRT; FIBA
TEBRARENTM, NMTHADES . HEREAEER; FBALEBRARRERNM,
ORI EIAASR,; RIBATSRERARCEFENX R, FEREATES,

BEUANSERBE LA MEREBRTHE LB THNA, BE2EIMEENENBE,
20105, BRFNBFIERANERE, BRURNBSERFBSHNEARBLES, AGC
FHATERR BRI ST RE, XARBRE S HsSgassk 7 apg, 2 1)

WS, AIBERATEEFHEPHONB2MBESUSERUNES, EINREHXEFSE.
SEARIER, RREBRIEEZ BN, SBILLEERENALERE EF2E, NMBEEBHK

@ £, https:/finance.people.com.cn/n1/2023/0220/c1004-32627244. html
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RANHBNEFNTIR,
AIGC S5EBFilFX%

ER B AR B

SREM

R @

Fig.14 AIGC 7EH# X Th 17 R B9 Rz F AR

EFRR: Bl

=z 1 GPT-4

a o
% Stable Diffusion
AlignDRAW Novel Al Midjourney

CVAE DALL-E2

CGAN jukebox
>
Gmario s 0k
Al brids

Fig.15 AIGC B9& 257 M@

ERXIR: B
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2.2 BFRHUABTERS AIGC

REUASEMBEFERATEERAERRFNEENAZ—, HERET B SRR
XKL HE . A, B BREFE, BERURTERNNBETRHTSRENH, BN
EBETHEANNBNER, SEBFENLEANIES, IERIAFTEAZ—2HNTUNALE
BERRBUBPERARER , X MR R AV A I E R EF D N —1h % .

RECRBERNARSNAEERANDE ., " NARREANREE L 80 A1
—Z&7 “ZFEAEEE (Rogue-like) " ¥k, “HEHES (Rogue-lite) " jF#%k. #ZE (Dungeon ) %
X, E#E (Dungeon-like ) i ERBELEK . ERRAZZNRAMNER “EREIFR"
(MicroProse ) T/EZ1E 1991 FH @AY (3288 ) ( Civilization ), LARHBERE (Blizzard) T{E
=7E 1998 FHimhy (BERIKIARHM ) (Diablo ), BIERES BEIEMME, HOREIR; FEN
RRFET “H&IKEh " AR,

AIGC MBERRUSESNAR, ENLFREAIFRNSEAGT, SEFRINEKR. M. =
R XAERS, AIGCTERNRATEGRXE: XAHLH, 2T E:E (Transformer)
NEARENH, BUEEBZS (Self-supervised Learning) AZI AR, EMER (Foundation
Model ) HEMEMABIESHE (Large Language Models ) ; ' MEEGERSE, WEUE
FRIHM%S ( Generative Adversarial Networks ). B###E85 ( Autoencoder ) LARIEFIEE KK
BOY BUEEL ( Diffusion Model ) AMRARAMERIEE,,

ms, BREURNBSEMRCERERRER. BXEG., HBRXATBER S RETEIIN TR
W, HAEERNEESEFXCMESIRENE D, X—R7E 2022 & (XF) 2)(DALL-E 2) #0
ChatGPT £ AIGC =R A HIMEEINEE o

2.2.1 FER K EHERK

FEHERSEIFH, RERNNTERR “XF (level) ", FXREIFERIZITIHREF A 489
HI, BERBWBENEANTHRIE,. NERHNKRE, BEHEKR, 2IDER, 3259 2D i
B, BEMEEIIN 3D #E, BEZHRNEE, BASNEAXRETRNE TRANONR,
WX RRIRE B R AR D ERIERIBk L, BT X RRBEB AREROIEEF . &
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U, EZHBERT, BERERERE X RKRITFEF,

WS, MERERNOFFRBHEDIMAHR T RE TaM: EEFEATSERARENESS
EATMER. B8 . BEAREZEAFNXRIE? SHAR—HEENSE, HFWXRI9ENK
BEEMBAR, fla0, FEEETERBE N KESKEHTRSREX ; THRXRAFNMR (10
FFIIRIEERE ) MARICED ; RBERITHIMNERITERMHBAESE

A, BFHAITWEATIEREFARTEF T RENHR, HEBXSW EEDT XRER
MEXLR, EREZNE "BERATEEXREMLE" (Mario Al Level Generation
Competition ), “ &% A TEAELLER " ( Platformer Al Competition ), AR “ A T gEE
RS R4 ZE (Al Birds Level Generation Competition ), 9@ @

BAEl, XREMBRAEZZRNATOMARLBAEEH BRI . k. E—A
FRES TR RO BB 2R o

TERROY S 2 X R R A LR E B XEAHER LR, BT (BRISERTE) 19
XX RENRIMBE ERMA T HEXHRN—PFRIESRE, BEXRERNHREINIRASEN
e, 0

BRDERHOXRERFFERAMEXARRE T — AT, EZFRIATES A AEHN
KRERMFEAR, B AN, 2012 EREFOXEW (Grammatical Evolution ) BiAMIX KA
A, 2016 FEFKEMNEICIZETREEMZ (Long Short-Term Memory Recurrent Neural
Networks, LSTM ) B9X-REmRFAK, 2016 FETFBEHILE ( Auto-encoders) FiERXE R
PR, 2018 FEFAEMMMMERE K- REMRA, DK 2020 FEFBUFEINXFR
EREEA, P2 B BB AR LURIBIS BB . XRRIE . XFBiF. BRERE
EMROBEIIERERSI M D RERXF, 7

(@  https:/sites.google.com/site/platformersai/LevelGeneration
@  https://aibirds.org/other-events/level-generation-competition.html
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Fig.16 DERATEEXREMLEEMNDERXK

EE-3&iE: Infinite Mario Al - Long Level”

Fig.17 AT E8eBERH NS K REM LR EMBIX R

B A8 Al Birds®

(a) Level Generated with (inseng for Hartmann's agent

{c} Level Generated with Ginseng for Sloane’s agent {d) Level Generated with Farewell for Sloane’s agent

Fig.18 REINAS AR &

E k58 Online Game Level Generation from Music ©°®

@  https:/Aww.youtube.com/watch?v=DIkMs4ZHHr
@ http://aibirds.org/
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M ER R R B ERANXFEDNERNES ., BFUANBENEERBTHERY, RN
WA T XERRRATENRE, XEHWBE BRI “ RKA8 " = " BHes " k. E
HRELRE 2RO R =) 6 4F 1980 /9 (P55 ) (Rogue ), 1998 /Y (B EBK A ), 2011
FH (LUEBIEE ) (The Binding of Isaac), 2013 49 (4155 )( Don't Starve ) AR 2018 £
A9 (ZET-Z8RE ) ( Dead Cells ),

Fig.19 (LIHHER) PROXREMR

E|K-3&J8: Dungeon Generation in Binding of Isaac™

HEFRBEE - TRIWXENRE, BEDEREERN . PEfkE="EZIheerAEmN, H
XREHRIBRENIERI PR, EIEHRMAMSERUARASEREX, ¥ Bk E =M=
ERXRERY . (1) BEMTHAER (top-down mansion-like ) (-5, #lan (Z/RikfE
WY HE; (2) BLEMTEUENR (top-down cavernlike) %4k, B0 ( O&KIR) At
E; (3) #iREsH (side-scrolling) -5, B0 (FET-4PE) B9HBE,

@  https://Awww.boristhebrave.com/2020/09/12/dungeon-generation-in-binding-of-isaac/
@  https://www.raphkoster.com/2018/01/17/the-cost-of-games/
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Fig.20 =F R A Em

E A3k : A survey of procedural dungeon generation™

HEFRN X RERBARSHESHE, TE2GE: HWAUEXL (Evolutionary Algorithm ), #1&
#% (Genetic Algorithm ), #E1&4872 ( Genetic Programming ). EIZ£432 (Answer Set
Programming ). 4B 15% ( Generative Grammars ). o8 B4l ( Cellular Automata ) 0
ME T 5% (Constructive Approach ), ™) SEFEREEREFIRANE R, hFREI T
PRSI EREMBEX RIS, © BE—LHRMEERUZIMEEES (Transfer
Learning) 755%, it D0 BRATHWEREBRAR/RKNMEXE, ©)

Step 0: Train R

Morai agent from = vese

study r%!i ows AN
— Bl i '\‘ U
% S \ g AN

Comaluton Cormoiulion Convalution

Step 1: Prepare

appriximate Step 2: Transfer weights
interaction data

%1760

L '
@0 g -:5“:,3 H.\;\i- \\
NN N

Step 3 Traln a-gent on Comvelution Convalution Convolution
produced data

Fig.21 ZHFABIEBEINE, BEBERXREBRAT/RIAX R

E R skiE : Toward Co-creative Dungeon Generation via Transfer Learning®”
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— AMREERFRRFEMEF R EREEAIE: (Ena ) (Call of Duty). (363 )(Halo)
F (Eeith ) ( Battlefield ) FEMEIE— ARG TR EELER THFHLETHKAL, BHBEA
FRRZAKIBRE, SARRMEBRNIB K, © TR, BHE— AR TR
BSIAAK. Ints AN FENER—IMEERAERENIES . F— ATRIIHER
Mt ERZAEEE, SE, B8, RFENXUERY, URAENENERERE ™M m
XK RIRTIMA A T E XSk

2011 &, BFRARE (A2 Z/REH)( Cube 2: Sauerbraten ) X FHRAVER L&
WA T BB S — AT ERRHE , @ ZHRFERELEE, BN ERT S
KE AN HEE,

BENFEEENTFE-AMNEFRRKIBERSEE , —EHRRE T LIBEEIREE—
AFREFERER X RIGIHIBROAER R, IRIVELZIHREF, NMER kit E P IgBEEMSHERNE
BB, EE T — 18R “#hmE— ARG ELEMSS "(Urban FPS Generator) B9
B, KEmEXERERTIE,

(a) 3D map overview (b) First-person perspective

Fig.22 Cube 2 sl 4ERAY 3D Eik i

EF3kE : Evolving interesting maps for a first person shooter

EE HEWA AR RIRES2023
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Fig.23 Urban FPS Generator F14 p A9t [E
EF3k3E : Procedural urban environments for FPS games
EENAZHENBERFTEZFTINEIEEMXRIOFEE, MEFURSERNRBREBRE
DT, ' —LFRRE T UEE— B FEEITEESR, MRBTROREKFES
Ex, RZHEAEDNEBHITATRRIME , XFRMERIRIVKFEERE?, RIFIRR
BFrES, BATLUBIE Rt E AR R RIRAb,

\a=]

Fig.24 4 pi AT IE FE R E

E A3kiE: Evolving maps for match balancing in first person shooters !
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REMEFZEBRERAIRRER, fII0, ERIIXPRETH (ERANS ) XREMLE,
HErE Bt 2R EE AN X R, SEMX-REMRNESHEL, (EKREAN
B) FNXREFEERFSSHIEER (FIWENER) MR TMRIFXRNREENEE
Mo BEMTAEARNOZBIAPTEMRNASOENE, BUXREITEE, KEHRHEME, &
KEEBRSITER "HREBXR", "REEZFXR" M "RESLEXR" FRIN,

Fig.25 2017 F “ AL EREIRRRVNSKXREMILE " BEMIER

[E F3kiE : Evolving maps for match balancing in first person shooters ©”!

BRT (BRER/NS) b, BEHUASENRAREEES BRI HPSLUNA, SFPESRME.
EFRSERERER, RS HEBZERNRRENES,

2.2.2 HE R EUS B

R EGEMREE AIGC HRPMRATENMRRNS B Z—, BFERE—XNE2IM
&, WTFEABRNERRS . EFSEY, TEHEHERENBIBENS, BHERERE
BHEAFEREK., FERKIED

RN ARERFERBEARENN DN R RELEBERPHETITER, WHAMERR,
R, BREESE, B8 AIGCHEA, AR A& B EIEI 2 R TSR,

MR AE Bt B2 X EETT 3R, ARSI EROEE o

AIGC x4 2D FEEGH “XEE " "BEE " HANRE, URETEBHIESFHEAN 3D

3':. HEWA AR RIRES2023
FEORE. FASH SRS



FREMBA, BXEGEHFENTLNREERRTEMN, RN XD EMAFEARS
BT, 5—HE, BXEANAREERTIRIDERFRE , EBEMIIRENEREN
RARBRIURAERIOEREIELTRERSEMRER, MALMKITERIE

Fig.26 E& Al ZBFRIE stable diffusion 4 BI1E &

E kiR stable diffusion

BRIELBEALDAREEH T ATERAEREREIERIEY, BEWEEREAE 2023F5
B “ NTEEEHERSBE 6T "(The Culture Al Games and Film Festival ), LARRE
AALRERREREENBE SR, C Eh— N EZRENHERER, EREESARE
BAFFR RS (Syn 215157 ) ( Tales of Syn), ZikfiE T —MNARMNRERT R SFEBHR,
B X={#H Stable Diffusion #1 ChatGPT & AIGC TH , XN %,

B, FERAMNESTHE SR T —RI WM T IFREL, FBXEE®RIED Stable
Diffusion TE#THEN , LERNEERBEBPREXIBFWIHS .

@  https://ww.eventbrite.com/e/the-culture-ai-film-and-games-festival-2023-tickets-565398942457
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Fig.27 {Syn 2181 ) ERMERAS

B H %R : talesofsyn.com

Steps: 100 Steps: 120 Steps: 140 Steps: 160

Steps: 180 ! Steps: 200 Steps: 220 Steps: 240

Fig.28 {Syn Zf&ii) RREERREAIYR

B H %R : talesofsyn.com
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Fig.29 (Syn Zf&iL) AV RE9ER

E R talesofsyn.com

REFIRSIHAEN 2D FEEGNWATEERAZEMINIMNEG , ZEEREAATEEEE
8 (lan Goodfellow ) HARE , BN GAN, * HEAFIEZHFIEE—NER
sAl— M HIBlRE, HREMSENEROMPERES, MARRURHEREGINER. £
PREE AT “URE " Hplas, SRAUBEMEIHNER, MmHE=st OB EeR iR HtaoH
(i B NER, RETTESHNHEND, REREXI TS, ERNRIMENNEE6E
BERURELENE S, BIEREAML, EERNEGEERAS—, SHEMERE,

F—BHNS —XEGERSERNEERBEEE, ZERNBBEE 20 L 80 F4
MELWREY, BEETHREITRRSEHEERESREML, RESIEM, HIZR
EFZINAKFRGE, Z7&XHIET Rk, WBIFHSRXKELAHNETS BRI ( Variational
Autoencoder ) FHAYS B RIDESAEEL R B T EMR AT, © 8255 BRIBEsH TRIRASEH
PRI, EREGREEIEEEM,

ERTIMENLE D BRLEFAETEEGRABENRANER, 2015 F, BEEHEXTIENH
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—HHE, LT REEE

Input

Groundtruth

CNN

CVAE

SRR A A E i,

=

»

0

il

Fig.30 &4 BB (Conditional VAE ) FEIRSIER FEMMEE

E 3R Learning Structured Output Representation using Deep Conditional Generative Models

User tags + annotations

Generated tags

montanha, trem, inverno,
frio, people, male. plant
life, tree. structures, trans-
port, car

food, raspberry. delicious.
homemade

water, river

people. portrait, female.
baby, indoor

taxi, passenger, line,
transportation,  railway
station, passengers,
railways, signals, rail,
rails

chicken, fattening,
cooked, peanut, cream,
cookie, house made,

bread, biscuit. bakes

creck, lake, along, near,
river, rocky, treeline, val-
ley, woods, waters

love, people, posing, girl,
young, strangers, preity,
women, happy, life

Fig.31 REERXTME ( Conditional GAN ) 7EREIRN FAEMMER

S

E 538 : Conditional Generative Adversarial Nets

MERA T RERRIRE2023
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WETEBERIRSEIRANXAER, £ 7T 36*36 DHENER, BIR5TH 7EE XA
SR ER (text-to-image) MBHR, " EEXETIEMERNERRERE, PPEHRIE,
WEEFEMNTMEURE S BHREFO—RI TERAFRTNE T BGRENTA, B
{EBBTET 256*256 BIKYE, dmAse T HAER

i ol e W 5 [ = v
Fa== §.~5" OGNS

A stop sign is flying in A herd of elephants fly- A toilet seat sits open in
blue skies. ing in the blue skies. the grass field.

Fig.32 B 5k text-to-image {E5589 AlignDRAW 18 Ffr 4= A B9 B

E 3R Generating images from captions with attention

H3 2020 &, MMAKZAEZROKIE ( XI2T BUHERER ) ( Denoising Diffusion Probabilistic
Models) —X &, ETZRIFFEE, =TI KHRBY BHEE ( Diffusion Model), BLIN
RIFFT AIGC BFE,

P EENEREEZZEEMTF “EI1858 "(diffusion) AR, BEFRFEIIERESH, M
MEMRSEE. SHEMNROIATEEE G, 2021 &£, 3 AH T “HERIY 8 " ( Disco
Diffusion ) RZfFE, LURAMERERMES S AIGC BREERITEFHTIE, ©

2022 S BUBRESE TH—F AR, EER - BR4ER (image-to-image ) . XF - EMRERL
PSREMEE 30 BREREMEESE T RNA, SREIRFNBELAS TETY BUHERRN
AIGC &, 440 OpenAl K75R9 “5&F) 2" (DALLeE2 ) IR AT LHH “ BT ” (Imagen)

B EREGERTEEREWEFR, AL NIER, “IREY &8 "(Stable Diffusion ) &2
WRHRZET AN, £ 2022 F 8 BREHIRTEEERIUNGEE , RABRET AIMER
ROJME, BMER M ARTUERSZHRHTHME, AMIGHEBIER,

@  http://discodiffusion.com/
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Fig.33 FA Disco Diffusion &4 A9 E &

B A3E: weirdwonderfulai.art @

Fig.34 DALLeE2 BEMEAERY 1024 x 1024 ¥R EIR

ER3&E: openai ®

@  https://weirdwonderfulai.art/resources/getting-started-with-disco-diffusion/
@ https://openai.com/blog/dall-e-introducing-outpainting
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Fig.35 Imagen IRIFIRRAX LMK = EEIR

E R sEE: imagen @

T REYH WEH T, SMRAEETEEESENERER , R e, U
2 “FEAMATEEE" (NovelAl) SN TR TTABEEENEMOERNRA, BEERATHS
ZWEIFUAR AT FMERN TR, @

Fig.36 NovelAl & a93L1&

E A8 novelai @

(M  https://imagen.research.google/
@ https://novelai.net/
3 https://novelai.net/

Y




23 MBS EREN

NFRENENHEEEMEANXANS R, BTEAER. #ITREMERBE ., HXH
XAMSEREAFEEE T HALOIRPHNAENBSEH, FIUAAIBASRERHET EINRE
MEENGIREMXERIR

WX AEIEYIR . ESHERIREE, BEEAMRHERREIBIAR, HEN AR ERBESEXER
B, ERBRNAERBEEEIFERNNOR, BACHFENHRHRLKENSBEHRHITESL
Aotk BUaN, WMREVISARWEA BOSS RIENIE, BBAEAXNBENRFEZR Gt SEE
FIFIRMR; XICMRAIBXRRENEREAR MR, BAEXMEENHEESRNINER.

& GPT-3. GPT-3.5. GPT-4 & KI1E=#& A (Large Language Model, LLM ) B9 4% & 75,
AR ChatGPT SIS EM M AINIE, FIFRENAERIEEEBER T AR AT alde, BEEE
—LERE R, MAENERR AT RAZONER,

BIan ( A& etz ) (Al Dungeon ) B2 XA—HRAIHBARZ AFRNXFERIFN. B
SRFEHRFROANNFES, ERSZEXOR, NMRHEMEN "BE (MR LAE
D) AR

Fig.37 BJLAZE Al Dungeon HE{SEB M F YA

EF3kE: play.aidungeon @

@ https:/play.aidungeon.io

35 HEWA AR RIRES2023
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B—INEZBNRAZHEX (BFID5HR 2: FE)(Mount & Blade Il: Bannerlord ) ##g “ & A

HREATIE"(Inworld Al) MOD, ZiiX MOD BEET GPT BB KX AR INGE, #205

WERRAILI SR ERPNAEHTE IRERRIBHRIR, FRPE— (U REABIHES R

BE SFFE, FEXLENPC HEMIIBESNEE, 8FEMMN2E, WISKEL, HR

AIMNRFE, BF. RH. Bk, MITREIGER, THRIFER, b, XL NPC EHER

SEBNEKE, INRRPEEPLEEMEER, SEMRRGTAMRS (KEHEMF ),
XL NPC THESRENSAE . FHERNXUSEREEERRASHNE, MIXLERE

MER, BEERRSEHTERNIENIIEHRESLUEAN,

Fig.38 IR A LUMERBAN TR S NPC HITXE

B A3k5E: nexusmods @

2023F 3 8, ELNBERFALATBE (Ubisoft) EIRSILUFARKEXFLE XS (Game
Developers Conference, GDC ) 3T —FiaEm A TEEE “WRSF " ( Ghostwriter ), @
BEERN, ZIERSELE S RIEE EiFisE NPC EMASHIEAR HINES R,
BRIFHRARE, MREF " BRBEEERERMNE, MMEFREHTERNREE, ©

ER AT SRR A, f1n, M5 (FEKR) FRENSER, FEESFL
HERHBFHRER QFEKE) PIIAZM ChatGPT BEIRMNB A, ILERAT SRR A

@  https:/Avww.nexusmods.com/mountandblade2bannerlord/mods/5273
@ https://schedule.gdconf.com/session/machine-learning-summit-natural-language-generation-for-games-writing/891005
(3  https://news.ubisoft.com/en-us/article/7Cm07zbBGy4XmI6WgYi25d/the-convergence-of-ai-and-creativity-introducing-ghostwriter
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ABERXHK,

B, SRESVFEHREMIFRTRNERNTE, BRAORSHET RS HALIEMREE
B, MIRBATEEELARAZEEN T ARBERESNERAS, BEEIT AMNME

BRHNARET R, AEFERAAENERER, NMERSHRBERMEENEERUTR
BERAIER . BN, ASHIMERN S REERAMS , MEFBRPINERUBRNEM

— IR E S F AR L EN ISR NE REN ., BRI LREARNZARNE
WEZSRRIRNE , RAHE 4 p SR EM SRR T, U°

AIBHESRENBEABEABFHRNRBRE—ENEL, THEBLEERIENK
ZOEnE, FFERFEERBENRIBFRIFN L, BIINE “ BEREERX " ( musical exploration
game ) FractOSC &, IiRERFEE R, BESRIYENRERER, BINEREERERR
HiTAMmEC T, XBHMEKE, EZHFERFT, ERIMENEEBRSBR, EXFHERT,
WMREA AIGC EARRBEHEIREE R, BEX R HFFRIRHRAE,

Juksbox Sample Explorar Listing F1te of M&songs o

Jukebox: A Generative Model for Audio

MODEL COLLECTION GENRE ARTIST TEMP

blog | paper | code

Search.. Search. Saarch. Search. Sear

Continuations R&EB Rihanna

te-renditions Punk Rock Bad Religior

Fig.39 RIEH (Jukebox) BEL AT 7000 £28 Al FelgehE

B A3E: Jukebox: A Generative Model for Music ©

@  https://Awww.163.com/dy/article/HTPV3CRF0526D70K _pdya11y.html
@  https://jukebox.openai.com/
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2.3 EEE NPC 5EEMIR

MEEEE NPC IERIIREA TEERAE RN S INRMEENAE , —&Ri/LFE
REMBEEANEREE (SR NPCEA—ERAE), BERREERANKS, siEEEREN
ZHEIEERE, ZEEARIENPINANED; FEWSERNIIIZERE, B
RERGIER RS, TR 2T o

B E BE NPC 2 BIRELIRM—EFERNZOFER, BRHLEEFEZERBSHIRHITR
B, IEFEEBRMERERMINR, XENRATLIERMIZEA (Pac-Man ) HEERTIZR
B, R IAE R (BRIUAE ) (The Sims) R . XL NPC (1885 F i =4 bR R
FORES . BERIRSIUAR AT AR, NMEFESRRTAERRERR

BRGNS NPC E2ZAAMRRBNLI . FMBAIRRESN, RIERAEERMEIPRELN
RE, AJUEEALERERERASRTERIE, EEEN—PREZRES — PR, ek
NPC BN . BIRRENMEREHESHE, HhSRAZLERERRIZHNERN, 7" Wi
HREINPC, ME2ERE ., K. 3. BREARIPREHHTIIE,

BR, BEMNWAER NPC 2EEZENN, FAMXEZEWRELIZEEANTHEEXR, EF
ZABHIEIHAEXSE, LIRS NPC BIKF, Et, MREBERENBATEERABHNE
B NPC , WM ARERDIENFLBEAARNIIEE

£ GPT-3 EREZIHANMIBZT, BERELEEBIIEFEMR NPC, FRGHITERHERE
AR T & 31 %R, F 2021 FRZAY GRiSER ) (Inworld) SEEPHRE, ZFEEEE
FRAXEESRETE, XEREBREMIR. 1212, ME. #EFENBESRRNAR, 3
TAEEREIES (Unreal ). B7%18 (Roblox) EHEFEH, ©

BRT M5 NPC ob, HRINERMREEFSELSRFNNOXEHER, —HE, XEFWEE
BENTRIREFCBDEENBMIIZRXR, UHEERERENHZIERNTUE, ERFEH T

@  https:/Awww.inworld.ai/
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“IERYEEAX " LUK Dota2 HRRS “ AMUIZRES " BUBISY; S—HmE, HXREEENEEERE
AEmRUERHERESIELE, BB ATEREREFREZRHNIRELBEEFINAE,
PURIZIZY B R EA R R . EEFRPR “ 58 Al siREARE,

Characters

Galadriel

The Caterpillar The Cheshire Cat

Fig.40 7 Inworld £&/ , BFP A LASIREF AR RFHFER NPC

B A8 Inworld Studio @

EBRFREMPEENERNEURZAIF—HERENFR . HPERETSATERERNERE
SJREALRREM . BAANBARARBEGA—TIREN . STE/NONF, EAREEN—
DO REATHNF . SEASEANATLERERF, MITESZRERKE
KB, MALE AINGRF, X—RIFIBEAMY . BERANRITENFEATEEAERN
SREFASE=URMANER: EMRFBLTENNRFUKENZEZR L, BEEXS
¥ RBT BEREROTREGEMENTA, EEERASENENER, REXEF, HAKN
RERA BB IR EBEEMEETRNALTRFEH, @

@ https://studio.inworld.ai/
@  https://pvp.qq.com/coming/v2/system/0813dxtg.shtml
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Galadriel

{ sharing sattings |

Coredsscription  Iidsmity  Percomaiity  Knowlsdge Voo Dislogus styls  Goslsand actions  Scenss  Ad

Core description

Core desenption

{character} acts as if

ars a classic text adventurs game snd {play J will naver break

rom Lord of The

iz playing. {chars
g 1= Middl=-Eart

out of charact
Rings.

tart the story immediately. In this game the seth

Each twm, {character} will illustratively progress the story forward and then ask {player} to choose from one of
ions, This wil = scanarios liks whe to fight a manster, forks in roads, items to pick nd the

{character}
adventures
slaborste sto

{charactar} i
strong, and
her. {char

- with an eth
=r =nd & trus

long bionde hair and blus eye
a skilled warnor and has 3 keen mind

o and ally who
can always be relied on m times of need

Fig.41 7 Inworld £&/ , PR NPCIREARIIR, B, MEXE. BRMos5R . ATEREREIR
BIRIERE, BiEE— NPC IEERE,

B A& Inworld Studio @

L0y

fRERA R R AT T, B2
EWMEMTIHENRIERE?

i | EEih

Fig.42 EEESMEF, BMEBIRBF Tk, thJLIH Al ST ERIE

BARE: TEsmem®

@®  studio.inworld.ai
@  https://pvp.qg.com/coming/v2/system/0813dxtg.shtml
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24 NI ERES AR PN BTIS

M, ATRERARNAT RS RN ERENT OISR, —5E, SEFSRNRR.,
A= L BREIERRFWIE AIGC SREANMET, HOEH—TLHN ., SR, SF
BEOBRFLRE, B—HE, WSERASHRE ., ATSETREROMA , BelsHs
2 REBBERAR, — P ENESAEENEIERIE AT,

RERZEIXRZE., IIMNKE . FABRRESRARZERRHEHIE AT A TEBER AR
AF RV RRESETTHR. NEFUREEARANS AN U REROER, 2
BT =RATEREEARBFHERTHOREKER: (1) 2485, ERBNEFLRSE
B ( multi-level multi-content PCG ) ; (2) & F W & 4 Bk B9 55 %% 1% it (PCG-based game

[78]

design); (3) TESHEXAER (generating complete games ),

BiE, 285 ERETNEFURBTER " O FEE—IEFRISELORTH. B2/,
ZRERN. SRBNNBERRER , SEXRHERABTEMNTEAZSE N T ABNHERERE—
XURE, FEERNBFRERNLFEEZL, M 285, ZRENEFHURSLENR" WE
REMZ—TEAEXEERFXRNER , EX MRS, HREEER T TR L, FEE
B EEEESR, MIESEMOETHENSM, RUUNBRET 2011 EMB LIS, AR
ENUEHE T — DY “ =R " ( SketchaWorld ) BIAEZS, BEBTE/ LD PN AR — 3D B9
FEATESR , FHAENS BBV RIS 2 AR BES ,

procedural sketching wvirtual world consistency maintenance 3D virtual warld

Fig.43 SketchaWorld Fri9F2R0 B3& M p9th T2

E A& : A declarative approach to procedural modeling of virtual worlds

44 HEWA AR RIRES2023
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TfE 2023 ERHRTFEE AL (GDC 2023) L+, Epic £fBIELISIEE 5.2 tBSLI T M
L, IEX—MRIFESIES | SHBTLLEREDNREZMBIRARANME , TSR
BEMSBENFEERS, BEMETEENNE ., ©

HX, 2 "BETFASERERRT ", XRBOBRESEER “ TREX ", BB AREE
EERIER KRR, KFMR—ERHTH . XD BRI ERRANEEERET—
MO E ., BASRIRERRASENT FHE T THNIERNENAS, BENZER
HEIBER . (BREXZE “ TR " o, HRATEMRAN ZEMNIFRAIRE , XEEHR

A EEFE (FTREM ) ( Infinite Tower Defence) UK ( 22T )( Inside a Star-filled Sky ),

Fig.44 TEELISIE 5.2 REH, EMUTABNUERN, BB 5RLREEES

EF-3kiE: unrealengine @

&E, WE " TBEREN". HINEENETSNXTHRRSTERNEK, BEEE—
REREBRHESE—R, RFEWA—TERAERNEE, RAMEBOEL — TR
MW ? MEXAISE R E B o g i AR AIGC B0 EAR , BEEEBFEAXTRNT 55

@  https:/Aww.youtube.com/watch?v=-SAk33SCVcE
@ https://forums.unrealengine.com/t/unreal-engine-5-2-preview/796424

o




ezt
WiE, BEiziERelEtk, ¥ BREATIMAMNOBE S “SEBERER " WEIR, &

Fig.45 ( TTIRIERS ) BRIRRAbTH E 5 4 pL K+

EEE: steam®

TEHNEZR.,. XTX—RELBF T —EEHHNRE, fIIMIATEREEI RIS/

BRKOBEE,

Fig.46 EAHA LB GameGAN BT EZERIZE ARIB%

EF&E: gameGAN ®

(D https://store.steampowered.com/app/937310/Infinitode_2__Infinite_Tower_Defense/
@  https://nv-tlabs.github.io/lgameGAN/






WEE A TE AR FROANENAE, HEmER iR, 53— |, BFEX
X—RHRAEN, URESENTTHENE, SEMAT ATEEARN “BH#EX", Mz
MRRRETIREIER ., XEEATRFINSATIEENS —MEEXR,

RETRENBBFIEMNG T ATEERAKRNBNDER, AERNBBFHERAESLINER
AT E B ERTIRMAA0EEE,

3.1 BN N A TE e R BRASRK

B, BFENEASRMAATERERAEMARSFNEERE, UREDATEERAK
REEERRBWHXBER, BFHERSATERERANENEZARNERAREN =W EH,

BhRRRAER, BFIFRAATEEANIIGRERTRENKER, BAMS, BFEEAN
. FERMIAISEENAE, Z#HT %2, I, sRURREENE, BAAN. &
SEFANKE, EXTEANIIEES, RESRNEZTHN, EXRRFETETERE, 2RE
NMENRE, BRTUIHRNERER, FUX—EARSENFEEILTNR, LESSX
FRESRREFHTEN, B, WERRFNIREIORABENRE, Ha2ME:R, o
VIBBRIRIEI R A RIBEREE AR E , TLUR, BB TEXES, T2 ALEENMRE
MELIFFR= o

45 WA TR RIRE2023
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Blan, Rk 2016 £ AR “ B/RBELI " ( Project Malmo ), #i7E (F A9t R ) ( Minecraft)
PP BET —PNEEBUNHRTFE . EXMREFRERELS, HRARTLUIGATERE
FERIE . HIURSEHME A —ERERREES, NAALISRENARERT =2
BEEmmilg. WtFEs, o

MarLo-MazeRunner-ve MarLo-CLliffWalking-ve MarLo-CatchTheMob-vé

MarLo-FindTheGoal -ve MarLo-Attic-ve MarLo-DefaultFlatiorld-ve

Fig.47 ATLAEEN Malmo SF&LE Al el SRR BES

EF3kE . Malmo Github @

toh, BFREMIERTIAAA TEREIIIGRERRAMIETE, BNRERNEISRE, T2
RERNFERETIIEG, XETRMLERATERE, BIREHTILRN, MAEBFKD S
X AB R, AMITLULBRFRERETRENZMEZE, MMIKEKERIZETRE,

FEENE, BFHERIEAISTERPILES, BHT TGN G R, EFRHSR
NMEFRER, 23 —FRRENENE, JUEEEIIHSHRNAMESE, XFX
HIBET—INETHBRHTHFENS,

@  https://github.com/crowdAl/marLo
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HX, WEFlEmE. BT EEEETHENE, JURETRAEER, RULRATMER
MM BERRERDFEHBXA TEERANHAR . HIAER AIGC ik Rz
A, tRHE—SEH AIGC KARRBHLRE. BHRED, BRFUMESIERK 1%, REA
ITEELEHEWVHEHEWKRAFFIIIBMNG 1.42 1278, RK, B F ATEgEFL
AORIEhAAEASHRFEZIB N, FUHM 2023 45R9 315.76 12 _EFZE 2030 449 1038.1 1275, Fi918

ERAE 16%, &

BEHEREE WA REEE 2023 FHEHN (FRRREDSRENERRRSE) B, &
78% BIANNABFIEREANELS RN A REGERNER, BRE TFRRH AR
FERBME, B, B 81% BAINA, BT WFE T RERKMEAT, ARKRARM
THAAZIE,

o5k, BBFIE TGRS, AMSSHFA TR BN B ARME T EEHRR, H
BT ANTERNANTRENE, BIATHIHME, fltn, AMITUEEMFREHRIIGNRA, A
EEEBFI EUIHER,; EZEFNBRLENATFLAEERNZRRIT, EETEELIYIE
MRBEIUERPHTHDALFEULRESE,

BRI, BFERNTALERLBRNNBKEEERN ., HE—, BFIERIEFRMAL A
TEBINGHLAFNEE, HZ, BFRXNshERENTATERIIGIEEEEZ, IE
RETHROAKEH; H=, BRENATEEHIME, TR ELIT R R RIS
ERPATLEEDRAHRELNATULHER , I, BFERESIHATEREREARRE, 7
WEBEAE. BA. HlasA. BER. BT BAEMHIGE, BaEmBM. TWIAN. HlasA
L VAU SCH SRR

3.2 e HEIERA A TEERAKE

MEREBERAL—HTHELXARESBAATLER (Artificial General Intelligence, AGI),
—EBELCEMRALEREMRARNLRBin, XTUREAESE LHERNMRZ T, B
FRE\VRFHEANFAEBATIERE (Artificial Narrow Intelligence ), FEST EZRIME,
A, BEALSRNSE—BEREHER, TEHBEEFREFIRANRE, BHAALTERE
RAREREAIZVAHARB B IR, FIa1ZEZRATLE RN OpenAl iSTREFEDZE 1

5':. A TR AR RIRE2023
BB, BASHSHENS

Frire T !{’P:'i’:lﬂ gl” I Iw( Iul; A I il
thiEs i T il
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RBAATEREERSAX" " MELRMPGEE DeepMind, EBFFHAZINE R A TEEEH0EF5

B7E 2001 £, MEWMRELFERA LS BN ARIE NI ENE A LRI ATEEE
(human-level Al) ® i3 A TEREFFSME R, UREEATEHEEENREERN, B
AATIEENIIREM T LRSI E, MEFRERDSPESSHSE, ERSTN
B, AANTIEREE E. RENREESHEZEALER, BRETRE,

7

EERXATEENFR BB MR T —2E0 M @ HEBEF iR ATLEB "(General Video
Game Artificial Intelligence ) 5@, Z A BN BirE/ L FEERETIHIIRNETHRT, 18
AT UES N B F R hEN R FNOE A AIGC, *

[Abigail] : Hey Klaus, mind if
I join you for coffee?

[Klaus]: Mot at all, Abigail.
How ara you?

[John] : Hey, hawe you heard
anything new about tha
upcoming mayoral election?
[Tom]: Mo, not really. Do yeu
know who is running?

Fig.48 HTBRE KZ S AN —PEIEAR, AREIESREMT —NE 25 MNERERMALEEN Al/NE, NELRE
REBEXRRIOE, EEANRENES, URFD. SERSES,

EEEB: Generative Agents: Interactive Simulacra of Human Behavior @

@  https://openai.com/

@ https://reverie.herokuapp.com/arXiv_Demo/#

21
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3.2.1 XFERATERE

AT ERERNRIZEMEEESERAMNEEENS. BNOATEERRBNFFEENERS
EEHBRREBME AL A BERRIES, FRMMFN KA 50 EFRTIM, BERME (The
Turing Test) X E BN BEHNHBIREREMNES NBEAEURSNES AL, ) EMAT
LR OB HIFEERNNE, FINEFRS (Kevin McCarthy ) INAA TEEEMSESS A
LIEAEMERLEY], MARETE (Hyman Minsky ) IRIEA TR A2 EBNBRREEALE
BeA e , AB/RIMBESIAAEEENIN S B RHEALTHHEINEENELEE

e

o

LN TFEAATIEENEY, KETERBALEENHREELXE/R (Ben Goertzel ), iz
tH, “FrBBAALERE, BAtiR, NEERESERENERERNBIAEESD, BN
RRETISE TSR, FaE2IMROENRIERHIDEIATEERS, " ™ thibis
HT—MNBERANEN : BREALSEN S B ESRNITERTRERN BT,

BAATLEENIMAAT S ANEER: F516. RYPIL. BatNa—BE. Fs5ie
BEFRSENHEE, RENSENSEZ0ERDAKAESS (General Problem Solver ), /5%
MM T/ENE Cyc, ACT-R, SOAR %%, B e ip F ISR IIAIALEH . i
FIBARILIBEAM, BECHNEERET "BRXFEHO M " IENEAER, AR

B RS DA USRI .. TSN AENESBNSES, KFRETIERRE LIDA,
CogPrime %, P B! UAI (Universalists ) B8R EBMNEEAF, LAKEREER FAITH
BASE, BEEANEARER BT

A B F I EIIEAATEENIIE, W5 ERBEEFRAAE, ELXRAT KERI4
NMRIMEENEZE, URMESTIRINRE, IS8R ERANEINIREPFERBRELES

BOAAT,

3.2.2 @A A TERERYSE

EBFEXHEP, BAATISRMNAERENITEEEZEEGHD, 2528 DeepMind K
“hnFE " (Gato), MIREEMFIXAMAY “ HAIHFER " ( Minedojo ),

52 A TR AR RIRE2023
BB, BASHSHENS



2022 % 11 B, DeepMind X% 7 (— @B EBEIE )( A Generalist Agent) —32, IEZH#
HTIEBAERS Gato, ** Gato I ASTAETAER ML (Atari). NEBREXFHE. BIX.
FRESLMNEAFEHSAAETS

E == ﬁ#‘?‘ k’:ﬁ'{rg

I don't know sxactly what
to write. There's just
nuch to answer. G

% J

: IR < - |
[ | At [ 2 e

A cat that is sitting next
to a brick wall

Fig.49 Gato RJLASSR ST S HEAES

ERkE: A Generalist Agent®™

Gato AILATERY 604 TfESS, ER AL RES WIS, SEEBENIEAFII, FEIE
BIAKIBIERE XSS, SESEARN babyAl KIEEE , BE5XEHE T RBUEINHARAK
@, Gato BEMBER—MREEKIFRSFE , MARAESNERRIRETIE,

Gato T MU GPT XEKIEERAMEM , HilGHHEEERK . XA, NIMERNXTE
AR BT S S RAHIEE (multimodal dataset ), Gato INB IR XAET,
IR T BRI — MR H , BERUES . HENUBMBERESCESFSMEE, HEE
B EIRERFTHABRIES . MK 2023 F 3 AN—RBARHRIEL, XERETSERE
BRABE | REARSEE BRI, © B Gato FRRUEI L, FREBREME
HHRE , RBHEIERRSEREINRETE,

fu%

r]H
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Fig.50 Gato B LAFE BB MEEL T AN B B9k
EF3&E: DeepMind @

5 Gato MU, BIILATEARFITASERREE B TR, NTRKEEMEKBEDH
IRE, 1&F OpenAl 7 2016 FHHB (B ) (Universe) &, EiZFEaH, ALEERXRE
SMRRREER, EREENERHIRBFRBTREER, MIUEHRENEN, EARES.
AEEHRE. FREEEXFETIIE, Bal (R BRTHERE . Flash igxksh, &
XIFZ . Unity B3 F0 HTMLS #53k, = (S S51ER: A8Z8 2)(Command &
Conquer: Red Alert 2 ){ =84 ) ( Mirror* s Edge ) ZE1E Z2RIH X

@  https:/Awvww.deepmind.com/blog/a-generalist-agent
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Fig.51 7£ Universe A a] LU ERZ DRERK

E A& openai universe ¥

B—NRENZ (FROERET ), 2022F6 B, REX. IIMNEBIFR (Caltech) T
1B1& (Stanford) EMRNMBHERBLAHE T (RNERER: MEEEGEEKMMEIIRF
M= B B & 851K ) ( MineDojo: Building Open-Ended Embodied Agents with Internet-Scale
Knowledge ) —3Z, NATHAIXETHRBAATEEFRNITIE, ™ ZHRTEET (&
AR ) RET—1ER MineDojo B91EZR , =LA NEEGBAKENE /R,

Minedojo ¥ (FERHOtH R ) XA TTRMIR (YouTube ), BRF (Wiki) M F# K (Reddit)
BEINVERINGRL, G —DEEBE (FAER) BRPREXFRRER, TSR
EESHIBRERER,

@  https://openai.com/research/universe




Open-ended Environments Generalist Agent Internet-scale Knowledge Base

Craft Glass Bridge Build Dak House Make Ice Igloo

. EPEEREN

Combat Zombie Fish Squid Farm Sugar Cane
xf
-- i :
Find Ocean Explore Treasure Hunt I b t :“ - A i
Monument Desert Temple in Enrl City 1L et o e LA Lt

stairs inthe end city

"

Fig.52 Minedojo f9:8 A& BE AR T EEXE SEF I BB IR R Rt AT 55

E A3k : MineDojo: Building Open-Ended Embodied Agents with Internet-Scale Knowledge'*

Minedojo BB A& BERBEB ST M E AR NES . F—RMMIEFHIES (programmatic
tasks), B¥E (1) £HFES (survival): FEIRENREHAER; (2) WEK (harvest): K.
SREX, IEFARSUENERERMBFDIAE; (3) HAW (tech tree ) : HHEFERARERAHT
8; (4) &3t (combat): 5SEXEMAMEM .

shear a sheep

combat zombie
pigman

find a nether

put carpets on
the floor

Fig.53 Minedojo e e AR BIES

E A3kiE: MineDojo: Building Open-Ended Embodied Agents with Internet-Scale Knowledge!™
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BRI Z SN, BRI REE ST E —XE5S, BIGNEIESS (creative tasks ), FIaNiRIE IR
BE— 1 EBE. £ ERXRNEEEREREE , XEESHEEHRHROAINITE, E
Il SRR RAR A E M . TE AR BASMARNER, ZELT 5 AT ERD —BUIENITE,
FRETM TR,

Fig.54 Minedojo #3& tH E{F s ¥ 9Bl =

E 358 : minedojo.org ©

Minedojo BIFF 5= TAEBIERRIE S REARE B E R LA LUHITER IS, TRAMZBRHE
BEAE N —LHTRIESS Y, BMEXE AN RIEMT, ERRBAXDEMUNERHPES
W EMAERAES, BBAZBERAEXN2IHES LRI, BRBERTEEKT, X5RH
ZAESHEBELEIRTEMAT LU TIRNERRMIR, EHEEBREE MX MEMRTER,

Minedojo MR EIBERE T EFR P EEER A TEEEN="EE0E !

B, BREARIIIGHENY  EESMTREBERAZRE ", * 7 P Pheetats
BEAS IR AL AR — TR AR IR BRI ERER

@ https://minedojo.org/




HR, KMRBSCIRIIREIEEN T e AR HR R THEIZHNEN , ENMALEEMNEE
M EZEI—F, BEATERABNIMNRENIRNER . SEALFENICITITICPRES
RO

Ra, BEREREANEMFIEERBRE, WEEARNKREFITESMESFNES, FEER
BRAY BY, DERAHERNANREA A TTHATEINRE D . [100] [101] Z{eEAIRT—TA
B%— "MK/ 75" SEOEEEE, ZEEAEBEETERESESRER (prompts), BIX
RELRFU I B R B B RADIR

Gato ] Minedojo XN TEDAINET MEARNEIHFWILIMER A LS ENER, H
PRIZENBE AR MEESHARNES , HnARNEY,; EENEBEE MR T—
ERERMEZTHER . XEEFNNEBRALSEARANRERDRE : BREESH
ESSHBRA—NBEERNES,

WRAENILEFDRNRS, AERSHERALERENED, SRR ERBE R
REMNHNBERKENE, BPARGEXDERY " TFE " NERPEEHBEBATEEEM
EERAET . MBBETHIWHFOBRATLER, NATILHERG, BUSMES —IKH
IRBMZE .

3.2.3iGibson : ERAA T EeIRUHNE S|4 KE

EE B SIAH (Embodied Cognition) EieHARE, AMIEHRIRIBEREELIERE
BEROXHRE, E—UFEEXR, REEESNBET, 7B EELIERA TSR, MBFIHF
WIAREEBE N AT BRI RERSNELER2NIIGE S, EhNREMEHS, R
BRAEE LI EAHA iGibson,

iGibson 2= MANMBEAFEUTRBEAR AN RN EEMINE, BET 15 1M =2E0NSE
ERs, FEMNEIREMDPAEFRNARE 3D H5, F5 CubiCasa5K #1 3D-front &
HIRERD, 12itT 12000 Z MM ERIFT R, iGibson WEFEAT BRXFERPESD
BEREWE « Em7 (James Gibson) , EMAEXEFHAESINNELHZOMRE: A
MARMNREEEDY RS, MEEIESASHIERE—AE] “ER¥E (information

55 A TR AR RIRE2023
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pick up) " RS, XF ERBE R EATLUEE “ % (affordances) ” #ERKAR
B, EUIt, M- TR 2O0EEKIXE, MY T, KEDEEIMEHIAT
BB AMER, HT ZHAFTANKE. BZERANBASERM - 75159, M
iGibson, FRETY CENETSHHHRNDEIBCMALN —MRXEXNBZAZIES,

”:’il:son

Interactive Simulation of Large Scale Virtualized Realistic Scenes for Robot Learning

Fig.55 iGibson I H

E A58 stanford.edu @

iGibson MEMBXET, EANSAZIRET MM RTENFES . ERO=EAZ
IFEERZETYELRE=NEALNIRREIERE , EXMDEFE—EN N AL RMAF
PRI, iGibson IN B & BB FIER B EMIFE, NHRERMBT —MAKNER. KEAERE
J¥E, EREZNARETUSSENBAZINMHRHRK, s, iGibson THEEAHRE
ABgRMT —MEMONAMEE, BYEMRENREM, it AEFERALTA
MRE, NMEFENS RN R,

Fig.56 iGibson I B H9im =

E A& iGibson 2.0

@  https://svl.stanford.edu/igibson/




iGibson IE XM, EURRMRZREERRESEEMENENERKENERFR, X5
AR RSB IME FLE S AT E ML, NMIRSEE K FERENRES . o, &
W EI R E MR U B MR ES NEIENT R, NMEEEFIRE AT AN
BE, BAlt, mEAATEEMAS, TTLUEE iGibson IMERTEN B , @IWEEMUR
SAIBMNAREMY , LB EF M FEIREN R BRI RES . XA AR RETERE
FMLIAIANA, Bt TIURSEEANEKEMENESD, ILMEFBEA TSRS
EEM .

BERR, MABFEEEAATISEEREESIIGHREEEGRE . ABRAME=ZSENRR

B, iGibson KREEZ2H, ANBR—TEMRE, FEUss AMALRERHBE . Xk
SSEAT BRI RABNES TSR, AOBOBIMEENIRIR, BT, iGibson ik
TIRM T TR, SR, MERNAFSESNOE, EN8ATUEENREHR
SEENRENER,

HIR, iGibson RRERAME, BAER—THRNEMNKRE, EAHRKEHBTLUER
iGibson HEE#H TR AZ IR, HUBRMENMERNRE, XAVRIAZINLER
MTESHATREENNS, LESHARESSENRAZINHRBE,

&5, iGibson RREEAERN, AABRMTFENXEMNANKEN SN NsATTUS
HRRMALHTRE, NMEFHEBRALTHANEE, FHEBENERNIIRIR, BT,
iGibson HFERM T SFEST R, MEASH . WIERE. MEBNRES, VR AR
BEARNESDRHHTEINLHE,
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i tunyy Ik B g = = e o

P EEFEESREX, EREENEEUERFNER, —RKIAN, EFNHREIIHSBRE

LEABHNER, EENILEFFROSMN, LEERIMEENAEED , XEIME T
MITEANEMTEEN. BRNSESNME. XBEREATEEEBNATHSER, 7
RMEHSAMERIEM

2021 F, FEHENNEAHS (LRUEIELFERFAE) —3, HHITEREXTE
WEIERAREHFWIHRE, KEEHSMENEZI, @+, DeepMind, &} . H=FER
A5 S RIE I ZFE B B SR IERER A TE IR AN A FEMTIWRES £
AL, fFERK—REES, 1WA TEERAERBERFERBRA— P EENNET
6, ¥ BRI ARG BRI A A TERE, EERBRAEITRE,

BoaSTBWERERLE,

RETRENBERATERERAERWRE. BE1EH. EF2H. 2R, ERIISEIL
REEEDEDRHONA, REFWA TSN WE BT RIS

A\ | || )/ /N

@  https:/Avww.ccf.org.cn/Media_list/jl/2021-01-05/721024.shtml
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.4
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EERG ML HENAYY FEFATI A REER FIRIR

K

AP SARRIP
Fig.57 3 Al B9t 2/E R
EkRXkiR: 8%

4.1 ERER

WA LB R ATE R RNAELWY . BAMNNYDRERESRIVRRGER+PEE

RENARIR,

HMRAZOHENS AR RANNSERE— P HERG, ” ZaE R B A 2B SR
WEITTE, KEFABREROME, A, AELOBPHRERIZENMES, BIENXEAR
SpomE, HEHRERERNKEIREK,

A EBOEENRUEIRERINEFRERRRIREBZE. MINNRBEFEIH— " EXE
= "(VirtueTaobao ) RUBFEIAIRIEE, , BRI AXMEMERITE, ETREFESI80)I%k
MU, FRRLRRNATRLEEH,

CEPVEE " NIERIRERBIZAE NN NAE R EAN ISR E BB TR LIRS .
AESSEIRIIZRE RN EDIR R, SEBRARETERARNOSLR, FIELs AB R, &

5.5
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ANEEERANERNI | W | N Y V///

%, AYFMLRE, "ENEE" PRATIEREGERSIRES 7Y 4% NEE. SEETA
HAITHIX LRI R, XMEFRARS 7Y 2% NHEE, ZIMBATEE R IBRIEH N A
WA T EREERARRM T B,

e R e S reinforcement learning with ANC
. 'y
¥ :
Taobao platform customers --"Tott GAN-8D ======~ * customer generator interaction generator -
ey Ry
ore virtual customer virtual platform
— R -

= il T e

MAJL -
discriminator

virtual data

interaction data

Fig.58 M EHNAEMNEMINE , #ATECHIMIEFIZk

E & Virtual-Taobao[103]

FRTY EFVEEMB LSS, simBNESEERTEE, RIERFIENRICER, AT —1E
WMANTEMERSG . ZRGEI T ANNFE, FHLEREITRITREHESITRARKL
o XPMRSEEMKERITLURFHER 13% MRBE, ELFENIRF, XNRFEE=
PMARBEBEHRAT 1% N5RE, FHEMNT 8% LA EABEHUIA

HRALERERARTUNATFYREN., —FRXEZFaERUEs, EUINYREEF,
BFEIFEAREE. DEMBEETH, XETAREDRERUATHNGN#EREREN, B
MREREADSHTEL, MEEBEERNETERE, ARSI, £, EZFX5F
aL, WONENRKRE AT PUBI LU A AR R A TR, RIS E TR
BRo

PRECLASN , HNEEEIR ., SRNRERE. EERE. A NRREEN~REEEHEHIWER

BEENNBTR. G0, EHNESESE, EMRREA SRR ATEFMACED
MWL, NMRSHEHRENR, EANRREENE, EURE ARG R ITAE
PR, FFARBRMEIFHIEITEY . ERERE S E, EMFRET S EFEWHEF
AR R, iR HREERHIKF,
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42 BB

EBEWIRE (Self-driving Cars) S, (AR ENHD SFETIIEMUE, B
E—MEBELNME. BRESRRFENIIGFZARENLFEMNRENIGRE, XOUKEISTHE
ANBVLIELEARNER, ALFEAHRNEAERT, SEEAINSRIE R, XAE8
I RS AR — DR, 1Y

BEMRFMESKRE 2017 EAH T —IEN (BHAREEFS, BFillZ%k. WidS5NEE
MEWRENFEEZS )(Beyond Grand Theft Auto V for Training, Testing and Enhancing
Deep Learning in Self Driving Cars) 953, ZM5RLA (HL&IEEF 5)( Grand Theft Auto
V) A ER, RET ARMMREIR, BRHTENSRAHES NRE NI, "

(c)

Fig.59 EMETIREATE GTAS B9kt R ik B sh B B RF

& F3k& : Beyond Grand Theft Auto V for Training, Testing and Enhancing Deep Learning in Self Driving Cars!"®’

B JF7 | Il 3\ .
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ERRE B FHAR BN ARA X BB RINEEREURS, G, BRAAEEREX
M BEHERMHERIURS TAD SIM 2.0 R KEMERE TR, B5%E TAD SIM 2.0
ROfERkER B ERUAE R TR SIZERIBXECR , BTESSE M AN LE B T A & 885
ANEEEARRBIE BEIRER

4.3 EfTiZK

WA TE BB A EEZHARMIGAIRE BT RRUSBERSIB, 8FMERFE
PHT. TS, M. KREE . BRI REFUSES, ' BREERSEFREIMN
ZHTBORE VAN EME T, A TE AR T BRI

BHALSREXHE (Allab) £2022 F 12 BRH THBFEWALERE “4£I18 " IRIMRE
“ 4518 Rlogist”, " ZRATF “HI1E " 7E 3D B IRE R TIN ML R EMTRE, ZRE
BiiskmsRil&RERCEIENIRIRESFPBEGZNGS, RETETRER
WEIHIRMEBERBRENEE,

Action (hserve)

Regions ,’ _--_-T- 2 ey =1

/ e
Palicy netwo rlu.\ tor) / sampling

39 & —— mglals) = = Inference

3. rarger region - g g / o mNud
e A 5 € RVxd / Se1 ER

1 e S A
— ' sub-patches € Xy i b %
i . ] N\ ot

w ., Value network (Critic) n
i . ’ i

- = unt
20 % sb-potcihes s;:' r Clussification network
cti ic i

pg_loss

' Y
Environment DRL Agent

Fig.60 #1& RLogist Kk A L& seFIR AT B2 7 Efr s

[E A3kiE : RLogist: Fast Observation Strategy on Whole-slide Images with Deep Reinforcement Learning """

A\ | || )/ /N
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BXBAGENEEEEZEGLERERMEMKE R . R RS TR ETEEMSE
BIINESREZIFRUFEINFERTLIE CT/MRI L TEE NS 3, EEERIANIER
™, BRERAREERETTT 400% ,

WA L& Be AR D] LB [ E MR RN BE R BN FANEND =, B EIRAE
TREFRMSSF, AXBESTRABFARMAREE, IRtz A TERERAERLL
B EEHYABNBREFHERE MMOAT TR, NMRESETIEER, EE#THNED
FAIXIRIER, , RESHTFISE, BEEEENEBIEENEEER,

4.4 ZARH

AT ERERAREZAMNEMELARAIP T ERIE T E2E0ER. fla1, EREHE
pERES, AMMMTLRBEEATEERANRR, BREEMNABHEIMENERE, AR
EXRPEAFTEZEAABMERRNGZS, ETEUEINATERELEBEENUARE
EHMH IERR A0S, FFEIF BRI AT AR, MMIRFA BRI BRI ARIELR ,

Lesh, A TE AR AR T HACERFAMREIEHRRE . RGP, BEREFRE—T
DENIERE, F2NTHRERA. APRENT R, EEkT, RBALSERARMR
BREE., BRIERNE, B TEBFERRNNE, BXIRARREBRI BRI
B, ERFHMERFYNEMSE, SFZRIKT. TEIREEERRATEENARZ
o &fE, HRALEETUEMNERNAESEMARNAECNT S, THEARBTUR B
M A TE BERR B SLENE R KA 1 St AT IE AL o

BN, EEZ151% (Unreal Engine ) Bi7E 2020 F#HHTEHEMFIF TR, FHEWEREY R
B, AMIEARBIER IR E AN UNIREFRHITEIE, Bal, B (21X
EAD). HBO B9 (FEEBESR) A (Bk) EXIF, #HRATX—TEHTHIF,
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Fig.61 EZISIZHRRYEBIIK VFEX TR

EE 3K unrealengine @

Fig.62 (EMEELE) B95E Anthony Russo #EiH, FRIFEAISIE, REBERHEREIRHYR,

XKML T AN B AR

EE 3K unrealengine @

@  https:/iAvww.unrealengine.com/zh-CN/spotlights/taking-unreal-engine-s-latest-in-camera-vfx-toolset-for-a-spin

@ https:/Awww.unrealengine.com/zh-CN/spotlights/taking-unreal-engine-s-latest-in-camera-vfx-toolset-for-a-spin

A\ | || )/ /N

EE A TR AR RIRE2023
BB, BASHSHENS

/7/7// B ' 1\ \EEA



N\ .\ '/

EEARRIPHE, WA TSHIRE TR, AMIRRET AR BB FHEREFEM2NE
XEAR, EETUEEELRANEARELZEMERGEN, " HB—FH@H, BINES
TS BT AT RS A T IR R A O, AR LSRR T80 2 I ERR SR H B
MFOUAEE , ZAEE BT HOU YRR AT 8RR LEBOIRERIE R, FHETI AR5 2 TR . Sk,
IKREEREMETN . FlE0, ERXVERRBXAED THZRER, BNTLUESEBIRE
WEEHTHEEFEESTH, WU TR ENTFR. Bih%EsE, 1

4.5 AT E

BFIERRE PRI EMINSEMITF HINRERN , MWEBFREl T A B R pF A
TERERA, BAT SHEMIISTIRIRS o

NEWBESLHNELEM, HABAMNEEIR, SHBRFERSERNTHEE LEESLAHE
R, NMARKRTRSIAABBKE, A, BEEERFLKOIERIIMNMLNE, FER
HEANIIES, B, SEERFRSIEMRSIATEMALEEEARN, REHANBEEE
AlEn =, MMREMEF AR R S EIRERE .

B, EMITEASOELMEIRNERE, bt—EHNEMNITTWLRROEERES, H
IEREHEEIRK, BRBEFEKR, BERAIES. MEMFRATEREIEXEAKR, BEEMN
IMSLROBIMESIZE, MBERENEPIIISE A A A RAURERENT =, IMREMNZASEHIERE

B A TEREEA, RTINS B EREMNENILT =, EREUAY . U
t—3%, AT LUSIA BRI IRAE T EEIINSEAE , MM BREASEE K SXEERI E I
SR, UREARRRNGSR,

B—HE, EUMHFERTSE, BKETEEEERNENNR, ALXBFSNPCSERE
MEZTH, 2EGEMERRMEESLENEAXENER, MXEFEIRBEBERERA
TEHBERAZ BRI MIHFISEI .

B 87 | Il B\ B \

(M  https:/news.ubisoft.com/en-us/article/2Hh4JLkJ1GJIMEgOIk3Lfy/supporting-notredame-de-paris
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RESKISE, A2 TMRENNE, SERREHARANENA TS BERAMEMMSLEGER,
Nmeh&EhEL B IRERENGR, MEGLRIEINRK,

4.6 BEERDN

BFIHENSHEENZHEERENXR, BELHEL 50 F4, BB ARDIBERECEEHNTS
%o 1983 F, BHAZHERRERETTEFUBFHEUONEEZRARNRIIZRZIN,
SWHZOERHEBFHRNHE RN SNEMNME, "

HRATERERZFZNNES, AUEBRNEEH. —H@E, AMTUSERKRALE
BERNARAR, Sl mE “"ETFHEEMNES "(game based learning ). "Xt H S~
(gamification in education ) EFERANKFEES, NMEERAF L REPRAITEFE
MER. N, KRRAZINENEN; 5—HHE, AMIETUMA (RHOERNERF
FNEERR) SBFHFUFE, REPALEERFEZNOHRGT, FXL L, HFak®>
B¥FES), JLFARTRERR BB BB F IR SRt T,
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RRBALEEARANROEZHMELD, M E— P45 5 AABBIRIRG I . B
ERERFREN, BRCHN™Y, REREEAUVENTSE, BFERHNARIEIRE ATERERN
HEEEEWN, 850, BRET, BFHHE,

B FE IEFHEE T AT ERERAN— N —®EZ, 15, UWREZINENATERER
AN, EEZHSIREMRNEFE0m, MO URLHE, A TS REXTE a6 FinEx
BIENAE, HENIRE . REENMERE D ERAERAE,

5.1 I AT EHBESELRE

#sLg8 5 (Digital-Physical Fusion) RN WA FRASYIELAKBESHITRE, BIEAHEDD
AEFVHTES0FH . TLIRERRARBIRHNE—REFNE, HHEEVELER
SHFHAEMRENMES , XMES A LU EHRONES=BRE , AE~S
NHU S EF N R BIRE TR AL,

ASLMPLRMENERES, —TEENLTERASHLRERATNESLUSERN . HFWIEN—
ML B " ARABENRSHE, TIRSHFRAENRELN—ERERR L RER T
W, M A TS X —IRPEIEFUREERNFER, BXRARRNAETIEHE
BRI AEEDSNME.
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MEMBEENMELINEMGSFE, ZEEAT I8FHETREFZIBRHER A (Deep
Learning Super Sampling, DLSS) , XE2E TEF M A LSS0 HEBABESHE
ANA, E—RE AT REBREIPHRERNEGBEIEBALEEER LIRSS Tensor
Core H/IFAERREBTNBER BRSO WREXE R, MIEE 2022 F 40 & GPU &7
A9 DLSS 3 TEB SRR ERM LB RIPEIELIE , LA TEEERESHREIE SRS ZE
PRNEEIRESRETMER , H—SRET TR =B REGNEEED,

o, ARENERKAE, MTERRUS (avatar) EINBERAMRRE FHF=E,
FiLEPREELAEIERNAHAEEEN—ER VRAR IEXRRIER,, ERETFEF IR iR
ROZBEFTEIFBERNEMHRRE, WERBERFENRESNIE, FLAFPRETZH
ERER, XERESBHMAFTFRARRETEADSR, XK, EATEEEARNMNET, 18
KEABTREHNTREM . XF Meta &% 7 &8 QuestSim B9F5, NMET —FXLIKLE
RLIBEAASHEEZI TR, Meta BIRARTE 172 A 8 INBF RIS EN B HEEIE KI5
QuestSim Al, BT AlYJIZRI R HREGHILRINIR, AFERELENIHLTERELLERF,
RS AHSEIEERTEMHER . [[IMeta BIPVERE, RIKELEFRENERTIURATLE S
BEFUN , BABRME—PRIENRRES .

B S H BRI BERRIE T HEXBRAFLROZEAT S, HERATSEORELRREDT
BRARRREH, REXLRANRABRHEMFWRIEF=DEE , flI0, HERR (BT
7)) BEMANYITRIERIIEZIE, M Varjo 5 Laerdal NESFEIUB AL EREHETET
2 SIS B O SE B o

5.2 AT ERRERBTEN

SHUREZIBARHERORNESRENYT R SRE , [EEE eS8 B F i slfE
B, AEEE, BFERFRARBORZSFEATIRITTN, XEEHEAERNNEMNER,
MABARCALEERK, UETUEATINHEET, &, sREsREMENENAS

FAAIGC EATEERAREMFNARS , AR AMEEERT LS EONS. 8%,

EMAREMIET FREA, AREDEFINHOFARIRY, BRERERRBLETR
REPIBFFELA . T AIGC FATEEEANZ I AEF XD, MmbEEEEF A

=



BUpA,; HIX, W4T SIER R . SXBREAMBU X RERFEHFTEHREAEN
BRI BEE TR, MERATERERA, UERHIMRAREMINEX—IR; £=, SRTHF
WHERE . WFRIDFMFARBEAME, AIGC AR SIZEHRIA TSR R i EH
R EINE RBVENAIE R , IRFTIENHIRE; &5 , % KEREMIAR . ChatGPT 2T A,
BEBIRTHIR B R E , FRNRERR, MEEMEINENHER, MMERESHTEE,

20235 B 29 B, ®{CaFkRETF ACE for games HA , iR LABEAMS NPC #HTX3F
MEESEANFITINE—HE . XFE Al B EBEMENBRIES W RNBAMEESNEN,
B, NPCHERBEEREANSHABNEXS RANES KN BRETEIN, ZRARK
f£3X Omniverse ACE ( Avatar Cloud Engine for Games) 3|#3%#, XE—ESLRAERI Al
ARR, TRNFREAMNIEMEAUSNBEFEERZMN, FEBALSRNHARE
NMEEL o

<

BERR, EEEUT=MEFEATEEEKR, BIIBNEEENESES . EHL:
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