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Abstract:

Artificial intelligence plays a significant role in the field of electronic gaming, serving as a
powerful tool enabling creators and designers to achieve better quality and higher efficiency in
designing and producing games and achieving visual effects that surpass previous expectations.
This is due to its role in improving character design, motion creation, generating realistic visual
details through deep control techniques, motion analysis, model enhancement, achieving more
lively and fluid movements while considering intricate details. This capability has the potential
to revolutionize the world of electronic gaming.
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