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TRENDS AND PROSPECTS FOR THE DEVELOPMENT OF ARTIFICIAL INTELLIGENCE 

AND NEURAL NETWORKS IN THE MODERN WORLD 

KAZANTSEV R., ZHARIKOV T., KIM YE.R. (e.kim@turan-edu.kz)  

Turan University, Kazakhstan 

 

The article discusses the trends in the development of artificial intelligence and its implementation 

in various fields of activity. The main advantages of using artificial intelligence and neural networks in 

solving various kinds of problems are considered. 

 

Currently, artificial neural networks are widely used in solving a wide variety of tasks, especially 

where conventional algorithmic solutions are ineffective or even impossible. For example, when 

recognizing text, playing stock markets, contextual advertising on the Internet, spam filtering, checking 

suspicious transactions on bank cards, security and video surveillance systems, and others [1-2]. Solutions 

based on artificial neural networks are becoming more and more advanced and popular, so it can be 

assumed that in the future artificial neural networks will be widely used due to a better understanding of 

their fundamental principles.  

The advantages of neural networks, firstly, are due to the possibility of parallelization of information 

processing and, secondly, self-learning, i.e. the ability to generalize and obtain a reasonable result based 

on data not previously encountered in the learning process. These advantages allow artificial neural 

networks to solve complex tasks that are considered difficult to perform today [3-4].  

With the help of artificial neural networks, it is possible to solve problems from various fields, 

namely: noisy data processing, pattern recognition and addition, speech recognition, associative search, 

abstraction, classification, forecasting, optimization, scheduling, diagnostics, signal processing, process 

management, segmentation of signals and data, modeling of complex processes, information 

compression, machine vision, analysis based on huge databases [1-4].  

Based on the history of the development of artificial neural networks and their current state, it can be 

assumed that in the near future the improvement of algorithms for training neural networks in real time, 

algorithms for processing natural languages, methods for recognizing images, speech, signals, and the 

development of models of an intelligent interface capable of adapting to user requirements will continue 

[5-7].  

Artificial neural networks used in financial forecasting, information security (data encryption, traffic 

control in computer networks), and archaeological data will also continue to be improved in the future.  

Currently, there is a steady trend of searching for effective methods of synchronizing the operation 

of artificial neural networks on parallel devices.  

We dare to assume that artificial intelligence and neural networks will continue to develop and be 

introduced into various areas of human activity and it is only a matter of time. They will follow the same 

path as computers: they will gradually increase their capabilities and productivity, finding areas of use as 

new tasks appear and the technical base for their development develops.  
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