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(57) Abstract :
Embodiments of the present disclosure relates to a system (100) and method (300) for enhancing gameplay experience in an
interactive gaming environment through dynamic content generation, intelligent opponent behaviour, personalized experiences, and
natural user interactions. The system (102) comprises a processor (202) coupled to a memory (204). The memory (204) stores
processor-executable instructions. The processor (202) is configured to generate game content in real-time. Next, the processor (202)
is configured to train an AI model based on the game content to generate opponents with adaptive behaviour. Thereafter, the processor
(202) is configured to personalize the interactive gaming environment by applying the trained AI model. In the end, the processor
(202) is configured to enable natural and intuitive user interactions in the interactive gaming environment.
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