Machine Learning

Agent



Lenun v 3a0a4u




AHaIOrM areHToB MaLlUINMHHOIo oby4yeHus

e« AHaJIOrOM UHTEJUJIEKTYaJIbHOr0 areHTa, peajim30BaHHOro C NOMOLLbIO MalUMHHOI0
oby4yeHuns, aBngeTca nporpamMMmmnpyembin pa3paboTyinkom Heurposomn nepcoHax (NPC)

List<S5ignal> signals =
Player.getSignals(SignalHandler.REACTION REQUIRED);

if(signals.size() > @){
AIHandler.sortPriority(signals);
this.react(signals[@]);

- else {

this.say(getVoicelines()[Math.random(VOICE_LINES)]);

* NPC, KOTOpbI MOXET X0AUTb, n3beratb 06BLEKTOB 1 NbITAaTbCA CTPENATL B BAc,
MPOCTO BbINOJIHAET MHOXXECTBO PYHKLMIN. Kakasa nMeHHO nHhopmMaLumna Ncrnosb3yeTcs
B 3TOM pacyeTe, N Kakne UMeHHO OeNCTBUSA BbINONHSATCS 3aBUCUT OT UTPbI N OT
3adaHHbIX pa3paboTYNKOM NnapamMeTpoB



AreHdTbl MalWWMHHOTO
oby4yeHuns

« NPC areHtbl MalLMHHOTO 0Bby4YeHnd He

Or paHn4eHbl NPSIMon 3aBUCUMOCTbIO

nosly4aemMon nHpopmaLumm un

BbIMOJIHAEMbIX OENCTBUA, 3adaHHbIX ‘ E—
3apaHee. Mbl Mo)xem oby4nTb areHTa

2 PeKTUBHOMY BbIMNOJIHEHUIO OENCTBUN.

DTO AOCTUraeTca nyTem E“““““‘“““‘
MOAEeNnpoBaHns cpenbl A1 MHOXXeCTBa

CUMYNIALWA, KOrla areHT CO BPEMEHEM fhe reimiorcement leaming cycle

y3HaeT, Kakoe onTumalsibHoe oencreme
crnenyet NpeanpuHaTb Oa8 Ka>Xaoro
HabnoaeHNs, KOTOPOEe OH U3MepseT,
MaKCUMN3NPYs CBOIO DyayLyIO

Harpaagy.




NHTennekTyajibHble areHThl
B Unity




Peannsaunmsa nHTenneKTyasibHbIX areHToB
Cpena oby4yeHun




Peannsauuns NMHTenNneKTyaslbHblIX areHToB
AreHT, HabnoaoeHNA N AencTeuns

name="vectorAction">The actions to tak

// Don't take actio
if {frozen) return;

rigidbody.AddRelativeForce(@f, @f, (moveForce * 8.5f));

float move forward_backward = Mathf.Clamp(vectorAction[@], -1f, 1f);
if (move forward_backward »= @)

r
1
: rigidbody.AddRelativeForce(@f, @f, move_forward_backward * moveForce);
| rigidbody.AddForce(8f, 8.95f, &f);

if {move_forward_backward < @)

rigidbody.AddRelativeForce(@f, @f, move forward backward * moveForce * @.
rigidbody.AddForce(@ef, (@.9f + 8.5f * move_forward_backward), &f);




Peanunsayumna nHTenneKTyaJibHbIX areHToB
AreHT, Harpajbl

Vector3 closestPointToAirplaneNoze = collider.(losestPoint(airplaneNose.positio

0 a collision w 0 ount
if (Vector3.Distance(airplaneNose.position, closestPointToAirplaneMose) < AirplaneNoseRadius)

up the Checkpoint for this Points collider
:point Checkpoint = CheckpointArea.GetCheckpointFromPoints(collider);

Keep track of Points obtained
PointsObtained += PointsRecieved;

if {trainingMode)

fiCalculate r rd for getting Points
float bonus 2f * Mathf.Clamp®l({Vector3.Dot{transform.forward.normalized, (nearestChe
AddReward(2f + bonus);

)

ty, update the nearest Checkpoint
if (!Checkpoint.HasPoints)




Peannsauna nHTesneKTyasibHblX areHToB
[Tpouecc obyyeHuns

e [locne TOro, Kak cpena oby4eHus co3gaHa n areHT
HaCTpOeH, cheayoLium warom byneT 3anyck
TPEHNPOBKM.

* [lpouecc oby4eHus Bcerna dbyneT reHepupoBaTb TPWU
apTtedakTa:
- MeTpuka - gnga HabnwageHnsa ncnonb3lyertcs TensorBoard
- Mogenb - npuMeHseTcs ang oby4yeHHon moaenn
noeeneHumA




Peannsayuna nHTennekTyasibHbiX areHToB
[TlpyuMmeHeHne areHTa







Pe3ynbTaTbl paboThbl
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