XGEN

A Game Engine is all you need

Author: Radu Ciobanu
Supervisor: Prof. Dr. Daniela Zaharie

Affiliation:West University of Timisoara



XGEN
Creating the agent
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XGEN
Collecting experience
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XGEN
Agent’s behaviour
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The objective function

Vanilla Policy Gradient (VPG) maximizes
| log mo(a | s0)A:]

Proximal Policy Optimization (PPO) maximizes

Eq [min(m(ﬁ)flt, clip(r¢(0), 1 —¢,1 4 E)At)} ro(0) = 2

Soft Actor-Critic (SAC) maximizes

E [min Qo (s,a9(s)) — Blog ﬂg(&g(s)|s)}

=12
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Trust region
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Results




