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Creating the agent

 Mesh, Materials, Textures  Colliders, Rigidbodies, Joints
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FBX/GLB



Collecting experience
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Agent’s behaviour

The Policy (π) The Critic (Q)
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The objective function
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Vanilla Policy Gradient (VPG) maximizes

Proximal Policy Optimization (PPO) maximizes

Soft Actor-Critic (SAC) maximizes



Results
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