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Abstract

This paper studies the implementation of machine learning technology in Unity environment development games, uses the open
source machine learning plug-in ML-Agents, builds the Pytorch platform, and studies the various problems of developing games in
machine learning in Unity. Research has shown that the Unity machine learning plug-in ML-Agent can help solve problems related to
Al development, multi-agent collaboration, reinforcement learning, visualization tools, and custom training environments, allowing
developers to build and train intelligent agents more efficiently to get unexpected results. This paper studies the implementation of
machine learning technology in the Unity environment development game, combined with the actual needs at the present stage, to
make it more intelligent, rich and perfect and better game experience.
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D:\Unity\Example>cd vr_env/Scripts

D:\Unity\Example\vr_env\Scripts>activate.bat

<vr_env > D:\Unity\Example\vr_env\Scripts>
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< vr_env > D:\Unity\Example\vr_env\Scripts>python -m
pip install —upgrade pip
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< vr_env > D:\Unity\Example\vr_env\Scripts>pip install
torch~-1.7.1 -f https://download.pytorch.org/whl/torch_stable.html
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public override void AgentAction(float[]  vectorAction)

{

//Space Type=Continuous Space Size=2

Vector3 controlSignal = Vector3.zero;

controlSignal x = vectorAction[0];//x §H77 17/
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float distanceToTarget = Vector3.Distance(transform.
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if (distanceToTarget < 1.42f)
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SetReward(1);
Done();
}
if (transform.position.y < 0)
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Done();
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