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Tunbl areHToB

v # + Mule Follow (Script) 0
Script MuleFollow
Speed 20
Save D Istance 10
Stopping Distance 20
Grabe Distance 10
Is Active v

¥ # « Player Controller (Script) 0 3+
Script PlayerController
Speed 20
Death Effect @ Dead O
Redemption Effect @ Eye O
Lerped Color

I

U NS S T Ly e -

v

- The Determiner (Script) e
Brain tsPlayerBrain (PlayerBrain) @
Agent Cameras
: Add Camera [ Remove Camera
Agent RenderTextures
___AddRenderTextures | Remove RenderTextures
Max Step 5000
Reset On Done v G
On Demand Decisions
Decision Interval 3
Script TheDeterminer
Movement Speed 5 -

Rotation Speed 300
Rotation 0
Scene Controller + SceneController (SceneControlle ®




MallunHHOe oby4eHue

if (other.CompareTag("Dead") || other.CompareTag("Eye"))

public override void AgentAction(float[] vectorAction, string textAction)

{ {
AddReward(-1 / agentParameters.maxStep); //peeapa npu uHUUManuzauum carriedDead = other.gameObject;
%sCarryi?gDead = gcarriedDead != null; carriedDead.tag += " _carried";
if (carriedDead != "Uil) : other.GetComponent<BoxCollider2D>().enabled = false;
carriedDead.transform.position = transform.position; // 6
LALLIed eat  rranstorm., peeapn nony4eHua obvekTa
) MovementControl (vectorAction); AddReward(0.7F) ;
¥
private void OnCollisionEnter2D(Collision2D other) if
{ (other.CompareTag("DeadArea") && carriedDead.CompareTag("Dead carried"))
//ynapaetca o6 cTeny || (other.CompareTag("EyeArea") &% carriedDead.CompareTag("Eye carried"))
SetReward(-1f) ; //noHuxaeT Bec paHHOro AelcTeMA )
Done(); {
h //peBapa KOppekTHON OTNpaBKu
AddReward(1f);
other.GetComponent<ObjectAreaController>().AddDead(carriedDead);
private void OnTriggerStay2D(Collider2D other) }1
¢ else
if (sceneController.AllDeadAreasFilled()) {
[ //yBanenue oTnpaeku
//peeapn ¢ pobaenenme B Bokc AddReward(-0.5f);
SetReward(2f); ) Done();

Done();
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CnoXHoCTb
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HeorpaHn4yeHHas

HeorpaHnyeHHas

Kputepun

CocTosHuga

YnpaBneHue
AekapToBoe
AekapToBoe
AeKkapToBoe
AeKkapToBoe
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2,6 Mb
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