1. PPO Model Training
[image: 텍스트, 메뉴, 문서이(가) 표시된 사진

AI 생성 콘텐츠는 정확하지 않을 수 있습니다.](1) Anaconda Prompt Environment Configuration



(2) ML-Agent Server Startup Command
mlagents-learn "***\Assets\ML-Agents\Configs\shooting_V2.yaml" --run-id=ShootingAgent_Trajectory --force --time-scale=20
[image: 텍스트, 스크린샷, 폰트, 디자인이(가) 표시된 사진

AI 생성 콘텐츠는 정확하지 않을 수 있습니다.]
(3) Starting Unity Client[image: ]
After activating the RL V(For PPO) object, if you click the Unity Play button, training starts for the number of times specified in shooting_V2.yaml. All logs are generated as a “trajectory_log.json” file in the Persistent Data Path folder.






2. DT Model Generation and Training
(1) Open DicisionTransformer.ipynb and execute the cells in sequential order.!pip 
> uninstall -y torch torchvision torchaudio
> pip install torch torchvision torchaudio --index-url ttps://download.pytorch.org/whl/cu124
*convert_to_pickle.py
Converts “trajectory_log.json” into “*.pkl” files, which are easier to use for training, through a series of steps. (2) [image: 텍스트, 스크린샷, 폰트이(가) 표시된 사진

AI 생성 콘텐츠는 정확하지 않을 수 있습니다.]
[image: 텍스트, 스크린샷, 문서이(가) 표시된 사진

AI 생성 콘텐츠는 정확하지 않을 수 있습니다.]
[Caution] The cells at the bottom of the image above are test codes. You must not execute them.

[image: 텍스트, 스크린샷, 폰트, 문서이(가) 표시된 사진

AI 생성 콘텐츠는 정확하지 않을 수 있습니다.]
*Convert to ONNX (Code Block for ONNX Conversion)

3. Deriving Results
1)PPO
[image: ]
[image: ]
PPO After configuring as shown in the image above, change the EnemyCount in the image below to (10, 15, 20) and click the Play button. 
2) DTModels
[image: 텍스트, 스크린샷, 소프트웨어, 멀티미디어 소프트웨어이(가) 표시된 사진

AI 생성 콘텐츠는 정확하지 않을 수 있습니다.]
After configuring as shown in the image above, change the EnemyCount in the image below to (10, 15, 20) and click the Play button.
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[INFO] ONNX export complete: E_1DT_S
[1360] 0 export. complete: 2.0
[1360] 0 export. complece: £_3_0T
[1360] 00X export. complete: £_1_0T
[1360] 0N export. complete: 20T
[13€0] 0 export. complete: £_3_0T
[1360] 0N export. complece: £ 10T
[1360] 0N export. complete: 20T
[1360] 0N export. complete: €_3_0T
[1360] 0 export. complete: £ 10T
[1360] 0 export. complece: £_2 0T
[1360] 0 export. complete: 3.0
[1960] 0WUX xport. conplete: £_3_DT_SC_
[1960] 0WUX export. conplete: £_2_0T_SC_
[1960] 0WUX export. conplete: £_3_0T_SC_
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Version information:

nl-agents: 0.30.0,
nl-agents-envs: 0.30.0,
Comnunicator API: 1.5.9,
PyTorch: 1.9.0+cpu
[INFO] Listening on port 5004. Start training by pressing the Play button in the Unity Editor.
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Aimport importlib R SNCIRONE 2
import train_sequential ext RLStep

Aimportlib.reload(train_sequential_ext RLStep)

From troin_sequentiel_ext RlStep import train sequential_rl_steps

train_sequential_rl_steps(
data_prefix="trajectory_data_part.
output_mode1="DT_S_100.pth",
target_r1_steps - 1000000)

train_sequential_rl_steps(
data_prefix="Added_Trajectoy Data_",
output_mode1="DT_C_5.pth",
target_r1_steps - 50009)

train_sequential_rl_steps(
"Added_Trajectoy Data
DT_C_10.pth",
target_r1_steps - 100000)

inport Finetuning ext RLStep
inportlib.reload(finetuning_ext_RLStep)
from finetuning_ext_RLStep import Finetuning rl_steps

Finetuning rl steps(
1oad_model = "DT_S_100.pth",

data_prefix = "Added_Trajectoy_Data.
target_r1_steps - 50000,
epochs = 3,

output_model = "DT_SC_5.pth");

Finetuning rl steps(
1oad_model = "DT_S_100.pth",
data_prefix = "Added_Trajectoy_Data_
target_r1_steps - 100000,
epochs = 3,
output_model = "DT_SC_10.pth");
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