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High Concept

Train roboxer to win the robot boxing championship.
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ML Agents
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Game Design Process for Machine Learning

Design Strategy UX/ Interaction Design Visual Design
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Changes Made Along the Way

[N eRe] PunchCutAl

oFFensive Training

g oo s oy
A — Caopy Meter
e =
I Left | Right Reward Meter
 eme—|
i Train of Th
Training Progress Eeinforcement

Goop Jo! NOT QUITE




Communicating Information to Players
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Communicating Information to Players

6 %

Copy Meter 0%
Copy Meter

Reward Meter Reward Meter

Train of Thought

13

Train of Thoug




Input Sanitization
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Concluding Experiment Results
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