PhysicsFC:

Learning User-Controlled Skills
for a Physics-Based Football Player Controller
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Learning realistic, physically simulated, user controllable
football player character controller!
Overview %.
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Skill Policies %

o o Trap® Kick:
6 Lack of smoothness when skill transition... 6 Lack of motion detail in move skill...
& Apply STI! & Apply DEGCL!

(a) DEGCL Buffer Constructi
(a) STI Buffer Construction
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(b) Move Policy Training using DEGCL /

Goal Reward

Integration %.

PhysicsFC FSM

For user-driven skill transition
For context-aware skill transition

Minsu Kim, Eunho Jung, Yoonsang Lee* Hanyang University



	슬라이드 1

