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FIG. 1 

Obtain character status information of a first virtual character and environment perception information of 
the first virtual character with respect to a virtual environment in which the first virtual character is 

currently located

Fuse a coding result corresponding to the character status information and a coding result corresponding 
to environment perception information into a fused feature

Determine a character action for the first virtual character based on the fused feature

Control the first virtual character to execute the character action
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FIG. 3 

全自动Full auto
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Grid

FIG. 5 

Input character status information and environment perception information to an action decision-
making model, and code the character status information and the environment perception 

information by using a coding network, to obtain a status information coding result corresponding 
to the character status information and a perception information coding result corresponding to the 

environment perception information

Concatenate the status information coding result and the perception information coding 
result into a concatenated feature code

Perform feature extraction on the concatenated feature code by using the coding network, 
to obtain a fused feature

Input the fused feature to a first action output head in a decision-making network, and 
determine a first object sub-action from sub-actions of a first action type by using the first 

action output head in the decision-making network

Input, to an ith action output head, the fused feature and embedded coding vectors 
corresponding to the first object sub-action to an (i–1)th object sub-action that are 

determined, and determine an ith object sub-action from sub-actions of an ith action type 
by using the ith action output head
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Obtain sample character status information of a first virtual character and sample 
environment perception information of the first virtual character with respect to a virtual 

environment in which the first virtual character is currently located

Perform feature coding and fusing on the sample character status information and the 
sample environment perception information by using a coding network in an action 

decision-making model, to obtain a sample fused feature

Train the action decision-making model through reinforcement learning based on the 
sample fused feature
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