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Obtain current state information of a target NPC in a 
virtual scene, current state information of an opponent of 
the target NPC, current relative pose information of the 
target NPC and the opponent, and historical battle state 

information of the target NPC and the opponent

Perform feature extraction and concatenation based on the 
current state information of the target NPC, the current 

state information of the opponent, and the current relative 
pose information, to obtain a concatenated feature

Process the concatenated feature and the historical battle 
state information through a long short-term memory 

network, to obtain a first processing result outputted by 
the long short-term memory network

Make, in a manner of reinforcement learning based on the 
first processing result, context information of skill release 

of the target NPC, a skill set of the target NPC, and a 
reward value of a reward item of the reinforcement 

learning, a decision about a battle policy that is to be taken 
by the target NPC at a next moment
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