ML Agents Project
Due 9/30/2019

Purpose: 

To gain familiarity with using python ML libraries in conjunction with C# and unity and gain insight into the mechanics of using high level api’s for ML learning and AI.  To reflect on what it means for a machine to learn, and the nature of machine knowledge and human knowledge and action.  

Description: 

The assignment is to modify the hyperparameters, brain, the task the brain is to learn, graphics, and allow for a human player in an ML agent example with new win/lose conditions.  For full credit, modify all these elements substantially and write a reflection paper on what is possible with Machine Learning more broadly, and what philosophically digital learning tells us about AI and our own minds.

Deliverables: 

1. A reflection in your writing which should be done in a 2-4 page double spaced paper.  This paper should follow MLA standards for academic papers or the equivalent for a field you are more comfortable in.  It should address the nature of minds, knowledge, action, rationality, what is possible with ML, what AI tells us about human intelligence and experience, or some combination of these topics.  Finally it should explain what you modified in ML agents and why you modified those properties, as well as what effect those modifications have.

2. Modify an example of unity’s ML Agents in the following ways and be able to explain how you modified these elements and what it means to the best of your abilities:
1. The hyperparameters, 
2. The brain, 
3. The academy
4. The task the brain is to learn, 
5. Graphics,
6. How a human player can play the ML agent in the task/game with win/lose conditions. 

Grading criteria: 
I. Working ML Agents code: 25%
II. Modifications: 50%
III. Reflection paper: 25%
