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GAMEWORKS RESEARCH

300 world-class engineers at the
intersection of art and science

GAMEWORKS LIBRARY

Visual & physical simulation SDKs
Technology, algorithms, engines, libraries

DEVELOPER TOOLS

IDE-integrated and standalone
Debuggers, profilers and utilities
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https://www.nvidia.com/en-us/deep-learning-ai/industries/robotics/

Real robot:
Power plug task




)
ACtivat b by 10

(08, )

Actbwathon be 100
(88,)

[Act bwat low I DAL
thvation by 14
Actiwation ks 10
::u-m- (O

I—n.««(uﬂ—u- Telu, agents'maduler i sgentioo. TrpoAgent”, st revterts}, (g demplagd.t, ewes '(-m-l ',

Ted', gome 8,975, greedy<l, id_sicess[84, 4, $4), hemd.97, bowd

Mﬂb- Test el Viackoy A", serallelodo, ')ﬂ-‘alu, o e 00" . '-'-hvln-‘ N ity

ey teps p- nuul—u- wie 14, videout)
, “filter D )
“apent” -m- ?!
BT Ttest ..murm M7, Tactivation” W,
Comm ‘u-u-np Batch': 1000, “Nid sloen’o (64, 4, 84), ° 7100, “regubariser:
'mlkt' M, Cwides’ 3, “Uieestes Liakt' 1N, “plat’ fale)




.Iﬁ':, ?




Robot &
Environment —

Definition
ISAAC OpenAl
Robot Simulator GYM
- & I

NVIDIA GPU Computer Virtual Jetson



@

DDDDDDDDDD



Jetso ﬂ’?‘%iifﬁ NVIDIA® JETSON” REFERENCE PLATFORMS
HIE B T EELIHA

o .1 ‘
| GEREEEELHR \“’{n ez t

RIEEIUEN, BRIREm

TOYOTA

HUMAN SUPPORT ROBOT

FrRHEsANFS
a%;l_;?)\m &

M. PUSREFERIRTElE/REY









http://www.nvidia.com/object/nvidia-project-holodeck-notify-me.html













