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DISCUSSION

The control (no vision) achieved the highest average height af
100 generations, with an average height of 5.264 units. In

from second to last, keypoint vision after 100 generatior

units), grid vision after 100 generations (4.646 units
' er 100 generations (3.908 units). Ma
ariants were around 3.




CONCLUSION

If an Al using the NEAT algorithm is put into a platformer game where
goal is to achieve the highest height possible, the Al using keypoint vi
will perform the best. My data did not support my hypothesis becc
~control (no vision) did the best. The results turned out like this be
may have implemented NEAT incorrectly, or | did not run the
) generations (I ran it for 100). | was a little rushe
ings wrong in my implementation. T







