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KEY CHALLENGE:

High Dimensional Continuous Channel + Self-Play ‘>

= Highly Nonconvex Optimization Landscape Q p& —
GENERAL APPROACH: ‘) Q)

Induce high mutual |nformat|on I-- bgtweeh Protocol Third-Party .
Intents G and Energy Exertion E of Trajectories T Training Recelver Training ZS Coordination (by Test Input)
(Self-Play) + Zero Shot Max Class T E(7)
. — i inati Baseline):
GOAL: I(G,7) = I(G,E(T)) >0 [many agent pairs] Coordination ( e ) 0.75 0.97



