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ABSTRACT
As interest in physical Al grows, tools for simulating physical laws are emerging. Genesis Al accelerates
reinforcement learning by 10-80 times compared to conventional methods. This study compares Genesis Al
with Unity, analyzing performance differences and exploring military applications in unmanned systems,

virtual training, and tactical simulations.
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Table 1. Static control, collision off

Genesis Genesis Unity Unity
(stde | (&5 FPS) | (&Y | (& FPS)
FPS) FPS)
512 265 136,063 4676 2,394,551
1024 248 254,720 3703 3,792,536
2048 250 513,921 783 1,605,353
4096 263 1,081,095 3 12,288
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Table 2. Static control, collision on
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Genesis | Genesis Unity Unity
(et2e | (5 FPS) | (42 | (& FPS)
FPS) FPS)
512 190 97,305 4765 2,440,187
1024 191 196,084 3700 3,789,035
2048 192 392,851 783 1,603,920
4096 195 797,093 3 12,288
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Table 3. No control, resolving continuous collision with floor
Genesis | Genesis Unity Unity
(&Ze | (5 FPS) | (&8E | (& FPY)
FPS) FPS)
512 138 70,533 4696 2,404,488
1024 136 139,605 3721 3,810,101
2048 135 275,560 786 1,610,646
4096 135 552,960 3 12,288
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