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RIRFIH S BIRlE, AR EEEMFE IR B, JiE
BUHA T IR RO IRALE (RIS, MR R S k.
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IEREHEF: 110 X rollout: FIE[ 155 70 IR, B
FYRRFE A WA TERL SHHESS 40 (R, XL IMERLRY
High L&, U LLM $ATH 429 Error Si—4% 0 77
ARJE b H,
4.2 fibn
Pass Rate F/RBENL—X rollout I & 2 K BRI,
Average Score M & T3 SERAEE, AnyPass FnRIHLIAE
h—RIEIS, AllPass Fn AR 2 ERIEIL . HATRHERX
BC B 2 AnyPass, HISR#E AllPass; F 5347 {# H Pass
Rate 5 Average Score, F51E55{ S AR 244 rollout AL
BTSSR 55 5 AU 72

4.3 JAHEIET 1451

72 3 F B EE MMRE S H R R MESS I IEREE R, 70
R rollout A 34 IRFEiEN, SRIEIT RN 48.6%,
BOEE1593 79 0.632 AL THEIEIT R X H], 782 AiE

eSSl USSR I G ST

FARARIZ S Flash 52K 20/35 IR, @I 57.1%, F
¥I1943 0.717; Pro 52A% 14/35 1K, JEITHK 40.0%, 19155
0.547, Flash FIEE R 5 17.1 DN E 2 A, FE1550 5 0.170,
MRTREA R H 8, Wilson 95% XA ES, Ktz
RETHIWEL,

R EAE BB R A S, Non-Thinking, Medium,
High 5 Max AUIEI 73518 45%. 45%. 55% #i1 50%, 1
3154353508 0.605, 0.625, 0.680 1 0.605, High TEAR
FEUSREE, Max RS, HHFEARTE/D, 4
HIFEHEAR 2PUEE WS G 2 R E B R

4.4 PRFATERE SCHR AR

PILFA T e SR Y IE 2USE 99 Y5 °R A Prompt v3, Code Grader
v2 fll High BB, 453U 4, 40 X rollout 4L 25 X5
i, BAEE RN 62.5%, FHI15534 0.798, Flash 58
% 16/20 {R, Pro 58A% 9/20 (X, —HHMHZE 35 MEH7 M. 4
&S AN TE o5 PR . — RS, ANRERIRE N s8R
ERHE,

15 ARSI H, 12 il %1281 5
0.55 73: PWIHE TR A @ I, {2 shift+A/D 5
Shift+Left/Right AR/“AEREL 90 Eikm, HA 3 k¥
K H Flash, Z5H9 155, {H Unity A4 BIMNAEE I DL
exit code 1 53R, H&15%0.10 57, MEHREHEEFHMIC
S, JREEFREEE stdout/stderr [X 43R SIZER A RS PE I SF
& A,

45 BILSRE

2 5 ILENIAESS . B & 110 (R rollout: 59 {RFE4
I, R 53.6%, 159 0.692, (EFSFHEAEEE
TI#N 55.5%, V35159724 0.715, Flash fE M IESSH
IR GRS T Pro; HTHEARICREMWNMES, %4
AT 2 DATE RS E & Ui RE T HE

PR E 7 25 A X TR IR E R, WA
BERE R4 AT A Highe K, BESREH THIAME
BHESE, A T HER R TR,

4.6 G5

MF S R DA ISR

1. MUESSS Grader ¥7=4E3RIBIL 3R, BRI,
RS RIBREAR R IS 77 7E 5

2. Flash fEIESS I Y RIS G5 R & T Pro, SRS
LR EHEPAN R 2 EAMES BB

3. LRI MES IR E WE R T E NS, AT
SR AT 2 A4 E P b

4. Prompt v2 F| v3 FMEITRE, AHEOS5GEEIN
T RS UE A3 e B A 55 3240 TR A ;
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2 3: WEHEIAT ST HIIE K rollout £5 5,

it BERE Rollout @}  PassRate  Ave. Score
DeepSeek-V4-Flash ~ Non-Thinking 10 6 60% 0.76
DeepSeek-V4-Pro Non-Thinking 10 3 30% 0.45
DeepSeek-V4-Flash ~ Medium 10 4 40% 0.57
DeepSeek-V4-Pro Medium 10 5 50% 0.68
DeepSeek-V4-Flash ~ High 10 7 70% 0.81
DeepSeek-V4-Pro High 10 4 40% 0.55
DeepSeek-V4-Flash ~ Max 5 3 60% 0.74
DeepSeek-V4-Pro Max 5 2 40% 0.47
ait - 70 34 48.6% 0.632

2 a: MATEESHRHESS HIER rollout £558,

piuirl Rollout Ebu Pass Rate Ave. Score
V4-Flash 20 16 80% 0.843
V4-Pro 20 9 45% 0.753
&t 40 25 62.5% 0.798

2 5: MIULSHIPSES R AL

REYHERE Rollout J&iF  PassRate  Ave. Score
V4-Flash 55 36 65.5% 0.763
V4-Pro 55 23 41.8% 0.622
WM& 110 59 53.6% 0.692
B E¥ - - 55.5% 0.715

4.7 JGBIER PR
JEEATES5 K E S Bug BE SRR, ZWURASH
VITEALE, JAIA —Prefab—Scene—Ar B AR IS R4 Feature,
IBATINTERE S NAEZIR, DANCERKAZAY TR, 77580k
BELOSCEE, BiRIEIABE, mEH KRS RET
15, WA rollout R Z WM = FE5 R, DIREEMMES
5 rollout 2@ MG, AR, Token FIIEFH A T X 7>
FREGHE T L,
5 RSB A
5.1 SR AR
M F RS2 DU SRIRIA LT
o R IREIEEE, (ES5HIME. rollout AR 2 #AR L
7K, 5B HS Grader IEVER;
o BaeiPR: BRERERZ 2 /NI, FRAIHCE RIS TR S A
I, & Play Mode IR 5 KFZT55;
« ##fERYi: Debian Headless + No Graphics JLiEHATHK
FESE GPU JERAFIE 158 BHIFR I
« Wf#: 4GB LRRFRHIRZY Unity WIH, B A5
17

« AR5 ATE EEE AR B N IUESS, 151 8 PASZHE
FeE BRI B T2 RE 46 1E

« THRAYE : Unity CLI 5 Pipeline package 4 Fisi%
KB Er, SR FTREEE KA [9, 10],

XL AR S g 0 S e £ P JE I B A F Headless
BATHUHIAI DD RE, SRSt F 25T R T, £
SRR B A = T
5.2 A 304
Code Agent OB Z 4R VIER R, PRI R AR
o LIk FR A VF 2 3R RAFR RN 2K, shE, HoR3E
REREF AN Liulk, HIBNE H “BiERu” “FREIEM” “
ZHNR” FESRIEER, XLEHBRHITE XS, TR
FEAC IR R A R A 5

S R AR, B, M. EEER. Al
RPN — 20, TREAAIN R, Shader 2RI TS |
RV R 5T S, RAEHTIAIRER =R )1, Tk
B PP AG 75 22 R N7 25 PO S REAN B 2L B &,

5.3 INIEhA S ZEZS Grader

SEFERE. RN $kizah, PBRIR. ARSHFREE
KFTRE TSNS, S 2 ToiERIRIES IS,
T FLRAS T S U DARIR B E B AR 5 RIBTE W, AR
AITER & ETERE SRR A U 2 1% Replay, SREECHE
M, A, AN SRESFIEREEN, HHAEGAMES: e
PEMNA A TG G R0AT R TEE AU TE S BTG
RIS XU — 20 ; AR A ig s se: . IS
RIERKR; RNEBEGEAR D FFEAR AT ORI R ; 2
PEHE — B S BRI AR A HE M

2 1R B BE A% R AIC) 0 B A, H H W 47 2 32 2|
Prompt, Z7% EIFIA AL i & AU RZMA, TR & 1T 70 HL | 75 22
RN TEZS A HEMERIK,

5.4 HUBE AT K EPE 24 i 22

HEYE Grader HBEREARES HbGHIME L, H1E55 K R
5% BRI K, BRESEIAgmE, EENEIR
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IRZSH e, S91CTRRIETH SR, JT 05 E5 A B
o [EIERIAAIRZASEA BRI 2538 AT REE R KL

7T NI Seed, ZHMHIRAS, KEESEBENIL,
(5] 0K Diff B AR IR S AR 7 I Gold 5 T il RR 2k
TRUED R, SRS S W WHRIRSSINAN 7€ Grader
ARSI, IEIRA RS G, BT ROES HThRA & AR
TREFIHEE R,

5.5 JiAR S 5 g A A RE
X s | SR AR i, AT EEE. ATl 5L, o & (R
I S ST AL S BT AU B A& . Code Agent 7522
Fel R A TH SRR, F RS B O PR BEIRAS B sE e, @
WIBTERBIERE, HERIT BRSSP TR O RS,
MineDojo 5 Voyager &7~ T HIF R PR ALE K HIAR
NI, BLREFAER. TRRAIPAEE K575 TR FANE [13, 141,
Ballan-Bench 4 §ij &3 tH SR RS MIADIE 5 5k ;
BT A ELFE RS R, MDE IR, P, E5hEe, K
IR S AR 01 & A & 1T, Agent A RS HIE A Rk
IR T, FEXIa T4 SR PR A rT R 15, X —(A1BR AT
TUEFT AT QAT PRAR, BeRI OIS & ZtH SR,

5.6 LMVAUE TS eI RERIE
H SRl &R EEIR I GB, 52T A A
AT R BN A5 17 i AR IZE o T RS TP PR i, 7ESKE
PRt E R, BRSERATEHE R 2-3 /N, X—FAlEET
B E B Y AT A A ESS TR, Agent ELUB K “1&
KATE-SEHIRIE- AR KR,

etk REIL LI AR H ARATL AL Rt RL, PNA7, 2
FE. IREE, MBS RUSEEN. SR, KN ES
RARTAREER. HARES, ST SR
5 TSR R ERR &, JaZEn] P R G
SR RRAE, RN, TRy, BRE
ith, FRUELCIERE Replay, DANAANEUNEAERNIZ 42541
IR RS Agent TR

6 &t

A2 Ballan-Bench, —ZE M [ME K Unity JFRRE i
FERHIATERIE Code Agent PEIU 5 BB A& AR, IXTRAEM
N TSR Gold SEERH &, Ml N7z 70 S T RETH R,
i FBEEL Grader IOHEIE Lk, FFAERERR Git isE, &%
SEERFIINIA G A BRI S5 PR, Agent rollout 5 grading
MHERE, HUTEERZ 0 731t AGtits

Unity CLI, Unity Pipeline package. unity mcp £ Unity
Test Framework Jy A5 @2 4 T OCER], CLI fAgist
HRmHES Editor ZE @B A, Pipeline $2(1217H Editor 1Y
BaifbfEim, MCP SXHrgstfb TR, Test Framework
7&#H Edit Mode, Play Mode 5 Player $uiiE, X4 T Hf#
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