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; : Memorize the sequence of the first 18 colored objects Pass through the green (red) door if the number of t t t+1 t+1
Enter the hallway that features an identical . . . . ; .
: ; presented. When given a choice between two objects, previously seen items matching the color of the
object to the one found in the start room. : : : ; A
select the one that appeared earlier in the sequence. object in the room is even (odd).
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Remember the sequence of actions shown initially Navigate along an unseen path; straying off it Gather the coin and reach the door without being 100 A g (g ol SR, XA i -
and replicate them accurately. resets your position to the beginning. caught by spotlights, noting the agent becomes
invisible after the episode starts.
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VANILLA TRANSFORMER ~ 20.8+42.2 97.3+07 622+55 5324283 59.4+229 6407 D a t a E I I | Cl e n C
ATTENTIONTUNER (OURS) 99.8+04 98.7+0.4 64.2 + 3.4 99.9 + 0.1 99.9 + 0.3 6.5+04

Table 1: Average success rates and 90% confidence intervals for two different methods—Vanilla Transformer and AttentionTuner (our
approach)—across various tasks in the Memory Gym and Long-term Memory Benchmark.
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