Mission Repository: Missions in Malmo (14 June 2016)
Missions can be generated by coding them in any of the supported languages, but they are usually generated automatically using .XML files.
- Some .XML files can generate one single mission, if no decorators are used or a fixed seed is specified.
- Most .XML files generate many instances, because there is a generator and a variable seed. Another way of generating several instances is through an xml template.

The instances that are generated, when recording is enabled, can be written in the saved_data.tgz file, so one can always know which instance has been used. The tasks in the repository below are all accompanied with an instance trace and video in a compressed “.tgz” file with the same name as the task.

1d Type Instances Description Goal Rewards End Observability Actions States Ergodicity Noise #Agents Breadth Difficulty Experimentation Implementation Date Link
default_ | Survival | Infinite instances. Survive and find gold, dlamond or ‘The goal must be learnt Sparse rewards. Negative f | Teskendsf | Partial Y. iven by Infinite no. of | Non-ergodic Nolsy Single agent. | Very broad. Difficult because of Interesting for general Createdwitha 201606~ | https://atthub.co
world_1 redstonel from rewards. The task dead (-10000), posttive f | the Using mmand” included | states {stochastic, as | Animalsand sensorimotor and agents using Intrinsic 12
The agent appears in a default Minecraft | instance is considered the target block is touched | timeLimitMs= | (480x320) in “survival mode”, there are creepers are conceptual complexityof | motivation or knowledge- | or". moftree/master/s
world, with all posstble objects. complete If the agent finds | (+1000) and negative fthe | 300000 (300 Inventory empty initially. animals, consider NPC. environment and the seeking utllity functions, ample_missions/
The agent appears at x="-204" y="81" {mines) any special block | time s over (-1000). sec)ls So actlons are “move”, “strafe”, “pitch”, creepers, unlikely goal. As the goal and humans. default_world_1x
22"217", which depending on the world | {any of “gold_block reached or “tumn”, “jump”, “crouch”, “attack”, “use” and clouds,.) blocks are very rare, the No experiments performed ml
that Is generated means that I's going to | diamond_block agent killed. “hathar.X". Action “drop” not Included fE5G8 chance of being killed or yet. The
fallInittally to touch ground. redstone_block®). #73. starve are high f not an “defautt_world_test.py”
experienced player. example uses a very similar
mission.
default_fl | Survival | Infinite instances because | Move'to a wooden hut in a snow ‘The goal must be learnt Sparse rewards, Positive Taskendsit | Partial ility ible actions given by Infinite no. of | Non-ergodic Noisy Single agent, | Very broad, The difficulty relies on Interesting for image Created witha 201605~ | https:/github.co
at_1 of noise, but the positions | tempest! from rewards. Theagent | +100 given if the goal the (although the hut isvisible | “ContinuousMovementCommand” included | states {stochastic, as | Animals and sensorimotor skills asthe | recognition and very basic E I
arefixed. The agent appears In a snowy flat has to reach x="19.5" positton Is reached. timelimitMs= | from the beginning). In “survival mode”. there animals, | creepers are goal is close, the chance of | navigation (alming at a and moftree/master/s
1t might inherit things from | fandscape and has to survive. y='227" 2="19.5", which is 100000{100 | Using VideoPraducer Inventory empty initially. creepers, consider NPC, being killed or starve is visible goal). “DrawingDecorator”, ample_missions/
previous experiments as The agent appears at x="0" y="227" inside a hut that is sec)is (320x240) So actions are “move”, “strafe”, “pitch®, clouds, .) small. default_flatLxml
‘the "force reset” s not =0, relatively near. reached or “turn”, “Jump”, *crouch”, “attad’, “use” and
included (SSUEH3) aget killed, “hatbar.X", Action “drop* not included J§5#
73, Inventory empty initially. Only moving
on the flat surface required
tricky_ar | Pattern | Oneinstance® (Thisisjust | Mind your stepto the redstonel Aflat | The goal must be learnt Dense rewards. Positive Taskendsit | Partal ilty. ible actions given by Finiteno. of | Ergodic, as attack is not Nonoise Singleagent | Narrow task. “The difficulty relies on Interesting for image Createdwitha 2016-06- | https://aithub.co
ena_1 {colour) | oneinstancethatcanbe | arena of 40xdD blocks with some of the | from rewards. Touching {+100) if agent steps over | the Using “Conti d*included | statesas allowed Asnewstepped | {deterministic Recognising the senserimotor skills. Image | recognition systems, vision 12 i
recogniti | generated usingthe blocks being special (goals) or dangerous | one of the goal blocks obsidian tiles that haven't | timeLimitMs= | (640x480) in “survival mode”. So actions are “move”, gettingoutof | blocks givereward thers | , astime, objects and moving recognition is crucial here | systems, etc. No anda moftree/master/s
onand | program: The {lava and water). {redstone). been stepped over 15000 {15 “strafe”, “pitcht”, “tarc®, “jump®, “crouch”, the arena might seem that itis not weather and fast may get good totellsome objectsfrom | experiments performed “DrawingDecorator* ample_missions/tr
moveme | “reward_for_mission_end_ recently, positive (+400)if [ sec)is “use” and "hotbar X”_ Action "attack” i endsthe ergodic, but the reward will | spawning results. others, and memory yet. The icky_arena_1.xml
nt. test.py" example) or goal stone is touched, reached or forbidden with a “deny-list* game. be enabled again after fixed, no “reward_for_mission_end_
changing some parameters positive (+100) if out of the | agent killed. Inventory empty initially. Only moving on the some time. cloude) testpy” example uses a
of the XML document. arena, negative (-800) if fiat surface required. Very similar mission.
1t might inherit things from agent falls into the water,
previous experiments as negative (-900) when time
the “force reset” is not funs out, negative (-1000) if
included (Issue #73) agent dies (e.g., falling into
the lava).
eating_1 | Pattern | Oneinstance® (Thisisjust | Eatahealthy dietl A flat world where ‘The goal must be learnt Dense rewards. Positive Taskendsit | Partial ilty. ible actions given by Infinite no. of | Non-ergodic, as “drop”is | Nonoise Singleagent | Narrowtask. The difficulty relies on Interesting for image Created witha 201606~ | httpsi//github.co
recogniti | oneinstancethatcanbe | somefood objects are scattered near the | from rewards. Eating as {+2)if agent eats any of the Using “Conti d*included | states {the not allowed. [SSUSH7AMAE | (deterministic Recognising the senserimotor skills. Image | recognition systems, vision 12 i
onand | generated using the starting position. The good ones must be | much as good food items | “fish porkchop beef chicken | timelimitMs= | (480x320) in “survival mode”.. So actions are “move”, | worldisnot | Eopaction) ,astime, abjects and moving recognition is crucial here | systems, etc. No anda moftree/master/s
moveme | program: The eaten but not the bad owns. as possible. rabbit mutton", positive 15000 (15 “strafe”, “pitcht”, “tun, “jump*, “crouch”, constrained) weather and fast may get good totellsome objectsfrom | experiments performed “DrawingDecorator* ample_missions/e
nt. “reward_for_items_testpy {+1) if agent eats any of sec)is “use” and "hotbar X”_ Action "attack” is spawning results. others, and memory yet. The ating Laml
* example) or changing “potato egg carrot”, reached or forbidden with a “deny-list" (ESUSHID). fixed, no “reward_for_items_test.py
some parameter of the negative (-1) ifagent eats | agent killed. Inventory empty initially. Only moving on the clouds) * example uses avery
XML document. any of *apple melon™ and fiat surface required. similar mission.
1t might inherit things from negative (-2) if agent eats
previous experiments as “sugar cake cookie
‘the “force reset” is not pumpkin_pie".
included (ESUSH73)
cliff_walk | Navigatio | One Instance® (Starting Burning laval A clfff of size 12:3 ‘The goal must be learnt Sparse rewards, Negative In | Taskendsf for iven by Finlteno, of | Ergodic. Except for the lava | Nonoise Singleagent. | Very narrow task. The difficulty relies on tabular Cr 201605~ | https://github.co
ing_1 n position is fixed: X= 4, and sandstone blocks surrounded by burning | from rewards. The task. lava [-100), positive if either when ("ol rid”, “Conti d” included states: 12x3 ¥ | and the destination block, {deterministic Specialised agents can | senscrimotor skills. If more | learners, visi 20 m/Microsoft/mal
Y=46 and 2=1, but in the I block | in Is considered (“lapls_block") | falleninthe | the adjacent cell where the | included In “survival mode”.. Soactionsare | weconsider | any otheraction s ) be coded or leamt Java blocks are added to etc. Based on Suttonand | anda mo/tree/master/
“tutotial_6mine.py" several | to destination block without followingin | complete Ifthe agent goes | touched (+100), and Tava or the agent Is located) and “move”, “strafe”, “pitch”, "turn®, Jump®, position only | revertible {moving back), so easlly. the arena, the instance Barto. sample_missions
lava blocks are randomly | the lava. from starting position slightly negative (-1) forany | destination | partial/total for the 3D “crouch”, "use” and *hotbarX”. Action {ignoring the agent can reach any of difficulty might dependon | Successfully attempted [cliff_walking_1.x
placed inside the arena {“cobblestone*) andsteps | action done. No {negative) | blockis view ("VideoProducer”, “attack” s forbidden with a “deny-list* (BSi8 | where the the previous states. the number of theselava | with Q-leamning (using ml
using the code, making It over a special destination | reward i out of time. reached. Orff | screenshot view). H90). Inventary empty Initially. agentls blocks, thelr location many leaming episodes,
‘more difficult. This code block (blue "lapis_block”) the Background is a grey room, | Only moving on the flat surface required. looking at, 1f attack is disabled, no {closer to the starting see tutorial_6.pyin
‘might generate three lava without following in the timeUmitMs= | surrounding the lava, Jumping might be required f many blacklava | jumping, what | block can be broken, so It's block, configuring barriers, | Python_Examples). Things
blocks in a row, making it lava. 20000 (20 There are no torches wholes are created. itisholding, | ergodic. etc). change significantly
necessary to jump, or sec) s around but the lava butthe The kind of observations depending on the possible
{unlikely) might even reached. produces some light. Inventary ls difficulty actions
create so many lava holes Currently using empty). completely. If looking at
to make the instance VideoPraducer (640x480) adjacent is allowed, the
impossible). task becomes trivial.
maze_l | Maze Zillions of instances Get a-mazed] The agent appears ina “The goal must be learnt Sparse rewards. Negative f | Teskendsli | Partal ilty. ible actions given by Finiteno. of | Ergodic No noise Singleagent | Narrow. A simple maze | The difficulty relies on Interesting for maze Created witha 2016-06- | https://aithub.co
navigatio maze of size 20x20. Mazes are within from rewards. Theagent | dead (-10000), positive tf | the Using ommand” included | states {deterministic traversal algorithm can | sensorimotor skills, but solvers, planning, general, | “MazeDecorator”, 12 crosoft/mal
n (using walls. appears at starting position | the target block Is touched | timeLimitMs= | (640x480) in “survival mode”.. So actions are “move”, ) solvelt. movements are very and humans. No m imaster/s
“MazeDe {emerald_block) and hasto | (+1000) and negativeif the | 30000 (30 “strafe”, “pitcht, “tarn®, “jump”, “crouch”, constrained. So it depends | experiments performed ample_missions
corator) traverse the maze toreach | time Is over (-1000). sec)ls “use” and "hotbar.X". Action "attack" Is on how complexthe maze | yet. The mazes/
the target position reached or forbidden with a “deny-list* (ESUBNI0). Is generated (some are “depth_map_runner.py* maze_lxm!
{redstone_block). killed. Inventory empty initially. Only moving on the straight). Mazes are will example uses a very similar
fiat surface required walls, 50 one cannot fall mission.
(jumpingIs useless). and there are no forks. One
cannot die either {only
from starvation but times
are too short for that)
maze 2 | Maze Zillions of instences ‘Get more a-mazed] The agent appearsin | The goal must be learnt Sparse rewards. Negative f | Teskendsf | Partial ilty. ible actions given by Finiteno. of | Ergodic No noise Singleagent | Broad for mazes. Many | The difficulty relies on Interesting for maze Created witha 201606~ | https:/github.co
navigatio amaze of size 64x64, Mazes are from rewards, Theagent | dead (-10000), positivelf | the Using “c ommand” included | states {deterministic Kinds of mazes, falling | sensorimotor skills, but solvers, planning, general, | "MazeDecorator”, 12 Icrosoft/mal
n {using different a5 they can be labyrinths with | appears at starting position | the target block is touched | timelimitMs= | (640x480) in *survival mode”.. So actions are “move”, ) is challenging forthe | movements are very and humans. No moftree/master/s
“MazeDe walls, or walking on convoluted cliffs {emerald_block) and hasto | (+1000) and negative f the | 100000 {100 “strafe”, “pitch”, “turn’, “jump”, “crouch”, ones with lava. constrained. So it depends | experiments performed ample_missions/
corator) surrounded by lava or water, traverse the maze toreach | time Is over {-1000), sec)ls “use” and "hotbar X". Actlon "attack” Is on how complexthe maze | yet, The mazes/
the target position reached or forbidden with a “deny-list” (ESUEHID). is generated (some are “manual_input_test.py” maze 2xml
{redstone_block). Killed. Inventory empty initally. straight). When mazes are | example uses a very similar
Only moving on the flat surface required Iabyrinths with walls, mission,
(jumping may be useful in some mazes). Also observations are poorer
enabled: <AbsoluteMovementCommands /> but one cannot fall to lava.
<DiscreteMovementCommands /> When mazes are more like
convoluted cliffs, falling is
the maln concern.
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baslc Navigatlo .Evenifthe | Grabthe 1 A room of 7x7x7 ‘The goal must be learnt Sparse rewards. Negative If | Taskendsi | Partial for v Finlte no.of | Ergodic. Except when No nolse Single agent. | Very narrow task. The taskIs trivialevenfora | The use of thistaskls just | Createdwitha 201605~ | https://github.co
n(using original position seems to surrounded by stone blocks, There is a frorn rewards, The task dead (-10000), although it target blockis | (Ol “C d* included states: 7x7 if reaching the target block, {deterministic Specialised agentscan | random agent. for checking whether an 20 I
“Classroo | be fixed (Placement says Inthe Is considered Isvery dificuit to get klled, | reached. Orlf | the adjacent cellwhere the | in “suruval mode.. So actions are “move”, | weconsider | any other action s )-Aclosed be coded or leamt agent works. However, t | and. mo/tree/master/s
mDecora | x="-204%,y="81", 2%"217") | room complete (f the agent goes | Positive ifthe target block | the agent Is located) and “strafe”, “pltchr”, "tun”, “Jump”, “crouch”, positiononly | revertible {moving back), so | environment easlly. might be useful forthe 30 | “ClassroomDecorator* ample_missions/cl
tor”) the ClassRoomDecorator from starting position to is touched (+1000) and timelimitMs= | partial/total for the 3D *“use” and "hotbarX”. Action "attack” is {ignoring the agent can reach any of | with monsters view observation, as very assroom/basicxml
moves it slightly from X=1 ‘the special block {any of negative Hfthe time Isover | 20000 (30 view ("VideoProducer”, forbldden with a "deny-list* (IESUBH70). where the the previous states disabled (no simple vislon systems might
105, 50 making different *gold_block diamond_block | {-1000). There’s a small sec)is screenshot view). Inventory empty initially. Only moving onthe | agent is {“attack" is disabled, 13508 | spawning). be able to detect the
instances. redstone_block), reward (220) for touching | reached, Background is a grey room, | flat surface required (jumping is useless). Iooking at, #70)). golden block and direct the
the target block surrounding the lava. whattls agent towards It.
There are no torches holding,
around but the lava jumping, etc),
produces snme light.
Currentfy usin
‘IdeoPruducer (320x240)
obstacles | Navigatio Rooms can | The apartment! Four roomsinarowof | The goal must be learnt Sparse rewards. Negative f | Taskends’f | Partial v Too many Ergodic. Except when No nolse Single agent. | Relatively broadtask. | The taskls of some Interesting for navigation | Created witha 201605~ | https://github.co
nlusing | changeslightly Evenifthe | approximately the same size connected | from rewards, The task dead (-10000), althoughit | targetblackis | Currentlyusing “ContinuousMovementCommand® included | states. reaching the target blackor | {deterministic Variations in colours, | difficulty as there are robots, d 0 i
“Classroo | original position seemsto | by openings or doors (with switchesto | instance Is considered Isvery difficult to getkllled, | reached. Orif | VideoProducer (320x240) | In “survival mode”... 5o actlons are “move®, falling Into the lava, any ).Aclosed Kinds of environments, | different ways of opening Iearnlngagen(s, people anda mo/tree/master/s
mbDecora | be fixed (Placement says ‘open or not). All rooms are at the same | complete If the agent goes | Positive ff the target block | the “strafe”, “pitcht”, “tun”, “Jump”, “crouch”, other action Is revertible environment etc. Ifsevendifficult | the doors, there’s the lava. | [eg.. “cl ample_misslons/cl
tor’) Xx="-204",y="81",2"217") | level. There might also be lava andwater | from starting position to is touched {#2000) and timeLimitMs= “use” and "hotbar X", Action "attack” is {moving back), so the agent | with mansters to code an agent It relatively easy for problems). No experiments assroom/obstacles
the Cl that hav Therelsa the special block (any of negative ffthe time Is over | 45000 (45 forbidden with a “deny-list* (ESUEHT0). can reach any of the disabled (no manually tosucceed In | humans as there Is only reported yet. ml
moves it laced Inthe “gold_block diamond_block | {-1000). There’s a small sec)ls Inventory empty initially. Only moving on the previous states (“attack” Is | spawning). this task. one path (noforks)
1011, 50 making different | last room. Spawning zombies, witches, | redstone_block?). reward (#20) for touching | reached. flat surface required and the “use™ action disabled, [SSUSB70).
Instances. etc, disabled. the target block. needed to open the doors. Jumping I not
necessary but useful.
simpleRo | Navigatio | Many instances, depending | Eight rooms of approximately the same | The goal must be learnt Sparse rewards. Negativeif | Taskendsit | Partial ble actions given by Too many Ergodic, Except when No noise Single agent, | Relatively broad task. | The task s of some Interesting for navigation | Createdwitha 201605~ | hitps://github.co
omMaze | n{using | onthe generator. size are connected by openings or doors | from rewards. The task dead (-10000), although it | targetblockis | Currently using “ContinuousMovementCommand” included | states. reaching the target blackor | {deterministic Variations In colours, | difficulty as there are robots, d 0
“Classroo {with switches to open of not). All rooms | instance is considered s very difficult to getkilled, | reached. Orif | VideoProducer (320x240) | in “survival mode”, So actions are “move”, falling into the lava, any ) Aclosed Kindsof environments, | different ways of opering | learing agents, people anda moftree/master/s
mDecora are at the same level, There might also | complete if the agent goes | Positive if the target block | the “strafe”, "pitch”, “turn®, “jump”, “crouch”, other action is revertible environment etc. IYsevendifficult | the doors, there's the lava, | [e:g., | ample_missions/cl
tor") be lava and water around that has tobe | from starting position to Is touched (+4000) and timeLimitMs= “use” and “hotbar X". Action "attack” Is {moving back), so the agent | with monsters to code an agent s relatively easy for problems). No experiments assroom/
surrounded. There is a target block the special block {any of negative if the time s over | 45000 (45 forbidden with a “deny-list” (ESUBH70). can reach any of the disabled (no manually tosucceedin | humans as there is only reported yet, simpleRoomMaze.
placed somewhere in the last room. *gold_block diamond_block | {-1000). There’s a small sec)is Inventory empty initially. Only moving on the previous states (“attack”is | spawning). this task, one path (no forks) xml
Spawning zombies, witches, etc., redstone_block”). reward {220) for touching reached. flat surface required and the "use” action disabled, [§SUE#70).
disabled. the target block needed to open the doors. Jumping is not
necessary but useful.
attic Navigatio | Oneinstance Two roams (one above the mher) of ‘The goal must be learnt Sparse rewards. Negative f | Taskendsif | Partial i ions given by Too many Ergodic. Except when No noise Singleagent. | Narrowtask (onlyone | Going upstairs using the Interesting for navigation | Created witha 2016-05- | https://github.co
n (using appearsinX= | different by astairof from rewards, The task dead (-10000), althoughit | targetblockis | Currently using “ContinuousMovementCommand” included | states. reaching the target block or | {deterministic instance). An agent can | “staircase” is hard evenfor | robots, de 20 i
“Classroo | 5 blocks {wh ot i is considered isvery difficult to getkilled, | reached. Orif | VideoPraducer (320x240) | in “survival mode”. So actions are "move”, falling into the lava, any )-Adlosed be hardwiredtosolve | humans. Precise jumpingis | learning agents, people anda moftree/master/s
mDecora | andY=55 and z=1 and one can fall). Rooms are at different | complete if the agent goes | Positive if the target block | the *strafe”, “pitcht”, “tun®, “jump®, “crouch®, other action is revertible environment it. needed. {eg, with “cl ample_missions/cl
tor*) even if - | levels. Th wallswith | from starting position to is touched (+1000) and timeLimitMs= “use” and "hotbar.X". Action “attack” is {moving back), so the agent | with mansters problems). No experiments assroom/attic.xml
2047, y="81", 27217 lava around that have to be jumped. the special block (any of negative if the time s over | 30000 (30 forbidden with a “deny-list* (IESUBHT0). can reach any of the disabled (no reported yet.
becausethe seed isfixed | There is a target block placed “gold_block diamond_block | (-1000). There’s a small sec)is Inventory empty initially. Only moving and previous states (“attack”is | spawning).
(214923). somewhere in the upstairs room. redstone_block"). Because | reward (+20) for touching | reached. jumping are necessary. disahled, 55U #70).
Spawning zombies, witches, etc., of the seed, it is always the target block.
disabled. “gold_block".
Vertical | Navigatio | Many instances, depending | Three rooms (each above the other) of | The goal must be learnt ‘Sparse rewards, Negative if | Taskends® | Partial Tl by Too many Ergodic. Except when Nonoise Singleagent. | Relatively broad task. | Going upstairs might be Interesting o navigation | Created witha 201605~ | hitpsi//github.co
niusing | onthe generator. similar size connected by stairs (witha | from rewards. The task dead (-10000), althoughit | targetblackis | Currently using “ContinuousMovementCommand” included | states. reaching the target black or | {deterministic Variations ncolours, | hard even for humans. robots, 20 i
“Classroo carner) and a straight vertical ladder. instance is considered isvery difficult to getkilled, | reached.Orif | VideoProducer (320x240) | in “survival mode”. So actions are "move”, falling into the lava, any ).Aclosed Kinds of ing is needed. people anda mo/tree/master/s
mDecora The three rooms are at different levels. | complete if the agent goes | Positive if the target block | the *strafe”, “pitcht”, “tun’, “jump”, “crouch®, other action is revertible environment etc. It's even difficult “cl ample_missions/cl
tor") There s a target block placed from starting position to is touched (+8000) and timeLimitMs= “use” and “hotbar X". Action "attack” is {moving back), so the agent | with mansters to code an agent problems) No experiments assroom/verticalx
somewhere in the topmost room. the special block (any of negative if the time is over | 45000 (45 forbidden with a “deny-list* (ESUB#70). can reach any of the disabled {no ‘manually to succeed in reported yet. ml
Spawning zombies, witches, etc,, “gold_block diamond_block | {-1000). There’s a small sec)is Inventory empty initially. Only moving previous states (“attack” is | spawning). this task.
disabled. redstone_block®). reward (20) for touching | reached. {including pitching up for climbing ladders) disabled, (S5 #70).
the target block, and jumping are necessary.
complexi | Navigatio | Many instances, depending | Several rooms of different sizes ‘The goal must be learnt Sparse rewards. Negativeif | Taskendsi | Partial bl by Too many Ergodic. Except when No noise Single agent. | Relatively broadtask. | Orientation is key andwhat | Interesting for navigation | Created witha 2016-05- | https://github.co
ty_usage | n(using | onthe generator. connected by doors (with switches to from rewards. The task dead (-10000), althoughit | target blockis | Currently using “ContinuousMovementCommand” included | states. reaching the target blockor | {deterministic | No Variations in colours, | has been visited There are | robots, d 20 i
“Classroo ‘open or not) and stairs or ladders. instance s considered isvery difficult to getkilled, | reached. Orif | VideoPraducer (320x240) | in “survival mode”. So actions are "move”, falling into the lava, any )-Adlosed help/demo kinds of environments, | a few forks. Jearning agents, peaple anda moftree/master/s
mDecora Rooms are at different levels. There complete if the agent goes | Positive f the target block | the “strafe”, “pitch”, “tum”, “jump", “crouch”, other action Is revertible environment | from other etc. It's even difficult (e.g., with “cl ample_missions/cl
tor*) ‘might also be lava around and some from starting position to Is touched (+1000) and timeLimitMs= “use” and “hotbar.X". Action "attack” is {moving back), so the agent | with mansters | agents. to code an agent problems). No experiments assroom/complexi
‘small walls that have to be jumped. ‘the special block (any of negative if the time is over | 30000 {30 forbidden with a “deny-list* (IESUB#70). an reach any of the disabled {no manually to succeed in reported yet. usage xml
There s a target block placed “gold_block dlamond_block | (-1000). There’s a small sec)is Inventory empty Initially. Only moving previous states (“attack’is | spawning). this task.
somewhere in ane room. Spawning redstone_block”). reward (20) for touching | reached. {including pitching up for climbing ladders) disahled, [5SUS#70).
zombies, witches, etc., disabled. the target block. and jumping are necessary.
medium | Navigatio | Many instances, depending | 14 rooms of different sizes connected by | The goal must be learnt Sparse rewards. Negative f | Taskendsi | Partial bl by Too many Ergodic. Except when Single agent. | Relatvelybroad Gaskc | Orientation s key and what | Interesting for navigation | Crested witha 2016-05-
niusing | onthe generator. doors {with switches to openor not)and | from rewards. The task dead (-10000), althoughit | target blockis | Currently using *ContinuousMovementCommand” included | states. reaching the target block or No Variations in colours, | has beenvisited There are | robots, 20
“Classroo stalrs o ladders. in Is considered Isvery difficult to get killed, | reached.Orif | VideoProducer (320x240) | in “survival mode”. So actions are "move”, falling into the lava, any ).Aclosed help/demo Kinds of environments, | a few forks. learning agents, peaple anda
mDecora lava and water around and some small | complete i the agent goes | Positive if the target block | the *strafe”, “pitch”, “tunn®”, “jump”, “crouch”, other action is revertible environment | from other etc. It's even difficult lee. “cl
tor") walls that have to be jumped, also some | from starting position to is touched (+16000) and timeLimitMs= “use” and “hotbar.X". Action "attack” is {moving back), so the agent | with monsters | agents. to code an agent problems). No experiments
rooms are also accessible by jumping the special block (any of negative ff the time s over | 90000 (90 forbidden with a “deny-list* (ESUEH70). can reach any of the disabled (no manually to succeed In reported yet.
from blocks to blocks. There isa target | “gold_block diamond_block | (-1000). There's a small sec)is Inventory empty initially. Only moving previous states (“attack is | spawning) ths task.
block placed somewhete in one room. redstone_block®). reward (20) for touching | reached. {including pitching up for climbing ladders) disabled, [§5lie#70).
Spawning zombles, witches, etc., the target block. and jumping are necessary.
disabled.
hard Navigatio | Many instances, depending | 32 rooms of different sizes connected by | The goal must be learnt Sparse rewards. Negative if | Task ends if ver Too many Ergodic. Except when No nolse Single agent. | Relatively broad task. | Orientation s key andwhat | Interesting for navigation | Created witha 2016-05-
n(using | onthe generator. doors (with switches to open or not) and | from rewards. The task dead (-10000), althoughit | targetblockis | Currently usin “ContinuousMovementCommand” included | states. reaching the target block or | {deterministic | No Variations in colours, | hasbeenvisited There are | robots, d 20
“Classroo stairs or ladders. There might also be instance is considered isvery difficult to getkilled, | reached. Orif \IdeoPmducer (320x240) | in “survival mode”. So actions are "move", falling into the lava, any ).Aclosed help/demo kinds of environments, | a few forks. Jearning agents, people anda
mDecora lava and water around and some small | complete If the agent goes | Positive ff the target block | the “strafe”, “pitch”, “tum”, “jump", "crouch*, other action Is revertible environment | from other etc. It's even difficult (e.g., with “
tor*) walls that have to be jumped, alsosome | from starting position to Is touched (+32000) and timeLimitMs= “use” and “hotbar.X". Action "attack” is {moving back), so the agent | with monsters | agents. to code an agent problems). No experiments
rooms are also accessible by jumping ‘the special block (any of negative if the time is over | 120000 {120 forbidden with a “deny-list* (IESUB#70). an reach any of the disabled {no manually to succeed in reported yet.
from blocks to blocks. There Is a target | “gold_block diamond_block | (~1000). There’s a small sec)is Inventory empty initially. Only moving previous states (“attack’is | spawning). this task.
biock placed somewhete in one room. redstone_block”). reward (320) for touching | reached. {including pitching up for climbing ladders) disahled, [5SUS#70).
Spawning zombies, witches, etc., the target block. and jumping are necessary.
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