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Algorithm 1 Modified A* with Obstacle Avoidance

- if neighbor is “Obstacle” then

normal_vector := calculate_normal_vector(current, neighbor)
goal := goal + normal_vector

continue

: end if
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Passive Model (Avoidance):

IL:

R(s,a) =
(D=9 125, ifsurvives 2 minutes
e, every 20 seconds of survival
+0.7f, if agent moves away from spawned enemy

—1f/z, if contacts a monster every 20 seconds
P(s,a) =

—5f, ifHP <50
2 increases by 0.5 every 20 seconds.
Aggressive Model (Attack):

Common Rewards:

 [+38f, ifsurviv
Rls,a) = {+3f, if survive

EXP Count:

s of 2 EXP gained
tiples of 5 EXP gained
approaches spawned EXP

o, f
Rexp(s,a) = < +2f,  for
+0.4f, ifay

Kill Count:

+0.03f, for kills 250-700
+0.04f,  for kills 700-1000
+0.05f, for kills >1000

+0.01f, for kills 0-100
+0.02f, for kills 100-250
Rice(s,a) =

P(s,ay — | ~0:2F/z, i contacts a monster every 20 seconds
,a) =
-3f, if HP < 50

 increases by 0.2 every 20 seconds.

Common End Conditions:
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