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<ServerHandlers>
<FlatWorldGenerator generatorString="3;7,220*..."/>

<DrawingDecorator>
[...]
<DrawCuboid x1="-2" y1="45" z1="-2" x2="7"

y2="45" z2="18" type="lava" />  <!-- lava floor -->
<DrawCuboid x1="1" y1="45" z1="1" [...] 

type="sandstone" />  <!-- floor of the arena -->
<DrawBlock x="4" y="45" z="1" type="cobblestone"

/>  <!-- the starting marker -->
[...]

</ServerHandlers>
<AgentHandlers>

<ObservationFromFullStats/>

<DiscreteMovementCommands>

<ModifierList type="deny-list">

<command>attack</command>

</ModifierList>

</DiscreteMovementCommands>

<RewardForTouchingBlockType>

<Block reward="-100.0" type="lava“
behaviour="onceOnly"/>

<Block reward="100.0" type="lapis_block“
behaviour="onceOnly"/>

</RewardForTouchingBlockType>

<RewardForSendingCommand reward="-1"/>

</AgentHandlers>
[...]

API for interactive agents in Mincraft

Create directly in Minecraft, through 

mission XML and/or API
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API for interactive agents in Mincraft

Create directly in Minecraft, through 

mission XML and/or API
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API for interactive agents in Mincraft
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Screenshot: Human-Agent pig chase game



Stag 

(Pig)

Hare 

(Exit)

Stag 

(Pig)
5, 5 0,1

Hare 

(Exit)
1,0 1,1



Stag 

(Pig)

Hare 

(Exit)

Stag 

(Pig)
5, 5 0,1

Hare 

(Exit)
1,0 1,1



Stag 

(Pig)

Hare 

(Exit)

Stag 

(Pig)
5, 5 0,1

Hare 

(Exit)
1,0 1,1





Υ ≔ 

𝜇∈𝐸

2−𝐾 𝜇 𝑉𝜇
𝜋



Υ ≔ 

𝜇∈𝐸

2−𝐾 𝜇 𝑉𝜇
𝜋

𝐻 𝜇




