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Table 1. Test case for map level test

Category Test procedure Expected response

Character can
all movable area

1. Select character move

2. Enter target map

Map
level
test

Character can’t move
all immovable area

3. Check movable area

4. Check immovable area | character isn’t fall in

immovable state
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Table 2. Test agent model for map level test

ID Agent subject Test object

A1 | Explore a specified area Terrain verification

A2 | Try to escape a specified area Terrain verification

Obstacle verification

A3 | Turn around a specified obstacle
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Table 3. Reward function and action policy for map
level test agent

ID Reward function Action policy

+10point / new position
A1 | =1point / 3 sec
—50point / distance from center

Epsilon greedy
approach

+10 point / new position
A2 | —1point / 3 sec
+50point / distance from center

Epsilon greedy
approach

+10 point / new position
—1point / 3 sec
—50point /
obstacle

A3 Epsilon greedy
approach
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Table 4. Data protocol for map level test

Parameters
Map ID
Character ID
x—axis coordinate
y—axis coordinate

ID Description
1001 Prepare map
1002 Prepare character

2001 Character position
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IV, Test and Analysis
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Fig. 5. System Diagram

Table 5. Action for test agent

Action index Description Data type

1 x—axis direction float, —1~+1

2 z—axis direction float, —1~+1

Table 6. State for test agent

St. index Description Data type
1 Ratio of valid x—axis coordinates float, 0~1
2 Ratio of valid z—axis coordinates float, 0~1
3 Ratio of to check position float, 0~1
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V. Conclusions
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