[ Observation(Tentative) ]

h[ Boss State ]

;(Distance Norm (float) )
d(Agent, Boss
[_[y =1 — clamp ( ( g100’0 ) , 0, 1) ]
;(Target HP Norm (float) )
HPg curr
h = clamp ( I_current , 0, 1>
HPE_ max
;(Behaviour Flags (float) )
TargetIsAttacking (bool) )
TargetlIsInjury (bool) )
;(AttackWillHit (bool) )
L[c = (d < 300) A —(Rolling V Injury V UltimateAttacking VV Dodging) )

;(TargetCanAttaCk (bool) )

¢ = —(Rolling V Dodging V Injury V UltimateAttacking) )

L]

%[ Self State ]
;(Speed Norm(float) )

h — HP S_current
HP S_max
;(Stamina Norm (float) )
Staminacyrrent
S =
Stamina,,

;(Selﬂslnjury(bool) )
;(CanPerformAction?(bool))

[—[c — <ﬂ \/ a) A (s > 15) A = {Injury, Attacking, Dodging, Rolling}




