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Abstract. Reinforcement learning (RL) has recently gained significant attention 

due to the impressive successes of self-driving cars and human-like performance 

in games such as Go or StarCraft. However, approaching this subject can be in-

timidating. In this research, the author aims to explore how to train a RL agent to 

play various Doom scenarios. This will provide an opportunity to explore various 

aspects of RL, such as curriculum learning, reward shaping, and machine learn-

ing in general. The author will also address how to monitor the agent's progress 

during training and how to fix any issues that arise. Monitoring is crucial to en-

sure that the agent is learning effectively and behavior is appropriate. If any is-

sues are detected, they can be fixed by adjusting the training process or the reward 

structure. The ultimate goal of this research is to train an RL agent to play death-

match against real human players, with the author replacing humans with in-

game bots. At the end of this article, you will see a human-like agent playing 

against bots like a real player. The author hopes to demonstrate the potential of 

RL in creating intelligent and autonomous agents that can compete against hu-

mans in complex environments. 
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1 Introduction 

Reinforcement learning (RL) is a type of machine learning that allows an agent to learn 

from its interactions with an environment. An RL agent repeatedly tries out new actions 

and receives rewards or penalties based on its behavior. Over time, the RL agent learns 

how to take actions that maximize its rewards [1].  

Deep reinforcement learning (DRL) is a combination of RL and deep learning [2,3]. 

Deep learning is a type of machine learning that allows neural networks to learn com-

plex relationships. DRL agents use deep learning to learn how to make the best deci-

sions in complex environments. DRL has been successful in a variety of domains, in-

cluding games, robotics, and finance. For example, AlphaGo is a Go program devel-

oped by Google AI that defeated world champion Lee Sedol in 2016. AlphaGo used 

DRL to learn how to play Go [4].  
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In the above cases, the goals are all achieved through a lot of training, and video
games are an indispensable part of training. The ideal environment for deep learning
is often considered to be games due to several important characteristics and
advantages they offer, making them an ideal setting for researching and training deep
learning algorithms for the following reasons:
Firstly, games can generate a large volume of data, including images, videos,

audio, etc., which can be used for training deep learning models. Additionally, games
can provide accurate annotation information such as scores, win-loss outcomes,
player actions, etc., aiding in supervised learning model training.
Secondly, games can provide a virtual simulation environment where various

parameters and conditions can be controlled, providing a well-controlled testing
scenario for deep learning algorithms. This is valuable for researching and developing
new algorithms and techniques.
Thirdly, many games feature intricate plots, strategies, and difficulties, making

problem-solving within games a challenging task. Deep learning algorithms can learn
and optimize within these complex environments, enhancing their performance and
generalization capabilities.
Fourthly, fames often require real-time decision-making and interaction,

demanding that deep learning models make accurate predictions and decisions within
short time frames. This helps drive the development of deep learning algorithms,
enabling them to better handle real-time tasks.
Finally, in games, various innovative algorithms and techniques can be

experimented with to explore their effectiveness in different scenarios. This
contributes to advancing the field of deep learning, encouraging researchers to
develop more powerful and intelligent models and methods.
In summary, games, as rich, challenging, and interactive simulation environments,

provide valuable opportunities for researching and training deep learning algorithms.
They help drive the continuous development and innovation of artificial intelligence
technology [4].
The original Doom, published in 1993, is a first-person shooter game developed by

id Software, considered one of the earliest popular 3D shooter games. The gameplay
is straightforward, where players assume the role of a soldier who must battle demons
and monsters within a research facility on Mars. The game gained renown for its
fast-paced action, smooth controls, and innovative 3D rendering, making it a classic
in the history of gaming.
In this report, the author will use DRL algorithms to train the agent, also the

Doomguy. The agent will get screenshot as input, without knowing the internal state
of the environment, which is an open-source project called Vizdoom, used to train
agent to play Doom. This work will test some algorithm’s performance in Doom and
compare its difference performance between different parameters. Such as the frame
it skipped.
The author believe that this paper will show how DRL can be used to train agents to
learn how to perform tasks in complex environments. It can be a powerful machine
learning technique that has a wide range of potential applications.
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2 Method

2.1 The Game Environment

In 1996, id Software released the source code for Doom three years after the game's
release, which was a very rare thing at the time. This allowed many developers to
modify and improve the game and created many new game modes and maps. Doom's
open source also promoted the development of open-source game engines and
enabled the development of many other games [5].
Doom's open source also promoted the development of the open-source movement.

Doom was a very popular game, and its open source made many people meet
open-source software for the first time. This made open-source software more popular
and promoted the development of the open-source movement.
Vizdoom is an open-source, Doom-based RL environment. It is designed for

research and development of RL algorithms. Vizdoom uses the same engine as Doom,
so it can use all of Doom's features, including graphics, sound, and physics
simulation. Vizdoom also provides an easy-to-use API that allows users to easily
create and customize tasks [6].
Vizdoom works with scenarios. Each scenario describes a different situation with

its own rules and rewards. A scenario is usually composed of two files. A “.cfg” file
which parametrize the learning environment by defining for example which buttons
are available to the agent or what is the screen input format. A “.wad” file which is a
binary file that contains the maps and other resources specific to Doom.
Vizdoom has been used to research and develop a variety of RL algorithms,

including Q-learning, Double-Q learning (DQL), and Asynchronous advantage actor
critic (A3C). These algorithms have been shown to be able to learn complex tasks in
Vizdoom, such as playing Doom and navigating a maze [6].

2.2 The Model

This paper will be using Proximal Policy Optimization (PPO) with an Advantage
Actor Critic (A2C) policy. Thanks to stable baselines, training a PPO agent will be
much easy than author thought [7,8].
The only caveat is that stable baselines expect a gym environment. A gym is a very

simple interface to standardize the interactions between RL agents and various
environments [9]. Therefore, this work will need to write an adapter to make it work
with Vizdoom [6].
The architecture of the model in this work is demonstrated in Fig 1. The input to

this model, or observation space, will always be one (or more) color images of shape
(height, width, channels) whose pixel values are integers in the range 0 to 255. When
the program gets the frame, it will blur the frame with OpenCV, like Fig 2 [10]. The
output of the model will be an integer representing the index of the ideal action. The
final model is based on a custom convolutional neural network from the previous
article with a couple of “size” changes. 512 neurons for the first flat fully connected
layer. 256 neurons in a fully connected layer for the value net. 256 neurons in a fully
connected layer for the action net.
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In the repository you might see different dimensions for the input layer. This is due
to the usage of frame stacking. However, the author has noticed no difference in
performance with or without frame stacking. The illustration below shows the model
architecture without the layer norms.

Fig. 1. Architecture of the model with layer norms omitted (Figure credit: Original).

Fig. 2. The original and blurred frame (Figure credit: Original).

2.3 Scenarios

Basic. This is a simple scenario which have a box-shaped room and a randomly
spawned enemy. The agent needs to shoot it as fast as possible while remaining
accurate. In Fig 3 a) the triangle means player, and white square is a randomly
spawned enemy, there will be only 1 enemy spawn each time.
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There are rewards which used: +101 for killing an enemy. -1 per time step. -5 for
missed shots. The episode ends after 300-time steps. And the agent has 3 action to do:
move left or right and shot.

Defend the Center. This scenario include a round shape room and tons of randomly
spawned enemies. In this scenario, the agent will stand at the middle of the map,
which cannot move. The hostile appears around him randomly. The Doomguy only
has a pistol which can one-shot any enemies but only have 26 bullets. In Fig 3 b), the
triangle means player, and white square is a randomly spawned enemy, there will be
multiple enemies spawn each time. And the Enemy will attack player.
There are rewards which used: +1 per kill. -1 per death. The 3 actions agent can do:

turn left or right and shot.
In real deathmatch situation, the player needs to move around to find enemy to kill,

so after the basic training, the author add new actions into the config file. The action
after edit includes turn left or right, move left or right, go forward, and shot.

Deathmatch. Deathmatch is a 2:30-minute free-for-all in which players compete to
get the most kills. There are no teams. A kill is defined as killing an enemy. Each
player starts with a pistol and a brief period of invincibility. After dying, a player
respawns at a random spawn point on the map. The scenario is demonstrated in Fig 3
c).
The agent can perform the same actions in both the easy and difficult variants of

“defend the center”. These actions are moving, turning, and shooting, which are all
defined in advance.

Fig. 3. The shape of a) Basic, b) Defend the Center, and c) Deathmatch (Figure credit:
Original).

3 Results

Training this agent to the final goal requires a step-by-step training, from simple to
difficult. Although some steps are not necessary, the author still followed them to
make it easier to understand and compare.
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3.1 The Result of Basic

The training process is very simple, as paper mentioned before, with the help of
stable-baseline3, creating an agent became very straight forward. By calling the PPO
constructor, an agent with an A2C policy will be created. The training process is
doing by stable-baselines, which results are demonstrated in Fig 4.

Fig. 4. The result of Basic (Figure credit: Original).

Fig. 5. The result with different frame skips (Figure credit: Original).

When set the frame skip parameter to 4, the agent will shoot to early, so author did
a series of experiments with varying frame skip sizes, as shown in Fig 5.
Using 160 x 120 pixels image to input is a bit unnecessary. Cutting the

meaningless parts means that this model will need significantly less trainable
parameters. If modify the environment and use instead a cropped version of the input
frame, it can reduce the number of parameters by 2.6M.
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In addition, the PPO class from stable-baseline3 allows us to directly modify the
architecture of the model using keyword arguments. In particular, the default number
of features produced at the end of the convolutional layers is 512. This is also
unnecessarily large. Decreasing the size of trainable parameters by a factor 7. The
training process are much faster than before.

3.2 The Result of Defend the Center

When came to Defend the Center, the training method is same as before. And the
author defined a little helper function that will streamline the training and evaluation
process as needed to repeat it several time. The function simply creates the
environments, instantiate an agent based on the PPO algorithm and start training and
optionally evaluating the agent for a given number of steps. As demonstrated in Fig 6,
When author training about 100k steps, this agent already gets some pretty good
result, so it’s enough for training.

Fig. 6. The result of Defend the Center (Figure credit: Original).

As paper mentioned before, A real Deathmatch situation is very complex than
stand still and shot. So, the author added some new actions for the agent, making it
can move around.
Vizdoom provides a list of button states, but model uses a discrete action space. A

simple solution is to create a discrete action space by generating all possible
combinations of buttons and using each combination as a single command. More like
a real human player will do. Although, the number of all the possible combination of
output is 2n where n is the amounts of possible commands. And in this situation, the
agent has 64 available move set to choose.
The agent needs to disallow specific combinations in order to reduce the

combinatorial explosion of the action space. Allowing, for instance, both
LOOK_RIGHT and LOOK_LEFT to be outputted at the same moment does not make
much sense. As a result, the author eliminated the combinations LOOK_RIGHT and
LOOK_LEFT as well as GO_RIGHT and GO_LEFT.
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Additionally, the author forbids using anything other than the shoot button.
Because in original Doom game, most weapons have a cooldown between two attacks
anyhow, so the agent performance won't be affected by. In the end, the total number
of different possible actions is given by the cartesian product of {ATTACK} +
{TURN_RIGHT, LOOK_LEFT, NOTHING} x {GO_RIGHT, GO_LEFT,
NOTHING} x {MOVE_FORWARD, NOTHING}. Since the author don't want the
all-zero state (no button pressed) the agent will offer us a final total of 18, which is
considerably better compared to the 64. As shown in Fig 7, More training time will be
needed to train the model in this more complex scenario.

Fig. 7. The result of edited version of Defend the Center (Figure credit: Original).

3.3 The Result of Deathmatch

Training an agent to play deathmatch is significantly harder than the previous
scenarios the author have tried so far, also need to be patient and train for a long time.
But the training process and the environment are basically same as Defend the Center,
so the author just show the training result in Fig 8.
When reach this step, the goal is already achieved. The agent is already able to

fight against the bot, and of course, it can play with human player too. Just by replace
the bot with human.
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Fig. 8. The result of Deathmatch (Figure credit: Original).

4 Discussion

The in-game’s bot is not real AI, their actions are determined from a set of predefined
rules. After performing a few million training steps, the result started becoming some
interesting behaviors coming from the agent. However, one substantial limitation of
the setup was the scarcity of the reward signal. Indeed, in a naive approach where
each enemy killed grants one reward point, obtaining such reward requires a lot of
consecutive steps done just right. The agent must chase and aim at moving enemies
while repeatedly shooting them in order to possibly obtain a reward. Also, it needs to
do it while avoiding obstacles like walls. Since RL tries to increase the likelihood of
behaviors that result in positive feedback, the fact that rewards could be observed
from time to time means that the learning process will be very slow. So, to edit the
reward to make the agent learning faster and more efficient is a real deal for that.
Also, the author can make a scenario which allow 2 agents against with each other.

It will be a very interesting situation. And the author can spawn 2 instances of Doom,
one for human player and the other for the trained agent.
You might have noticed that the agent has no concept of memory. This means that

enemies that are not visible on the screen are immediately forgotten by the agent.
Also, the AI does not keep track of places that it has already visited. This is not a big
issue when playing against 8 programmed bots as there is always an enemy close by.
However, when playing against a single opponent, the agent will revisit several times
the same location or simply ignore some area of the map it should have explored.
A potential improvement here would be to use a model that has a concept of

memory like a Long short-term memory (LSTM) neural network. The following
paper shows that such a model could be used to play Doom effectively.
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5 Conclusion

In this paper, DRL models are leveraged to establish a Doomguy. The performances
of the model are validated in three different scenarios, including the basic, defend the
center, and the deathmatch. The results show that this method can successfully train
an agent to play the Doom game. The agent can learn how to avoid enemies, collect
power-ups, and kill enemies. This method can also be applied to other games, such as
Pac-Man and Space Invaders. The author believe that this work is an important step
towards training agents to play games. It is expected that this work will inspire other
researchers to work in this area, and eventually develop powerful agents that can play
a variety of games.
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Open Access This chapter is licensed under the terms of the Creative Commons Attribution-
NonCommercial 4.0 International License (http://creativecommons.org/licenses/by-nc/4.0/),
which permits any noncommercial use, sharing, adaptation, distribution and reproduction in any
medium or format, as long as you give appropriate credit to the original author(s) and the
source, provide a link to the Creative Commons license and indicate if changes were made.
        The images or other third party material in this chapter are included in the chapter's
Creative Commons license, unless indicated otherwise in a credit line to the material. If material
is not included in the chapter's Creative Commons license and your intended use is not
permitted by statutory regulation or exceeds the permitted use, you will need to obtain
permission directly from the copyright holder.
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