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Situated Inductive Reasoning Method: Induction from Reflection (IfR)
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Instruction: In Mars, your goal is to unlock achievements: < collect wood, collect diamond, place table, ... >
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class E (Cow):

eatable = true
attackable = false
shootable =
arrow_health_func = 0
eat_food_func = INC

u?
class F‘._H (Cow):

eatable = false
attackable = true
shootable =
arrow_health_func = DEC
eat_food_func = 0

* each collected item is obtainable
» each tool has a practical use All baseline models exhibit a performance decline when transitioning from the Default to

¢ Mars scenarios, underscoring that Mars has significant challenges for current methodologies.



