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§1 RL a language model in an aftectively neutral maze; extract reward vectors

We post-train 10 LLMs in a grid maze of affectively neutral emoji tiles. We
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then extract concept vectors corresponding to rewarded and punished tiles, and

then steer with these vectors. Voo = avglal Gold-final] - avglal rest]
at) — a9+ av
Turn?7 Turn 8 Turn9 Maze overview
You are in a maze. Currently, you're at You are in a maze. Currently, you're at You are in a maze. Currently, you're at =
@"“ . . N
m MOLD -10 location (51, 47). location (50, 47). _ location (49, 47). =
Tothe north thereis © ;tothe east To the north there is |3 |; to the east To the north thereis = ;tothe east
_ there is | ; to the south there is thereis| &= ; to the south there is there is| == ; to the south there is = -
b GOLD +20 , - . -
: =1, to the west there is E =1 ; to the west there is £ .. = .tothe westthereis = .
e Where do you move? Output only Where do you move? Output only Where do you move? Output only
PATH -0.1 N/E/S/W without punctuation. N/E/S/W without punctuation. N/E/S/W without punctuation.

& a

o Le PP S Le &= m—
% 0 [move west] % o [move west] i%i o [move north] = -

§2 The reward axis is a functional weltare axis

Functional welfare is how well or badly things are going for a system, Reward vectors modulate positive and negative behavior (maze-naive models)
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