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O QF3 (Q-learning) : B—METMMEREHGEAFIFE, BIFI—1Q
5

PRECRRER — IS NREGE—aERTIX

HIERAHAZE [

i,

> Q-learning FIEIREHRIRMRE, BUSKAHETREH Q EXRKEHRMHT

JIRES.

Q(StaAt) — Q(StaAt) + « [Rt+1 + 7y mC?XQ(StH,a) - Q(StaAt)]

H, a g2FIR, v =H0RF (RERHN) .

> ERMFIWR, Q-learning A1 DQN ZEFFHIFFEE

SR HK ZNANEE.

> iR Q 3 (Deep Q-Learning or Deep Q Network, DQN) 2 Q-learning HY/%

L

it

FIRA, fRIRT Q-learningE MRS RS BIRTHINMERR.




O FE QF3 (DQN) : ERMEMEEREIL Q (EREN, MMERSHHERTTIEHYE

=S alRR,

> SE5H Q ZIFEMELL, DON FBRERFRISEEEE RS —ETRY Q 8,
MEET—NREMREME (BEEEHHEM%: CNN) KHET Q E.

> DQN @345

2209

A

J (Experience Replay ) FIH#RM% (Target Network) ,

I ZMEZVYES (40 Atari X)) FEUE T BEZHIHER.

Mnih, V., Kavukcuoglu, K., Silver, D. et al. Human-level control through deep reinforcement
learning. Nature 518, 529-533 (2015).



A simple DQN Algorithm

1. take action a; in ENV,then insert (s;, aj, si+-1, ;) in Experience
Replay

2. if Experience Replay have enough 7, then randomly sample
(s, aj, Siv1, rj) from Experience Replay

3. target(s;) = ri+y max Q- (siy1,a)
a/

4. ¢+ ¢+ a(target(s,-) — Q¢(s;, a;))%

5. every N step, let o7 = ¢
6. go tostep 1
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ORE Q W% (DQN) Bl iz ATk AL, F28 AHF S EgeiRinE.,
O EX0HRZA (40 Double/Dueling DQN) H—UL 7 SRESTREME, SHEZE gD

F. ERXZNEEXBESHFIR

s ATl EWRE HaetlaEA

DONZEAtarifs i FEVESIEHE  BUSETRERETZRNE  SONETAMZEARN

SCRRSRSZH



DQN £ Atari ik FRAY R A

O inBlims>: BERARER (RS s) §

Z

—
—

O BMANRTS: BRI 4 m/FRIREGRER

FZIFHEINMERZL QG, 2)

IR

Ot XIA 18 M#EErTARE AV ER Q B (B 1Mo FRIFIEARE)
O R 8—LHSDEN (RISRMUSDRERI—ISs

32 4x4 filters

256 hidden units

Fully-connected linear

|6 8x8 filters

output layer

I

4x84x84

I

-

Stack of 4 previous

frames Convolutional layer

of rectified linear units of

—&

Convolutional layer

Fully-connected layer
of rectified linear units
rectified linear units
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O DQON SiEERFEPAREERIRIN: FRKLIIEMRIMAY Fixed-Q BIXESZEUIFL T
L%{jlﬁ?: oAy Q-learning, JUELTE Fixed- chg ANBIHHE SR RE R,
LGP eEE e E) G HESEUEF B,

Replay Replay | No replay | No replay

Fixed-Q | Q-learning Fixed-Q | Q-learning

Breakout 316.81 240.73 10.16 3.17
Enduro 1006.3 831.25 141.89 29.1
River Raid 7446.62 4102.81 2867.66 1453.02
Seaquest 2894 .4 822.55 1003 275.81
Space Invaders | 1088.94 826.33 373.22 301.99




Q-learning R REF S PRHEIIGHY[E)E

O Q-learning FEZEAMEZMBZFK(GIT Q B
online () iteration algorithm:
> 1. take some action a; and observe (s;, a.,j,s;-. ;)

a2 -« I?P (si,a;)(Qge(si,a;) — [(si,a;) + v maxar Qy(s), aj)])

> RIS ZIEEERX, SIREHeRMY

> BIRERZEANEN, BEiRkESRN]

o — o

Intuition:

- - — maximal lag
get target from here [ \‘\ \ r_l\ no lag here

(s,a,8',7) o (s,a,s,r) o (s,as,r) ¢ (s,as,r) ¢ (s,as,r) o
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DQN A94Z58[015%

g%:
N

FEOHERIE, DQNSIANT E5aRIRHLH,

T IREEIER R

f"BﬁIEIBSZ (Experience Replay) : EEXEZINNEIIEEY. ELRSRIEREH
PSR (RS, oI, RS ERawBIfATEmEa,

O LEEIMAHER : EHRIBENFITZSNETIELZ ZEREXE, XESHEA
WS IR E AMEE. BITLIeEIE, Tl T LUBIE FE BT KRYE 10 S THIX E24E
R, MimiEE)IZrRIREN.




DQN T{Eifitz

O KIETEE: FEEAESIN
5 (Replay Buffer) RGBS,

0 #AER: E8XEF

Batch) , RIFTEFMMEREE
IR

O jmE: (&
R

FHYZEE

SRXERT, 1

RERET, MR

Zﬁi Ho

T
FE— T RYEAS

il

BB

5§ (s, a, 1, s') FHEE—FR

IMIEZRLE (Mini-

QHITHLE SRS, B TEIERXE, BT

[ 2% i [X

2 BTN G ph [X v

HB— b B
& T SR Mg

Znp X

=

2%
2% *St;at;rt;st+l
2%

g PaER:
(1) MFH—HEET R
(2) HEHQHEL

%3] Qr(s,a)




=t iy B A

EFERLRERET, SRR SINRREERIAE. IIfE. KA N —IA&tE
(s, a 1, s") WIRFEERERETX (—PAEEREER, BEEMN) .
EERE)IIZRET, MIXANE P X AREmEN—HLPU T, Be(kEFMRERSEL.

LR

O Z4REA: E—EWRrILIRZRATIIEZG, RESIEE.

O =483 BEVHEEF I 7 E8dE 2 [BIRYRTEMEXM, BEIFIZ4ia%E.

O EFBRNFEITE: BFXANSHFHEIR AT BRI E it




IS EI R RIFE

O Atari jiE%: DQN 7E Atari iifSHES 7 EARIRTD, SREIRERFRERTEXEEN
{EH. EreirEdIurRiiESl, FrERlRnErX, FMEJB‘L’EWL?@‘iiEﬁiJIIﬁ, &RF
= 1A SRR RER,

O HlEBA IS NS ASUES S, SRENATLERSEA S S SEEHERISER., Fii,
AN S AIEBUAER, MSEATTLIBE AU AR NREW, FRIFERENE 4
SHIETG,

ﬂJIT

O BEIEBH: EENZE, SeRAILUARTIZGEmISHARS. BRI SHaELS
BN B LB TIIGREEUFIRE, (FEEEBF I EMEHISHRE,




DQN: 148

DQN: [RFH

03 DQN: ZI&EAY

04 DQN: BiFRI%

05 Q-learning 1 DQN




DQN: BtrkiLE

O Birf4E (Target Network) : (FRAMNNE: —MNATER QE (HEIMNE) |, 5B
—BFTEBR QE (BiNE) . BIirNEEEREEHBEHF—X, NmiEsia

1.

> fE)II8Rd 2R

XEHIT

SElllZRdiE, ER

X

—
——
SAE

A, BIRMSEISEERN Q MEEHITER, MARESRENTES.

Q MLRRISRZE B F SE BIMERRIZEKL,

« BiR: SIMEBATIRKRE -

L(6) =E [(r +ymax Q(s',a';07) — Q(s,0; 9))1

« H 07 HBEIRNENSE, 0 HHRIMBHSE,



EtRk%E TIERIE

O YWRZRZEFS: DN A & A A LA R a94v 2 N k—— 1 W% (MainNet) #= B
R % (TargetNet) .
> TRE QA TENPIHAK T EBTDE, RBIARNERTHHE Q 536 B AR
O =& EZSHH -
> TR P, B2 IR THK (d01000F) , FEIRLAHOAK T LA A4 5 H
> & 23 (Polyak-F3g) : £ RBH-FHR T PHEAFRRNELEK, NRHA:

0 <10+ (1—71)0

HATHEFMER (30.001) , EBITMNESHEZETEMSE



B{rk4E T{ERIE

O BixEANTE
> BirMEamEB AT Q ZIhiEtFE2 Br (Temporal-Difference Target) , Bf:

Qtarget(8',a") =7+ max Qtarget(s',a’;6)

BARM 54 07 A—REBEARZ, KAm#Er ETFMEAMERHFHE Q ELEH

L; (WI) = g ,a,r,s'~D;

2
(r +v max Q(s',a"s w;) — Q(s, & w,-)) ]

S 2 N P
A Y

Q-learning target Q-network




EtRRILEANIEE

O )IGREE:
> BirMRBEEIERSHEH, BT HinESZR1 Q ErRVBEXME, BhLL)I&GIEPRE
BiMERET L SHINES. SCINRE, TAtariisk5INBRNERS, EHeetkAIFEs
BoRAT 30% LAE.
O £t (Overestimation)
> &4t Q-learning R AR EZ G Q E, MERMBIEESEA S HIHEIX—
(mZE. 5120, £ Double DQN FESHIRMSEE, H—PRBEIEITHRERK T 40%.
0 54236 IR :
> BinMBSLZKEEIRWHEIES, FTRETERIIEEXRYE, FQMEZEEESIUEMNAEE
W=, HRERE, XMESAEIGSEREALY 25%.
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Algorithm 1: deep Q-learning with experience replay.
Initialize replay memory D to capacity N
Initialize action-value function Q with random weights 0
Initialize target action-value function Q with weights 6~ = 0
For episode =1, M do
Initialize sequence s; = {x; } and preprocessed sequence ¢, = (s;)
Fort=1,T do
With probability ¢ select a random action a;,
otherwise select a; =argmax, Q(¢(s;),a; 0)
Execute action a; in emulator and observe reward r, and image x; ; ,
Set s; 1 =5;,a¢,%:+1 and preprocess ¢, . ; =P(S¢+1)
Store transition (¢,,a;,7:,¢,, ) in D
Sample random minibatch of transitions ((ﬁ-,aj,rj,ql)j +1) from D

g if episode terminates at step j+ 1
Sety; = rj+7y maxy Q(¢j+ a3 0™ ) otherwise
2
Perform a gradient descent step on (yj —Q (45 A 0) ) with respect to the
network parameters 0
Every C steps reset Q= Q
End For

End For



O S IEE4EIRSZTE]
> DON BT REREMEEEASEHA (NER. SRHENIE) 23 Q ERE, TWTIEH o-
learning (ERSTIENT KIYAY “HEEKME" FRF.,

O jl|IZaE SRR (RRERIRS BirMEg)
> ZIGOIR: BT FEFIBET AL SRR B R, THREURI A, BEEAFAZR, Rl

=37
> Bir%S: FRAMIZNEBITEBRQE, BREMNBESHNEEFHESNBiMEEE), BEEFAWENE
TR

O (X5 E R E=E)
> DQN B &AM Q (BiEaME, RAERTESENE (0 %" 5 "BiEX" ) , BREERLE
EELEEE.

O AR
> KK ERBEHE, THESHRES (W ASh) FFERE LD, YIRHERNERASE.
flan, BhSiErEREEUEEEENIL



DQN #0 Q-learning BX&

O #&%0EBEHEE: AEEHET Q-learning FiEER, HirEEI— &M ENE
EREL Asa), BYRAXMIKHIRTRR pEEE.

Q(s,a) + Q(s,a) + a [r +ymax Q(s',a") — Q(s, a)}

a BFIR, y RIFNEF

DQN 47RILEAT0, (BRMEMESAERSTE Asa), FRBAZRESMBEIRRES
SRRIXY Q-learning FRETHES | N RIS BT SRAOIEIER




DQN # Q-learing YJEb

““

RES=E {REERRN (ROAHTR) S4HESE (WER. (CREREEE)
ofEFER R RIS LR R4S

RER RIRFEFH=ERES ZIGEIR + BEREE
BinEitE HRIMEESE] IR BIRME (SEEEREHT)
SRS BRI (KE. H2E) ERINGE (k. TR AZH)

ISR EM & (B&E) = (2B + Birkag)



DON BUH BE: #24I (rainbow)

> Double DON: 2R 7Y Q{EISMHITHRAR, BT

DQN
Ny . — DDQN
FIRREM. — Prioritized DDQN

—— Dueling DDQN / _,
> Prioritized Experience Replay: 125 7HUEFRIHZ, 0 200%- . asc | N
" . - Distributional DQN o E

RTYZEIRE, — Noisy DON

Rainbow f

> Dueling Network Architecture: 25T 2{V8E], (F
BERNEERZZIEAEIERINE.

> Multi-step Learning: (& TREMAZE, TMETR
FIRUETRS.

> Distributional Q-learning: 2 TEFEREE, B
= I EINEFM. /0

> Noisy DON: 125 VIRENR, TLHEERMHHEY 0% .- o 56 700
7NEEE

100%

T

Median human-normalized score

Millions of frames



RiE{Ek

B

1. Z45[

B (Experience Replay) B9/E

=47 I AFTEFTHES

L

ETERIE?

2. DQN rIETRKZS (Target Network) WMANg1T? HEIERTA?




#P7E: M DON ZUZRAEIN 5% (Policy-Based Methods)

DQN EBR:

O RegimHEaEENE (X3 DON RIS DDPG A LI IELER )
O {SihREMEN F=RI4EEIRLE
O 22 IEZRE ISR RS, MELARRT AR AR BRI EE 2 AR

RIETURMEI B . B RES

O SR g (a | s) BIfRH

O LUSFEEENR J(6) = Fr, (X501 1] BT

O3V, J(8), W AKEETEE (Policy Gradient)

O BAE EFHHE 07 — argmax, J(0), MTHEEIBIEATERS g

0+ 0+ aVeJ(0)



#*h7e: RESFEEEIE (Policy Gradient Theorem)

O TEZhR

Ved (0) =) dn,(s) Y Q™(s,a) Vomy(a | 5) = Esind,, d~m Q™ (S, At) Vo lnmg(As | St)]
dy,(s): TESHE mp TRHRTS s OIESH T
J(6) = dr(s)>_ Q"(s,a)mp(a | 5)

O EEZhR

VoJ(0) = Esna,, arm, [(Q™ (S, Ar) — @ ) Volnmg(A: | i)l

baseline




#h7E: SREEHEERE—ES

VoJ(0) = Es,nd,, Ay [ (@™ (St, Ar) — b(S:)) Vo Inmg(A; | S;)] Exo[07 | s,8] = Exy[r+yV™(s) | s, 3] — V™(s)
N ”
baseline - Qng (51 a) -V (5)
= A (s, a)
=1 SRS BFR BY baseline b(S,) Tl Q™ / A™ EHaT (BEEER)
REINFORCE CEEHIINERR G, 0 Q" ~ G, 0« 0+ aGVylnn
REINFORCE + | — e AeET 17T -
Baseline =E = bs) (REXVT) Q - b(s) 0« 0+ O‘(Gt _ b(st))VO Inm

Actor—Critic . ‘= e W — W — 0,0: Vo, Vi,
% TD 4 Critic H> = AT R
(AC) 2% TD iRE 6, w (A Critic X)) | 6, = ry + Vi (s') — Viu(s) {0<—H+aa5tV91n7r
ZINIE (sync/async) . _ e g
A2C / A3C GAE it A V., A, (GAE, \-return) B L, HESEEFT
t
~ w(_'w_avvwE Vul_é2
PPO [F A2C, BINEEIER |, i, ( t)’]

9(—9+(1979£

mo(az | st)
T4 (at | st)

r(0) = LY (6) =E[Mn(rt(0) Ay, clip(r(0),1 — €,1+¢) At)] LB, w) = LP(0) — ¢, Ef(Viu(st) — Go)*] + ce Eo[H(mol| s¢))]
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