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Q-learning

Q — value: &El(s,)0N BS(a)= A= W2 B Return G, = Rypq + YRpyp + -

ZtZE0| Q — value & Z|CH2tot= WO =2 S+5510] XEHQl optimal Q€ &

Q-learning?| update

Q(sp,a;) « (1 —a)Q(sy,ap) + a(Repq + Yy maxQ(Seyq, Apr1))

at+1

+ Rt+oo

IIP lab
M




Q-learning

Example)
nput a, a, as; Ay ac
51 015 | 032 | 024 | 015 | 065
S >
' s, 335 | 047 146 | 088 | 073
» [ Q value
S5 096 | 395 364 | 018 | 376
A | s, 074 | 035 166 | 016 | 046
S 016 | 042 | 044 | 214 | 049
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A @] C & re) 72 =
OI- EH (St)o'”A-I —| Et OOH%(at)O'” l:H ol_l- Q HA &= 0:” =
output
Example)
a;
input a, a, as ay as W
a
5 015 | 032 | 024 | 015 | 065 ot W 2
St > INpu
S5 335 | 047 146 | 088 | 073
» | Q value a
5, 096 | 395 | 364 | 018 | 376 y St w 3
ag > s, 074 | 035 166 | 016 | 046 w
a
Ss 016 | 042 | 044 | 214 | 049 W 4
as
Q-learning Deep Neural Network + Q-learning IIP lab
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DQN

Q(spa) « (1 —a)Q(sp,ar) + a(Rpyq + Yy max Q(Seiq, Aryq))

output
aq
W a
. W 2
Input
S; W as
W ay,
W
as

main

At+1

@ Fixed Qtarget

Q(St, A; Wingin) < (1 — @)Q(S¢, A Wigin) + @(Ryiq + ¥ max Q(St+1r A1) Wtarget))

target

output
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DQN

Q(St: ag; Wmain) «(1- a)Q(St' ag; Wmain) + a(R;4q +y max Q(St+1r Aii1; Wtarget))

at+1

THE . Q-learning2| overestimate action values

Q value 4

N

»

Max Q

/\/\’ Optimal Q

[

»

action

Max Q — Optimal Q =

(C > 0,m:action2| & 7H=)
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Let Eq = Q(St, at) — Q*(St: at)

Goal
Max Q — Optimal Q = ﬁ (C > 0,m:n(action))
Condition

1. 5.7t TON S M 2= actionOf| CHSH Q*(s,, ap) 2l 4£0| &L
2.2,8,=0

3 %Za £,2=C (C > 0,m: action2| & 71 F)
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Condition

2.2,8,=0
Za g% = (C > 0, m: action®| & 70 )
Let n:e, (e,> 0)2 action®| 7H, m —n:e, 7 (,< 0)2] actionl| 7=

Case 1) 2= ¢, = 00|™ Condition 2= ‘& &5HXA| 2 Condition 3 22FE0[2F & 0| £/ X| =L}

Case 2) m—n>1, n> 10|™ Condition 27} Y& 35IH Condition 37} M& g = QUL
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Case2)m—n=>1 n=>1

Z g7 <nxXmaxe,”t

a

C

Assume : max e, < —

=

oy 7S St Y

a N

ol

C C
: — Proof : maxe, > |—
Assume : max g, < [—— o 2 ol a p—

|0
ol
ol

Ay
0o
fujo
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Case2)m—n=>1 n=>1

Z g7 <nxXmaxe,”t

a

C

Assume : maxe, < [——
m-—1

_ ,c
1. Yal€q | SnXxXmaxl|e, | <nX —

c
2. Xa€at SnxXmaxe,t <nx |——
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_ _ C
1. Yaléq | SnXmax|e, 7| <n X —

=D Nle I x ) leaT| = ) Jeg | x maxeg
a a a

_2 — —
£ < ZE X max|e <
:>Z|a| e, lea™ -
a a

_2 — —
£ < ZE X max|e <
:>Z|a| e, P -
a

a

<

<

2
(n X max |ea_|)

(m—1xC

<

m—n=>1- m—12>2n
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’c
2. Y., <nxmaxe,T <nx —

2 C
+ +
) z ga" X z gt < z €q X MAXEq < n X (max €a+) < nx| [——

a a a
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1. Xaleqa |2

IA
Ng|
)
™
Q
!

X

3
X
<
M
Q
!
N

2.5 (e,7)2 < nx——

2
=) D le P ) (P S ) fea Ixmaxleg [+ ) (M2 < LXE nXC
a a a a

+
m—1 m-1

m—1 m-1

n?xC nxC
) z(ea)z < Z|ea_|xmaxlea'|+2(sa+)2 < + < (m-1xC+C
a a
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Assume : maxe, < [—
m—1

1
HE M Yaler)* < mxC (Condition 3. EZ ga° =C 0 2z

a

Conclusion

C

Assume : maxe, < [—
m—1

10
18
e

Proof : maxe, > ﬁ 7t £O|C},
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Double DQN

Q(Se, ap; Wingin) < (1 — @)Q(Sy, p; Whgin) + @(Ryiq + ¥ max Q(St+1» Aii1; Wtarget))

L

at+1

Q(St, A; Wingin) < (1 — @)Q(Se, A Wingin) + @(Repq + ¥ Q(Seqq, argmaxQ(Seyq, Apy1; Winain); Wtarget))

aAt+1
].-El . { r Y '1_.1' I-' .
" max, Qs a) —

= 1.0 . (s, argmax ()=, a) |—1
= 0.5 :
0.0 H -

- a~ .a-f"' = 1 — -:_,.T‘ v
Jl > %Y % 2, G,
>
nmumhber of actions IIP lab
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Double DQN

True value and an estimate All estimates and max Bias as function of state Average error

I'_jxl:.*-i_-'.':l +10.61

structure H| 10

flexibility H| 1

+3.35

state state state
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Value estimates

‘alue estimates

Double DQN

2 -

10

Alien Space Invaders

o0
i

]

0

4000

3000 -

Score

1000 -

2000

Time Pilot

1000 150 200 0 50 1000 150 200 0O

Wizard of Wor

FDON

e ——e

Double HON

"

50 100 150 200
Wizard of Wor

Double DQN

50 100 150 200
Training steps (in millions)

DN

Zaxxon

Douhle
DON tr

1000 150 200 0 50 100 150 200
Training steps (in millions)

Asterix

§DON estimate

Double DON estimate

T
1
72 max Q(s;a;w), T = 125,000
a
t=1

: _ Double DQN
0 50 100 150

Asterix
GO0 -
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2000 -

0 a0 100 150
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Training stepOtCH max Q (s, a;w) 2| B 4t H|W




Double DQN

Video Pinball
Atlantis
Demon Attack | ———————|
Breakou! | —— |

Ansault | —
Double Dunk =
Robotank

Crazy Climber |——_________|
Kangaroo | e——

Asterix [___]
++Defenders+ [__J
++xPhoenixss ]
Up and Down
Space Invaders |/——]

James Bond  —
Enduro |j—
Kung-Fu Master "]
Wizard of Wor H
Name This Game ——__1
Time Pilot |j—

Bank Heist =]
Beam Ride
Freeway

Pong

Faxxon
Fishing Derby

Tennis

=xSurrounds== []
River Raid mm]

Battle Zone ]

Iee Hockey  m—
Tutankham =
HE.R.O. =]
++Berzorks+ [
Seaquest M

Chopper Command
Frostbite
=xSkiingss |
Bowling 1]

Centipede ]

Alien

++Yars Revengoss
Amidar

Ms. Pacman
*xPitfallss
Asteroids

Montezuma’s Revenge
pniemmias SEvenee B Double DQN (tuned)

Gravitar [ Double DON
Private Eye EE DON
++Solaris++ I

TEmny

o, w2 2 = e
I R R
e B, B, B, B, B2

- = - = g

Normalized score

DOQN  Double DOQN

93.5% 114.7%

241.1% 330.3%

S DQN(2015)2F M= H|

DQN Double DQN  Double DQN (tuned)

88.4%

273.1%
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Double DQN

Five contributions

1. Q-learning®| LX{ QI = 27 MZ 0| overestimate/t & == AUALCt= A

2. Atari 2600 242 E3l overestimateZt AMZE § St dZsICH= A
3. DQNOA =7t HERIALE 047 #H<= 810| Double Q-learnings X &
4. Double Q-learning= M2 =M O 2HEEQl ot&50| 7Fs5ICH= A

5. Double DQNO| 5 £2 policyg &2, Atari 26000]| M State-Of-The-ArtE EH T

AL
AA

Ct=

A
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Thank you




