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7 8} 8t % & (reinforcement learning) 3 &% 3td)
A ANYRE Az @fHo2HE FoyXE HA
(reward)g #2317 A% 8 wyoldd. o3 23}
gg5e 58 Y5 A% HH Ao o] Hold 3
€ F1 o9, 48 Ford HLHz QU

Z4eetge] 28 HAOERE FARAE BYL H
tigste Reld, o]l AsA = Exloration® Exploition
o] A 23yt WadA dd F3 AA EAd A
23171 4llME 2 A T ulg Adidez He
g dlelel9 Fal(sparse data problem)2 HAY A
871 k. 2 =FdQAs ol T EAE A
A Az2ZAN AEFH 73 < (Hierachical RL) o &
A BUL2E ZUF B4 %3 A A g R g
A A gt

2. 73l %53 Q-Learning

Q-Learmning [1]2 A& 73l 8§ UYYE F gyye
2 2ol Wy ozM A7 Wil g AHg: Aolg
o) o] &3 TD-Learningd  FHolr) o w4y
< 2de AR glo] FF9 HFPA L Jele Qe
£ SgItnE FHEE) dsEs dA o EAd Al
250 £& AAE nol: Y}

723 g4 873 oA PFEdE do]HE(Agent)=
EA A stsd %8s F g 93 gsin o
2 AHZ oF&A drt olFsdM BAoZRE Y
T di7tol It R A(reward)S A @k B3
g EXE oE¥ By L HudE Ao
o FAYeZ o £33 Bge #e WY 5+ Us
g YPE & Mgz Aol

2 S
R,=rm+Yr“g+Y r,.3..‘=,§\1 Fevisl (é] 1)

Q-Learningsl A& ool Aeol@ optimal Q-value
Q'(s,a) & AF ggdct o e AH solAd ¥E a
E AT ¥ HYoz Y5dE A9 ny L U
b},

Q"(s,a@)= E{r,,1+¥max ,Q"(s,.;,a)s,=5,a,=a}

(4 2)
Q-Learning®] @ step& Th8-3 7o o] Fojxit}

1. 84 B & s 34,

2. 8% ag A3

3. a8 P L& HAE S FHE t 39
4. Q(s,2)& Yo o] F#AHIUL
Q(s,a)=(1-a)Q(s,@)+alr+v¥max ,Q(ta’))

1% 1. Q-Learning

71N PFF ML gWtH oz g-greedy o}
Boltzmann explorationg& AF880H7]. &-greedy'$2 &
AAY FEZ Y9 PH& HAYsii 2 o= ¥
7R 43A M FL YL AAE= FAolg. (QFkol
714 =2 3%F) Boltzmann exploration® 2% T& A}
239 &9 B8 Prig)dl ®lAsty gL Adgsig

eO(s,a)/T
Pr(a)='—z_e'o_(s,—a")7r' (4 3)

T7t 0 74712 A fole 43
Fol dRE Jd¥EA g2 T7F
of 7HtA BEo] A A dt

EE §Fo] 73] ANYHY HFE aF HAHI 2

RFNEFEY
BYols el HY
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o FEAY FE Qsa)E EE
Q-value 2! Q'(s,a) ol F=H3}E
(31
3. Exploration in Q-Learning
A AmE ulel go] UukH Q-Learninge %
& Adste dHol dolA A Qi o dxe #©Hy
ARE A g3A] FErh g-greedy Sl Gy
gA3] #3984 dolux, Boltzmann explorationd] A
a4 Fdzn gEd PFol A FM4EA dr)
Z7]9] #qF Mee] wal 54 wgo grajo] ¢
71 gl o)ed v@E WAy A8 A4 AHA
de Q @& Y= 7Ie ARG ALY HYd ©
25 FAE AR g g
7123 ¢ Q-Leamningol & Q-valueE 3due groz
A 43t} Interval estimation [5], Bayesian Q-Learning
{3] EAMe 3ty g RA Q-valued) X E AL g3l
o] Mo Al&3} F Qe EFPE L AL W
S A$Egd 9 gae geus Az go REe
o @43 A 3l gyoltt dgo] AP wel 2F
Aw7l oAy Aoz Hol: FMEL #Hilowy
exploitation& &34 ®to} Interval estimationo} A= Q
gtel Hao] old 54 Alg FIte A& NFEoR
& AY3lA "o} Bayesian Q-Learningol A& 8448t
WHoz YF& AEYsa o yobrt Qe BXE o
AgAgoezy A9 gdqS 7H58HA AT AN B
Go} v 2 ©3Fyo] Ut
g WHezy BWA¥A =@ B (exploration
bonus)& AH&3te #gol UTH6] o] WM E Aty
o HE i 43 23 59 F& HEE A F
HIo) d LEE HE dF 37 2 e gL
AZFAN7E SRl vluy dstA 7 s d #
Hol Atk 42 33 L @4 Hy2vt AR 7
3},

ESie(a)=

s,a’l o3 optimal
o] FHEo U

2

R N e

_Arels) R
1+c(s,(s,,a) 4
4 Hierachical Q-Learning

Q-Leamning @ #-& 7123 73l g wye £A
9] Atelz7} AR wet Agwol wif HolxA
g 7HA ol E AV A wel dF5 nAne A
g7t solvte del . ®do] thAl ) PFo] 3y
;A Felel 7z AABE o elof 37 wEe)r),
oleldt EAE A7 s Adeie] AZsH4] AHE
gt oleig FeHo AZsoiMe B 58 dAdNA
99 B2 UAE AVHE Ao 7lEdzz HyE
Bl AGRE A7 AxHHE gige) s
71&9] dE A3 Bye g8 T AE Urh

4-1. A°l¥d 49 3E(abstract action)® A}&3 =
B

o] A%E HYEEY HLOZ o|FolA A9 HFo
gl Agoso] & AFoltt o] A A9 FFES A}
2314 =9 e F30ol ZA FolEA Hol %o

BYAA AYs 2A #oIANA Gk F ol @A
A ANAA Do),

42 A4 39 =H(subgoal)E AL H S

FAAQ P9 A BFAE AASE A HE2HQ
EHE o8 /9 39 ZE(subgoal)Z Ea3] A A3
FE WEolt o] A Y FEFL 4 9 BIEL
He2 Fe wyoz 4"t 9A e =Av| 9 39
EXES F H F¢sts 2HE AR Ax 2 e
gherol B} s Al @2l

43 A B F(Multi-step action) g AL 8= A

A F 7HA7 BF AHoHR % e 4-19
dyoz vdd YFL AMLsE ZE ol Ass
% ddd 35e PFEL o8 A B e 3
T 9HUE AESHE Aotk HoE A4Y dFE A8
T ASRdeE dee udA #EL 49 gF02 A}
23t HolM HAEAY 5 Aoy Bt FHol 7
@il §Joje] EA AHEo] JMgEtn o7 Jkx 27
Ao PFEE FAlO AFES To] hssltte A o)
A cH4l.

5. Hierachical Q-Learning with Exploration Bonus
E EEdAe IA 23 €487 scalingd] FAE 3
A7l A8 AFH 23 gF 2dol g4 HUAg A
|3 &4 33} AFH s dF 2LE AARY, o
HAQ Ao A& JMEslEE stu AeF FEol st
TIAEE 37 989 ddA 3FMulti-step action) &
ALgs A %A 33 s 2l AddH JEEE AL
AYH &4 HuY2g AMgEch o] Rl A gF
AEE g3 go] g4 BYAE ALESE o] Foz
o},
aselect(stva) = argrnaxa( Qcombinzd (Stra))
=argmax,(Q'(5,,a) *BE e (S nexs 1 (50,a)))
1+c¢(s,)
1+ (S ey (5,,a))

T WU Fee

(4 6

=argmax,(Q’(s,a)+B ) (4 5)

Multi-Step Action a= ay,ay,...,a,

szzlvk '‘Q (Sgrie-1,04)
o714 BE QatE ©A BRyx el #EE AT A
o]3 next_tt ag& #HF F9 time stepolth. MSAE 3
Y 49 next_t =t+no} "}

P55 FF Fo Q-value updater ¥¥t Q-Learning
7 FUBA olFo At F thg Aol ols o]Fojur),
Q(s,a)=(1-a)Q(s,a)+al{r+¥Ymax ,Q(t,a’)) A7
Multi-step actiong HYUEL %5 9A 4 &9 &L n
A P AF go] Q-value’l updateH A £=X 7 A
o2 YA F UFo FEH statexl @ Q-value?}
update® S 24 Qe A7t waEA dold & Y=
2 "gr =59 A Ay sol thAAdE 7L E o7t 14
Z7ve A "t

Q' (s,a)=
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6. 49 ¢ dx

A¥e &7 e 1111 Gridworld WolA o] &4 &
Az FHHE BALS Goal statedllH 1, 7]El RE
statecll A Qolt}. & of ZEEE EA A BAE Hd
&t AYL Startoll A GoalZhA 9 H@ F=27 @k

a9 2. Gridworld

6-1. Random Walk Case

o] Ao MSA9 Exploration bonus, 183 ©]
& BEgzoz AL A9 €4 8L dory
ok A F AN g AH7AR o AE Akl BE
oo =asexe #HEF (First Passage Time,
FPT)E ZAste &4 539 71822 st vl o
A€ Random walk, Random walk with MSA, Random
walk with Exploration bonus, Random walk with MSA
and exploration bonus & 4l ZFAIGdl 10008 Al & &)
73 Afde g B9 Pk (MSAE 2-step 74A] A}
£33

Random|R WR WIR w
gy
walk w/MSA  |w/E.bonus {w/both
FPT 780 613 207 195

¥ 1 Random-walk®] 2=

Random walk® Start X 8%€ GoalZbA 7H& dHol+&
B 78039 AFol WeIAAY. 2-step actiong F7}
F OAe oy HE od 20% A= FALE B
2-step actiong @Y AyFoZ Furid 1 o] FFYo)
g 94 $ Utk g4 RYAE AR wye a4
3] Random@ wWide) njd) 30% A=Y yFo2 Fo
goE 4 AU #F W A ZHT ¢ 7 B R
g0l AFEy o Z As Zol7l Utin Azd
t}. Bonus®t MSAE EAld ALE3% ¢ o F713to
gzte] AT F4E dE& F AU

6-2 Q-Learning Case

o]¥dl¥= Random walk W4 Q-Learning& AH&3l%
2 Z%9 ¥ YHE YolHdr}t Q-Learningd AS
£ £=05%€ 0717 lineardtAl #A28E e-greedy B4

€ AHEEHHT vE 098 AMESYS 100038 9HE 43
Al BEE HAHA(16 step)e FE F AR MSAE A
43 A9 MSA, HUY2E A 835 A& two-step
action® Ao 3£(73)) A1 &3 &utE HAAE 7Y
F Ut 8L ¥qEF =59 A2 Hojoln,

Q-Leaming with exploration bonus I

MSA Hierachical Q-learning
with Expioration bonus

23 3 %7)] 100 step ¥<¢+2 9

EAl size7t #o} mz £xzg $do) doyul
Exploration bonus& A}&% Z-§ ApE3tx] &S ZA$-2
o oA o S5ed 27 £8 ABE YEdT MSA
BAEAE EE ASANBYG A% F4E B T AU
2o g4o] ¥ag 2 ue AS By 2 4% #
el Z1d €}
A 2 B AFE BRI-IT Z2HE
ols Y& X|H gtsdch
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