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Cmyoenm

AHHOTALIUA

CraTbsi  TOCBSIIEHA  CPAaBHCHUIO  COBPEMEHHBIX  IMOAXOJOB  OOYYCHHS
MHTEIJUICKTYyalIbHBIX areHToB B cpeae ViZDoom. Paccmorpenst anroputmsl DQN u
A3C. Ornucan npuHIHMN pabOThl JAaHHBIX aAJITOPUTMOB, OCYIIECTBIEHA HX
peanuzais Ha s3bike Python mis nannoi#t cpenbl. [IpoBenéH BBIYHMCIMTEIBHBIHN
HKCIIEPUMEHT U BBITIOJHEH CPaBHUTEIBHBIN aHAN3 JAHHBIX PEIICHUM.
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Abstract

This article is devoted to comparison of modern approaches for training intelligent
agents in the ViZDoom environment. DQN and A3C algorithms are considered.
Working principles of these algorithms are described and implemented in Python
for this environment. A computational experiment and comparative analysis of
these solutions was carried out.
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B coBpemenHOM Mmpe Bc€ Ooliee MIMPOKOE PACIpPOCTPAHCHHE MOJIydaeT
UCKYCCTBCHHBI HWHTEIJICKT, KOTOPBIA MOXKET TMPUMEHSATHCS I PEIICHUs
OIPOMHOTO CIIEKTpa 3aja4y, B TOM uucie 3anad kinaccupukanuu [1]. Ogaum u3
MIEPCIIEKTUBHBIX HAIMPABICHUH B OOJACTH MCKYCCTBEHHOTO MHTEIUICKTA SIBIISETCS
MAaIlIMHHOE 00YYCeHHE, M B YACTHOCTH OOydeHHe C moakpericHueM [2]. OOyuenue
C MOJKPEIJICHHEM — OJMH M3 CIIOCOO0B MAlIMHHOIO OOYYEHHMs], B X0/I€ KOTOPOTO
UCIIBITYeMasi cuctemMa (areHT) o0ydaeTcs, B3aUMOJICHCTBYSI ¢ HEKOTOPOH CpeIou.
OTKIUKOM Cpellbl Ha TPUHSTHIC PEUICHUS SBISIOTCS CUTHAIBI TOIKPEIUICHHUS,
MO03TOMY Takoe O0O0y4YeHHE SBJIETCS YACTHBIM CIydyaeM OOy4YeHHUs C YUHUTEJeM, HO
YUUTENEM SIBIIETCA cpenia u e€ MoJenb. Pa3BuTHe 1aHHOTO HANpaBiICHUS SIBISIETCS
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aKTyaJbHbIM, TaK KakK JaHHOE€ OOydYeHHE O4YEeHb I[IOXO0XKE Ha H3y4YCHUE
OKpYXaroIlel Cpe/ibl YeTOBEKOM.

ITocTanoBKa 3a1aun
OOyueHue C TMOJKpEIJICHUEM SBISETCS MOAPA3/IECNIOM  MAIIUHHOTO
OoOy4eHHMsI, U3YyYaloIIero, Kak areHT JIOJDKEH JIeWCTBOBATh B OKPY>KEHHUU, YTOOBI
MaKCUMH3UPOBATh HEKOTOPBIN JOJITOBPEMEHHBIA BBIMTPHILII.
JlanHOe OKpykeHue (QopMyIupyeTcsi Kak MapKOBCKUU MPOLECC MPUHSTHUS
pemenuid  (MIIIIP) ¢ KOHEUHBIE MHOXKECTBOM COCTOSIHUUA. BeposTtHOCTH
BBIMTpBIIIEH U nepexona cocTosHuii B MIIIIP 0ObMHO SIBIAIOTCS CIlydaillHBIMU
BEJIMYMHAMU, HO CTAlMOHAPHBIMU B paMKax 3a/1ayu.
MapkoBCKHil TIpoLecC NMPUHATHA PEIIECHUN MPEACTABISIET COO0M KOPTEX
(S,A,P.(+),R. (), V) U3 ATH COCTABISIOIINX
e S - KOHEYHOE MHOXECTBO COCTOSIHUI
e A - KOHEYHOE MHOXECTBO JeHCTBUH (Ag - KOHEYHOE MHOKECTBO
JCHCTBUH TOCTYITHBIX JIJISI COCTOSIHHS S)

e P,(s,s") =Pr(sty; =5'|s; =s,a; = a) - BepOATHOCTD, UTO JEHCTBHE A
B COCTOSIHMHM S BO BpeMs t IEPEUIET B COCTOSHUE S’ KO BpeMenu t + 1

e R,(s,s") - Bo3HarpaxaeHue, MONIy4aeMoe MOCIIE MePexoia B COCTOSIHUE
s’ U3 coCTOSAHMS S ¢ BEPOITHOCTEIO nepexona P, (s, s")

e y€[0,1] - xo3hduUIMEHT NTUCKOHTUPOBAHUS, KOTOPBIA MPEICTABISCT

co00H pa3HULly BIUSHUS OyAyIIUX U HACTOALIMX BO3HAIPAXKICHUI

B mpou3BosbHBIE MOMEHT BPEMEHHU ¢ areHT XapaKTepU3yeTcs COCTOSHHEM
S¢ ¥ MHOXECTBOM BO3MOXHBIX NE€HCTBUA Ag, . BoiOupas neiicTeue a, oH nepeinér

B COCTOSIHUE Sp;yq M TOJYYUT BBIMIPHII 1;. OCHOBBIBasCb Ha TaKOM
B3aMMOJICUCTBUM C  OKpYXKalIllel  cpefoid, areHT, oOydwaromuics ¢
NOJKpEIUIEHHEeM, JOJDKeH  BbIpadoTarh  cTpareruro  m:S — A, KoTopas
MAaKCUMU3UPYET BENUYUMHY R =715+ 1 + -+ 1, B ciyuae MIIIIP, nmeromero
TEPMHHAIBHOE COCTOSHME, WIM BeamuuHy R =Y,y'r, mma MIIIIP Ge3
TEPMHUHAIBHBIX COCTOSTHUM.

Onucanue aaropuTMoB

B naHHOU cTaThe pacCMOTPEHBI CIAEAYIOLIUE aJITOPUTMBL:
e DON (Deep Q-Network)

e A3C (Asynchronous Advantage Actor-Critic)

Anroputm DQN ocHoBbIBaeTcs Ha monsitun cumulative return over time —
3TO 00IIee KOJIMYECTBO HArpajl, KOTOPOe MbI MOXKEM TMOJYYHTHh OT TEKYIIETO
MOMEHTa BPEMEHH JI0 KOHIA UTpbl. ONTHMAaIbHOE TOBEACHUE TAHHOW BEIUYMHBI
MOXXHO omwucath pyHkiuedr Q*(s,a), KoTopas Bo3BpamiaeT oaHo uucio. [lanHas
(GyHKIHMS TO3BOJISIET OLIEHUTh, Kakoil OymeT cumulative reward mo KoHIla HIpHI,
€CJIM MbI HaXxOJUMCSI B COCTOSTHUH S M MPEATNPUHUMAEM JelcTBrUe a. Beraucisem
3HA4YCHUE (PYHKIIMU JJIs BCEX 4 U BhIOMpaeM MaKCUMallbHBIA BapuaHT. B pamkax



[Toctymar. 2018. Ne5 ISSN 2414-4487

anroputmMa DQN 17151 BEIYMCIeHNS] JaHHOW (PYHKITUU UCTIOIB3YETCSl PEKYPPEHTHOE
ypaBuenue Bellman Equation:

Q"(s,a) = Egi-g[r + y max,, Q*(s’,a’)ls, a] 1)

JlaHHOE BBIpQKEHHE O3HAYAET, YTO €CIM M3BECTHO C KaKOW BEPOSATHOCTHIO
areHT B COCTOSHHMU S MEPEXOIUT B CIAEAYIOIIEE COCTOSHUE S’ BEHINOIHUB JCHCTBHE
@, TO JUIsl TEKYIIero COCTOSHUS QyHKOuWs QF momkHa OBITh SKBHBAJICHTHA
MAKCUMyMY JJIsi BO3MOXHBIX JEUCTBUU. JlaHHO€ ypaBHEHHE HCIOJIB3YETCS Kak
UTEPATUBHBIN MIAT YIydIIeHUs (QYHKITHH.

B anroputme DQN c menbro yaydimeHus CXOIUMOCTH TIPUMEHSIETCS METO
experience replay. OcHoBHas wHIes S5TOr0 METOJAa B TOM, YTO B IAMSTH
coxpaHstorcs N TpeAplIyluX TEePeXoJ0B, a MPH OOYYCHHH HCIOJIB3yeTCs
cllydaifHasi BHIOOpKa M3 JIaHHBIX IEPEX0/I0B.

Emé omnuM yaydineHWeMm sBISCTCS HCIOJb30BaHue &-greedy policy.
JlanHas cTpaTerus 3aKi04aeTcs B TOM, YTO BMECTO BRIOOpa Han0oJIee BHITOHOTO
JIEUCTBUS areHT C BEPOSTHOCTHIO € BBIOUPAET CIydailHOE JIeHCTBUE.

Takum oOpa3om, gaHHas HeHpoHHas ceTh npencrabiser coboit CNN
(convolutional neural network), rme BXOZHBIMH JaHHBIMH SIBISIOTCS ITHKCEIIH
TEKyIIeH KapTUHKU WIrPbl, a BBIXOAHBIMU — 3HaueHus Qyukuauu Q(s,a) s
KaXXJ0TO BO3MOKHOTO JEHUCTBUA A.

BriepBble naHHBIM anropuT™M ObLI TpejcTaBicH B craThe Human-level
control through deep reinforcement learning [3]. IlceBmokom airopuTma
MPEACTABIICH HA PUCYHKE 1.

Initialize replay memory D to capacity N
Initialize action-value function @ with random weights
for episode = 1, M do
Initialize sequence s; ={x;} and preprocessed sequenced ¢@; = ¢@(s1)
for t =1, T do
With probability & select a random action a;
otherwise select a; = max, Q" (¢(s:), a;6)
Execute action a; in emulator and observe reward 1 and image X¢4q
Set Sty1 = St, A, Xe41 and preprocess Pryg = P(Se41)
Store transition (@ ae T @eeq) in D
Sample random minibatch of transitions (¢}, a;7,9j4+1) from D
st {rj for terminal ‘P1T1
r; +y max, Q((p]-+1, a’; 9) for non — terminal @4
Perform a gradient descent step on (y]-—Q((p]-,aj;H))2
according to equation 1
end for
end for

Pucynox 1 — IlceBnokon anropurma DQN

A3C sisercs policy gradient anropuTmMoMm, KOTOpBIM ToOJjaraeTcss Ha
ONTUMHM3AIIHIO MTAPAMETPOB CTPATETHH B COOTBETCTBUU C OXKUIAEMOM CyMMapHOMH
HarpaJion, UCTIOJb3ys ISl 3TOT0 METOJl TPAJMEHTHOTO CIyCKa. AJITOPUTMBI THIIA
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actor-critic omepupyroT kak crpareruei (actor), Tak m (QyHKIHEH IOJe3HOCTH
(critic). [Jns pacuéra TpaaMeHTa HCIOJAL3YyeTCS (DYHKIMS ITOJIE3HOCTH,
BBIUUCIIIEMAss BO BpeMs Iepexoja B HOBOE COCTOsSHHME Mo Mertomay temporal
difference npu nomoiu ypaBuenus bemimana (1).

Brepsbie manHblii anroputM OblI ommcaH B cratbe Asynchronous Methods
for Deep Reinforcement Learning [4]. B npexacraBieHHOM ajlropuTMe
UCTIOJIB3YETCSl HECKOJIBKO KONMUH HEHMPOHHOW CETH M HECKOJBKO 3K3EMIUIIPOB
Cpenbl, IAe KKIbIA areHT B3aMMOJEUCTBYET CO CBOEH Komuen cpenpl. Bo Bpems
OOy4eHUs  pe3yyibTaThl,  TOJYYCHHBIC  HWHTEUICKTYaJlbHBIMH  areHTaMH,
00BEAUHSIOTCS B TII00AJIBHYIO MOJIEITb.

[ceBmokoa anroputMa MmpeCTaBieH Ha PUCYHKE 2.

// Assume global shared parameter vectors 6 and 6,
// and global shared counter T = 0
// Assume thread-specific parameter vectors 6’ and 6,

Initialize thread step counter t« 1
repeat

Reset gradients: df « 0 and d@, < 0

Synchronize thread-specific parameters 6'=6 and 6, =86,
tstart =t

Get state s¢

repeat

Perform a; according to policy m(a:|s:;6")
Receive reward 1 and new state Sgyq

t<t+1

T<T+1
until terminal S; or t — tyart == bmax
R= 0 for terminal s;

N {V(st, 6,,) for non — terminal s; // Bootstrap from last state
for ief{t—1,..,tgqt} do

R<1;+yR

Accumulate gradients wrt 6':d0 « df + Vg logm(a;|s; 0")(R —V(s;; 65))
Accumulate gradients wrt 0;:d8, < d6,+ d(R —V(s;; 6)))?/06,
end for
Perform asynchronous update of 6 using df and of 6, using d6,
until T > Ty

Pucynox 2 — IlceBmokox anmroputma A3C

BoIuncauTeIbHbIA IKCIEPUMEHT

CyIIecTByeT MHOKECTBO Pa3IMUYHBIX CPEIACTB MOJICIMPOBAHUS, C TTOMOIIBIO
KOTOPBIX MOT'YT CPaBHHMBATHCS aJTOPUTMBI MAIIHHHOIO OOydYEHHsS, HO BCE OHH
TpeOYIOT JETaIbHOTO MaTEeMAaTUYECKOTO OMUCAHMS HE TOJBKO areHTOB, HO M BCEX
3JIEMEHTOB CPEJIbl, B KOTOPOM OHU CYIECTBYIOT, Harmpumep [5].

Haubosee moOmyasipHbIM HHCTPYMEHTOM i1 CPaBHEHHUS aJTrOPUTMOB
spisercs wiatgpopma OpenAl Gym. IlpeumyiecTBo naHHOM TIAaTGOPMBI B TOM,
YTO OHA COJCPXKUT HAOOp pa3IUYHBIX CpPel M IO3BOJSCT peIlaTh CaMble
pa3HooOpa3Hblie 3a1a4u, Hanpumep [6].
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Ho, necmotpst Ha mpeumymiectBa 1uardgopmer OpenAl Gym, mmardopma
ViZDoom sBisieTcst 6ojiee THOKO HAacCTpauBaeMOM W yJA0OHOW IS pa3pabOTKU U
3G ()EKTUBHOTO CpaBHEHMsS] aJIrOpuTMOB st cpeasl Doom, mnosrtomy s
HKCIIEPUMEHTA UCIOJIb30BaIaCh HMEHHO 3Ta ITu1aTgopmMma.

ViZDoom — »To wucciemoBaTelibckas IwiaTdopMa, OCHOBaHHAs Ha HIpe
Doom, nns wusydeHuss oOydeHHMs ¢ TOAKpEIUICHHEM U3 HeoOpaboTaHHOM
rpadpuyeckoii  mHpopMmarmu [7]. Ilmardopma mo3BoasieT pa3pabaThHIBATH
WHTEJUICKTYaJIbHBIX ar€éHTOB, KOTOphie urpatoT B DOOM, ucnonb3ys rpaguiecKyro
uHGOPMAIIUIO C IKPaHA.

Cuenapuil SKkcriepuMeHTa cieAyronmi. B 3akpbIToil KOMHaTe MOSBIISIETCS
areHT 1 HeMoJaJEKy Nepel HUM — MOHCTp. Y areHTa uMeeTcs: opyxue (IIMCTOJIET).
Kaxaplii 31u304 MOHCTp TOSIBIISIETCS B CiydyalHOM MecTe. OH HENMOABHIKEH U
norubaeT ¢ OJHOTO BBICTpeNa. 3ajada areHTa IOMAacTh BBICTPEIOM B MOHCTpA.
Urpoky noctynHo 3 nedcTBUS: IIar BJIEBO, 1Iar BpaBo U BeicTpen. Harpaas: 100
OYKOB 32 TOIaJaHue B MOHCTpPA, -1 3a KaXIbld TUK BpeMEHH, -6 3a mpomax npu
BoicTpenie. Ha pucynke 3 u300pa)keHO BHU3yallbHOE MPEJCTaBICHUE JTAHHOTO
CLeHapusl.

Pucynok 3 — Cuenapuii skcriepumMeHTa

HecMoTpst Ha TO, 4TO pa3pabOTKON WIPHl WJIM areHTOB CETOJHS MOXKHO
3aHUMAaThCs Ha TMPAKTHYECKH JIFOOOM sI3BIKE MPOTrpaMMHUpOBaHus, Hampumep [8],
CaMbIM TIOIMYJISIPHBIM SI3BIKOM B 00JIaCTH Pa3pabOTKH MHTEJUICKTYaJIbHBIX areéHTOB
sisercss Python. IlosToMy ajropuTMbl peajin3oBaHbl Ha si3bike Python ¢
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ucnonb3oBanueM (peiimBopka Tensorflow [9]. B pamkax »skcnepumeHTta
UCII0JIb30BajIach BEIYMCINTEIbHASS MOIIIHOCTH mporeccopa Intel Core i13-4005U.
Pesynprar skcniepumenTa nmpuBeaéH B Tabnunax 1 u 2, rue
e Mmean — cpenHee apuMETUIECKOE 3HAUCHUE HArpaIbl
e std — cranmapTHOE OTKIIOHCHUE 3HAYCHUS HArPaIbl
® MIiN — MHHUMAJIBHOE 3HAYCHHUE HATPAJIbI
® Max — MaKCUMaJIbHOE 3HAUYCHUE HATPAIbI

Ta6auna 1 — Oxcnepument ¢ DOQN

Bpemss | KoanuectBo | KosnuecTBo | mean std min max
IMHU30/10B 1IAroB

00:03:59 255 5000 -197.32 | 200.68 | -390.00 | 95.00
00:08:02 501 10000 -231.70 | 182.68 | -390.00 | 95.00
00:12:08 696 15000 -261.38 | 176.10 | -400.00 | 95.00
00:16:14 868 20000 -328.41 | 58.74 | -395.00 | 95.00
00:20:21 1091 25000 -3.29 | 116.96 | -380.00 | 95.00
00:24:36 2388 30000 69.53 23.78 | -380.00 | 95.00
00:28:52 3986 35000 70.08 18.82 | -75.00 | 95.00
00:33:08 5602 40000 73.51 17.73 | -75.00 | 95.00
00:37:25 7279 45000 74.01 18.20 | -100.00 | 95.00
00:41:42 8831 50000 75.73 15.94 | -86.00 | 95.00

KonuyecTtBo areHToB B a3KcriepuMenTe 1ist anroputma A3C — 3.

Tabnuma 2 — DxcnepumenT ¢ A3C

Bpemsi | KoanuectBo | KosimuecTBOo | mean std min max
IMHU30/10B aroB

00:03:32 1752 25000 -190.73 | 236.21 | -410.00 | 95.00
00:06:49 3118 50000 -190.82 | 242.26 | -410.00 | 95.00
00:10:08 4532 75000 -193.63 | 241.35 | -410.00 | 95.00
00:13:31 5911 100000 -215.51 | 237.36 | -410.00 | 95.00
00:16:58 7782 125000 16.86 | 120.14 | -410.00 | 95.00
00:20:35 10123 150000 -186.36 | 183.62 | -410.00 | 95.00
00:25:23 15832 175000 71.11 28.93 | -385.00 | 95.00
00:31:08 24432 200000 76.71 15.97 | -315.00 | 95.00
00:36:53 33392 225000 76.11 23.65 | -345.00 | 95.00
00:42:38 42463 250000 77.02 19.01 | -345.00 | 95.00

[Tocne oOydeHusi MPOU3BEAECHO TECTUPOBAHHE OOYYEHHBIX areHToB Ha 30
UTPOBBIX dMK30/aX. Pe3ynbrarel npencrapieHsl B Tadaune 3.
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Tabmuua 3 — Pe3ynbraThl TECTa 00YYEHHBIX ar€HTOB

AJroput™M | mean | min max

DQN 75.23 | 21.00 | 95.00

A3C 83.33 | 45.00 | 95.00

3akiloueHue

ITo pe3ynpTaTaM SKCIEPUMEHTA MOXHO CIIeJaTh BBIBO, uyTo anroputM DQN
MOKa3bIBaeT Oosiee CTaOWIIbHBIE PE3YNbTaThl HAa TMPOTSHKEHUH BCETO BPEMEHU
oOydeHust U TpeOyeT MeHbIee KOJIMYECTBO maroB oOydeHus. B cBoro ouepenb
anroput™ A3C noka3sIBaeT Jy4Illde pe3yJbTaThl Ha 00Jiee JIIMHHON AUCTAHIIUM 32
CUYET BO3MOKHOCTH aCHHXPOHHOTO OOYYCHHUS C TOMOIIBI0O HECKOJBKHX arcHTOB
napajieIbHO, HO TpeOyeT OOJIBIINX BBIYUCIUTCIIBHBIX MOIIHOCTEH.

N3 manHoro skcnepumeHTta cienyet, uro aiaroputM A3C sBusercs Oonee
3G ()EKTUBHBIM TIPU  BO3MOXKHOCTHM ACHHXPOHHOTO OOy4YeHHsI C TOMOIIbIO
HECKOJIbKMX areHTOB OJIHOBpEMEHHO. Eciii Takoil BO3MOXKHOCTH HET, TO aJITOPUTM
DQN sBisieTcst ropazao 6osee 3 PEKTUBHBIM.

bubuaunorpagpuyeckuii CHuCoOK

1. bensies C.A., T'opaeea T.B. IlpuMeneHue MeTo/IOB KiacCHU(pUKAIUU JIsI
aHaju3a BHU3UTHBIX KapTOueK B MOOWIbHOM TeiedoHe // DIeKTPOHHBIN
xKypHai: [Iporpammubie nmpoaykTel, cucteMmsl U anroputmel. 2018. Nel. C.20-
25. DOI: 10.15827/2311-6749.26.298.

2. Reinforcement learning /l Wikipedia. URL.:
https://en.wikipedia.org/wiki/Reinforcement_learning  (mata  oOparieHus:
10.03.2018).

3. Mnih V. Human-level control through deep reinforcement learning // Nature,
2015. 529-533 c.

4. Mnih V. Asynchronous Methods for Deep Reinforcement Learning // ICML,
2016.

5. bense C.A., MarpocoB B.B. OnbIT co3nanus cpeabl HUMUTAIUOHHOTO
mozaenupoBanusi // Il Bcepoccuiickas Hay4dHO-pakTHuecKas KOH(pepeHIUs
«TeopeTnueckue M NpUKIAAHbIE TPOOIEMBbl Pa3BUTHSI M COBEPLICHCTBOBAHUS
ABTOMATU3UPOBAHHBIX  CHCTEM  YIpaBJIEHUS  BOECHHOIO  Ha3HAUYCHMS»
(22.11.2017 1., CII6). Coopuuk Tte3ucoB / CII0.: BoeHHo-kocMuueckas
akanemus umenu A.®D. Mosxkaiickoro. 2017. C.232.

6. benser C.A., MuxuoBud A.I'. CoBpeMeHHBIC TOJIXOJbI K PEIICHUIO 3aJ1auu
cTabmin3auu  TEepeBEepHYTOr0  MasTHUKAa //  DIEKTPOHHBIA  KypHA:
[IporpammHuble TPOAYKTHI, cUCTeMbl H anroputMmbel. 2017. Ne2. DOI:
10.15827/2311-6749.23.237.

7. ViZDoom /I ViZDoom. URL: https://www.vizdoom.cs.put.edu.pl (mata
obpamenus: 10.03.2018).

8. benser C.A. Pa3zpabotka urp Ha si3bike JavaScript. Yuebnoe nocodue. CII6.:
N3n-Bo Jlanunw, 2016. 128 c..



[Toctymar. 2018. Ne5 ISSN 2414-4487

9. TensorFlow library // TensorFlow. URL: https://www.tensorflow.org/ (mara
obpammenus: 10.03.2018).
10. Millington 1. Artificial Intelligence for Games. Elsevier, 2006. 563-641 c.




