Cekuis 1 . MaTemaTiyHe MOJEIIIOBAaHHS Ta po3po0OKa MporpaMHOro 3abe3nedeHHs
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APXITEKTYPA DEEP Q-NETWORK SIK METO/]
I''IMBUHHOI'O HABYAHHSI 3 NIIKPIIIVIEHHAM

Hapuanus 3 miakpimrennsm (reinforcement learning, RL) € oxgnauM i3
KIIFOYOBHUX HAMNPSAMIB CY4acHOTO MAIIMHHOTO HABYaHHS, IO J(O3BOJISE
areHTaM CaMOCTiHHO (OpMyBaTH CTpaTerii IOBEHIHKH B yMOBax
HeBu3HaueHOCTI. OcoOJMBOrO PO3BUTKY Iiel Miaxinm HaOyB i3 MOSBOIO
METO/IIB IJTHOMHHOTO HABYUAHHS, SIKi 3a0€31eYrId ¢)eKTHBHY allPpOKCUMAITII0
ckiIaaHuX QyHKiH. OAHUM 13 HaHOLIBLI BIIOMHX JITOPUTMIB Y Lil 001acTi
e Deep Q-Network (DQN), skuii moemnye knacuunmii Q-learning 3
MOXKJIMBOCTSIMH ITMOOKUX HEHPOHHUX Mepex [1].

3ajaya HaBYAaHHS 3 MAKPIUICHHAM (QOpMaNi3yeTbcss y BUIIIII
MapKiBCBKOTO Tporiecy mnpuiHATTA pimess (MDP), mo ommcyetses
m’saripkoro (S, A, P, R, v), ne S — MHOXWHa craHIiB cepenoBumma, A —
MHOJKHHA Jiif arenTa, P — iMOBipHICHA (DYHKIIiS IEpeXo/iB M cTaHamu, R
— (yHKIiS BHHAropomu, Y — KoedimieHT auckoHTyBaHHA [1]. OCHOBHOIO
METOI0 € 3HaXO/DKCHHS ONTHMAaJbHOI MONITHKU 7(A|S), siIKa MaKcHUMi3ye
OuiKyBaHy CyMapHy JMCKOHTOBaHY BUHAropoay.

Anroputm Q-learning 6asyerscs Ha iTeparniiiHoMy OHOBICHHI (yHKIIi
miHHOCTI fitt Q(S, &), sika BU3HAYA€ OUiKyBaHYy BUTOMy Bill BUKOHAHHS [ii 4 y
crani S [3]. Oanak KmacHuHWA TaOMMYHUNA MiIXiA CTA€ HENPHIATHAM Y
BUIAJIKy BEJIMKOro abo Oe3mepepBHOro mpocTopy craniB. Came ToMy
BUHMKJIA HEOOXINHICTh BHKOpUCTaHHs ampokcuMmanii Q-pyHkuii 3a
JOTIOMOTOI0 HEHPOHHUX MEPEeX, o 1 pearnizyeTscs B apxiTekTypi DQN [3].

Apxitektypa Deep Q-Network mpencraBnse coboro OaraTomapoBy
HEWPOHHY MEpEeXy, siKa IpHiiMae Ha BXiJ] IPEJICTABICHHS CTaHy CepeJOBHUIIA
Ta TOBepTae OUiHKK Q-3HaYeHP [UIS BCIX MOXKJIHMBHX il [1]. ¥ knmacnaaOMy
BapiaHTi, 3alpOIIOHOBAaHOMY Ui 3a/Jad KEpyBaHHS IrpaMd, BXiTHUMHU
JaHUMH MOXYTh OyTH cupi miKcedi 300pa)keHHsI, SIKi MPOXOIATH Yepes3
3ropTkoBi mapu (convolutional layers) s BUIITIEHHS IPOCTOPOBUX O3HAK,
micas 4oro oOpoOssitoThcsl MOBHO3B si3HMME  Tmapamu  (fully connected
layers), mo ¢popmMyroTh KiHIIeBi OLIHKH 1iif [3].

HesBaxxaroun Ha CBOIO e(peKTHBHICTH, 0a30Ba apxitekTypa DQN mae psx
0o0MexeHb, cepel IKUX Mepeollinka Q-3HaueHb Ta MoBiIbHA 301KHICTE. s
iX ycyHEHHs OyIo 3aIporoHOBaHoO psia Moandikariit. 3okpema, Double DQN
JI03BOJISIE 3MEHIINTH NEPEOLiHKY 3HaUeHb NISIXOM PO3JLIEHHS BUOOpY Ta
ominku [ii [3]. Dueling DQN BBOAUTH OKpeMe MpeacTaBIeHHS U GyHKIIIT
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MiHHOCTI CTaHy Ta TIepeBard [ii, IO IIOKpAally€ SKIiCTh HaBYAHHS.
[piopuruzoBanuii replay (prioritized experience replay) 3a0e3nedye Oinpi
e(peKTHBHAHN BiOip BaXKITMBUX MPUKIAIIB IS HABYAHHS.

Baxxmmeum acriektom nooynosu DQN e BuOip CTpyKTypH BUHATOPOIH.
Henpasuneao chopmoBana (yHKISI BHHATOPOAM MOXKE MPHU3BECTH M0
HeOaXkaHOT MOBEIIHKK areHTa abo 10 BizcyTHOCTI 36ikHOCTI [2].

Cy4acHi JoCIiKeHH y Tary3i ITIMOMHHOTO HaBYaHHS 3 MAKPIIJICHHIM
JEMOHCTPYIOTh, o DQN Ta Horo moxifHi METoau MOXYThb €()EeKTHBHO
3aCTOCOBYBATHCS Yy IIUPOKOMY CIEKTpi 3ajad: BiJ| iIrpOBUX CEPEIOBHII JI0
PpOOOTOTEXHIKN Ta aBTOHOMHHUX cucTeM [ 1]. BogHouac moganbumii po3BUTOK
miei obnacTi MOB’A3aHU 13 MIABHUINEHHSM CTa0lILHOCTI HAaBYaHHS,
3MEHIICHHSIM BHMOT 10 OOCSTY NaHUX Ta aJalTalli€lo O pealbHHX yMOB
(YHKIIOHYBaHHS.

Oynkis Brpat y DQN 6a3yeTbes Ha MiHIMI3aIIT PI3HULI MK IIOTOYHAM
3HaueHHAM (Q Ta WITbOBMM 3HAUCHHSM, SKE€ BH3HAYA€ThCA 33 PIBHAHHAM
Bemmvana [3]. TakuM dYnWHOM, MpoIlec HAaBYAHHS 3BOAWTHCS 1O 3aaadi
perpecii, me HeHpoHHa MepeXa IMOCTYNOBO HAOIDKae iICTHHHY (QYHKIIO
miHHOCTI nif. OmnTumizarist 3miHCHIOETBECSA 3a JOIMOMOTON0 TpaIi€HTHHX
METO/IiB, TAKHX 5K CTOXaCTHYHUH IpaJlieHTHUN cIycK abo Horo Momudikarii
(Adam, RMSProp) [1].

Takum umHOM, apxitektypa Deep Q-Network e BaxuBuM eranom
€BOJIIOLIIT METO/IB HaBYaHHsS 3 IIJKPIIUICHHSAM, MOETHYIOUN IepeBart
IIMOMHHNX HEMPOHHMX MEpeX Ta KIACHYHUX alrOpMTMiB omTuMisaii. Ii
BUKOPHCTaHHS  BIKpUBAa€ IIMPOKI  MOJMJIMBOCTI I CTBOPEHHS
IHTEJIeKTyaJIbHUX CHCTEM, 3[JaTHUX JO CaMOHAaBYaHHS Ta ajanTamii B
CKJIQJHUX ANHAMIYHUX CEPELOBHIIAX.
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