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Deep Reinforcement Learning of Roguelike Games
Using Internal Rewards and Hybrid Reward Architecture

Yukio Kanol'®  YosHIMASA TSURUOKA!

Abstract: In recent years, research on game Al using deep reinforcement learning that combines deep learn-
ing and reinforcement learning has been actively conducted. However, reinforcement learning dealing with
a complex game environment tends to be slow and unstable. One such game is Rogue-like games, a type
of computer RPG. It is a game with a very high popularity in the world, many of them have high diffi-
culty, and highly intelligent ability is required for playing. Therefore, the ability required for the Al of this
game naturally becomes sophisticated, it is not easy to learn it. The purpose of this research is to learn
for this roguelike game and make AI that can capture the game automatically. As an approach to realize
efficiency and stabilization of reinforcement learning, this research focuses on the "reward” part of reinforce-
ment learning. In this paper, we prepare an environment of simple and easy roguelike games, and conducted
reinforcement learning by combining ICM generating internal compensation to A3C. Then, we verified the

effect.
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HEITS5DT, FEHIIBHELRREIRLS LD Z 2B 0.
£, BlidnvFEETE, 205G, HiiT—XI2Y
TIXE B &S BRIZTFEHNED TV, FEE T,
BT — 2D &SI NH B 72 L HB LTV i b &
ENZMPEBRIZL > THAI NI TRELZZ 5N 5.
—HAT, MIEFEIC Lo TEELLRVWEIBONTL X
SHEMDLEZERXoND D, MEFEHIZE > TRONHE
DZGVEFE YN U 72 1 e 5720,

2.2 Q%3

REMARBIZEOTFIEI Q%8 [9] 5 5. Q28
T, FTHREZ2AR IV I 7R EHFE (finite Markov
decision process, finite MDP) TETI)WALT 5. HR~IL
a7PEEREE I, RO 4DDERTRINLETLT
bH5.

o REOHBES : S = {s1,52,.,8m}
THOERES : A= {a1,az,...,an}
BRI s TITE) o ZBINUZ & SITREE & 12
BT HHEHE P(s,a,s)
HRIMBEEL : IRAE s TITEIa B & 572 & E DWW R(s,a)

HBIEFEOEHMIE, —HOTHOMEE UTZITI SR
oMM 2R ALT D LI LAERERDITIEI L THS.
ZZT, BNREs ITHLUTITH a 252588 n(s) =a %
HERELUTRET S L, QFHITEIT2HNBEBITRD &
DIZEHRTED.

Q™(s,a) = E (0

ZWtR(StaW(St))}
t=0

EU, v (0 <y < 1) i385 REFIENZERTH 5.
R DS DT E G RIT & > THRBIZ R F IV T 1 3D T 5
NT—=Vx v bDZITEE Z & DTE BRI LTV
{728, HlMEFIZANDG FTOREZBSTELIIZE
BIEHWAEHS. N1, REsPSBODTHEIZ
K-> TIHEZBIRLU TV 254817, ==YV M%)
WaEG X NHMOMERLTWVWS.

ZZT, kI AEE o 23, R IFkK
DES>IzEXEES.
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Q™ (s,a) = R(s, 7" (s))+~ maXZ P(s,a,s)Q™ (s',7*(s"))

2)
N2 TRINZDER#LINZHKRE L > TDIT
BiEERTH Y, ZOTEMHEER Q™ (s,a) %, B
Q(s,a) THEMT A Z LI > THEEEITI>ON Q FHT
Hb. QFETIE, MOE>%T NIV XL THEEQ(s,a)
ZEHL, FHEToTWL.

Q(st,at) +—Q(st,ar)
+ oy (R(st, at) + 7y max Q(st41,a) — Q(st, at))
(3)

ZIT, ap BEHRE XiFh, ZOEEE q BEUTD 2
SOREN-T L, BB Q(s,a) 3BT Q™ (s,a) TR
TEHIEMHEHINT NS,
Zat:oo, Zat2<oo 4)
t=0 t=0
2.3 Deep Q-Network (DQN)

Deep Q-Network (DQN) [1] I, 2015 FFIZHRI N Q

FHRIZB T BITEMMERK Q(s,a) E=a—F V32 y F T —
JERAWTEY - BT AFIETHD. QFEHTHES 0N
U WRBBO K EREMBRBEIIB VTS, =a—J
2V NT—=2FBAVWSEZ LIZE o THRNCEBEE2ITR S
£DITH o7z, Atari 2600 V) — XD Ty JiRr— A
B 49 HH H W TiFhbz DQN OFEERTIX, T0i
DT = A TADO L RV E R BFEERIESNT
B0, DQN OFEWFEEHENVWRINT VS,
DQN Tl, =a—9 W3y NY—JDEA% 0, & UITH)
MMEBIE % Qo,(s,a) &L EBLT 5. Z DITENMEBIE % ¥
B a7-017, BRAEMEKE QFHDOA 3 2 _XR—ZAIZD &
IITERHT .

Li(0:) = E [(R(sy a) +ymax Qo _, (s, a') = Qo (s, a))Q]
(5)

72720, Qo,_,(s',d') D 0;_1 &%, —DHIOEM I 2o
THHET I 2EHT 5. ZOEEMBZEMI LT
NBHRDOAN%E AW CREVEZHFEE
VA b =2 %FEHLTWL.

(S
== -

752&T, =a—7

Vo, Li(0;) =
E [ (R(s,0) + ymax Qo,_, (s',a') = Qo,(5,0)) Vo,Qu,(5,0)
(6)
DQN ZH\W7zigfb#E ik, FHE2REIE5720

DTRBPWL ONEFEET S [1]. 22T, TohTHRE
et D% 2 OENT 5.
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2.3.1 Experience Replay

BALEBIZBWTI Yz Y MIGEZO6NET— X3,
FEHOMWHEE, WRIINZHEG L7723 DIZRDGEIEL
AETHD. L, TOFEFEREET—XeT—2DMIC
MEPEUTUEY, 207 — X DERGFHERVEFEICHE
ERIFL D 5.

Experience Replay [10] & i, #{tFE It Wz —Vx
VMIGZONBART X (BER) 2—HAEY —IC
BEL, PERTOBREIATY —IZEHEI N T 205
FURLIY T T UTHHTSENSH5DTH 5.
DQN Ti&, Z® Experience Replay (Zft->TT — X %\
KOWFVRLY YT I U TI =Ny FEERLTE
H95.

2.3.2 Q Network & Target Network

DQN T, #hifE5 R(s,a) + ymaxy Qq,_, (s',a') %
BT 57280 D Target Network &, Qp,(s,a) ZFHET 2
Q Network D 2 2D =a—=F )V 32y v =2 %25,
Q Network D/3F A — ZIFFEAMKIIZ Target Network (Z 3
=3, ROEHETHEREI NS, ZHTLD, HE
FETHT S QEBOMHEEZESTHI LT, FHOLE
Eo>TW5.

2.4 Asynchronous Advantage Actor-Critic (A3C)
Asynchronous Advantage Actor-Critic (A3C) [3] & &,
2016 FIZFERINFz=a—F N ry T =27 EHWZR
LB 2 MHNATS FETH S, ACDTILTY XA,
Asynchronous, Advantage, Actor-Critic ® 3 DD# X i
ERAGDETRIINTEY, ZITREDEALIID
WT, DQN & DR R Z DS HHT 5.
2.4.1 Asynchronous

A3C IZ8B1F 5 Asynchronous & &, FEREIMIZ < IV F
TV MNILBNHMFEERZITIZEZATTHE. YVTF
ALy FTHBOFEREZHEL, #REOT -V v
FARAENZENMNLL TREREFAERS. £AL Y RO
TV b, ®EE IS, ADDALVY R
PEORY N —J2HVWTRY NIV —J 2 FEHT L7
DOHREFET S, ZOAROEEZHNT, £A% Y b
=7 LENS ALY NTHET XY T2 DH
Fiftons., ARZFHBELEZALV Y NiX, Hixhzit
Ay NI —JDEAEHSDAL Y FIZIE—-LT, &K
DR MAEND. ZOREORVIELZHEAL Y KA
FEFEIARIZAT S .

A3CIZIZ DQN &350, RERFIMIZEE L 72 i85k %
FERIIHCDA Y A VEEPTEL L WO MEADDH 5.
IhE, YVFALY FTREBREREDS I 21Tk, £A
Ly RIZBW TR ER U 72 RERTH, 2RI
I% Experience Replay T7 Y X LY v ) 7Lk S5 %k
REEDToNENoTHS.
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2.4.2 Advantage

DQN TH, FEIfIERER Q(s, a) DEHE, R3DE>
1 ATy THROBMEINTIT>TWD.
A3C IZ B} 5 Advantage & 1, RIREE D il D HE E &
V(seyr) ZHEHHTHDIZ, 2 AT v T EEOHM £ TH
WTITIEZAHTHSH. n AT v ThRETORMEH W
& T, A3C DHEEMDEH M5 advantage & FFIX
NHERE, MOKXDISITEHINS.

n—1

nstep = Z Vrigi + 9"V (St4n) )
i=0

advantage = nstep — V (sy)

2.4.3 Actor-Critic

DQN T, JRIED AN s 12/ U TITE) o OAfifEDHEE
i Q(s,a) EHIIL ZNEEH LTV 2.
A3C 1281} 5 Actor-Critic & 1%, RED AN s 1IZH LT,
BATEN % I Z THER 1(s,a) (Actor) &, T DIRFEDAfED
HeEfE V(s) (Critic) % TNZENMILIZHEE L b 5 %2Y
BITO2EBZS/TH 5.

2.5 Intrinsic Curiosity Module (ICM)

Intrinsic Curiosity Module (ICM) [2] & 1%, #LFED
BV 232 = —> = > NN CTHBI AR T 5 FIET
H5. ZOFERF, ABOEHFLISTATT2M->TH
D, BEPEDLDBREDIZTREZVLTRNDONR VL SR
TE%Z T2 EEVRMPER I NEEDTH 5.

ICMEEIZ220=a2 -2y bT—IDETILT
Ml ENns.

—2l, #E T (inverse dynamics model) Td 3.
I—Yx v MIBREEDS 2 DO 2 KFE BT &
SRETH D 51,5041 28T . KIZ, ThoDRERE
Za—=S)0W3y NI DERAAEREEFALT, K
B2 DIV d(s1), d(sp41) “NEHT B, KRB s D5 5044 12
&, T8 0 ITX o TEBT DY, Z017H a & 2 DDIR
BOANPSTFHRT L0 Z0HETVOZRETHE. T
DETIVIEIRD X 51211 5.

a1 =g (Sn St413 91) (8)

72720, glid=a—J 2y b7 —27DFEEBE (learning
function) TH Y, 0 IF=2—IFNAxY FT =T DINT A —
R, ay WPRUTHOMRNMTHS., ZO=a—F)
Iy b7 —=20F, RO KD b ETTD &5 ITEET 5.

n;in Ly (a¢, ar) 9)
I

L&, EBEOFEE FRL T8 OMES A L DA —BE
ZRIEREETHS.
£ 95 —2l%, JHE TNV (forward dynamics model) T&
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B St ’m— qs(stﬂ)
=
ar i — 71
g P(se) — a
E St+1 E h(St41) A
[

B 2 ICM O

3. 200, TV v hPBEILARE 6(s0) &, FD
R TR U 72478 ap 225, WRIRRE ¢(s441) 2 THIT 2 E
FTNLVTHD. IJHETNVDOFHEIL, 2 ODDRELFET LD
TR 7 VIiZEBRENZEDEHWTITbN .
D=a—FNFxY NT—=TDETIVIFIRD L SIZhIT 5.

-
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P(se41) = [ (9(5t), a3 0F) (10)

WETFIVERBIZ, fld=a—F0Fy b7 —27OFEE
HE (learning function) TH Y, Op lF=a—J )Lk v b7 —
T DINT A =R, P(si1) DTPHE NI YCRIED AR 2
FLTHB. ZO=a—F)xy bT—21%, ROLS%
Bl & FHEI 5.

P —

175 &51T

. 1
minLp (). d(sr41) ) = min 3 [d(s001) = Bl
(11)
Z Ok, ZOIRETVEINIBEMOGET L LT, RAD &L
SIEEE NG 1 A RT 5.

n

= §|\<73(8t+1) — ¢(se41)|? (12)

=EL, n>0TH5. Thi, WRERTHTERWE
EL—V Vv MNZITEZNIBIMDOEN L R L%
HEIRLTWS.

ICM T, 25 2DODET L EFEFIZEEIES. X
ADE ST, Ly & Lp OFNFIUZEAZ I 72H1% HK
B l, ZoMER/IMEIED LDICEEE2TS.

i
Tt

ggﬂl—ﬁﬂq+ﬂLﬂ (13)

B 212, ICM DHEIEDIE X % 7R3 . P % 2E ik
FTE5ETHHBEERDWIIEETVOEETHS. Lh
U, IEETIHHED DIFRREEZ FHIT 2 X5 WFHHE A
FDEWR A7 DT, JHETNVEAETHEEIELDILE
LW, 22T, #ETIVOFEEIEE TN OFHIZHAA
HZ T, Wo/fT8%E FHIT 5 20D RINE S X A
7 DFE %8 U TOREBORHEEIE (s, — o(s)) DFEH
EEELEIELIENTE, ZNZE->TIEEFILVOEY
BREM EXEEZENTED,

-
—
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2.6 Hybrid Reward Architecture (HRA)

Hybrid Reward Architecture (HRA) [5] & 1%, 2017 4£iZ
FRI NIz, BREEDOWMBILEZ W < D H OHRIBI LU 73 E
LT, ATz nZnO®mMBEIEII L TEh il
MURETNVOEEZTS FIETH 5.

Ro(s.08) =S Rels.as) (1)
k=1

Qurals,a;0) = > Qu(s,a;0) (15)
k=1

WA ZE n B2 #ET 2 HRA DETF NV EHATET
R 14, 15D EDIT5. HEZNFIRINBEILE Re(s,a, s')
ZHWT, ENENIAT Qr(s, a;0) ZEIET S, 727ZL,
Q-Network DKL A ¥ —DFATEn Oy b7 —21F
EHAEREELTH XL, TOHEAZXNTIHE I TRELT
W5,

REFE

AWROHKNZ, 23> ¥a2—&X RPGO—FETHhs0—
T4 77— LR U{tEEERTV, L% H
R TEDE5R Al 2R THD. ARTIX, i
BRO—2 91407 - LOBREZHEL, 207 —L%2K
32 Al 22¥T 572017, t¥EEOT -V v b
ZA3C B DT NIV ALEHANTERETS. 7— L5
BEOWM & U TiE, WNERHRINIE ICM [2] 12 & > THBEIEK
U, EEOIEBRMAFET 254 1E HRA 5] 12 & - TH
fRaR R pEIL T, FEOMF(EHET.

4. EBR

3.

41 RAELEY—LERE

X3, 412, SRIEHELEZO—-TFTA4 27 —=LDE o5&
HHRRREZRT. M3, FVRLICEREINE XY
Varoflthh, BOTANEE, QWS ALRBE AEELR
TV, REOYABRZTOX Y arDd—)b (HE), 7%
WY ADBERETE T -V v b 2ERLTVWS, T—V
Y ME, 1EOFEE UTEREAD S BEED RN FIZ
1RAELZEDTES. M412id, EBRIZT—=L71L A
TRLELZRA Y arvREDLIIZERINTVWEDN%
RUTWA, F—LABBRICX Y 3 v OLKE % ET
ELDLITTIERL, FvyarvaEBERT5IEY, RizZ e
DHBIANTy T ERIZBERIh TV, RERTIE, £
YA ZX20x20DFy T HIZE Y aveSyRATE
U7z,

-
—

=)

4.2 BBICAVWEETIL

4.2.1 A3C
AREBRDI-DIZFEE L7~ A3C 1 CNN2 B & 2548 2

S5, £A21IZETFTNVORELTT. BEALTE
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x 2 ICM DEFNVDHEE
2y hT—2fE ZiAH fill
AJ1E RIEED R TT 20 x 20 x 2
IO 4
CNN %6 1 J& PERIZ S 32
TA4NVEYAL A | 3x3
ANZA KN 2% 2
M3 SYRACERINDLY Y3y Gl ReLU
CNN % 2 J& VEPIZ S 32
TANEYAX | 3x3
ANTA KN 1x1
e EAESE ReLU
WETNVOERKEE | Lot 32
| _I-* TE AL B ReLU
WETFNOHSE HA DR 4
e EAESE Softmax
M4 xrYarolEm JEE IV DLFES HH oW 32
e CAESE ReLU
R 1 AC DETIVOEE IEE 7L 0 HH1 )8 A DT 1568
E AN A il il T AV
el AN DRI 20 x 20 x 3 ZOMINT A =& Optimizer Adam
CNN % 1 J& 7 4 VR 32 B le-d
TANEYA4X | 3x3
ARI4ER 2% 2 ICM
TEEAL B ReLU WEFR
CNN 5 2 J§ EDIZS 32 P
TANEYAX | 3x3 3 Lp: wo—wmss ;
FENSE AN 1x1 ILF =860 — sl
AL S ReLU I P(ses) o
ey HH DT 32 EEFW | o
TS MEAL B ReLU il gRaSag a,
3 Actor DH 1 2 | 4 EE é b 25
Critic D% 2 | 1 Bl glSiling a,
Z DA/ T A—% | Optimizer Adam
EE le-d 5 FEEL7ZICM OETIL

IZ1& Adam [11] Z W7z, REBRTHWZ Adam D35
A—ZDfEIL, Adam DX TREINTWAEZZDF
FHVWTWS. CNN BIZBI2¥a X F 1 7 137-o T

WV EREL TW5 [4].

4.3 8 BERAANMOIYIRY

WY, 4.3.1 T —LEE
4.2.2 ICM o I, EBUZEMAEGTS dMMOX Y YarvaEmkT 5.

TV Y —OHIALE L BB DM E, ThEhoX
YVaAVIZOWTHEETH 5.
TUAY—IE, KD (1)~(7) DEEEED KT
(DdADXYYarvn>b1208yYarvieEsy

AEBRO7ZDIZFEELZICM DET L E2X 5 IZRT.
WETIND 2ED CNN JET, RED AN ZEHMRZ bV

2% & LIAA, T DRMEARZ ML EAWT, HET IV T o
REOREARZ PLVE TP, BETILVTHEZ FHIT 5.

ERBEBUE, HETILTIAH A & EMOEYI —FilE %, X LITEIRT 5.
WETILVTIEEDE UTRONDITEIOMERSAMGIZT LT (2) BAEX VY avo<y TIEHR (X4 200) 130114
FEfEOfF#ED/7o ATy b —%2E->720% W ftEhTtns.

TW5. KEBRTHWZFMIRET VORKREZ#K 4.2.2 12
R MEE TV OHIRIG (1568) 1%, TOHREIZHITS
R R 2 MVOWGEETH 5. Hol{bFIEIC 1% Adam [11]
ERAWZ, BEEANE LT, CNNOEBEOH I LT
Batch-Normalization [12] Z #5325 Z & T, KR b

(3) VA Y=l 1 ATy Fizo& 1, LNEAD
4 HEDS S, EDHANEEPERET S.
(4) BAFSENBEDED - 7235481, LAY —I1%

ZDHMEIZ 1T AED B,
(5) LA ¥ —Id 500 A7 v IhRET 5% T, XV
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A3C with ICM
‘ASC only
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K6 1ITtEY—Fd/bitHERdT2MNBHRMOHR (d=1)

0.8
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Extrinsic Rewards per Episode
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0.2

A3C with ICM
126107 1.4x107

0

. .
8x10° 1x107 1.6x107

Frames

0 2¢10%  ax10®  ext10®

K7 1TEY—FdbIicHERT2MBERMOHER (d = 50)

VavWNEE LA TES.
(6) 7L A Y —n@p CHB D~ ZIZHET 5%, 500
ATy TRR#TEETE 1TV —REEHRT .
(7) TEYV—=RBKTULES, LAV —RBRDOKX Y
YVaviiBEhd s,
DT —=LDNV—=NVIZH->T, d=1DFKEEL d=50D
GEILDODWTEE 2T/, T—V v b, BERIZEE
U7z & SIZBREED S — ORI %S 5. AMTHREN & 1250
12, ICM 2MERT 2 NS FIF L C#EE %
4.3.2 ERER
M6 eHTIZ, d=1D%EL d=50DHFEIIHBITE
1 Y — KH7z 2185 5 SR O ff O SEYE O #E
BERT. BEICHELEZLZOHMEZ 1L LTVWED
T, ZDT T 7ITEBARICIIBERIZEELZIZEY Y — RO
HEDOHB ZRLTWA. MlllE 7 L — A48T, A3CO2
TOALY ROT—V v b DRERL 72 AT v TOMET
»H5.
4.3.3 EE
K62k, 1fAOX Y a TV RULFEEE2ITo7- &
E DOFERD, A3C THNHHIMD A% FHVZED L, SEHREH
Bz N2 T ICM DA KT 5 Nz Wz D & TE
NENRINTWS., ZOXERS L, SERHEMDADE

s =

1o,

-
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A& 0B, ICM OWNEHHINZ FAWZBEDIES A, 1x 108
ATy TR ZEPRETLTWAZ NS00, ICM D4
BT 2N O R A2 EET B MR TES.

B 7421, 50fb DXy Y a T, ASC THIRHRMNIZ
INZ T ICM D& %9 2 NERIRM % F W 727238 2 17 - 724
HERINTVWE., ZORERS L, MDA 2 x 10°
T —ALETHALEZEDD, FNLAEIZD 2208
U TS BRFHBIETES. ZITH6E2RTAL L,
1HOX VY a vy TiioFBIBWTH, FHORET
M DMEAK & <P LTV 5.

ZOERKNE LTI, FEHDIAIZXD A3C D2EHIC
e-greedy EZHWTLE o7 Z 0I5 5. A3C X
AN, A3C DEET 5 Actor(ZATEIZ IS ER) IZiE- T
TFEIZERU W HAKIZIRS ED R Wb DTHY, ¢
DHEHLTT VX LTEHZ BN T U X > 280 FHIC
BENTUE->7722EXS65ND. Actor IZHED TENEIR 21T
SEMETHEEZRPVET I LI LD, HEOMET, &
MTIEZOREMNTERD 5.

BHYIC

AT, v—2rS51 275 —Lk0Ee LT, MY
DF7INTY) XLTH D A3CIZ, PERHIMZ LK 5 ICM
EFRWEEEEIT >0, A3C 2 HWTEREZIT S BRI
e-greedy iEZ > THWTLEV, ERZPVETHE
PELUTUE->72. HIOFEIE, L SERERZAET,
ZDOREREWGE - BRTHI L THS.

AREOERBRCTHW -0 =251 27— TERERS
XoVaviEBERTE] Xy Ya viECIFEZoRk
BHIS TR >TWL ] EWH 2 DODEEREHEZ D
ESICERUZEDTH o720, W7 A F LDIFETE, 1K
T2 ¥ O, SR TOEEN R T LA v o
CORANREENRIITEY, Y—L 2 LTIIfHTE
Z2HDEHoTWVWREVWIMEEH D, SHOBELTI,
F—LOBEZEEIEMU-BRE2HEL, 5% HRA
& o THMERZDET 22U T, &0 RENLREE
FiiEEBE Uz,

5.
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