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Reinforcement Learning Leveraging Grounded Language
by Image Recognition

KEITA IIpab®  YOSHIMASA TSURUOKA2

Abstract: Grounding natural language is an important task in artificial intelligence research. Recently,
reinforcement learning has been applied to various tasks, and games are frequently used as testbeds. It has
performed very well, but it requires a large number of trials to learn. The purpose of this research is to de-
crease the number by using prior knowledge. We investigated how leveraging image recognition as knowledge
affects the number of trials.
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