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Action in MarioAl

Abstract: In this paper, a new efficient learning approach considering standard action for MarioAl is pro-
posed. In the proposed learning approach, standard (default) action means more or less best action in most
cases and MarioAT could be premised on this default action. This approach tries to find situations that stan-
dard action does not work well and learn which action is suitable for this situation. Since these situations are
much more limited than the number of all situations in MarioAl, the proposed approach can be expected to
be efficient and effective. In this paper, the effectiveness of the proposed approach was verified by comparing
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Proposal of New Efficient Learning Method Considering Standard

the performance of the neural network and evolutionary learning in MarioAI benchmark problem.
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AT ZAWTT — L2 WET D15t 0 2 MELVEFELET 505,
Mario AL IXEIFICAT I T4 XENbE., TNFE THEX R
TITY XL Mario AL 288D TV XA L7 — LI
HEhTBL, EhAITLIY XLDBLHEEFEINT
W3 [3]. £7, HITENAT —ARTT R ERT AL
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W — L AT 7L T ) X ADHERIZIER KA TR
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v NI =2 EAWET Fu—F [4 %, KT LT
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THRI D Vo ZZTEHARWE WS EANPFET 256
WP 7el, MEFHEIZOELAEZRRRFHT S &
T, FEHIRSYHZREL, ZHOYUEIEKAS LU
TW5.

REFIERE, EAMMEALEV (X T—) OROAFY
21570, HHMORT—FHLWADIENTES.
ZZT, KX TIRHMEE L, #%EF K% TLVET(Taboo
Learning Visible from Established Tactic) & FE3.

Mario AT IZ8 T2 IAD X T =1k D87 & “F1” TH
%728, TLVET IEZ 5 W o 72X 77— DR Z AT 5 24
2, TOXT—REBIZELEMOITEIZEE TSI LT,
27 —IREDE#EE KA D, D720, TLVET IZELH
HBLIBAT 25 OMBEIT U TRIZERIN 2R 2R
EEZTED, MIZEAWIZLEALYBHLRY, HULLIE
EHFETERVHEBIZR LTI E<HREL Ve Ebns.

AWFZETIE, MarioATIZHB1) % TLVET OA VL Z MRGEES
570, Za—I)xy b7 —27D1FETH S SRN(Simple
Recurrent Network), MLP(Multilayer perceptron) & & ¢
EAGEZZHICHWAFERRE L OBERZTY, £
NENDFERIZLDHERO DT %2175 72,

PAF, ARZB BRIV THARS. £9 28T,
WOFS R F~¥—2TH% Mario AL IZDWT, 3HET
I& Mario AL IZB9 BHRIZDOWTHERR T 5. TDET, 4
HCIHRET ST 74V MIB 2R & U2 FIEOFMIC
DWTHIHT 5. 5 HIZBWTREFEOMAEERZITV,
6 EIZELDEBRARS.

2. Mario Al

ARWFZETIX, Mario AI Championship ¥ M2 & D 2
fxnszvyIav—varvsursssrzfvi 2. Jo
7T hE, WhRBEREDA—N=3 ) LTI —-X%
YIalb—hUEBRETHD, R1ITRT 4 D0HMIzs
PN TWB. Mario Al Benchmark 74 75 U Tlk, Z®D
Level Generation Track OFIRMAEPSINTE D, HEE
EHEY —REWVWINRTA—RZIBETHILIZLST,
PRA 2R BT 5 Z AL o T WD, FHIZIFEK
FEOMMESG L, MiizhThMBEoEEEZ L TW5.
I—YxzY b, oz TES, #LUTHED
WERELRITNE RS2, ==Yz MEv ) A%
LD THY, HUZIZZ )V R—%/3a/30o2bD
EELEZEONEET 5.

ATa7 I 0% T—Y v bOFBORM (Fig.1) & L
T, HBIEHR - BoONE - FRSE, iz onwTwah, Vv
VIHBETHEINEENETHIENTE, FEHTHED
ASERIZIRD., ==Yz MIAEDPEET L EEH
FRDFTENZEND Z & DSHRET, T4, TAL TR, Vv
71, ThE] o 5 FED R X v OMAEGHE THEINERL
Th, HAOMkRERS.
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1 A perceptual information of Mario Al
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Fire mario Super mario Little mario

2 States of agents

IV MIEHAMIZEATITE, HIRMFNTI—
NVIZHET ZHEPHE o TWS., T—Y v M
[T7747<VA] TZA=N=<V 4] [TV L] 2
SREVEIET B (Fig2). (7747 VA TRA=Y
EZGE TA—=R=< VU4 Z&L, ARk TA—
N=<VF| TEA=VEZIIZL [0 4] 1224
T3, BT A] TXA-—VEZFEEAIIETTS.
RIZELZGE I -V bOREZMDLT, T 5.

Fig.l k7, =—Y v hzdbe U EBEORNZ
ETF—REUTEBTE2ENTE, FHIZAVWSLZ ENT
ZLHEWEIL 19 x 19 VR OHEETHE., T—V Vb
E7 V- LAREBEREIEL, =Y v N OTEIHIE
THEDITETIV—LF—ANEZRTHEND D (B 24
AV N

iz, F=LWNIEFETEA 7V 7 METicihis s
LENREDIRSNTH D, AR TEENLDfEEZ T —
VY hOEHIZHNTWS.

Mario AT (281} 25HlilE 7 —2%21 71 LYy Ialb—
IR 5 NT VB 7 — L OFHiiBIE D & B & 4 2 5TAf
HEELIETH L. AHETIR, ZOFIMEHEIEKT
BB R OERE2IT - 72,

#& 1 Types of competition

Move the agent
Game Play Track
once to compete the score

Learning is performed a predetermined
Learning Track number of times using learning method

and compete for score

Level Generation Track Stage creating to compete for score

Ci te how t ke
Turing Test Track ompete how to make
agent behave humanly
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3. BEEMR

¥9°, Mario ATOT—Y =¥ bOFEBIZIZAE < 2 L
DR H 5. 1 23T —Vxy b EFEEIET — L
HOAZEER L ZRNT—V Y FOBERTHY, £51
DRFI—VzrvhELIOVAHSLWT LI 2T E L0
BIE2EDTHY, KIEIIRTHEZIMOES> DL T 5.
PATF, Mario AI Bli#ED#IZEE L T=a—F ) 1xy U —
ATV T AL EAWVEZFEIZDOWTHHET 5.

31 Za—3Jlxy b T7—7

Za—=INhxy F7—=213F, MNEBEIZASNE WL D
OREZHBER EDOY I 2L —Ya VITk > TEEATS
LEBERUZBEETVTH D, —EERDHNZ S Uil
DRFEETH S 6] —a—TNFy RNT—21F, &
AN UKL 2L, WEPERBEUT & - TIEHR
I EMIET 2 HENTE, AT 2405 DR %
ol hzB5HNTES.

Mario AL IZX U, =a—J )ty hT—2DO—FTH 3,
Deep Learning % b5 2S5 LU 72 DQN(Deep Q Net-
work) Z W26 DB B [7]. F£72, EETIEZ < Mario
Al TRONSEUET — X & FHWW=H D & LT SRN(Simple
Recurrent Network) X MLP(Multilayer perceptron) % H
W7 7ua—FHIEEL TS [8).

—a—J)xy NT—7 DML LT, ANEHENEL
723 & FREHDOHHPEETH D Z &5 [9], Mario Al
ZBWTHEHMEEN 7 I v 7Ry 7 2L TW5.

3.2 HEEMTILIY L

H#ALH T )L T Y X L (EA:Evolutionary Algorithm) 1,
PR OHEALDILR A Z BT 2R FIETH D, LD
AT UGS S E 2 X 5 R EBETH 5 [10]. EA
O—FETH 5B T VT ) XL (GA:Genetic Algorithm)
% Mario AL IZWZZI5ED T b T W3 [5].

Mario Al (Z GA ZH\W 2554, #ERRLS] % W C
WHlzF—e U, EITE2RNT 2 RTRIETZEKL
TWa. ZEEEHRIC U CITBOFHEE (2 % R
T RTEOBE RIS LHD) RREL, ZOFHbHE
EHIZRENERITS. RIRITET LS 2E, 1780 FE
ff 2 AN MER D FEAEAE (EARDEL 2 kD 2B D) & H
WTERZLTS.

ALK T L TY X L% FAWZ5E, SRN ¥ MLP % W
7856 & FRR T g R 2 WA Tl e < BUET — & & v
TV Z AL\ 5], [11]. EAHWT LTV XLIE, 2
DERRMERZ FI 2 R fEET R IC 2T B 5RO 2 b~ Dl
KEEL f, HEEHRE TRXTHWS O TR IERETE
L TWBIGERE N [5].
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4. REFE

ARETIE, ##ETFHETH S TLVET (Tabu Learning Vis-
ible from Established Tactic) %#ilHT 5. F T HREFIE
DERIZDNWT, IR T =Y, RBICEGEIRIELRAH
ZALIIZDOVWTHRR B,

41 7A—Fv¥—+h
ATETIE, MOBREHANT L 7L A7\, FHEZ
B HIZEANEATER VIR AL, T ORI
T AERHEITEI DY &7,
REFEORNZ Fig3 ITRT Iz, UTFIc&7m—

2B BRIz DWW TSI 5.

Stepl. i
EREINHEREZZNETNY I 2L — X O
BIZBLTr—L0%2 7T V1435. =Ty MDSEAD
RALT w7, T=)T 5HTEDMARDFAMZ 4T
5.

Step2. N
— F AR D = MER 2 RIS R T 2 DR R
P4 X (16) T —-—rDEKE21TS.

Step3. &

BRI > TV A L OHEEITS. T—VHE
YHEIFZETHD, T L TWRITNIE Stepd. FE A
EBRL, I-ILLTVWRIEKT T 5.

Step4. ¥*H
EHERNIZB T SEEETS. SHERMN T 16 F
BOTHZALE - & HFMEO & - 72178 2 5%
9. 16 HEOITENIMERFE S LY 2 LTWwDS (Ex.
A [1] = T, R [2) = ThAL, B [3] = TH] +
M) ..). T UTHZ T-X (X >0) THENIE3 7
V=L fTEiE B kx5, 2206 AR TEE
ERI» S TE R - GAE IS 7L — 4
Be+195. —EREITET7 L —L8EHENS
HEEERN» OB TERWVWES, X 2+ 1 UE
DFIEZHEDIRT.

4.2 97—%%

Mario Al ORERM & LT, %< DGHEIZE W T HHiifE
MPE L R BREDITE (EA) BEAET . Sk T4] +
D] + Ty 7] 2EBALERL, FHUTOLARWRK
Bz U TZOfTEZ21TS. BAZM 728 EOREIR
KBWBEDABALSNOITEIZINS L5 I2FET5H. A
M TIE, TR T 3 0052 SHERN & E&E L 72,
(1) MUY 7= > THATEGS
(2) RIZEL THRATE LGS
(3) Rz —Y v bORBEIERINRVIGE

BHEEEIRDUZ B - 72354, T ORMD S O % ilA B
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(b) A situation before falling
(a) A high difficulty situation ] ) ] )
into a high difficulty situation

4 About a high difficulty situation

FIZZEH 2175, BADTHENC (VY7 BEENTYL
2HPS, Vv 7| BIZEEERMICKHN 2 ENRET
»Hb. TZT, BEEIRM (Fig.da, %l T) 1ZHa- 72K,
(Vv 7] ERORKE (Fig.db, KZlT-1) £FTRHZFZ
MNOEALNDOITENZENS £ S I2 7B %175,

Mario AL I3 7LV —A T —Y ¥ NOITEIZ DT
WER SN, B T-1 £\ 5 —BORFOITE 2 2L &
BTHE#HERND S PULIERR W &AW, 2D A
ZT-1 D087 L —LnDiTH2 2L I T2 HELNDH 5.

F7z, BAT-1 T—EREUET7 V— L8 e 2T ET
i 2R A TEMRTERVWEABEFETS. TOWVolz
BERL T-1 X —20i0 Vv 7] LizHiFIZRES
(K] T-2). Z L CHRERBRICE T L — a0 078 %2 &4k
SEThHHEZ2RA, HHETE 2 £ TCHEOFIETINIZRE >
TWHTHELRNOM L Z2H 5.

DEDAFRICBIIZEHE L, “EHERNE LS
BHBIZEDRA I VIT, CARTHZMT L —L0175
P AFEETEHICRS.

4.3 EEWEREA D=L
AFETIEER R EX S A, THOKEE Z > & L
HHER KRS v > TR OZEF T > TWD. MR, Z
NS DOMAMAIZ DWTEHAT 5.
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Details of 16 actions

4.3.1 TEIOHIR

AFETIE, SHEORR V Z2HlAEbE 24 32 FED
FENCIE, EESRADWEFIZR 2 F#HREENT WS T
b, 16 FEIZE THIRZIT o7z, D 16 FEOITENIZD
WT I Fig5 IR TE0 TH 5.

4.3.2 S VY LHEHER

Mario Al TOZEETIE T VX LEZ2IO ANzEDN
% RTHICHERLRR S, UL UATETIE, S8R
M- 725 A DAFEEEITW ERICH 2B 16 FEHO
TEHULPIRMSRVWAZTDITARTERT LTI VXL
ZHRRL, WIZZORORERITE %2 ZINT 2 H 2 nffEe
5.

4.3.3 ZerhIfE

Mario Al 37V —4, T—V v bOFEIZ2 ANT
ZREDDH Y, TOHEATT BTE M S P DOFIRTH
HLaThERS kW, T—Yz v NI¥E2EDL LS
KDOBE Vv 7)) 22T 2MAICH 5.

O Dy 7] fize o0 8% ANT 5B
H3. (Vv 7] FOANEZEOHBOERIHEL L 2
LM% DIGHETZEDHEII/NI . £Z T TLVET Tk
(Yo7 HOANZ Vv 7] LEEKERERLEDE A
HAUKTEEDE L, FEHEEZMATWS,

5. BUERR

ARETIE, FOIZRIEREIZDWTHIAL 2%, KFiL
CEGERIEREBRA D=2 —TF 2y N =2 FHED
SRN(Simple Recurrent Network) & MLP(Multilayer per-
ceptron), LTIV T XLFEOBEMLEMT IV T Y XL
(GA:Genetic Algorithm) & D HERZ 1T\, AFEOERME
Y. BEFERIZE T B HREBIZ DO WTRT.

EE1: EOVEHATAIMTOA DT I
R 2. EAPEHALRVETORA DT K

g1 i, FFHMEEBTCORIT RIS 2HTI A

FEBRICERAZBORT VY v V2 RZENTE, K
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3 CTARTFHEOEBTHET 7 5V MFEHBH L LEDLTD
MEEEHlY, CAVEFEET AMEIINTET 7ua—F& L
TOEMEZRT.

5.1 BE/NSA—%

KREBTHEHLUEZTILVIT) RLADBENTA—REFK?2
WZRT. BTEIZH DY — REZ HWT WS AR
DFEHESEH TOI 2T > TV 5.

5.2 81 (EAHLV’EBERATIETORITIR) ICBET 3
EREER

FER 1 Tl, EOPEHT SH TOA I T QMU % MEE
T5. RO AT ORRER I ITRL, FFEOFE
VAR 2T O % Fig.6a 122537 .
RIVOFND LD IREFIETH S TLVET OFERD
—&RMD o7z, F£72, Figba # A2 L WHDILE EAYD
SERBEE TIRETENFE IS > TWBZ R Dn5. 20
Hh ST L Ll U TLVET OFERERRAIEFIZRE .
7, RMTEOEELPSBTENL L LIICEEL TER
REZEPHERTWEEE2 5. IhEHOBEEIZEL ST
EARGFEL, X T—FLHAVEMMEHA LA b
5. o TEAMNEHT HMEIZH LT TLVET I$EA%1T
B3N DERDSRET.

5.3 ER2 (EAMBALAVETORIATLR) ICEAY
IEREER

EER 2 Tld, EAMWEALURVWEHTOAI T2 T 5
2T, BT —FBHDOEMEIIONTOMRIEZITS. Bk
HROAITOFEREE 4IZRL, FEFEOEHAITOD
HeF% % Fig.6b 2R,
FADPSHMDEEDITREFIETH S TLVET OFEEMN
—FHE» o7z, £7z, Fig.6b 75 R THEIMFIE L Lk
UT TLVET 2ME# L TV A2 EBSH5. LarL, TLVET
DI KMED 4096.000 (T—) TH 2 DIZH UH/MED
1064.852 TH Y, F¥EE 1880371 L H F Hh B AR\,
T—IVHETWBRTBDRL, EAxIbEDEHALTY
ROWHEMIZ B, LU, EAMWEHALRVE?E S £
INBETHEINRNTA=REMNED, 2TOHTELD
FEHLUZWDIT TR WA, T—ILVHETWBRTHHIE
U7-.

FER 2 THHZIHEH L72\Wo A TLVET O 5/IME D A

& 2 Parameters of experiments

Population size 16
Generation size (SRN,MLP) 5000
Generation size (GA) 500
Generation size (TLVET) 100
# Trial 30
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TR U CTRERWETH S, ZHIE, EAIEHL
BWEWSEERNIEZIZHZEDTHEEEZON, TS
Wo 727 —ATIIMBFE L HFOELWERTHL L ER 5.

UEDRERPOEAVEHTIHTIIREFETDH D
TLVET I3fthFik 2 EF U T Wz 23, EANEM L AW
TIIMPEEEFLTVWB R EZRWVERTH -2, Z
DOFH» S TLVET I3E L TW=, EAPEHET SmEICH
UCIEWFESIRE2REL, PIZEAIEALRWEIZ
HUTIESEFDRWFERZRI RN WS ODERL, &
FTIENTET.

6. BHYIC

AT, TAPHHMEICHLT, EHRT—
Vv hOFEEPHEL I ERLU. RETEFIEICE
BULRINEERSBRWEFTOAZBZIZEDHELZDORED
AFEETV, BBRGRERZRS T T VTV XLTHS.
AR TREED ANTWBEH, TR TITERKITOHITE
5712569 40EDTHS.

BIEEBRZ 1T o 745 R, UTOHMZHS T 5HN
T&E7-.

o EFIRIZ X2 EIT/LDEMME

# 3 Comparison results by each algorithm(Easy case that can

be sometimes clear using only standard action)

Best  4096.000
TLVET | Min. 1979.000
Avg. 3583.445
Best 2449.815
SRN Min. 1115.600
Avg. 1779.139
Best 2698.731
MLP Min. 1467.000
Avg. 1812.279
Best 2989.571
GA Min. 1471.310
Avg. 2150.109

% 4 Comparison results by each algorithm(Difficult case that

cannot be clear using only standard action)

Best  4096.000
TLVET | Min. 1064.852
Avg. 1880.371
Best 1582.567
SRN Min. 835.903
Avg. 1113.840
Best 1492.224
MLP Min. 846.219
Avg. 1058.533
Best 1432.729
GA Min. 751.477
Avg. 1082.564
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(a) Easy case that can be sometimes clear using only standard

action
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(b) Difficult case that cannot be clear using only standard action

6 Comparison of transition of average score by each algorithm

o [Tk Ll L 72 G D HERZh R M
o EAMNFIKBEIZIZAETH IR

EelEER D S MM TFIEITN U TR WSR2 mE2E 517
EFRTEAVWEMATIMEICG VAN TH 2FRDh -
7z, SEIOFEA S Mario Al 721 T < BRIz L T
LEAPFAET 2D THNERAMD 7 70 —F M gET
HbreEZOLND.

SHOMEE UT, SENEFE U IS 2 5HiiTco
%47 5 7208, ARFHEIZT—Y x> b S @RI B
5N FBEITD-OBFHEEILIZSVWEEFEZTY
5. TOERZFFOHIZH U TERWHERENIGONDS L
HLUTWa., REHOm TOMEREEZXAS> 2T 5L,
BHEOEETHNIEERTNET 2 IFEZAEIZREL
TWoTULED. ULhUARFEZEGPNP R CTDOAE
BT Ak, IR T A Z L3R WEEZTEY, 56
DOEE LTI yETh s, /2, A7 7uo—F%
MFEIZN U COMEEE HED 2 FETH 5.
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