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A Continual Reinforcement Learning Method Handling Multiple Input
and Output Sizes

MARUKI KAawAsHIMAY®)  HrtosHI IBA!

Abstract: Many machine learning models are unable to learn a new task without forgetting the knowledge
learned in past tasks. Continual learning is a method aimed at solving this problem, where one model learns
multiple tasks sequentially. Continuous reinforcement learning deals with reinforcement learning tasks such
as games and robot operations. Although continual reinforcement learning methods generally unify input
and output, there is a problem that the scope of the task is limited such that image and state inputs cannot
be handled together. In this study, we propose a continuous reinforcement learning method that can handle
tasks with different input and output sizes. The proposed method is an extension of a continuous learning
method, Learn-to-Grow, and is combined with a reinforcement learning algorithm, DDQN. In this paper, we
tested the effectiveness of the proposed method on several tasks of OpenAl Gym Atari and confirmed that
the method prevented catastrophic forgetting.

#1 (catastrophic forgetting) [1] DRIEIZ L D, FrL WX X
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X, BRIV oV MBBRBEIC T 2 ALTT —4&
PEDOLLS T RSB WEZD, L DBET—EANE5Z 5
NZHH D FHIZURTEEVREL W=D TH D, ik
FHIHWDEZILDTEBLFETH-TH, ¥YIalb—F
INZEBOORY b OREA RFEFTHEERFLIRR AT L
ULCHERATS, fi—&hi=d 1 XDAHITHERAZEZ A
DAMSRDRATEGZFHT S [6] 2 EDREIR X
ATEEIIHUTOTFENS Y. ZDLSBENEATE
GRS MG FZE T, BRICHLVWRAZ2HES I L
FEHEL W, F, BRI AMBNY A X2 WD e NTER
W72, URARY b7 —LTREANIZE2EEDHE
2, BERASIOFE EHRIZITS L Vo B ST
STENTERN. TDRD, X HIKERE AT OFRMY
BEEEHET ET, B3 A YA X2 ELIEVR A
I EREERWRA DGR EE FEN B E L 10D,

Z ZTARME T, K DIRHR R AT ORERRNIRFH %
Hig3 72012, FEROLEPHE L WEZ AT PRD 5N B A
HADKAPERRDE XA 2EDZRATEHZIIHLT,
WL EH] 217> Z L 2 HNE 5.

AFTIE, HGEAN EREBAD ORI ANHRERR
BZETINVERETS. WL DD DHERE X A7 THRIEKNSH]
DT T, FHFEADNT A =R E2ENER D & 2HHE
RBUTz. E£72, EHEEIIALEDNRT A—X %2 BT 5
BDETIVEME L, Learn to Grow [5] DFiE % 2fG &
EFHEUETFTIVCHEATES KSR L 7.

2. BEERE

2.1 E{EEE

LB, BREEOTFED—DT, T—Y v MR
BBl L7 REBZTICE L, ITENC K o TERE» S
N % SZ ITELD |, BT HL D SRENOFRFI A R RIZ B K5 &
FREEBET DLV EDTHD. WLEE N OB
BOREWLFHRICIE, Kb 0 FH LA LEERH
5. ZO2O00FEEF, EBOLEEEOMAEMEHED L S
REDD L —HHIZ AT I NG T —RIZHT B 00F
ETHHOIZHLT, BILFEHIET -2 28EDH 5 EE
OTHRETHFETH 5.
2.1.1 Q%E

QFHE 7 1, MILFHORXNLFEDO—DTHS. Q
FETE, BEEAR LI 7 RERRE (Markov decision
process, MDP) TE T WL TE 3 L{KET 5. MDP I, X
DATEEDM < S, A, T,R>TRINDLETILTH5.

o S={s1,50,...,5n} : IRAE (state) DHERES

o A={ay,as,...,ap}: 178 (action) DERES

e T:SxAxS—]0,1]: W (transition) B

o SxA—R: WM (reward) BIEK
BT X, H5REse S THEac AZBRUTKR
B cSITERTIMETHS. 7=, MK R 1%, K

T& s TITH) a 23BN L 2ROWMTH 5. MDP T, XD
ARERITENI B EDREBOAIZ L > TR EZD T, BHAED
REE s VNG Z2 SN HHZIRDITE) o Z2IRET 2 HEKIE, K
& s TITE) o 2D MR m(s,a) ERINDE. mKALTHH
MR TH 5, HL5IRE s TITH o ZFER U RIZZITE
WM OFRFNI LA T DRRIZER I NG,

Q" (s,a) = E | > ~'R(se, m(s1))|s0 = s (1)
t=0

ZZT, v (0<y <1) 3EBIRLIFENDEHT, KK
WEWIRINZ BT 5 2 & TARERITEZHS U, 1781
MIN BRI IZ R R DR BT 27200 T, %<
DFBEIF0.9 < v <099 DED%R LITGEWVEICHEEI N
5. ZOHMBBIL, SoElkInizikE o LThEe, R
W= v ifERX (Bellman equation) &IEXN 5

Q™ (s,a) = R(s, 7" (s)) )

+’ymaXZT(s,a, s’)Q”*(s’,ﬂ*(s’)) (2)

D &S RBTRIN, ZOTENMIEREE Q™ (s,a) %, B

Q(s,a) TEBTBZ L THFHZTIDONQFHTH D, X
DXNTEHZITD.

Q(st,a:) — Q(s¢,a¢) + oy (R(Staat)

(3)
+ymax Q(st+1,a) — Q(st, at))

ZIZT, oy WXFEHREIENBHT, IRD 2 DDA % 7=
T, B Q(s,a) 1363 Q7 (s,a) IZINHT 5 Z & HYFEH
INTVWS. £ DEE, FHERIFZ0.IBEIIREINS.

oo oo
Zat—>oo,20@<oo (4)
t =0 =0

2.1.2 Deep Q-Network (DQN)

Deep Q-Network (DQN) [8] 1%, Q FHIZ=a—F L%V
b7 — 27 &2 AT EMEER R Q(s,a) ZIELLT BHFILT
55 DONTH, —a—FLixy NT—2 DT A—R%
0 & UT, ITEMIEBEEE Q(s,a;0) L RHLL, RO
BER/MET B LD IZFEEZ1TS.

L(9)=FE [(R(st, ai) + 7 max Q(st+1,a;0)
()

2

~ Qs ais0)) ]

Z DA Z M LTRSS IROAZ W TEREYR
O RITO>ZELT, =a—I02y MU= DFEEFTS.
VoL(0) =F {(R(st, at,) + 7 max Q(st+1,a;0)

(6)
- Q(st,at;9)> V@Q(Stﬂlt;e)}
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2.1.3 Double Deep Q-Network (DDQN)

DQN T, Q OFHMIZERENE EN S 720, flifED & <
RWTENE B RFHEL CLUE S MEDH 5. Z ORIEIZ UL
3 5728, Hasselt 1% Double Deep Q-Network (DDQN)
[10] &EIEN 2 FiEkEIRE L2, DDQN I, 178 % &R T
57200 QB EITEZFMT 5 QEKESITHI LT,
TEY OB KFEAT 2 JH] U 72. DDQN OREZBI#IE, LR D
AR A

L(0)

=F

(R<st7 a1) + 1 Q5141 arg max Qss1, a: 6):6)

Q(Staaﬁe))Q}

(7)

DQN iz, DDQN DMz b £ EME %2 k5 5720
IZ, Multi-step learning 855 (] & fRERFEE (Prioritized
Experience Replay) [11] 72 ¥ DRk4 2 TR EINT
W5,

2.2 HOREISH

TR S A (catastrophic forgetting) [1] &1&, =2 —F
WAy BT =2 IZBWTHRIZEE L X A Y L3RR 558
LWRAZZFEE UL &I, BRTD X 2712 5 BH
RV BIZFEH U X AT ABEMERLTLE
SHETH 5.

2.3 WEHEE

M- E (continual learning) & &, BRI EN % B &
IRING, D XA BRI FEET 5 FIETH 5.

2, AU KEBRD XA D &S FIEIZA X FH (meta-
learning) % 5. A XFEEF LIF, FEHLEEE2FEET S
(learning to learn) £ W3 £ DT, AATHEEDER AT D
FHORW - HARELZFETLI LT, RA7ELGDOR
TORAZIIH U THRNLFEERICT 2 TIRTH S,

? ¢ ¢

S1 'Sy Sy
l l O Input
Reused weight
Sz |82 S2 S2 Reused weight
l l l (fixed)
Adapter
S; |S3 S; S; 1S3
l l "1 new weight
Task specific
s ls S (- layer (prev)
Task specific
l l - layer (current)
l Ts l l Ts l l T8 l

(a) (b) (c)

1 BFEEFETOETIVDNT A—REMOBET

11T, WL DRI ZEE R A XA EZHOFEIZBEWT,
RATEEMOERATDFEEEITIRAPT, RAZ AD

FHOBRIRDIZAT BDFEHF%E LD, ETNLVDIIRT
A= B DEALDAESTIZOWTRT.

M1D (a)lk, RAZ A EFTONRNT A=K O, %FEE
UT, 7z T A =R 6, ZWHNIEATEIETRAY
BETDONRIA—X O, 2FHTE2HDTHS. Rusu 5D
Progressive Neural Networks [12] 32 @ FIEIZEW. X A
DHIZHIZBINT 235 A =R DE AL, %< O
EAREBANZ L2 DTHB. ZDHETIE, BEDNSS A—
REETET B - ORISR 252U DS, Bl
WR A DEFITHRDFEDAGEH NS Z LN TES.
BRI NG A—ZBEMEINIZR A 2 2HIEBHEOET
WDINTA—=RELERUIZT I, X A7 BB OE
FTNTHFEEHIELIOLIFLAEEDLSRWED, BWEE
MTHENHEIZANPIEFEICELS BRI LW HEFED,
ORI NIA—RKFEDRLSTHE, R IX MIMEL A
ZOEEMET T 2 L5100, FHAERIREREEMREIE N L —
FA7OBRKRIZH 5.

M 1D (b) Ik, RAZEHEDINTG A =R EELIETIE
BIHHDTH5S. ZOHEX, HLWRX AT DEFHDBRIZ,
Bz A hdEZ W CTER 29 2 LIRS E D@D
U %728, Kirkpatrick 5 ® Elastic Weight Consolidation
(EWCQC), Zenke 5 ® Synaptic Intelligence [13], Finn & @
Model-Agnostic Meta-Learning (MAML) [14] X —¥X3E 4L
IZ& D MAML & 08 &E %K S U7z Nichol 5 @D Reptile
[15] D & S IRk IS 2 AW TN S X — R 28 k% i
WM 2RERHL. ZINSDHER, XAZESITHLT
TN A=RBEETNLVTHNIERVEEEN T B M3,
% DEGEHENT A — R BFOHFNZ L D ERRIZE X X7 %
fARDE TN THEELIZBEITH L THILT 2MENH 5.
Fiz, RATPPEER UL EDRT A —RGHOE
FEaZiR o T VRV,

1D (c) i, Li 5D Learn to Grow T, frLWX A~
EFET LM, KEONTA—REZDE ENHT 0
FLOWARITA=REWHNTHEALUTHHT 20, HUKE
SOHULWARIA=RIZT BTN TNENTHHDT
H5. ZOHEE, HD (a), (b) DM O R ZIEHTE,
FLWE AT DA MR 2 BT 5 Z L <
HWX A7 ORI SH 2 56 22 [lEd 5 Z LA TE 5.
2.3.1 Learn to Grow

Learn to Grow [5] i, ki E FHED— DT, Neural
Architecture Search (NAS) OFED—DTH 5 Differen-
tiable Architecture Search (DARTS) [16] & L2 iEAI{L®D
EDUNITA A FRHEFEEZMAGOLEZEDTH 5.
ST, MNIST @ & 5 HE B A O H 0 FEHIZH
WTHREZMEEL TW 5.

Learn to Grow OF#E, K2 D &5 xy b7 —=20D
LAY —HORRERET 7D OMEHRE, L1V —
BRI NTBIRB DT AR 2 HHF T H1 T A=K
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l EHftETy Reused weight
:D Sq $1 u |:| Adapter
[1 new weight

(a) ey (é%fgféﬁ)

l REEANARETN

(S A—57ER
&

|

(d) ¥B#% (€) /S A—TEH

2 Learn to Grow D& % —EDZALOkkT

BEHD 2 DIZHT 5N, BAIIZIRE T B R D 85
A=RPHLVWEDOTHNITEML THREFEEI NS,

Y, HIRRAT T, 2FET I VA Y —EIZ,
A (reuse), /NS EA % BN (adaptation), F L < &
B (new) U7zEHAZIEHT 5. ETNVOLRTOEARED
A==y NT—=T SDI LAY —DEDRRX I TH#
BHEADNT A= RO % |S| e RkTL, 2y vT—72
DL A Y — 1 OFEFRFEOREL C) = 2/|9Y+1 L% 5.

MHERER, VA VY —DHAIE, LA Y — D2 TOER
EOFEEREROEAEMTH L. FBIEOHT gL 1ZA
HEx &TBE

St(x1) (e<18')
ge(wr) =  Sh(@) + g (@) (IS']<c<2/8)  (8)
o' (1) (c=2|5"[+1)

RINB. ZZT, 7i—|sl\ % adapt IZ & DBEIIE N7z
AL BHEETH Y, o 1T new IZX VBIMESNIZEAIZ &
ZHEETHD. LAY — 1D cHHDOERNEOEAE o, &
T3 e, BEFEREROL A Y — 1 OHhi

C

exp(al)

= 2T et
r#£XN5. DARTS LA, L1 Y —HOBERELTD
BIBEOHBEIIDY 7 b~y 7 AIZEMT 222k, ¥
DEAZEINT 508\ D RNEER R EERZE M » S, #IR
[ DEAZEFAEEST 5 &\ D RN R BEREMIZT 58T
HEEBROFHEL AMEEZHAVTITAD L5 R TR
NTW5.

NI A—=RFEHE, V1Y —1DOHNIE ¢ = arg maxal,
2 & DR E 7RO H T ‘

Ti41 = gb, (1) (10)

ge(ar) (9)

LRINSG.

SR TIIHENEOEATH S ol DAFHL, XF
A — X EFRITEIR S N7 R OE IR DT A — R D%
BETD. INERVETIEIZED, BIZA—N—% v
N7 = PREFELTWBERIA=RIZRLUTR A T, %
FETEBUIBER T A= RDPBRBELRSEZITENE NS
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72, RN LFEEETOIILNTES.

Learn to Grow Tl, X A2 T, DFEZHIZFHWB/NT A —
RO, DS HRBEMPEINNATRA—REHFHED R Y b7 —
TN BDIE—HTH B0, RAZHIZH LN
NI A= REZIRT % 54(0,) & T 5 &, HEBBUL

Lis(00) = 1 S (6 is@).u”) )
+ BRi(s1) + MEL(O)

ERIND. TI TR, MEFRIZBEWT new DEAD
BRIZDDBMITONDEZ LIZE 5T, RAZEBIZMEBDE
TINVTFEIELDLEDLSIRVIREBIZR D%k 57
DIZ, NTA—RBOENZMZABEDTHY, B 1FED
BERTA—ROENEMIZ 202 RETHEMTH 5.
LAY —1DcHHDBIRFEOH LU BIENFNT A —
ROYA X (DHB) & 2L LT DL Ri(s) =), ozl &
KINd. REAT L2 FALZED T A =X P RELRDY
TERNVWEDIZTE72DDEDTH D, N\, IFEDFREENRTS
A—RDRKEIEMIZZEDDBRMTH 5.

3. REFE

3.1 #=E

AMFETIE, X3 D & S IT AT 2 B PREED & 5 72
RO 1 ADORLZ X ATBIZHTT, RS 2 AL,
WA EH YA X BRI ZETVEREARE LT, L 5
® Learn to Grow (LG) [5] ZJCIZ/XT X — X DiEHN, FER,
BT O 2 L 2EET 5. €TV, Multi-step learning
X> Prioritized Experience Replay % {#fH L 7= DDQN ® Q
2y h7—=2 ¢ UTHWS.

State input

Image input

A\ J
v

Conv1 Conv2 Conv3 fcl fc2 fcd  fcd

3 RETIEDET IV (FERRIEER AT DI DR D)

ZERHDO LG T, LAV —DHOREEHDR AT
WO RRBFOE DY 7 b~y 7 R bibEERY
RIEDER a BDEREREVWASATA—ZDOH LB 85
A—RFEHIH L. BEFIETE, BRSO TVWERED
THETA B & DL, ==Yz v MORBEICH LTI %
WET BRIV A Y —DOH N2 BB OEANRE K E
WRTRA—=ZDH & U=,

ETIRNT A —XDOEH L, W@H DO DDQN 2B 5

164 -



The 25th Game Programming Workshop 2020

QXY N7 =27 OFEHEHZITD . BIRBEODEA o 1L, &
THEET 5 Z L TETIVORBEIE UK TEEPALL
FIZm oWk 51z U .

3.2 Learn to Grow DLk

LG X, RAZHIZHABDINT A =R EEZTWTZM,
ANNFAEZELEEBRANTH 72720, IREFIET
BANERE RATHIZINTA—REEZOND LI
L7z,

¥7-, LG IXBEARAA=a—F ) 2y b7 —2 (Convo-
lutional Neural Network, CNN) IZ#H X N T W72 7280,
adapt DHBE I EAIAAETH 5 reuse DH A& H AT
H—=FNH A X1 DEHIAADOHAZRZLEDESHDT,
EREAEITIEAVWE Z R TERY. TO2, REFIE
B 526D adapt (&, FRRIZDAEDNNT XA —-&T
HAOzEDLUEEIEE I, 2BOEEERICEY LA
Y—DAN %NS LTI LAZE D% reuse D
HAOWRLUELERHEE L L.

4. =HBR

B 4 Freeway O 7L A i K5 Pong ® 7L 1 HiH

REFEOENNEZMFES 572012, FH U7 — A THlifA
J1 & ARRE (ram) AJ1D 258 D D ASIHE[EEZR OpenAl Gym
D Atari T, DDQN TH#EMEY %4 Freeway & Pong &
WD 2 DD —LETTIZEGR A7 BERL, FEEITo 7.

B ANIZIZ, 84 x 84 D F L — A — )VERIZZH L
47V —LEErDTAx8x84% 1 DDREL LTEY
Z2i1o 7z,

7z, REEASIE Atari D 128 N1 P OHNEAE Y % 128
A D uint8 BOFEH & LTANTEEDT, 7V —LAY
VEARADAT, TVAY—=FEDA TV 7 b DALEREE
DIEHRE EATNS.

4.1.1 Freeway

Freeway (X4 D & 512, =7 NV DB & Kl 45 7 —
LTHB. =7 MK, ILEEDANCHES P RAITED Z &
MNTE, EREZREMNT 5L 1 fE2EALTFIMIRS. =
7N UPNEROHEIZL S e, M2 HRESFRNIIEI NS,
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RIS U 725D 1 OATHUIZ 0 TH D, 77— L 1d 8192
TJL—LTHKTT 5.

WAZENTEDITEN 2 B D ft 1) 72358 D1 23 SRR
THY, HIZYZ5RWE S RTEI2 T 5L 30 mEEZ 5
ZEMWTES.

4.1.2 Pong

Pong X 5 D & 512, HMDNNFILZE ENIZEBIELT
R—ZEMD CPU L BHESEHRTS—LTHD. HF
BDR-NVZHLRTZENTERITIALN 1A, B
MR-V ETEIRT Z R TERIFIEHTS 1 ML,
EHE o021 HENS T —LIFKRT TS, BiiTE S
P U 1, fFE iz —1 Ttz 0 TH 5.

4.2 ERAEE

REFIED, RS 2T T 5, ZEHULZNRT
A=REMDRATPATNEADRLDE XA DFHIT
MATETCVWER2HFARD7ZDIZ 1 FHHE 3FHDO XA
7 (taskl, 3) Z[R UIZ U7z 3 ki & 227 THER 1-3 217>
7o, MR E UT, REFEOEAE T IV EH UMHED
QAxYy b7 —=2%HAWVWZDDQN T—Y v M EFH L.
ETIVIE, HEATTHD AN THBBARIAAE 3 D
convl-3 & &kEEE fel, IRBATHD ATIH S TH 5 24
BIE fel, HBH S ThH 2GR fc2-3, 18 TH 54k
B fcd D TREEEARICHEEL 72, NA X=X F A —&E
DFMIEIER AL, A2 TRRS,

R 1 AZEBROD taskl, task2(task3 13 taskl X[ L)
taskl task2

£ Freeway
i 2 | Freeway-ram

Freeway-ram
Freeway-ram({TEIZ )
4] Freeway Pong

BEBMORAIZEEFR LIRS, Eij1 TIX, Bib
AR Z2ECHEGERX A7 CHEMP MR T 572012, FH
U7 — LOEEAT LREBAT 2FET 5. EBSIR T,
task2 DFEFAIARHZ X taskl THEE U7z fc2-4 DNT A —
R % task3d OFEFAEKF 21X taskl THEE U7z convl-3,
fcl & task2 THEEH U7- fc2-4 DINT A =R EHW5,

2 T, HAEETHETNZ AN T A=K 238
MTEDLNERMERT D202, 2y bT =2 DI
THTEHDIEFRZ ANBZTFEET 5. task2 TIXTEIO
BT &0, BETO (121, AT, #iR) OEITEIDY (A,
ik, f51k) &2 5.

FhR 3 T, BB R A2 GUHEBGAR I THEUNNE

BT B0, 2007 —LE2FET 5. LEBEEHRTIE,
task2 DOFE LA 121X taskl TFEHE U7z convl-3, fcl1-3 @
NTA—R %, task3 DFEFRIFIZ L task2 THEE L 72
convl-3, fcl1-3 & taskl TEH U7 fcd DT A—X%H
W3,
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4.3 ERER

FERIEZTNZTN5 MDD T > XLy — N T o 7. LBk
RO OERRITFIE, A SO ITE/IMED S R E %
#ZLTW5. NP TIHEETFEZ LGDDQN, HKFHE%E
DDQN & LTH Y, HE XA DHFT—BIBRDD XA T
H5 taskl THELLDFEEELHALROTRELELTY
/AN
4.3.1 £ 1: Freeway Ef-IREE-EIK

FERAEX 6,7, 812K T, X6, 8 &0, EEFIETIX task2
DOFBEPATE T IZ 30 L EOH# %215 TH b RN
HZEHF WS, — 5T, BFEFIETIE task2 DIREZEFLA
2RIz &0, BB EIA A U T taskl (OB WEEIZAR -
TW5. taskl & D HEEEFDIFENDIL, task2 THEIF I N7
NI A—=RIE fc2-4 TH Y, HIHEATITHWS convl-3 &
fcl DT A =R IFMREEINTVWZZ L L, task?2 1T taskl
EANBRDPELDZFE LT —LRDT (24 TEHED R
HMPELU o270 EI NS,

7T ESD2ENKREVEDDRETFIEDHGNEE
BHEW, BEFHEOET LD fc2-3 BT, taskl TFEHL
7285 A =X EFHRA (reuse) L7zd DHL <, ATIHE
HoTWTCERUTY—LTHB720, taskl THEE LN
A—REFPMHS ZENTETWS.

4.3.2 5 2: Freeway KREE-REE (1TEVER)-KE

FEREZX9, 10, 1112mR9. M9, 11 XV BEFFIL L RE
FHEOESL 6D taskl DEBFMEREIEIZ B LR < 252
UL THE 0BT E0EC R o7z, 72, X 10, 11
LD IREFELMAEFEOZEERILZLALRALUTH S.
Z i, taskl & task2 DFIER U TH o 72728, /85 A —
REHFEFODEHFTIHEN L, WHNEHEHEDED
FENEENRIr o EZOND.

RETFED task2 TEINU /87 X — X1, fe2-3 12I1F &
AW reuse, fc4 1% adapt TH Y, HIIZE2fLZMA 72 &
AZIZBWTHHEDNT A= ZF2EMLUTWS 72D,
YR ANIRT A= R EBINTET VS,

4.3.3 =5 3: Freeway H{%-Pong EH{&R-Freeway E{&

FEREMG6, 12, 13127 F. X6, 13 &b, BEFIETIE
T30 U LW AEEFTE D, NS ZFFIFTW
5. — /T, BAFAFETIE taskl OFEBFERLIFEACH
Uil THEY, BHNSHPEL TWS.

12 T, BEFIERIES D ERRE VWHEFTIE LM
FEERERIZ R > TWB. T, IREFED task2 TR
U785 A—=RIF L A ED new TH D, Freeway & Pong
DI T WRWR A7 TH B 72017, taskl TEHE L=
NRIA—=REHHATEIEDNTERDST-HTHS.
434 EE

FER 2 TR SHIAMEEALHEL T, M8, 13 &
WEAZFIETld taskl & task2 DIRZ B 7 — L THSHFER 3
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Al EFTILOER

convl T8 x8DH—F),32DF ¥ ), AMT1 N
4 DEFAAE, conv2 1 4 x4 DH—F), 64 DF ¥ )b,
ADMTA4RIE2DEARARE, convd 123 Xx 3 DHI—3)b,
64 DF ¥ I, AT A RiZ1DEAAAE, fol IXHA
AJITIE (3136,512), JREE AT Tk (128,512) D&efEA)E,
fc2 1% (512, 256), fc3 1% (256, 128), fcd & (128, output_size)
DeFEAETH S, HEHELEBUIL ST ReLU & A\ 7z,

reuse, new D/NT7 A — XX, TNETNDE TR AT EIT
FAWBENRSA =R EFEIUS A ATH 5. adapt D/NT A —
ZIZBARAAETIE 1 x 1 DA—3)b, [AUED reuse &
AUF ¥y, AT RNIZ1DEAAABETH L. &
ERETIE, FlZIE fe2 THIUK (512,512/16), (512/16, 256)
DEDITED AT & — BRI (ERTIE 16) TEHI o729 1
AEWIZT D2 0DREGEEEFLDEDTHS.

A2 NS A—HRTE
FALIZEBRIZHWEZAAT A —RBEEZRT.
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BE il
b 2= N DDQN
ATy T 5M
AT A X 84 x 84
TUV—LARY Y 4
TvTTF—= 420D A
AT T
FATTFexAY RMSprop
FER 2.5e-4
F 7T 4 <A FOFERAEK 0.95
I TTF4<AYD e le-2
EiEE N aE0 Huber loss
IXT A — ZEENHNHIERE B le-5
L2 RFILT 1 BRI 0
HGIHR 0.99
MEIERRE LD AT v T 1e6
VIVAAEY)—DY A X 1e6
RNVFRAT Y THEEDAT v T 5
R T L T XA EpsilonGreedy (start_eps=1,
end_eps=0.1, decay_steps=1e6)
FHEFBT 2 ATy TH 5e4
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