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1 iRl i
B AL VG 8 % FI 7= Deep Q-Network(DQN) 1 Baxaaxd

Atari 2600 D7 —AIZHENWT 49 DT — L DN 29 D — 22132 q1x11x64  11x11x64

LTAME D BEVEAEEZRLTWS [1]. 7, DQN (Z ;

Long-Short Term Memory(LSTM) 28 A4 25 Z &2k D, 828, 32 4xd 04 323?)”;4

RRINT—RE2HS 2R TEH20, ALY BEK stride(4.4)  strige(2,2)  Stride(1,1)

4024.9% m\MEREZ R L T WS [2][3]. U
flatten

UL, LSTMIZ 1 DRID XA L AT v TOERE
CWETET 5720, FHICKE 2 25ENH L. T
D [ % P U 72 F35 D — DI Quasi-Recurrent Neural
Network(QRNN) 2fF4E9 % [4]. QRNN & L& M % 3@
EHADRFEETBEBNE a2 - )xy NI —2ITH?
Convolution Neural Network(CNN) % LSTM D & 5 IZEW
R T — 2 E2NETES LS LZ=a—F )2y b
V=2 THBH. T & OB Z BK 17 5 EE L,
LSTM & %D MEREZ R L 7=,

AWFFETIE, DRQN DO EiEALIEE % 25 LT QRNN %
BATHI LTk, FRWEMZRK 11.78% BRI L 7-.

2 Deep Recurrent Q-Network(DRQN)

DRQN & i, DQN {Z LSTM Z2#lA&bE 5 Z & Tl
EOWEHRERZ D L DI U-EEERCFEFETH S [2).
SCHk 2] T, Atari2600 D7 — A D 1 DTdH 5 Pong D
% 50% DERTERT I L I2& > THABH~ L3 7k
EEFEIZ L, DRQN & DQN OEREZ R L7z, Z Dk
B, DRQN 23 DQN & b 66.4% m\MEREZ EH L /2.

3 Quasi-Recurrent Neural Network

QRNN &%, LSTM 2 F2 AT — b, BHIZ— 1, H
75— D3 ODFHBEEBAAAE CHSINEEZITS. %
D, 7=V IETHBEDER L BEDHERZENT S
ZLIZEoTLSTM DL S IZEVWKRRFIANZ — v 2 %H
THZEEAREIZLEZCNN TH D, Zhizk b, 2HE
MALSTM & b Bk 17 fF@md b L, BRGNS, SiET
T, BEEWBRO X A 2128 \WT LSTM & H%ED2a7
HUZ.
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1 DRQN O[5 =

84x84x4

21x21x32
XA1x64  5y5v84  5x5x64  5x5x64  2xox64

Maxpooling Conv Conv  Maxpooling flatten
3x3,64  3x3,64
stride(1,1) stride(1,1)

Conv Conv

8x8.32  4x464
stride(4.4) stride(2,2)
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4 REFE

AfFFE T, DRQN THA I TW/z LSTM % QRNN
WKAEET 2 Z L THREDHRERVDD, FHEIFMOIEBRE
% HI & U7z Q-Network Z (25T 5.

QRNN IZZEE T 31 H7->T 1 2EIDH 5. DRQN
T, HHEOWMEIIN 1 DL SR BALAAFEE 3 DER
EEDEMBHALTWS. I OEGUHEE O HRTTEIE
7744 TH 5. QRNN DT A —XBUIBIEZ W, AHIR
TE DIy MIEULTBE WsDxUx*3+Ux3
WXL, LSTM I D+ U 4+ U (GEfEE V) «U x4+ U x4
R, XDBEEOEREZERT HIFYE, NTA—XDK
MLSTM &K D KEL L ARENH L. £ I TAMETIE
M2DE5IZBMAARE1 DL T—) V7 JE%E 2 DEML
7o WGALERSE 2 A L, QRNN ~D AR TE % Hlik S
LBZETNHRIA—RDEERST.

5 ERAE

KT 3FHEOEREZIT>7-. 2ETOERDNA
N=RTF A =R ZekEERE, LSTMJE, QRNN GO 1=»
b ¥E 256, wEAL TV XA Adam AL, FH
#1013 0.0001 £ L7z. QRNN O&IEIX 4 ICEHET 5.
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FEER 11X DQN & ¥ 2 OFEGULELE % # A L 72 DQN
COFBEOWRELE TS, 22X D, BEGOAHEED
BHEIZEDHEEFAND. B OpenAl gym ML
T\ 5 Pong IZHA L 7z. Target network D7 v 75— b
1% 10,000 A F v FHEIZITW, 1,000,000 AF Y FTe 1
M5 0.01 12T B egreedy IEZE AW, 2T v THUIE
50,000 %* 5 2,500,000 & L, 10000 AT v FHZ 10 [A] 7L
A U7z Y 8RME % ek 3 5.

FEER 21X 2 M L7z DRQN & QRNN /4 L 72
Q-Network 2, I= Ny FH AL X% 16 &£ 32, AH7L—2A
%4, 8, 16, 32 DEOFEH O % i3 5. EEREREIIX
OpenAl gym DL L TWABEREED 1 D TH 5 Pendulum
% 25% DR TE S WERHEHICER T D DITEAL 7=,
FE AT v TR 2,000 225 50,000 & U7z,

FEBk 3 XX 2 OHGUIEE % # A L 72 DQN, DRQN,
QRNN %@ U 7z Q-Network @ 3 D DFEDHR % Hifie
T35, ZhiZkD, QRNN BRRFEHEZZEE LTV
LZDEFRNDL. SNy FH A XE32, A7V —L4I1F4
L, ER2 EHEUBRBIZHEMEL, 1000 27 v TR 10
[ 7V A U7z EE i e % i3 5.

6 &R -BE

X 3 IEABZECRE L - HSUIRE % #H L 72 DQN &
REFDEGILELE D DQN OFEHOHR 2 LI L7/-+ DT
Hb. H3»6, WorHEHIEL THEROHEGLIERE &
MU LD ICFEEPEATNDZ R bh 5.

FEER2 OFER, I =Ny FH A AN32, AT L -0
4 OO FEERRFE ORIFEEDY 0.66%, I =Ny FHA XN
16, AN 7L —2L%8032 OO FEE I OBPRERA 11.78%
ot TOZENSI =Ny FYA ZAHWNE W, £/
BAN 7V —L DML 2 51F CIRET O E BN
PEBINTWL Z e Dbhrb.

X 4 3L 3 DHIETK 2 %A L7~ DQN, DRQN,
REFEZHERLAZEDTHS. M4 REFEIZ
DRQN & D $E 58 o7z, LAL, DQN CRET
HBahT e, REFEOLHNE WD, BEOHHRH
SITEIZEHTETWEEEZ SN,

7 BHYIC

AWFFETIE, DRQN DOHEERULIEfE % 25 L T QRNN %
BATHZizkb, FHREMZBHL DD, KRIIT—
R %/ A B Q-Network Z-E L 7=, EBERIZTIE, OpenAl
gym DSRAE L TW 2 ¥ OBREIZHET T 5 Z & THEAL
HJE DAL &L 2FHOMEREFHE LT EOFY
REFE] M MM E % PR U 72, SEBRAS S & Wi R L HE g D 22
Bk 28 dhwe 525, £7-, MEEILDRQN &b
LIREFIEDRK 0% H2FERLMm-72. LrL, DQN
FOBEFTEN 0% BN T W2, BEDIFEHR» 51T
HrEETcE Vb eEZIOND, £z, I=NYFHA
AM16, ASIT7 L —L0 32 DI, FHIERIE DRQN 121
ARIBREFEDOT A 11.78% BR X n7-.
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