Nel3 Jopic. Tepen npikTanmanabipbin oKbITy (Deep Reinforcement Learning)

JlapicTiH MaKcaThbl:

Tepen nbikranmanapipymer okbITyAbIH (Deep Reinforcement Learning, DRL)
HEeTI3r1  KaFuJajlapblH, OHBIH  KJACCHKAJBbIK  HBIKTAJAHJBIPYMEH  OKBITY
(Reinforcement Learning) MeH TepeH HEHPOHIBIK JKEIUIepAl OIpiKTIpy
epekienikrepid TyciHaipy. CoOHbBIMEH Kartap, Oy OmiCTiH Ka3ipri 3aMaHFbl
YKACaH]Ibl MHTEJUICKT KYyHeNepiHaeri KoJIIaHy cajaiapblH Tajaaay.

Kinar ce3nep:

TepeH HBIKTAIAHABIPYMEH OKBITY, areHT, OpTa, KYWIEP, OPEKETTEp, Mapamnarray
cuTHaJbl, HeUpoHBIK ke, Deep Q-Network, cascarTsl OHTaHIaAHIBIPY, TOXKIPUOE
peruieit 0ydepi, TYpakTaHIABIPY 9iCTEPI.

Japic kocnapsbl:

TepeH HbIKTaTaHABIPYMEH OKBITYFa Kipicrie
HeikTananapipyMeH OKbITY MEH T€PEH OKBITYAbIH OalIaHbICHI
DRL >xyiieciHiH *alrbl KypbUIbIMbI

Deep Q-Learning anroputmi x«oHe OHbIH €pEeKIIETIKTepi
CasicaTThl TiKeJel OHTalIaHABIPY dIiCTEPl

Konpmany cananapsl MeH Mbicanaap

APTBIKIIBUIBIKTAPbl MEH KUBIHABIKTAPHI

KopsIThIH b

NG~ LDE

Kipicne

Kaszipri yakpiTTa xacanasl uHTeIUIeKT (Al) camacklHIa HBIKTalaHIBIPYMEH
okpITy (RL) Men tepeH okpbiTynblH (Deep Learning) Gipiryi epekie KapKbIHMEH
namyaa. byn OarpIT TepeH HBIKTanMaHaplpymMeH OKbITY (Deep Reinforcement
Learning, DRL) nen aramamei. DRL amamMubIH TokipuOemeH YHpEeHY KaOileTiH
MOJIETIBAICY apKbUIbl WHTEJUICKTYaJJbl areHTTepre KOpIIaraH OpTaJaH akmapat
aJIBIT, THIMJI1 IenTiM KaObu1iayFa MyMKIHIIK Oepei.
DRL-gig Gacthl MakcaThl — areHTTI KYpJesi, KeIejmeMmil oprajapaa THIMII
opeker eryre yupery. byn omic moctypmi RL TocimaepiHiH HmIeKTeyJIepiH JKEHI,
OCHMCHI3BIK TOYENJUTIKTEp MEH YJIKEH JIEpPEeKTep KOJeMiH OHJIeyre MYMKIHIIK
Oepeni. TepeH HEWPOHHIBIK S>KENUIEp AareHTTiH cascar (QYHKIUICHIH, MOH
(GYHKITUSACHIH HEMECE €KICIHIH KOMOMHAIMSICHIH KYBIKTayFa KOJIIaHbLIA b,
1. TepeH HBIKTaTAHIBIPYMEH OKBITYFA KipicIie

TepeH HBIKTATaHIBIPYMEH OKBITYy — areHTTIH KOpIIaraH OpTaMeH e3apa
OpeKeTTeCy MpoIlleci HeTi31HIe YUPEeHYIH CUTIATTANTBIH ofic. ATEHT 9pOip KaaaMbl
YIIiH Mapamat (HeMmece jasza) alajgbl JKOHE OChl aKmapar apKbUIbl Oojamrax
OpeKeTTepiH kakcapTaabl. MyHaa kiaccukanblk RL-meri kyih MeH opexkeTTepiiH
apachlHIarbl OaillaHbICTApAbl CHUIATTAY VIIIH TEPEeH HEUPOHABIK KEJuiep
KOJITAHBLIA IbI.

2. HpikTanaHaplpyMeH OKbITY MEH T€PEH OKBITYbIH OaillaHbIChI



RL arenTTiH menriM KaObuiiay mpoliecin cunatraisl, an Deep Learning kypaeni
nepekrepiaen Oenrinepal (features) aBTomarThl Typae Oeuiinm amyFa MYMKIHIIK
oepeni. DRL ocel exi OarbITThl OIpIKTIPY apKbLIbl Oe€ifHenep, IbIObIC HEMece
KOMeJIIeM Il CEHCOPJIbIK aKmapaT HEri3iHjae TIKeJeW menriM KaObuiiayra >karaai
YKacauIbl.

3. DRL xyileciHiH *aJrbl KypblIbIMbI

DRL »yiieci yi Heri3ri 31eMeHTTEH TYPaJibl:

o AreHT (Agent): memniM KaObUITAUTHIH XKYHE.

o Opra (Environment): areHT OpeKeT €TeTiH KeHICTIK.

o Mapanarray curdHansl (Reward): areHTTiH OpeKeTiHIH THIMJIUIITIH
KOpCETETIH Kepi OailylaHbIC.

ATeHT opTameH e3apa opeKeTTecy Ke3iHJe KYHIl KaObullalabl, OpeKeT
TaHJaWIpl JKOHE Mapamar ajaabl. bynm mporecc OipHemie peT KaWTalaHbIM,
TOXKIpUOe KUHAKTAY apKbUIbl Ar€HTTIH CasCaThl JKETULAIPUIEI]L.

4. Deep Q-Learning anropuTMi ’%oHE OHBIH €PEKIIeNIKTePi

Deep Q-Learning (DQN) — DRL-aiH anFamikel opi €H TaHbIMaJ TYpJICpiHiH
6ipi. Mynna HelipoHIbIK kel Q-QyHKUUAHBI KYBIKTAay YIIIH KOJAaHbLIaAbl. by
KEJl areHTKe KYH MEH OpeKEeT apachIHAarbl TOYEJJIUIIKTI YHpPEeHyre MYMKIHJIK
oepeni.
DQN-HiH Heri3ri epeKienikrepi:
o Toxipube peruteit 6ydepi (Experience Replay): areHt eTkeH Toxxipubenepin
€CTe cakrTam, oJapAasl KahWTa KOJJaHy apKbpUIbl OKBITY IPOLECIH
TYpaKTaHAbIPAJIbI.
o Makcattsl xeni (Target Network): Herisri kemiHiH KOIIIpMECiH Maigaiany
apKbUTbI OKBITYIAFbI AYBITKYJIApAbl a3aiTaIbl.
5. CasicarThl TiKeJIe OHTaWJIaHBIPY d/1icTepi

Keit6ip DRL omicTepi MoH (yHKIMACHIH €Mec, areHTTIH cascaTbiH (policy)
Tikenen yipereni. by tocinaep "policy gradient" mHemece "actor-critic" omicTepine
Herizgeneai. MyHAa HEUPOHIBIK Kell areHTTiH opOip KyH YIIIH €H THIMII
OpEKEeTTI TaHAAY/bI TIKEIEeH YHpEeHe/I.
6. Konpgany canamapel

Tepen HbIKTaTaHIBIPYMEH OKBITY KeJieci cajlanapaa KeHIHEH KOJIJaHbLIaIbl:

o PoboToTexHuka: aBTOHOMIBI KO3FaJIBICTHI OacKapy;

o Kapsxsl xxylienepi: HapbIKTaFbI MIENTM KaObuiaay;

o Kowmmnsrorepiixk oitsiagap: AlphaGo, Dota2, StarCraft cexingi sxo6anap;

o HMmxenepinik nmporectep: SHEPTUsHBI OHTANHIAHIBIPY, KeIliH1 OacKapy;

o Tabwru Timai 6HACY: AUANOT XKYHeIepiH Oerimaey.

7. APTBIKIIBUTBIKTAPHI MEH KUBIHIBIKTAPHI
ApmuiKubiivlkmapol.:
o Kypneni, xememmemi oHe OCWUCHI3BIK >KYHEIEPMEH KYMBIC 1CTEyTe
MYMKIHJIIK Oepe/i.
e YJIKEH JiepeKTep/IeH TUIM/I1 casicaT YHpEeHe/Il.
o O3iHaIK OeliMieny KaOUIeT1 )KOFapHhl.
Kuvinovikmapuwi:
o YIJIKEH ecenTey pecypcTapblH KaKeT eTe/l.



o TypakchI3AbIK EH OKBITY MPOLECIHIH OasyJIbIFbI.
o Mapanat GpyHKUMACHIH AYPHIC AHBIKTAY KUBIHIBIFBI.

KopbIThIHABI

TepeH HBIKTaTaHIBIPYMEH OKBITY — KaCaHJIbl MHTEJUIEKTTIH €H >XbUIJIaM
JaMBINl KeJle JKaTKaH OarbITTapblHbIH Oipi. Bysl Tocim areHtke KopliaraH OpTaHBI
TiKeJIeW KaObu1amn, y3/IKCi3 YUPEHY apKbUIbl KYpAei TarchbipManiap/ibl OpbIHIayFa
my™mkiagik Oepeni. DQN, Policy Gradient xone Actor-Critic cuskTBl omictep
DRL-giy  npakTUkadblK  KOJJAHYJApbIH  KEHEWTTI. bonamrakta  DRL
TEXHOJIOTHSIIAphl aBTOHOMJIBI KyHesnepal Oackapyaa, OHAIPICTIK MpoIecTepAl
OHTAWNAHABIPYAa J>KOHE MHTEJUIEKTyalJlbl IIellM KaObuigay oKyhesnepiHnae
MaHBbI3/bl POJT aTKApabl.

baksbL1ay cypakrapsbl:

1. TepeH HBIKTaJIAHIBIPYMEH OKBITY MEH KJIACCUKAJIBIK HBIKTaJaHIbIPYMEH
OKBITYIbIH alibIpMAIIbLIBIFBI HEJE?

2. DRL xyilecinae areHT meH OpTaHbIH ©3apa OalaHbICHl Kajail >xy3ere
acaapl?

3. DQN oniciHiH HEr13r1 apTHIKIIBUIBIKTAPhl KaH Ak ?

4. Policy-based amicTepin epekiieniri Heae?

5. DRL kanpjaii HaKThl cajajiap/a KoJagaHbLIaabl?
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