Nel [Topic. HeIKTamanabIpbin OKbITYFa Kipicme

Jopictin Mmakcatbl: CTyaeHTTepAl HbIKTadaHABIPBIT OKBITY (Reinforcement
Learning, RL) yfbIMbIMEH, OHBIH HETI3rl MPUHIUNTEPIMEH, KOMIOHEHTTEPIMEH
XKOHE KOJJIaHy caylajJapbIMeH TaHBICTBIpY. RL-MiH KiIacCHKaNbIK MalldHAIBIK
OKBITYJIaH aWbIPMAIIBUIBIFBIH TYCIHIIPY, areHT TIEH OPTaHBIH ©3apa OPEKETTeCy
MIPOIIECiH CHUTIATTay, COHIal-aK HeTi3T1 alTOPUTMIIEP MEH OJIApJbIH KOJIaHBLTYbIH
Tajmay.

Kiar ce3aep: HbikTasaHgplpyMeH OKBITY, areHT, OpTa, KYTLISTIH Maparar
(reward), xymenitkim curHai, Q-learning, SARSA, cascar (policy), ky# (state),

opekeT (action), KYHIBUTBIK GyHKIUACH (value function), MapkoB miemntim mporeci
(MDP).

Jlapic xocnapsi:

HeIkTananabIpyMeH OKbITY YFBIMBI KOHE OHBIH €pEKIIIeIiri

RL »yiieciHiH Heri3ri KOMIOHEHTTEPI: areHT KOHE opTa

Mapanat nen crpaterus (reward sxoHe policy)

Mapxkos miemim nporieci (MDP) skoHe Kyiisiep MeH o9peKeTTep MOoel
Herisri RL anroputmaepi: Q-learning, SARSA

Konnany cananapsl: olibiHAap, pOOOTOTEXHUKA, OacKapy xKyienepi
KOpBITBIHABI XKoHE TaMy TTePCIIEKTHBATAPHI

NoOokowobdPE

Kipicne

XX|  raceIpAblH MaHBI3bI OaFbITTAPBIHBIH, OIpi — HWHTEUICKTYaJabl
are’HTTepal Kypy. MyHmail areHTrep o3 opeKeTTepiHeH YHpeHin, KopIiaraH
OpTaMEH ©3apa JpEeKeTTeCY apKbhUIbl MakKcaTKa >eTyal yipeHemi. byn Ttocin
HBIKTaTaHIpIpyMeH okbITy (Reinforcement Learning) aem atanaibl.

MarmHanbIK OKBITYIBIH YIII HET13T1 Typl Oap:

1. bakputanateiH OKbITY (Supervised learning) — pmaiieiH >xayanTapbl Oap
JIEPEKTEPMEH OKBITY.

2. bakputanOaiitein okpiTy (Unsupervised learning) — KypbUlbIMBI Oenrici3
JEPEKTEP/ICH 3aHIbUIBLIKTAp bl Ta0Yy.

3. Heixkramangsipymen okbiTy (Reinforcement learning) — aredt o3
OpeKeTTepiH OpTaMEeH OpEeKeTTeCy apKbUIbl, MapamaT He Kazajay
CUTHAJIIAPBIH ajia OTHIPHIN YHPEHE/I.

RL — Oys1 ToxxipuOe apKbUlbl YHPEHY, IFHU areHT 63 9pEeKETTePiHIH calaapbliH
Oaiikam, eH maimanbl cTpaTerustHbl Tabamapl. ON HAKTHI «IYPBIC KayaObD» KOK
JKarmaiapaa KOJJIAHBUIAAbl: MBICANBI, OWBIHIAAP/A, POOOTTHIH KO3FAJIBICHIH/IA
HEMeCe MHBECTHIIMSUIBIK MIenTiMAep KaObuiiayaa.

1. HeiKTananaplpyMeH OKBITYIbIH HET13T1 KOMIIOHEHTTEp1

RL »xyiieci kemeci Heri3ri 2JIeMEHTTEPICH TYPaJIbl:

Kommoueunt CunarramMachl




KomMmmnoueunt CurmnarramMacsl

[ermrim aOBUIIalTHIH KOHE opeKer JKACaUThIH
AreHt (Agent) K e P
WHTEIUIEKTYaJ bl JKYHE.
Opra . .
: ATEHT OpEKET €TETIH KYHe HEMECE dJIEM.
(Environment)
Kyii (State) AFBIMJIAFBI JKaFIaiIbl CUIATTANTHIH aKIapar.

opeket (Action) ||AreHTTiH Oenrini Oip KyHe jkacail alaThIH KaJaMBbl.

Maparmar . C
OPEKET HOTWKECIHIE aJIbIHFaH Kepi OaiIaHbIC CUTHAIBI.
(Reward)
) Kyiire OaiiaHbICTBI areHTTl aHJIall JOpPEKET KACAUTHIHBIH
Cascar (Policy) Y o Kana p

aHLIKTaﬁTBIH CTpaTcrus.

Aeenm nen opma apacvlHOa&vl 63apa apekem y30iKci3 YUK mypinoe sHcypeoi.

55
[AreHT] -+ opekeT = [OpTa] + KyH + Mapanat = [AredT]

Makcam — y3zax mep3imoi dcuvinmolk mapanammol (cumulative reward)
bapviHWa apmmulpy.
2. Maparmar xone crparerus (Reward & Policy)

« Reward (R) — arcHTKe OHBIH OpEKETIHIH KAHIIAIBIKTHI TaiIaabl CKCHIH
KOPCETETIH CUTHAJ.
Mpicainbl: nypsic apeketr — +1, kare apexker — —1.

o Policy (m) — arenttiH ctpaterusicel. On arbIMIarbl KyWre Kapail KaHjau

OPEKET TaHIANTHIHBIH AHBIKTANIBI.
RL »xyi#ieciHiH Heri3ri MakcaThl — €H THIMJI cascaTThl Taly, SFHU €H YJIKEH
YKUBIHTBIK Mapariat OepeTiH CTpaTerusiHbl aHbIKTaY:
o0
n° —argmax E Z Ry

t=0

MyHAafbl Y — Bonalwak mMapanatTapabl eckepeTiH AUCKOHTTay kosdduumenHTi (0 <y < 1).

3. Mapkos memnim nporeci (MDP)

Heikrananapipymern OKpITY kobOiHece MapkoB miemiM mporeci (Markov
Decision Process, MDP) HETi3iHae CHUNATTAIAIbI.
MDP MbIiHa KOMOOHEHTTEPACH TYPAJIbI:

o S — Kyilsiep XUbIHHI (States)

o A — opekerTep KHUBIHHI (actions)

o P(S'|s,a) — xyit aybICy BIKTUMAJIIBIFbI

« R(s,a) — mapanar ¢pyHKIHSCHI



ATEHT KeJleci epeXeMEeH OPEKET €Telli: aFbIMIAFbl KY MEH BIKTUMAJ OPEKETTEP
Heri3iHAe OoJallakTarbl €H >KOFaphl KYTUIETIH MapamaTThl KamMTaMachl3 €TeTIH
OPEKETTI TaHIaiIbI.

4. Heri3ri anroputMep
Q-learning — Moxenbci3 HbIKTANTaHABIPY anroputMmi. On op KyH MEH OopeKer
)KyObiHa Q-moHIH (value) yiipeHeni:

Q(s,a) = Q(s,a) + a[R + ymax Q(s',a’) — Q(s,a)]

il
Maxkcatbl — Q-(yHKIUSHBIH OHTAMIBI MOHIH YHPEHY KOHE €H >KOFapbl KYTUIETIH
CBIAKbI OCPETIH OPEKETTEP/Il TaHIAY.
SARSA — Q-learning-ke ykcac, Oipak Kelleci opeKeTTi areHTTIH HAaKThl TaHJaraH
OpEKEeTIHE HEr13/IeM KaHAPTAa Ibl:

Q(s,a) = Q(s,a) + a[R +~vQ(s',a') — Q(s,a)]

5. Konpany cananapel
HpiKTanaHapIpyMeH OKBITY Ka3ip KONTEreH canaiapaa TaObICTh KOIaHbLTY 1A

Cana Koinmany Mbicamnsl
PoGOTTHIH KO3FaNbICHIH YHPETY, KeIepruiepeH aiHaIbII
PoGoToTexHuka HK YHPELY, KCACPTLICPA
oTy.
Kommbrorepitik AlphaGo, Chess Al — agamHaH >KOFapbl HOTHKE
OMBIHAAD KOPCETKEH XKYUemnep.
Kapace! HHIME NuBecTunusuibiK moptdenbal 0acka
SKOHOMHKA p 24
OHepreTuka KOHE .
.. PecypcTapbl oHTalb! 6oty .
OHIIpiC
ABTOHOM/IBI KOJIIK ABTONUJIOT XKyiienepi.

6. HeikTananapIpyMeH OKbITY MEH 0acKa TOCUIIEP/AiH albIpMAIIbIIBIFbI

N bakpitan6anThiH HeixTananapipymeH
Kpurepuii bakpu1aHATBIH OKBITY K K AbIPY
OKBITY OKBITY
: benrinenren .. Oprtansbl Kepi

Moanimer Tex Kipic gepekrep pv i p

KayanTap 6ap OaltaHbICHI
Makcar Kare azaiity Ynri Ta0y Mapanartsl apTThIpy
Konnany

Cyper TaH Knacrepuzanust PoGoTThI Oacka
MBICAJTBI yp Y prsall Kapy

7. KopbITBIHABI
HeikrananapipyMeH OKBITY — OV aJaMHBIH TOXKIPpUOE apKbUIbI YHpEHY
OpOLECiH  MOJEIBACUTIH  JKacaHAbl  WHTEJUIEKTTIH  KyaTThl  OarbIThI.




Oun areHT MeH OpTaHbIH e3apa OaillaHBIChl apKbUIbI YHpeHyre MyMKIHIIK Oepesl
JKOHE IIeIIM Kalbuiay, OacKapy »oOHE CTpaTerus Kypy MiHACTTEpiHIE epeKIle
THIMII.
Kaszipri Tanga RL:

o OHBIHAApJA aJlaMHAH MBIKTHI XKYyienep kacayra (AlphaGo, Dota2 Al),

e OHJIIPICTIK )KOHE POOOTTHIK MPOIIECTEP/Il aBTOMATTaHIbIPYFa,

e HWHTEJUICKTYaJIbI IeTTiM KaobLIAAY KyHenepin TaMBITyFa

MYMKIHIK OepiIl OTHIp.

bomamakra RL »acanapl MHTEIUIEKTTIH HETI3T1 KOMIIOHEHTTEPIHIH Oipi peTiHje
aKbUIbI, ©31H-031 JKETUIIIPETIH KYHeNIep/IiH JaMybIHA HEr13 001abl.
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	Дәрістің мақсаты: Студенттерді нықталандырып оқыту (Reinforcement Learning, RL) ұғымымен, оның негізгі принциптерімен, компоненттерімен және қолдану салаларымен таныстыру. RL-дің классикалық машиналық оқытудан айырмашылығын түсіндіру, агент пен ортаны...
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