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CTYAEHTTEpre HblKTanaHAblpyMeH okbiTyaarbl (reinforcement learning) eH, MaHbI3abl yFbIMAAPAbIH 6ipi 60nbiN caHanaTblH MapKOBTbIK WeLliMAep NPOLECiHiH (MDP)
M3HIiH, KYPbI/IbIMbIH XX3HE KOJIAaHYy cananapblH TYCiHAIPY.

MapKoBTbIK, LWeLwimMaep NPoLeci, Kyl (state), speKeT (action), yTbIC (reward), casicaT (policy), onTuMmnsauums, bennman kaFugacsl, MHaMUKablk 6argapiamanay.
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Kipicne. HbikTanaHablpyMeH OKbITY XaHe LwelliM Kabbligay Moaenbaepi
MapkoB NpoLLeCiHiH Heri3ri ngescol

MapKoBTbIK LIeLwwiMAep NPOLECiHIH, aHbIKTaMaChl XXOHE KyPbl/ibIMbl

MDP 351eMeHTTepi

CasicaT oHe OHbIH TypJiepi

KyTineTiH yTbic neH bennmaH Karugacsl

OnTMMangbl casicaT XaHe OHbl Taby xongapsl

MDP-giH NnpaKTUKanblk KONgaHbL1y cananapbl
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KOPbITbIHAbI

10. NaiganaHbinFaH sagebuertep

Ka3sipri 3amaHFfbl )acaHabl MHTeNeKT (Al) XyrenepiHiH eH MaHbl3abl 6aFbITTapblHbIH 6ipi — HbIKTanaHAbIPYMeH OKbITY (reinforcement learning, RL). Byn 6afFbITTbiH €peKLLEeNiri — areHT HaKTbl OpTaga SpeKeT
€TiN, CON 9peKeTTEPIHIH HOTUXECIHEH cabak any apKbiabl TUIMAI LWeLiM Kabbligayabl ypeHeai. AreHTTiH MakKcaTbl — y3ak Mep3iMai yTbICTbl (reward) 6apbiHLLa apTThipy. MyHAaN npouecTepae areHT neH opTa
apacblHfarbl 6arinaHbIc eTe Kypaeni.



MapKoB npoueciHiH 6acTbl ngesicbl — Keneci Kynuaix
TeK aFbIMAarbl Kynre Tayengi 60nybl. AFHU, XKyNEHiH
bonallakTarbl XarFaanbl ©TKEH Ke3eHaepre eMec,
TeK Ka3ipri Kynre 6annaHbICTbl aHbIKTaNaabl.

[J MapkoB KacMueTi — KenTereH CToxacTUKablk
(bIKTMManAbIkka HerisgenreH) MmoaenbaepaiH Herisi
6onbin Tabblnagbl.




1. MApKoBTbIK LLeLuiMmaep NpoLueciHiH AHbIKTAMCCbI NKoHEe KYPblJ1biMbl

MapKOBTbIK LWeLiMaep npoLeci — byn areHTTiH yakbIT 60MblHLLA Kabbl1ganTbiH WeLiMaepiH cMnaTTanTbiH MaTeMaTHKanblk Mogeb. On areHTTiH
KOpLUaraH OpTaMeH e3apa apeKeTTeCyiH XaHe apbip speKeTTiH HOTUXKECIHAE aNblHATbIH YTbICTbI (reward) 6enHenengi.

MDP xkymeci 6ipHeLue Herisri asiemMmeHTTepaeH Typanbl:

Kynnep odperKeTTep blkTimangbikTap
XYMEHIH Kynnepi (states) areHTTiH apekeTTepi (actions) Keneci Kyire eTygiH bIKTUManAbIKTapbl (transition
probabilities)

¥TbIC OUVNCKOHTTAOY

9pbip apeKeT YLUiH anblHaTbIH YTbIC (reward) yaKbIT 6Te Kefle YTbICTbIH MaHbl3blH 6/ILENTIH AUCKOHTTAy ko3 duumeHTi (discount factor)



MapKOBTbIK LieLwWwimaep NpoLeciHAe areHT Keneci kagamaapabl OpblHAANAbI:
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Bakbiriay Tasvpoay

KopluaFaH opTaHblH aFbIMAaFbl KyMiH 6akbliangbl. Benrini 6ip cascaTtka caonMkec speKkeT TaHAanAabl.
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OpbiHOCY ¥TbIC ANy

TaHpanfaH speKeTTi OpblHAANAbI XKIHE XKaHa Kylre eTei. Con apeKeT yLWiH opTagaH yTbic (reward) anagbl.

[J AreHTTiH, Heri3ri MakcaTbl — y3ak Mep3imfi NepcrnekTMBaga Xannbl yTbiCTbl 6apbiHWa apTTbIpy.



Casicar (policy) — areHTTiH apbip Kynge KaHOan sapeKeT
XaCaNTbIHbIH aHbIKTANTbIH epexe.

On exi Typni 6onanmbl:

HJeTepMUHMpIIeHreH CaacaT

9p Kynge HakTbl 6ip apeKkeT opblHAaNnaabl

CTOoxXacTmKablk COACAT

SPEKET Ke3[eNCoK TYPAe, bIkTUManablk HerisiHae TaHganaabl

CascaTTblH, canacbl OHbIH XXNHaKTaWTbIH YTbiCbiHA Kapay 6aranaHagbl.




areHTTiH 6enrini 6ip cascaTTbl yCTaHFAHAA OpTaAaH anaTbiH 6yn wewim Kabblngay NPOLECiHIH Heri3iH KypanTbiH TY)XXbIPbIM.

Xannbl NangacbiHbIH 61LWeMi.




OnTuMangpbl cascat — 6ap/iblk MyMKiH casicaTTapAblH iliHEH eH Y/IKEH Xannbl YTbICKA 9KENETIH CTpaTerus.

OHbl TAOY YLUIH OipHeLue saicTep KongaHbiianbl:

OMHAMUMKAIbIK 6aradpriaomMmaoray Value Iteration

Dynamic Programming Value Iteration anropuTmMi

Policy Iteration Q-learning

Policy Iteration agiCi Q-learning »xaHe H6acka HblKTaNaHAbIPYMEH OKbITY TICiNAEPI

MapKOBTbIK, WeLimMaep NPoLeci — HbikTanaHabIPyMEH OKbITYAbIH eH Heri3ri, api oMbeban MmaTemaTmKanblik Mogeni 6onbin Tabblnagbl. OHbIH 6acTbl
naesicbl — areHTTiH Ke3 KeNreH apeKkeTi bonallakTarbl XXaFfanfa biknan eTedi XaHe 6y biknan TeK aFbIMAaFbl Ky MeH speKeTke 6alinaHbICTbl
aHblKTanagbl. byn karmaa areHTTiH MiHe3-KykblH MoAenbaeyre, CTpaTernsHbl (CasicaTTbl) TaHAAYFA XOHE TUIMA WeLiM KabblngayFa MyMKiHAIIK
bepep;.
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