Ne2 Jlapic. MapkoBThIK memimaep npoueci (Markov Decision Process, MDP)

JIopicTiH MaKcaThl: CTYJEHTTEPre HbIKTaIaHIbIpyMEH OKbITYarbl (reinforcement
learning) eH MaHBI3ALI YFBIMIAPABIH Oipt OOJBIT caHaIaThlH MapKOBTHIK
memimaep npouecidiy (MDP) MoHIH, KYpbUIBIMBIH KOHE KOJJaHy cajlajJapblH

TYCIHAIPY.

Kinr ce3nep:

MapkoBTBIK Menrimaep mpoieci, Kyi (state), opeker (action), yteic (reward),
cascar  (policy), onTummszanus, bemnaman — KarFugackl,  JUHAMHUKAIBIK
Oarnmapiamasnay.

Japic kocnapbi:

Kipicme. HeikTananapIpyMeH OKBITY JKOHE MIENTM KaObUIIay MOIeITbaepi
MapkoB TIpOIIeCiHIH HET13T1 HIESIChI

MapKOBTBIK IICHIIMIEP MPOIECIHIH aHBIKTaMaChl )KOHE KYPhLITBIMbI
MDP snementTepi

Casicat >koHE OHBIH TYpJIepi

Kyrinerin yTeic nen bemiman Karumachl

OnTuManapl cascaT )KoHE OHBI Ta0y JKOJIIaphI

MDP-aiH npakTHKaJIbIK KOJIAHBLTY cajlajaphbl

. KopbIThIH 1bI

10.INaiinananpuFan ogeOueTTep

©Coo~NoOrWDNE

1. Kipicne

Kazipri 3amanrbl xacanabl UHTEWIEKT (Al) »xyienepiHiH €H MaHbI3Ib
OarbITTapbIHBIH O1pi — HBIKTAJAHABIPYMEH OKBITY (reinforcement learning, RL).
By OGarbITTBIH €peKIIeNirt — areHT HaKThl OpTajia 9PEKET €TII, COJl dPEKETTEPIHIH
HOTWIKECIHEH cabaK ally apKbUIbl THIM/II IIEIIM KaObuinayabl yipeHeal. ATeHTTIH
MaKcaThl — Y3aK Mep3iM/Il YTHICTHI (reward) OapbhIHIa apTThIPY.

MyH1aif TiporiecTep/ie areHT MeH OpTa apachlHarkl OalIaHbIC ©Te KYp/edi.
OpOIp MIelIM KeJecl jKaFjaiiFa ocep erefl, ajl Kejecl Karjal e3 Ke3eriHJe
KeJIeIIeKTerl OapiblK IenrnmMaepAaiy HoTmkeciH e3repreal. CoHABIKTaH, MyHAan
KYHesnep/il Talnjaay YIIiH MaTeMaTUKAJIBIK TYPFbIJIaH HAKThI, O1paK MKEMI1 MOJIEIb
KaXeT.

Ocsl Typreiia MapkoBThIK memimaep mpoueci (Markov Decision Process
— MDP) manp3as! peit atkapaasl. MDP areHTTIH opTajga 9peKeT €Ty JIOTHKACHIH
CUTIATTaWTBIH HETI3r1 MaTeMaTUKAIbIK HEri3 peTiHiae naigatansuiagsl. O
arcHTTIH TaHJaraH OpPEKeTl MEH OpTaHBIH jKayall peaKIUsAChl apachIHJIaFbl ceOerr-
canyap OalIaHbICBIH aHBIK KOPCETE/I].

MDP mopeniHiH epeKIieniri — OHbIH MapKoB KacHUETIHE Heri3/elyl, SFHU
OoJamakTarbl JKargall TEK arbIMIarbl Ky MEH OpEeKeTKEe FaHa Toyesdl OoJajbl.
Bbyn kapamnaiibiM KepIiHETIH YCTaHBIM KOINTETeH KypJen 0ackapy KoHe jKocmapiiay
Kyienepin cunaTrayra MyMKIHIIIK Oepel.



MapKoBTBIK MIEHIIMIEP MPOIECcl TeK >KacaHIbl MHTEUIEKT cajachlHlla FaHa
emec, COHBIMEH  KaTap  DKOHOMHKAA, DKOJIOTHSIA, MEUIINHA/IA,
pOOOTOTEXHUKA/IA, KOIIK JKYHelepiHAe >KOHE KapXKbUIBIK Tajjlayaa KEHIHEH
KOJIJIaHbUTabl. MpbIcalibl, pPOOOTTHIH KOJ OOMBIMEH KeAEpruiep/ieH OTYiH,
ABTOHOMJIbI KOJIKTIH OardgapblH TaHAAyJdbl HEMeEcCe eMJEeNnyllire eH THIMIl
TepanusiHbl YChIHY npotieciH MDP apkbiisl Mojienbieyre 0oasbl.

CoHapIKTaH OYJI TAKBIPBINITEI MEHIEPY MarucTpaHTTap MEH 3ePTTEYIIIep
yuIiH epekmie Manbi3apl. On Oonamakra WHTEUIEKTYalnAbl MM KaObuigay
KyHenepiH, aBTOMATTaHABIPBUIFAH Oackapy ajrOpUTMIEPIH JKOHE OKHUTHIH
are’TTepil xodanayaa TEOPHUSIIBbIK KOHE MPAKTUKAIBIK HET13 Oepei.

2. MapkoB IpoI1IeCiHIH HET13T1 UIesIChl

MapxkoB mpolieciHiH 6acTbl UACSIChI — KeJecl KyHIiH TeK aFbIMIarbl KYWre
Toyeni 6omybl. ArHu, *KyHeHiH OoJanakTarbl XKaraaibl 6TKEH Ke3eHIepre emec,
TEK Kazipri KyWre OaliIaHbICTHI AHBIKTAJIA]IbI.
byn xacmer MapkoB KacueTi Jem arajaabl KOHE OJ KONTETeH CTOXACTUKAIIBIK
(BPIKTUMAJIIIBIKKA HET13/IeTITeH) MOICIbICPAiH HeT131 OOJIbIN TaObLIaIbI.

3. MapKOBTBIK HIETIIMIEp MPOIECIHIH aHBIKTaMAaChl )KOHE KYPBUTBIMBI

MapKOBTHIK IIEMIMAEp TMpoleci — Oy areHTTiH YakbIT OOWbIHIIA
KaObUITAUTBIH  HICIIIMACPIH CUIATTATBIH ~ MaTeMaTUKAIbIK  MOJEb.
On areHTTIH KOpIIaFraH OpPTaMEH e3apa OpEKETTECYlH MXoHe opOip OpEeKeTTIH
HOTH)KECIH/IC aJIbIHATBIH YTHICTHI (reward) OeliHesneii.

MDP xyiieci GipHeIe Heri3ri 3JeMEeHTTEepAEH TYPaJIbl:
o KYHEHIH Kyilsiepi (states);
e areHTTIH opekeTTepi (actions);
« Keleci Kyiire oTymiH bIKTUMaAABIKTApHI (transition probabilities);
o OpOip opekerT yiIiH anbHATBIH yThIC (reward);
e YakbIT ©T€ KeJie YTHICTHIH MaHBI3bIH OJIIICUTIH JUCKOHTTAY KO3 UIIMEHTI

(discount factor).

4. MDP snementrepi

MapKOBTHIK TIETIIIMIEP MPOIECIH/IE areHT Keleci KagaMaap bl OPbIHIai IbI:

1. Kopuiaran opTaHbIH aFbIMJAFbl KYH1H OaKblIanIbI.

2. benrim Oip casicaTka CoiKec opeKeT TaH akIbl.

3. TanpmanraH opeKeTTi OPbIHAANIBI )KOHE jKaHa KYHTe oTe/ll.

4. Coun opeker YIIiH opTaiaH yTeic (reward) ajanabl.
ATEHTTIH HEri3ri MakcaTbl — Y3aK Mep3iMJi NEepCreKTHBaja >KaIbl YTHICTHI
OapbIHIIIA apTTHIPY.
5. Casicat >koHE OHBIH TYpJIepi

Cascar (policy) — areHTTiH opOip KyHIe KaHJald OpeKEeT >KaCAUTBhIHBIH
aHBIKTaUTBIH epexe.
On exi Typ:i 60mabr:

o JlerepmuHUpIIEHTEH casicaT: op KYHIe HaKThI Oip OpeKeT OpbIHIAIAIbI,

o CTOXaCTHKAJBIK casicaT: 9pPeKeT KEe3ICUCOK TYpJE, BIKTUMAIIbIK HETi131H]Ie

TaHaJIa]Ibl.

CasicaTThIH canachl OHBIH KWHAKTAWTHIH YTHICBIHA Kapai OaranaHabl.



6. KyTinerin yroic ieH bemiMan Karuiacel

Kyrtuterin yThic — areHTTiH Oenriial Olp cascaTThl YCTaHFaHAA OpTaJlaH
aJaThlH JKajlNbl MalJacblHBIH ejmeMi. bemnman karupacel — Oyl HIENIIM
KaObLUIay MPOLIECIHIH HETI31H KYpPalThIH TYXbIpbIM. O OoiibHIIA opOip KYHAIH
KYHJBUIBIFBI aFBIMIAFbl YTHIC TIEH KeJeci KaJamJapJarbl KYTUIETIH YTHICTapAbIH
KOCBIHBICBIMEH aHBIKTAJIabl.

S¥Hu, areHTTIH OYTIHI TaHJaraH MIenIiMi OoJalIaKkTarbl HOTHUXKEIepre
Tikenen acep ereai. byn upes MDP HeriziHae cascaTThl KETUILAIPY SHICTEPIH
KYpyFa MYMKIHJIIK Oepei.

7. OnTuMansl cascat KoHe OHbI Ta0y >KOJIAaphI
OnTtuMmanasl casgcat — OapiblK MYMKIH casicaTTapAblH 1IIIHEH €H YJIKEH KaIbl
YTHICKA OKeJIeTIH CTpaTerus.
OHbl TaOy y1IiH OlpHEeIIe 9icTep KOJIaHbLIa Ibl, MbICAJIBI:
Junamukansik 6argapiaamanay (Dynamic Programming);
Value lteration anropurwmi;
Policy Iteration amici;
Q-learning >xoHe Oacka HBIKTATAHIBIPYMEH OKBITY TOCUIACPI.
byn omictep areHTTiH ToXipuOeciHe CyHeHEe OTBIPBIN, OPTaAarbl €H THIM/II
OpeKeTTep/ll aHbIKTayFa MYMKIHJIIK Oepe/ii.
8. MDP-niH npakTUKaJbIK KOJJAAHBLTY cajlaaaphbl
MapKOBTBIK HIEHIIMIEP IPOLEC KONTEreH cajanap/ia KeHIHEH KOJ1aHblUIa/Ibl:
o PobororexHuka: poOOTTHIH KO3FAJIBICBIH KOCHApiay *oHE KeaepriiepieH

OTY CTPATETUSICHIH aHBIKTAY;

o Kapkpl: ”HBECTHITUSIIBIK MISHTIMIEp KaObLIAay JKOHE ToyeKen i Oaranay;,

o Meaununa: eMaey TaKTUKACBIH JKOcCTapiay;

o Kerik orucTukacel: MapuIpyTThl OHTAHJIAHABIPY;

o Kommbrotepiik oibIHAAD: JKaCAH bl HHTEIUICKTTIH MiHE3-KYJIKBIH OacKapy.

9. KopbITBIHBI
MapKoBTBIK MIENIMACP MPOILECI — HBIKTAJAaHABIPYMEH OKBITYIbIH €H
Herisri, opi oMOe0an MaTeMaTUKaIbIK MoOjeNl Oosblll TaObutaabl. OHBIH 0acThl
UJEesChl — areHTTIH Ke3 KEeJITreH opeKeTl OoJalakTarbl >KaFJaifa BIKMal eTel
oHE OYJT BIKIAT TeK aFbIMIAFbl Kyl MEH OpeKeTKe OaiIaHBICThl aHBIKTAJIa Ibl.
byn karuja areHTTiH MiHE3-KYJIKbIH MOJIEIbCYre, CTPATeTusHbI (CascaTThl)
TaHJayFa >KOHE THIMII IIemiM KaObUiaayra MYMKIHAIK Oepeai. MDP apkpuibt
areHT ©3 OpTaChblHAH aJbIHFaH TXIpUOEH! Tangail OTBIPBIN, Y3aK Mep3iMIl
TaOBICTBI MAKCUMAaJJIayFa YMTBUIA IbI.
MapkoBTBIK ILIEHIIMAEpP MPOLECI apKbUIbl KEJIeCl MaHbI3Abl MACENeep
IIEIIiIe i
« Oenrici3 opTaja OHTANJIBI MISHIIM KaObUIIaY;
e Y3aK Mep3IM/Il CTpaTerusiap/bl )xocnapiay;
e KE3JICHCOKTBIK JKaFaalbIHAa THIM/II OPEKET TaHIay;
e KYpIeni KyHeTep/IiH KYMBICHIH MOJICTIBICY.
byn MonenbaiH apThIKIIBUIBIFBI — OHBIH oMOEOaNnThIFbl MEH MKEMJIUTITIHJE.
MDP typni camanapga — poboTTapabl 06ackapy, KapKbIIbIK TOYEKeN i Oaranay,



JeHCAayNIbIK ~ CcaKTay IIemIMIEPIH  JKOcCIlapjay, OHIIPICTIK  IpolecTepal
OHTAWNIAHABIPY, HHTEIUIEKTYalbl KOJIK >XYWeNepiH jxobamay xoHe Oacka [a
cayiajiap/ia KeHIHEH KOJIJaHbLIa IbI.

Conpgpixktan MDP Tek TeopusiibIK YFBIM €eMec, COHBIMEH KaTap 3aMaHayH >KacaH bl
MHTEJUIEKTTIH >KOHE aBTOMATTAHIBIPBUIFAH OacKapyAblH I1preiii Kypajbl OOJbII
TaOBLIAEL.

MapkoBTHIK MIemIiMaep MPOLECiH TyciHy apkpuibl cryaeHtTep Reinforcement
Learning, Q-learning, Deep Q-Network, Policy Gradient, Actor-Critic cuskTbI
OMICTEP/IiH JOTUKACHIH TEPEH YFbIHA ajajibl.

Kopeiteinapiiait kene, MDP — Oyl Tek MaTeMaTHUKaIblK MOJEIh €MeC, OJl
aKbUIJIBI IIEHIM KaOBbUTAANTBIH KyienepaiH *Kyperi. OCbl TaKbIPbIIThl MEHTEPY —
Kazipri OUQPPIBIK JOyipJAeri HWHTEUIEKTYalbl TEXHOJOTUSIIAPAbl TYCIHYIH
QJIFAIIKbI )KOHE €H MaHbI3]IbI KaJlaMbl.
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