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AHOTaNIis

CyTp KypcoBOi poOOTM MOJSATae y JIOCHIIKEHHI Pe3yibTaTiB poOOTH IrpOBOTO
areHra JJis rpu «Snake», TPEHOBaHOTO 3a JOTIOMOT' 00 HaBYaHHS 3 MIAKPIIUICHHSM, a caMe
— Deep Q-Learning. PeaynpTaTom po0OOoTH € Iporpama Jyisi TPEHyBaHHs iIPOBOTO arcHTa,
110 JTO3BOJISIE 3aITyCKaTH HOro 3 pi3HUMHU MMapaMeTpamMu, TAKUMU SIK IMPUHA Ta BUCOTA
I'pOBOTO MOJIsA, KOS(IIEHT 3HEIIHIOBAHHS Y, TEMIT HaBUYaHHS & 1 BIPOTIIHICTH BUOOPY

BUMAKOBOI A1l €. [Iporpamy peanizoBano moBoto Python.

Beryn

3aBasIKM 3HAYHOMY PO3BUTKY TJIMOOKOTO HaBYaHHSA B 00JIaCTI HaBYaHHS 3
NiIKPITUICHHSIM, CTBOPIOEThCSI BCE  OUIbIIE CHUCTEM, MI0 IOKPAUIYIOTh  CBOI
XapaKTEePUCTUKH MM yac pobotu. Cepen TakuX — MPOCYHYTI IrPOB1 areHTH, 10 MOXKYTh
BUUTHCS Ha BEJIMKIM KUIBKOCTI BXIAHUX naHux. HarpeHoBaHuWii IrpoBUN areHT MOXKe
MEePEBEPIINTH JIOAUHY (TpaBlif), 1, MOCTIIMBIIM, SKMM YHHOM MpOTpaMi BIAJIOCh
ONTHMI3yBaTH T1 UM IHIII Jii, TPaBeIlb MOXKE MOKPAIIUTH CBOI1 pe3yJbTaTH, 3HAUIITOBIIN
HOBUU TIAXiA JJI8 JOCSATHEHHS MeETH. TakuM YHWHOM ITpOBHM areHT MoXke OyTu
CBOEPITHUM TPEHEPOM JMJiA TpaBlsl ad0 K CTaTH CYNPOTHBHUKOM I BUIOBHUIIHOTO
MOETUHKY.

MeTtoro po3poOKu € CTBOpPEHHsS IrpOBOro areHTa s rpu «Snakey», pesynbratu
SKOTO MOJKHA TIOPIBHATH 3 pe3yJibTaTaMu 3BUYANHOTO rpaBid. s mporo HEOOXiIHO
peanizyBaTH areHTa Ta MPOBECTH pPsiJ BUNPOOYyBaHb, HATPEHYBABIIM HOTO 3 PI3HUMHU
napamMeTpaMy HaBYaHHS.

Po6Gora ckmagaerscst 3 nBox po3ainiB. [lepruit po3ain IpUCBIYEHO BH3HAYEHHIO
HABYaHHS 3 MAKPITUICHHSIM, TpuHIATaM poooTtn Q-Learning Ta ocodmuBocTsam Deep Q-
Learning. Y apyroMmy po3iji HaBeJeHO TOCIIIPKSHHS pe3yIbTaTiB POOOTH PO3pOOIECHOTO

I'POBOrO areHTa.



1. HABYHAHHS 3 NIAKPINIJIEHHAM

1.1. BusHaueHHs

Ilepm 3a Bce BapTO BU3HAYUTH, IO HABYAHHS 3 MIAKPIJICHHSIM (QHIIL.
reinforcement learning) — e ramy3p MalIMHHOTO HABYaHHS, y SAKif areHT (cuUcTema)
BUUTHCS B3aEMOJIIATH 3 CEPEIOBUIIEM TAKUM YUHOM, 1100 KOTO 11 MAaKCUMIi3yBallu JESAKY
JIOBFOTEPMIHOBY CYKYIHY BHUHAropojay. Peakiii€ero cepenoBuilla Ha OOpaHi areHTOM
PIIICHHS € CUTHAJIAMU MIIKPIIUICHHS, TOMY TaKe HaBYaHHSI CXO0KE Ha YACTKOBUH BUTIAIOK
HaBYAHHS 3 YYUTEIIEM, aJic Y KOHTEKCTI HaBYaHHS 3 IMIIKPITUICHHSIM, YYUTEIEM € CaMe
cepefoBuile abo #oro wmoxaenb. HaByaHHS 3 MIAKPIMICHHSM BIAPI3HAETHCS BiJl
CTaHJapTHOTO HABYAHHS 3 YYUTEIIEM THM, IO TIApH MPABUILHUX BXOiB/BUXOIB HIKOJIH
HE TIPEJICTABJISAIOTHCS, & HEJOCTATHBO ONTHMAJIBbHI Jii SBHO HE BUIPaBISAIOTHCS. Kpim
TOT0, € aKIICHT Ha IHTEPAKTUBHIN MPOTYKTHUBHOCTI, SKHI BKJIFOYA€ 3HAXOKEHHS OaJlaHCy
MDK JIOCITIZPKEHHSIM Ta BUKOpHCTaHHsIM. [1] 3 iHIIOro 00Ky, y BUMAIKY 3 BUKOPUCTAHHIM
HEHPOHHOT MEpeXi, MesAKl CUTHAJIU MIIKPITICHHS 0a3yI0ThCA Ha OJJHOYACHIN aKTUBHOCTI
dbopManbHUX HEHPOHIB, TOMY HaBUAHHS 3 MIIKPITUICHHSM MOKHA BITHECTU /10 HABUAHHS
0e3 yuurtensa. Came Tomy reinforcement learning He BIZHOCHUTBCA HI JO HaBYaHHS 3
yYUHTENIeM, Hi IO HABYaHHS 0€3 YUUTENS 1 € OKPEMOIO T'JIKOI0 B MAalllMHHOMY HaBYaHHI.

dopMaIbHO HAUMPOCTIIIa MOJIS]h HABYAHHS 3 MIAKPITUICHHSAM CKIaAAETHCS 3:

1) MHOXHHa CTaHIB CEpPEIOBHINA Ta areHTa S;
2) MHOXHHa JIiif areHTa A;
3) P,(s,s") = Pr(s;41 = S'|St = S,a; = a) BIpOTiAHICTH TEPEXOay B

MOMEHT t 31 CTaHy S y CTaH s’ MICHs Mii a;

4) R, (s,s") ckanspHa Ge3mocepeiHs BAHATOPO/1a EPEXO0y 31 CTaHy S y CTaH

s’ micis il a;

5) IlpaBuia, 1110 OMKUCYIOTh, IO CIIOCTEPIrae arcHT B CEPEIOBUII
VY KOXEH MOMEHT 4acy t areHT XapaKTePHU3yEThCsI CTAHOM S; € S Ta MHOKHHOIO

moxknmmBux nmid A(s;). Obupatoun niro a; € A(S;), BiH NEPEXOAUTh Yy CTaH S;yq Ta
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OTPUMYE BUHATOPOAY Tp,q. ba3yrounch Ha Takiii B3a€MOJIl 3 CEpeOBUIIEM, areHT, IO
HABYAETHCS 3 MIAKPIJICHHSM, Ma€ CTBOPUTU cTpaTerito m:S — A, 10 MaKCUMIZYE
BEJIMYMHY MaiOyTHBOI BHHAropoau R =1y + 71y + -+ 15,, TOMy 00 IiATH Maiixke
ONTUMAJIBHO, ar€HT Ma€ PO3yMITH JOBrOTEPMIHOBI HACHIIIKHU 1A, a0 MaKCUMI3ZyBaTH
ManOyTHIN moxin. [2]

TakuM YMHOM HaBYaHHS 3 NIAKPIIUICHHAM AyXe A00pe MiIXOIUTb JUIsl BUPIILICHHS
3a]a4, TIOB’S3aHUX 3 BHOOPOM MDK JIOBTOTEPMIHOBOIO Ta KOPOTKOTEPMiHOBOIO
BUHAroposo0. BoHO aKTHBHO BUKOPHCTOBYETHCA y Pl MPEAMETHUX oOOyacTel, ne
HEOOX1IHO 00paTu HallKpamuii BapiaHT cepej 6aratboX, adu TOCATTH CKIAJAHOI METH 3a
BEJIMKY KUIbKICTh KpPOKIB, TaKUX SIK POOOTOTEXHIKA, TEJIEKOMYHIKallii, Oe3MmuIoTHI
aBTOMOOLI.

HaByanHs 3 TiAKpIMJICHHSIM BUMAarae ocoOJIMBOTO MEXaHi3My IOCIHiIKEHHsS, 00
BUIIAJKOBUI BUOIp Mif Ja€ KaxXJIMBY NPOAYKTUBHICTH. Ha mpakTuii BAaroTbes 10
IIPOCTUX METOJIB JOCIHIKEHHsI 4epe3 HecTauy CKIAIHUX alrOPUTMIB, SK1 O JOBIIHO
no0pe TpaItoBaiv 3 BEJIUKOI KUIBKICTIO cTaHiB. HaifyacTime BAAlOThCS JO YaCTKOBO
BUITAJIKOBOT CTpaTerii, B AKiM areHT nepeadadae Halkpanry Jir0 s JOBMOTEPMIHOBOTO
edexTy 3 iMoOBIpHICTIO 1 — &, iHaKme nis oOupaeThcs HaBMaHHS. [lapameTrp iHOmI
3MiHIEThCS B aiana3oHi (0 < € < 1) abo 3rigHO GiKCOBAHOTO PO3KIIaay ad0 alalTHBHO

Ha OCHOBI IHIIIUX TTapaMeTPiB.

1.2. Q-Learning

Q-naBuanHs (amrn. Q-learning) — me anropurm 0e3MOCIEHOTO HAaBYAHHS 3
migkpimieHAasM. MeTtoro Q-HaBYaHHS € HABYMTHCS CTpaTETii, IKa Ka)ke areHTOBI, JI0 AKO1
nii BmaBaTHCSA 3a SKMX OOCTaBMH. BOHO He BuMarae Mojeni cepenoBHina (3BifCH
YTOYHEHHSI «O0E€3MOJICIBHOTO»), 1 MOXE pO3B'I3yBaTH 3a1adi 31 CTOXaCTUYHHUMHU

nepexoaaMm Ta BUHAropogaMu, HS BUMararO4m rpucToCyBaHb.
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Q-HaBuUaHHS 3HAXOJUTH CTPATETIIO, sIKA € ONTUMAIBHOIO B TOMY CEHCI, 1[0 BOHA
MaKCHMI3y€ OYIKyBaHE 3HAUEHHS ITOBHOI BUHAropoaud Haj Oyab-SKMMH Ta yciMa
MOCIIOBHUMHU KPOKaMH, MOYMHAIOYHN 3 TOTOYHOTO CTaHy. Q-HaBUYaHHS MOKE BU3HAYATH
ONTHUMAJIbHY CTpAaTerito 0OMpaHHA 1 32 YMOBH HECKIHYEHHOT'O Yacy Ha PO3BITyBaHHS
Ta 4YaCTKOBO BHMNaAKOBOi cTpaterii. CumBoioM Q mo3HauyaroTh (YHKIIIO, SKa MMOBEpTAE
BUHAropoay, 10 BUKOPUCTOBYIOTh J1JIsl 3a0€3MeUeHHs MIAKPIIUIEHHS, 1 IPO AKY MOKIJIMBO
CKa3aTd, I0 BOHA BIJMOBINAE <«SIKOCTI» [ii, oOpaHOi B MOTOYHOMY cTaHl. [3] VYV
HalnpocTimoMy BapianT Q-(QyHKIII0 BU3HAYAIOTh y BUIJISAL TaOJIMUIll CTaHIB Ta AiH, Yy
AK1M 30epiraeTbes 3HaUeHHs Q A1 KOXKHOT Mapy CTaH-1lisd, TaKy TaOJIMII0 HAa3UBalOTh Q-
Tabmuero. I popMyBaHHs BiIOyBa€ThCS 32 HACTYITHUM alTOPUTMOM:

6) Imimiamizamis. 3anoBHOEMO Q-TaONIHUI0O ITOYATKOBMMM 3HAYCHHSIMH

(mynsimu a0o HaBMaHHs). KoxxHa koMipka Q (s, a) — OIliHKa TOro, HACKUIbKU J00pe

y nepcrnekTuBl obpatu nir0 a y crtaHi S. lle mepenbauenHs Oyae MOKPOKOBO

OHOBJTIOBATUCH Ta MOKPAIYBATUCH;

7) CrioctepexxeHHs. ATEHT 3araM’ITOBY€E IOMEPEHIi CTaH S;, 00paHy Iii0

Ay, HOBUU CTaH S;yq, Y AKUM TEPEHIIOB areHT BUKOHABIIU JII0 Ta OTPUMaHy

BUHAroOpoy T y Pe3yJIbTaTi IEpexoay B HOBUM cTaH. TakuM YHHOM MU 30UPAEMO

1H(pOpMaIIiIO TTPO B3aEMO/IIIO areHTa 3 HABKOJIUIITHIM CEPEIOBHIIEM;

8) Onomnennss kopucHocti (Temporal Difference abo TD-Update).

®opmyna  onoBieHHs  Burisgae  Ttak:  Q(s;ap) = Q(spap)+ < (r +

YQ(St41, rp1) — Q(sg,at)), e S; — TMOTOUHMIA CTaH; a; — MOTOYHA OOpaHa Jis;

S¢+1 - HOBHI CTaH, y SKOMY ONUHUBCA areHT; (;,q - HACTYITHA Jis 3 HAWOUTBIINM

3HayeHHsIM Q, Ky BapTO 00paTH; 7 — IOTOYHA BUHArOpoOa, peakilis cepeoBUIIa

y BIZIMOBiIb Ha 3acTocoBany Ait0; ¥(0 < ¥y < 1) — koedimieHT 3HEMIHIOBAHHS, 1110

BU3HAYA€ BAXIIUBICTh MAMOYTHIX HAaropoJ, YMM BiH OUIbIIE, TUM OUTBIIIE areHT

nparHe JOBTrOTpuWBasioi BuHaropoaw (skmo BiH (0, areHT cTaHe HaITo

“kopotkozopum”); X (0 <x< 1) — TeMn HaBYaHHS, YAM BiH OUIBIIMA — TUM

OUIbIIIE areHT «J0BIps€» HOBIM 1HGOPMALii 1 BOHA IEPEBU3HAYATUME CTApy (SIKIIO
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BiH 0 — arenTt He Oyne cnpuiiMatu HOBY I1H(opmauiio) . lLle oHoBIEHHS
3aCTOCOBYETHCS Ha KOXKHOMY KpPOLI B3a€MOJI1 areHTa 3 CEpeIOBUIIEM JJI OLIHKU
3HaueHHsA Q;

9) O6upaemo fairo £-kaaiOHUM criocodoM. 3 BiporiaHicTio 1 — & oOupaeTshes
TSt 3 HAaUOUTBIIMM 3Ha4YeHHAM Q 13 BIPOTIHICTIO € [l OOMPAETHCS BUMAAKOBO;

10) ITepexoaumMo Ha KpOK 2.

1.3. Deep Q-Learning

Q-Learning cTBoproe Tabaui0 a00 MATPHIIO, Y SIKil € TOYHA BIAMOBIIHICTh MK
CTaHOM Ta JI€10, [0 MAaKCUMi3ye MailOyTH1M BUrpamt. OgHaK y Takoro Mmigxoy € 3HaUHHMI
HEOJIK 1 OJIATAE BIH y TOMY, IO BiH MPHUITYCKAE, III0 MU 3HAEMO, CKUIBKHU CTaHIB (PSAIKIB)
y HalllOMY CEpPEJIOBHIIII, aJIe 11€ HE 3aBX AU TaK. A 3 BEJIMKOIO KUTbKICTIO CTaHIB IIeH METO/
BTpaya€e THYYKICTb.

Aunroputm Deep Q-Learning mossirae 'y BHKOpPHCTaHHI HEHMPOHHOT MEpEexi IS
ominku Qyskuii Q. Temep 3amicTe OHOBJIEHHs TaOnuIll Q HaMpsAMy, MU TEPEIAEMO
HEHUPOHHIA Mepexi CTaH S, MICI YOro Mepexka MoBepTae 3HaAueHHS Q Juis KOKHOI .
Opniero 3 npoOieM BUKOPUCTAHHS HEUPOHHUX MEPEXK Y HABYAHHI 3 MIIKPIIJICHHSAM €
BIJICYTHICTh TapaHTii 301KHOCTI. CIPUYMHEHO 1€ THM, 110 HEeBEIUKI 3MiHH GyHKIIT Q
MOXXYTh 3HAYHO 3MIHUTH TOBEIIHKY areHTa, PO3MOJLI JaHUX Ta BIAMOBITHICTE Q
[IJTbOBUM 3HAYCHHSIM.

J11st mokpateHHs 301KHOCT1 BUKOPUCTOBYETHCSI METO]T 30€PEKEHHS TTOTIEPETHHOTO
nocBiny (experience replay). Y kokeH MOMEHT t MM 30€piraemMo JIOCBi/I areHTa y BHTJIS
e = (St, A¢, ¢, Sp41) Y TIaM ATh, a TIOTIM O€pEeMO YaCTHHY JOCBiIB, 0OpaHUX JTOBUILHUM
YIHOM JIJIsl TPEHYBaHHSI HEHPOHHOI Mepexi. TakuMm 4uHOM experience replay mo3BoJsie
3MEHIIATH KOPEJIAIii y MOCTiJOBHOCTI CIIOCTEPEKEHB, MU 3a1100Ira€Mo TOMY, 110 Mepexka
HABYAETHCS JIMIIE 3a TMOTOYHUMHU pPE3yJNbTaTaMH, 3aMiCThb IIbOTO TPEHYBAHHS

B110yBa€eThCs 32 OUTbII PI3HOMAHITHUMH HAOOpaMHU MOMNEPEIHIX JOCBIIIB.



2. PO3POBKA ITPOBOI'O ATEHTA
2.1. I'pa “Snake”

I'pa «3miiika» (Snake) Oyna Bnepie po3pobiieHa s irpooro apromarta Huslte y
1977 poui xomnaniero Gremlin Industries. Ilepma Bepcis i€l rpu Ajisi NEPCOHATBHUX
KoM 10TepiB Maia Ha3By Worm, ii Oyno ctBopeno y 1978 pomui nns TRS-80. 3rogom
cTany 3 ABJISITHCS HOBI peaiizamii Tpu s pi3HUX 1wIaThopM 1 OJHIEK 3
HalmonyysipHimux Oyna Bepcis s TenedoniB Nokia, po3pobnena y 1998 pomi. Ha
CHOT'O/IHIIIHIN JIEHb ICHYIOTh COTHI BapiaHTIB «3MIMKN», ajle OCHOBA CYTh I'PHU TMOJISTAE B
TOMY, 1110 TpaBellb KePy€e MPOJOBIYBaTOIO, PO3JALICHOI0 HAa KBaJApaTH (YaCTHHH Tiia),
CMY’KKOI0, IO Haraaye 3a (opMoro 3Mito, MO IrpOBOMY TOJIF0, OOMEXEHOMY CTIHAMH 110
Kpasm. 3Miiika Mae 30upaTu s01yKa (abo 1HII 00’ €KTH Ha KapTi) Ta YHUKATH 31TKHEHb 13
cTiHamMu a00 BJIACHUM XBOCTOM. ['paBellb ympaBiisi€ JIMIIE TOJIOBOIO 3Mii, MOBEPTAIOUH
BIIpaBO, BIIBO a00 MPOCYBAIOYUCh BHEpeN, a ii TUIO pyXaeTbcs 3a Her. ['onoBHa
CKJIQJHICTB MOJISITa€E B TOMY, 1110 KOJIA 3MiiKa 30upae 1Ky, BOHa CTa€ JOBIIOKO (I0AA€ThCS
HOBHUH KBaApar), HOBA DKa 0pa3y 3’ ABIAETHCS Y TOBUIbHIHN TOYIlI HA ITOJI1, @ TPaBellb HisK

HE MOJE 3YITUHUTHU PYX.

2.2. BukopucTtaHi TeXHOJIOTil

st po3poOKu irpoBOro areHTa JUisi Tpu 3Milika OyJi0 BHKOPHUCTAHO PsJ
TEXHOJIOT1i:

1) OcHoBHa norika rpu Ta Deep Q-Learning areHT peaii3oBaHO MOBOIO
nporpamyBanHs Python. Ii 06pano 3a HasBHICTH BEIMKOT KiNbKOCTI IHCTPYMEHTIB
MaIIMHHOTO HaBYaHHS, CTAaOUIBHICTh, THYYKICTh Ta MpocToTy. [lo TOoro K,
JUHAMIYHA THUII3AIS JOTIOMAara€e IMPOCTIIIe OMepyBaTH 3 BEIUKOK KUTbKICTIO

PI3HHUX JaHUX.
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2) I'pa “3milika” peajizoBaHa 3a JJOIOMOT0I0 0i0ioTeKn Moayiel Pygame,

10 Hajae mpocTtuil pyHkiioHan s ctBopeHHs 2D irop. OCHOBHOIO NepeBarolo €
T€, 1[0 PO3POOHUK MOKE 0€3MOCEPEeTHBO KEPYBATH TOJOBHUM ITUKIIOM T'PH.

3) [ns iHimiamizaimii HEHPOHHOT MepeXki Ta HaBYaHHS JOAAHO Oi0IioTEKy
TensorFlow. 1ls 616mioTeka Hagae moctyn ao BucokopiBHeBoro API Keras, 1o
CHpOIIyE TPOLIEC HaNAIITYBaHHS 1 JTO3BOJISIE CKOHIICHTPYBATHCA Ha peaiizarrii
OCHOBHOI JIOTIKM arcHTa. Tako)k JUIs TpEeHyBaHHS BOHAa MOXE 3aCTOCOBYBATH

pecypceu sik CPU, tak 1 GPU.

2.3. CTpykTypa nporpam

2.3.1. Peanizauis rpu

Jlorika rpu onucana y Mmoayii snakeGame.py, 1110 BKIIO4ae y ce6e psiji Kiiacis, 110
OMHUCYIOTh ITPOB1 TpaBWJia, BIACTUBOCTI €JEMEHTIB Ta iX BiIOOpaKeHHS Ha EKpaHi
(pucynok 2.1).  Ilpu po3poOIll OCHOBHUM TIPIOPUTETOM Oyjia THYYKICTh JJis

HAJAIITYBaHHS MPH 3aIMyCKY TPH JJI1 TECTyBaHHS PI3HUX BapiaHTIB pOOOTH.

B

CURRENT SCORE: 36
THE BEST SCORE: 53 v

Pucynox 2.1 — 3006paxeHHs irpoBOTO BiKHA
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3a JIOTIKYy IrpOBOTO CBITY Ta BIIOOpaXEHHS YCIX €JIEMEHTIB, 1[0 BXOJATH /10 HHOTO,
BinnoBinae kinac Game. «3Milika» peanizoBaHa TaKUM YUHOM, 1110 TPABEIb MOXKE TUIbKU
pyxatucs Brepeq abo 3A1IMCHUTH MOBOPOT JIBOpYY Ta MpaBopyd. KoxHOro pasy, Kojau
3Miiika 3’inae g0ayKo, 11 JOBKHUHA 30UIBIIYETHCS, @ MOTOYHUN PaXyHOK 30UIBIIYETHCS,
AKIIO PAaXyHOK TIEPEBEPIIyE pEKOpH, BiH 3MIHIOEThCS. PaxyHOK Ta pexopn
B110OpaaroThCsl y HIDKHBOMY JIIBOMY KYTi. ['pa 3aKiHUyeTbCs, KOJIM TOJIOBAa 3MIMKH
NepeTUHAE KOPJOH IrPOBOTO TMOJis a00 BIACHUM XBICT a00 KOJM HA MPOTA31 MEBHOL
KUTBKOCTI KPOKIB BOHA HE 3MOTIJIa 310paTH KOAHOTO sI0/yKa. Y HIXKHBOMY MTPaBOMY KYyT1
300pajkeHa CTpLIKa, L0 BKAa3ye€ HANPSAMOK pyxXy. Ti10 3MIMKM 300pa’k€HO y BUIIISIIL
01prO30BUX KBaJApaTIB, KOJIP SKUX CBITIIIIAE, YAM YaCTHHA TUIa OJMMXK4Ya 10 XBOCTA, a
a0yKa — y BUTJISII1 YepBOHMX KT, J{J1st 1HIIIam13a11ii HOBOTO €K3eMIUISIPY I'PH, HEOOX1THO
BKa3aTH HACTYIHI mapaMeTpu kiacy Game:
11) Cols — mupuHa irpoBOro moJsi, Mo SKOMY MOXE MEepecyBaTUCs 3MiliKa,
IT1JI€ YKCJIO, IO BKA3y€ KUIbKICTh CTOBITUHKIB;
12) Rows — BHcOTa irpOBOTO IOJIA, IIiJIe YKCIIO, 10 BKa3y€e KIbKICTh PAIKIB,
13) Size_snake — po3mip KBajapaTa irpoBOro IOJI, IiJIe YUCIIO, [0 BKA3Y€E
IIUPHUHY 1 BUCOTY KIIITUHOK, Ha K1 MOAUICHE T0JIE;
14) Border_color — xomip paMKe HaBKOJO irpoBoro mojs (yci KOJIbOPH
3aJ1al0ThCs 32 JOTMOMOT o0 Kitacy pygame.Color);
15) Background_color — kozip domny;
16) Food_color — xomnip s0nyK, siKi 30upae 3MiiKa;
17) Snake_color — kouip Tia 3MilKy;
18) Speed — mapamertp, mo Bka3ye mBHIKICTH Tpu. Llije yucio, mo Bkasye
JaCOBHM MPOMDKOK MIX BiOOpa)keHHSIM KanapiB. Skmio 3HaueHHs < 0, BIKHO TpH
Oyze MOpoXXHIM, I'pa HE BIOOpaXaTUMEThCSI, 10 MPHUIIBUIITYE BUKOHAHHS,
19) Max_steps — KUIBKICTh KpOKiB, 4epe3 Ky 3Milika MOMpe Bij TOJIONY,

SIKIIIO HE 3’iCTh SI0TYKO.
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OcHOBHOW0O (PYHKIII€IO 711 B3aEMOJIT 3 rpoto € make train step, 1o mpuiiMae Ha
BX1J] €K3EMIUIApP IFPOBOIO areHTa Ta OMI[IOHAJIbHY JAiI0 (KO BOHA 3a/aHa, areHT HE
3IACHIOE TIepen0ayeHHsl HACTYITHOTO KpoKy). Ll QyHKIis 3A11CHIOE OUH «KPOK» T'pH:
30epirae nonepenHii cTaH rpu, 3A1CHIOE Ait0 (0OpaHy areHToMm abo 3aJaHy BPYYHY Y
AKOCT1 apT'yMEHTY), 30epirae HOBUM CTaH, 3alMCy€e€ BUHATOPOAY Ta 31MCHIOE TPEHYBAHHS
areHTa, HaJaBIId WOMY IMONEpeAHIN CTaH, MOTOYHUM CTaH, Ji0, HAropoay Ta Y
3aKIHUMJIACh Tpa, MICS YOro BilOOpakae MOTOYHUM ITPOBUN Kajp. AJIBTEPHATHUBOIO €
¢Gynkiis make_step, mo Bigpi3HAETHCS Bij MOMEPEAHBOT JHIIE THM, IO TPECHYBaHHS
areHTa He 3/1MCHIOETHCS, 116 KOPUCHO JJIs TECTyBaHHS TOTOBOT MOJIEII.

VY xnaci Player ommcyeTbcs MOJIOKEHHS YacTUH HOTO Tijla, TNEpecyBaHHA Ta
HampsIMOK pyXy, a y kiaci Food — monmoskenns ixi. Konu rpasens 3’inae s10J1yko, BOHO

3’SIBJISIETHCS Y BUMAIKOBIM BUTbHIM KITITHHIIL.

2.3.2. Peanizanisi irpoBoro arenra

PoGoTa irpoBoro areHTta Ta HaJalITyBaHHS HEWPOHHOT MEpEXki ONUCaHI y Kiaci
SnakeAgent 3 moayns snakeAgent.py. Jlist imiriamizamii HOBOro areHTa HEOOXITHO
niepeIaTH HACTYITHI 3HAYCHHS:

1) Epsilon — BiporigHicTs BHOOpPY BHIIAAKOBOI Iil;

2) Gamma — koediieHT 3HEIIHIOBAHHS,

3) Alpha — remm HaB4aHHS;

4) Weights_file — muisix mo ¢aitmy HDFS 3 Baramu mojeni, 30epekeHoro 3a

J0TTOMOT 00 Save_weights.

Jlyst reHepariii 3Ha4eHHsI TOTOYHOTO CTaHy € (QyHKIig get state, mo mpuiiMae Ha
BXi ex3eMruisip kinacy Game, Player ta Food. State 30epiraerbcsa y OiHapHii dopmi i
BKJIIOYA€ TaKl 3HAYCHHS:

1)Yu € mepemona momepeny (yci HampsMKA OOpaxOBYIOTBCS IO

BIJIHOIIEHHIO 10 IOTOYHOT'O MOBOPOTY T'OJIOBHU);
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2) Uu € mepenoHa 31iBa;

3) Yu € nepernona cripagna;

4) Yu 3Milika pyXaeTbcs JTIBOPYY;

5) Yu 3miiika pyXaeTbecsi IPaBoOpyY;

6) Uu 3miiika pyxaeThCsi Bropy;

7) Uu 3Miiika pyXaeThCcsi BHU3;

8) Uu Tka 3HaXOUThCS JTIBOPYY (TI0 BITHOMICHHIO JI0 TIOJIOXKEHHS TOJIOBH Ha

KapTi);

9) Uu Tka 3HAXOIUTHCS MIPABOPYY;
10) Ywu xa 3HAXOAUTHCS 3rOpH;

11) Yu Hxa 3HAXOJAUTHCS 3HU3Y;

12) Ywu 3miiika HaOIU3MIACH 10 TKI.

Jl1ist 00paxyHKy BHHAropoJIv 3aCTOCOBY€EThCS PyHKIIis get reward, 1o mpuiiMae Ha
BXI1J] €K3eMIUTSIp TpaBIl Ta crash (true, aximo rpa 3akiHuuiaack, iHakie false). Bunaroposa
00paxoBYETHCS HACTYITHUM YHHOM:

1) Slkmo rpa 3akinumiaacsk: -10;

2) SIkio 3mikika 3’1na si0oayko: 10;

3) ko 3milika HabIM3MIack a0 somyka: 0.1;

4) Skmio 3milika He HaOIM3MIach a0 somyka: -0.1;

HanamryBaHHsS HeMpOHHOT Mepexi 31HCHIOEThCS 3a toromoror Keras API. Bona
CKIIQJAEThCS 3 TPHOX MPUXOBAHKX MIApiB 1Mo 120 HEHPOHIB Ta TPHOX MIAPIB BUKIIOYCHHS
(dropout) Mix HEMH Ul ONTHMI3allii TeHepami3allii Ta 3amo0iraHHs IEepeHaBYAHHS.
OcranHiii map BUKOpPHCTOBYe Softmax QyHKI0O 78 OTPUMAaHHS OIIIHKA TPHOX
MOXKJIMBHX JIiH (TIpsIMO, JBOPYY, MpaBopyd). SAkiio nuisix Ao ¢aiiay 3 BaraMyd BKa3aHo,
BOHHM 3aBaHTAXKYIOTBCS Y MEPEKY.

Jlnst movaTtky TpeHyBaHHS HEOOXimHO BUKIWKATH (yHKIito restart, mo Oepe

BUIIAJIKOBY YaCTUHY 31 30€peKEHUX JTOCBIMIIB Ta TPEHYE MEPEKY HA HUX TIEPE]l HOBOIO
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rporo. [[ns mpo/IoBKEeHHSI TPeHYBaHHS € METOJ train, 1[0 MpUMaEe Ha BX1J MOMEpPEeTHIM

CTaH, HOBUM CTaH, Ji10, BUHAropoay Ta YM Ipa 3aKiHYEHA.

2.3.3. 3anyck nporpamu

Jlnst poOoTH 3 iIrpOBUM areHTOM po3poOiieHo ckpunt SnakeAl. V nmepury yepry BiH
3UNUTYE HaJlAlTyBaHHS 3 (aiiry config.json Ta 3amucye nmapaMeTpy y BIIMOBIAHI 3MIHHI.
I{i 3HaYeHHsS BHUKOPHUCTOBYIOTHCS TIPH CTBOPEHHI HOBHUX €K3EMIUIAPIB irop Ta
HanamTyBaHHi SnakeAgent:

1) field_rows — BucoTa irpoBoro moJs;

2) field_cols — mmpuna irpoBoro mouis;

3) size_snake — po3mip KITITHHOK;

4) border_size — ToBIIMHA IPaHUII IFPOBOTO MOJIS;

5) speed — mBHAKICTH 3MIHH KaJIPiB;

6) max_steps — KiIbKicTh KPOKIB JI0 CMEPTIi Yepe3 roJIox;

7) weights_file — mutax go daiiny, 3 SKOro 34MTyBAaTUMYTHCS Baru (SKIIO

PAIOK IMTOPOKHIN — (paiiin He 3aBaHTaKyBAaTUMETHCS );

8) save file — mumax mo daitny, y SKuii HanmpuUKiHII BUKOHAHHS OYIyTh
30epeKeH1 Baru HEHPOHHOT MEPEeKi;

9) games_number — KiabKiCTb irop Ij1s TpEHyBaHHS arcHTa;

10) epsilon — BiporimHicTs BUOOPY BHITAIKOBOT Jii;

11) delta_epsilon — Ha ckibku 3MeHITy€eThCs epsilon Micst KOKHOT TpH;

12) alpha — remn HaB4aHHS;

13) gamma — koediieHT 3HESI[IHIOBAHHS;

PoGora mporpamu BimOyBaeTChs TaKUM UYHWHOM, MO CIOYATKY IHIIIATI3Y€ETHCS
HOBUW IrPOBUM areHT, ITICIS YOTO BiOYBAa€ThCS CTUIBKH €Ii30J1IB HABUAHHS, CKUIBKH
BKa3aHO y games number. Y KOXHOMY €Mi307[i CTBOPIOETHCS HOBA Tpa, MICIS YOrO B

IIUKJII BUKOHYEThCST MeTo; make train_step (a6o make_step, skmro train = false), moku
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rpa He 3aKIHYUTHCS. 3aUCY€EThCS HOBUM PaXyHOK, pe3yJbTaT BiJoOpakaeThCsl y KOHCOJI
Ta J0JIa€ThCSl Y MACUB PAaXyHKIB, MICJISI YOTO MOYMHAETHCSA HOBUM emizof. Hampukiinii
pobOTH BIIOOpaXKAa€ThCSl pe3yJAbTaT y BUMISAlI TOYKOBOI JiarpaMu, TICIAS YOTO

30epirar0ThCs Bark HEHPOHHOT Mepexi (AKIo train = true).

2.4. Pe3yinbTaTi po0OTH areHTa

JUis aHani3y po3po0JIeHOro areHTa 0yyino NpoBEAEHO psij TECTIB ISl AEMOHCTpALli
e(eKTUBHOCTI Horo po0OTH 3a PI3HUX MOKA3HUKIB KOEPIIEHTY 3HELIHIOBAHHS, TEMITY
HaBYaHHS, PO3IMOAUTY BUHArOpo/ Ta KUTbKOCT1 BUMpoOyBaHb. CTaHJapTHI HAJAIITYBaHHS
JUIsl TPEHYBAHHSI areHTa BCTAHOBJIEHO HACTYMHHM YHMHOM: KUIbKICTBH irop 200, po3mip
irpooro mojisi 20 KIITUHOK y IHMpuHYy Ta 20 KIITUHOK Y BHCOTY, KOE(IIIEHT

sneniHoBanng 0.9, remn HaBuanHs 0.0005, BiporinHicTh BUOOpPY BHnaakoBoi ii 0.8.

—— Prediction ® ]
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I I I I I I I I I
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Pucynok 2.2 — I'padik pe3ynbraTiB podotu arenta mpu 200 irpax
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Pucynok 2.3 — I'padik pesynbraTiB podotu arenrta mpu 500 irpax

VY mepiry uepro BapTo MpoJeMOHCTPYBATH, SIK BIUTMBAE KUTbKICTh BUIIPOOYBaHb Ha
ehekTUBHICTh poOOTH areHTa, a came — 200 irop (pucynok 2.2) ta 500 irop (pucyHok 2.3).
VY o6ox Bumagkax koedimieHT 3HeniHOBaHHA ¥ = 0.9, Temn HaBuanHs X= 0.0005, a
BiporigHicTh BUOOPY BUIAAKOBOI 1ii € = 0.8. fIk 6aunmo, Ha 000X rpadikax, CrIo4aTKy
MPUOJIM3HO TIEpIIIi 75 irop areHT BUBYA€E HABKOJIHUIITHE CEPEAOBHIIE 1 Jy)KE 4acTo oOHupae
BUIIAJIKOBI [T, Yepe3 10 3MiiiKka pyXaeThCsl Ty>Ke XaOTUIHO Ta YaCTO TIOMHPAE. AJIe MICIIs
KOXHOT TPH BIPOT1AHICTH BUIMAAKOBOI aii 3MeHmryeThest Ha 0.01, a konu Bona gocsrae 0,
areHT CIUPAETHCA JIMIIE Ha BracHi nependavenns. [licns 120 irop areHT B)kKe HEMOTaHO
OPIEHTYETHCS B IPOBOMY ITOJI1 Ta MOKE JIOCATTH HETIOTaHUX PEKOP/IiB, 310paBIIN OLIbIIIE
50 s6ayk. ITicosa 200 irop pe3ynbTaTH 3MIHIOIOTHCS JYKE Majo, IO POOUTH IOAIbIIE
HaBYaHHS HEee(DEKTUBHUM.

A Temep pO3TIASHEMO, K BIIPI3HAIOTHCS PE3YNbTaTH POOOTH areHTa MpU Pi3HUX

koedimienTax 3uenintoBanns: 0.5, 0.8, 0.9, 0.99:
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Pucynok 2.4 — I'padix pe3ynpTatiB podoTH arenta nmpu y = 0.5
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Pucynok 2.5 — I'padik pesynbratiB podotn arenta mpu y = 0.8
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Pucynok 2.6 — I'padix pe3ynbpratiB poboTH arenta nmpu y = 0.9
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Pucynok 2.7 — I'padik pe3ynbratiB podotn arenrta npu y = 0.99
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1) Onpasy BapTo 3a3HAUMTH, IO MOBEIIHKA 3MIHKHM mpH 3HaueHH] ¥ = 0.5
(pucyHok 2.4) 3HAYHO BIAPI3HSETHCS BiJ HACTYNHHX BapiaHTiB. TpeHyBaHHS
BiI0YyBa€ThCS y:Ke CTPIMKO (Bxke uepe3 80 irop areHT ocAr pekopay, HaOpaBIu
54 ouka), OHAK JTIOCUThH IIBUJKO €(PEKTUBHICTH POOOTH areHTa MOTIPIIYETHCS 3
yacoM. CIIpUYMHEHO 1€ TUM, 110 BIH CTa€ “HENAJIbHOBUIHHUM’ Ta YAaCTO MMOMUPAE
BiJl CTIHOK I'pOBOTO MOJIS;

2) Ipu 36ubiieHH1 ¥ 10 0.8 (pucyHOK 2.5), CUTYyallis 3HAYHO MOKPAIY€EThCA,
ajyie pa3oM 3 TUM PO3MOJLT PE3YJbTATIB CTAE JOCUTH BEIUKUM, Yepe3 M0 poOOTy
areHTa Ba)KKO Ha3BaTH cTaOUIbHOIO. Yac Bix yacy BiH MpuUiMae MOTaHi pilIeHHS,
IO TPU3BOAATH JO IIBHAKOI CMEpTi, OJHAK IIBUAKICTH TpPEHYBaHHS Ha
MIOYaTKOBOMY €Talli € JIOCUTh HEITOTaHOo;

3) 30inpmuBIK KoedimieHT 3HemiHoBaHHs 10 0.9 (pucyHok 2.6), 6auumo,
10 PO3MOJLT PEe3yIbTaTIB JICIIO MOKPAITUBCS, 3Miiika Habarato piaiie 31HCHI0E
KaXJIMBI PIIICHHS, aJie eTall JOCIIHKEHHs CTaB TPOXH JIOBIINM;

4) Konu 3navyenns y 30impimmiock 10 0.99 (pucyHok 2.7), pe3yabTaT CTaB
mie kpauum. [IpoiioBim moyaTKOBUM eTan TPEHYyBaHHS, areHT JOCUTh CTA0THbHO
Habupae Oubire 30 ouok 1 3arayibHUM pexopy csrae 60 04oK;

TakuM YMHOM MOXKHA 3pOOWTH BHCHOBOK, IO KOJW 3HAaueHHA KoedimieHTa
3HEI[IHIOBAaHHsS HaOMMKaeTbest 10 1, cTaOUIBHICTh Ta €(EKTUBHICTH POOOTH areHTa

MOKPAIYETHCS.
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BucHoBknu

B pe3ynbrari npoBeaeHoi poOOTH 3a TOMOMOr0I0 po3pOOJIEHOTO IrpOBOr0O areHTra
st rpu “3Miiika”  OyJa0  MOpPOAEMOHCTPOBAHO MPHUHIMI POOOTH HaBYaHHS 3
HiIKpituIeHHs M, 30kpema, Deep Q-Learning.

Po3pobiiena mporpama st Tp€HyBaHHS irpOBOTO areHTa BUHIILIA JOCUTh THYYKOIO
3aB/SIKM MOXJIMBOCTI 3MIHMTH KOH(QIrypauito 3amnycky. Lle 1o3Bonmio mpoBecTH psif
JOCHIKeHb ISl IEPEBIPKU BIUIMBY PI3HUX MapaMeTpiB Ha €(PEKTUBHICTh TPEHYBAaHHS.
[IporpamMHmii 3aCTOCYHOK peajizye€ MOXJIUBICTh pOOOTH areHTa SK 3 BiTOOPaKEHHSIM
caMoi TP 31 BCTAHOBJICHOIO IIBUKICTIO 3MiHU KaJIpiB, 10 JIO3BOJISIE HAOYHO MOOAYUTH
TIOBEJIIHKY areHTa, TaK i 0e3 Bi3yaJabHOI YaCTHHHU, 1110 MPUIIBUALIYE BUKOHAHHS.

Y po3poliieHOT cucTeMU € JesiKi TePCIeKTHBH JUIS MOKPAIICHHS, HalpUKIa,
nepeaBaT y AKOCT1 CTaHy He Juiie iHhopMallio npo HasiBHICTh HeOE3MeKU MooIn3y, a
BEJIMKO1 YaCTUHU IMPOBOTO TOJIsI HABKOJO TOJNIOBU. Takuil MigXil MOXKE JaTH Kpaliuii
pe3ynbTar, OAHAK TPEHYBaHHS TpUBAaTUME HabaraTo MOBIIE 1 BUMaraTUMe OuUIbIIe
pecypciB. Takoxx BapTO 3a3HAYUTH, IO CTBOPEHHS 11€aJIbHOTO IrPOBOTO areHTa JUisl Tpu
“3miika” (i 1i7eadbHUM MAa€eThCS HA yBa3l TaKWUW areHT, M0 3MihKa 3aBXKIU 3MOXKE
310partu Bci 0yKa 1 3aII0BHUTH CBOIM T1JIOM BCE TT0JIE) € CKIIQTHOIO 33/1aUet0, aJKe y TPH
€ CJIEMEHT BUITAIKOBOCTI, 1 HACTYITHE SOJYKO MOXKE 3’ SIBUTHUCS Y TJIYXOMY KYTi, 3BIIKU
3Miiika He 3MOKe BUHTH. MOXKIIMBO, OJTHUM 13 CIIOCOOIB JIOCATTH 171€aJIbHOTO PE3YyJIbTaTy
€ IPUMYCUTHU 3MIHKY pyXaTHUCs BUKIIOUHO 10 ["aminbToHOBOMY Tpady, KOXKHA BEpIIMHA

SKOTO — KJIITUHKA IrPOBOTO TOJISI.
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Cnmcoxk BUKOPHCTAHUX JKeEpeJI

1. Hapuanus 3 mnigkpimwieHHsMm [Enexktponnuit pecypc] — Pexum nocrtyny:

https://uk.wikipedia.org/wiki/HaBuyaHHs_3_MiAKPIMJIEHHAM

2. Obyuenue c¢ mnoxakperuieHueM [Enextponnuii pecypc] — Pexum npocrymy:

http://www.machinelearning.ru/wiki/index.php?title=O0yueHue ¢ _MOAKpEIICHUEM

3. Q-HaBUaHHS [EnextpoHHui pecypc] — Pexum JOCTyIy:

https://uk.wikipedia.org/wiki/Q-naBuanus

4. Deep Q Learning [Enextponnuii pecypc] — Pexum  goctymy:

https://leonardoaraujosantos.qgitbooks.io/artificial-

inteligence/content/deep q learning.html

5. A Theoretical Analysis of Deep Q-Learning [Enextponuuii pecypc] / Jianging
Fan, Zhaoran Wang, Yuchen Xie, Zhuran Yang - Pexum gocrymy:
https://arxiv.org/pdf/1901.00137.pdf



https://uk.wikipedia.org/wiki/Навчання_з_підкріпленням
http://www.machinelearning.ru/wiki/index.php?title=%D0%9E%D0%B1%D1%83%D1%87%D0%B5%D0%BD%D0%B8%D0%B5_%D1%81_%D0%BF%D0%BE%D0%B4%D0%BA%D1%80%D0%B5%D0%BF%D0%BB%D0%B5%D0%BD%D0%B8%D0%B5%D0%BC
https://uk.wikipedia.org/wiki/Q-%D0%BD%D0%B0%D0%B2%D1%87%D0%B0%D0%BD%D0%BD%D1%8F
https://leonardoaraujosantos.gitbooks.io/artificial-inteligence/content/deep_q_learning.html
https://leonardoaraujosantos.gitbooks.io/artificial-inteligence/content/deep_q_learning.html
https://arxiv.org/pdf/1901.00137.pdf

JlopaTok A
Koa nas 3amycky
def play_train_game(agent):
game = Game(field_cols, field_rows, size_snake, border_size,
border_color, background_color, food_color, snake_color,
speed, max_steps)
game.make_train_step(agent,[1, 0, 0])
agent.restart()
while not game.game_over:
game.make _train_step(agent)

return game.score

def play_game(agent):
game = Game(field_cols, field _rows, size_snake, border_size,
border_color, background_color, food_color, snake_color,
speed, max_steps)
while not game.game_over:
game.make_step(agent)

return game.score

pygame.init()

agent = SnakeAgent(epsilon, gamma, alpha, weights_file)

array_score =[]

array_num =[]

for game_num in range(games_number):
pygame.display.set_caption('Smart Snake #' + str(game_num+1))
if train:

score = play_train_game(agent)
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agent.epsilon -= delta_epsilon
else:
score = play_game(agent)
game_num +=1
print(‘#', game_num, “\tScore -', score)
array_score.append(score)
array_num.append(game_num)
show_result(array_num, array_score)
if train:

agent.model.save_weights(save_file)
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Jlonatok b
DyHKUIil A5 B3a€EMOJII 3 aT€HTOM
def get_state(self, game):
a = game.snake.body[-1][0]-game.food.x
b = game.snake.body[-1][1]-game.food.y
self.old_to_food = self.new_to_food
self.new_to food = math.sqgrt(a*a+b*b)
dangers = self. __get dir_dangers(game,game.snake)
state = [
dangers[0],
dangers[1],
dangers|[2],
game.snake.x_speed == -1,
game.snake.x_speed == 1,
game.snake.y speed == -1,
game.snake.y speed ==1,
game.food.x < game.snake.Xx,
game.food.x > game.snake.Xx,
game.food.y < game.snake.y,
game.food.y > game.snake.y,
self.new_to food < self.old_to_food
]
real_state = [1 if s else O for s in state]

return np.array(real_state)

def get_reward(self,game):
reward =0

iIf game.game_over:
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reward = -20
return reward

If game.snake.must_grow:
reward = 10
return reward

if self.new_to_food < self.old_to_food:
reward = 0.2

elif self.new_to_food > self.old_to_food:
reward = -0.1

return reward

def _ get target reward(self, reward, state, done):
if done:
return reward
else:
return reward + self.gamma * np.amax(self.get_prediction(state)[0])

def restart(self):
exp_part = random.sample(self.experiences, min(len (self.experiences),
self.max_experiences))
for exp in exp_part:

self.__train_target(exp)

def train(self, state_old, state_new, action, reward, done):
exp = Experience(state_old, state_new, action, reward, done)
self.__train_target(exp)

self.experiences.append(exp)
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def _ train_target(self, exp):
target = self.get_prediction(exp.state_old)

target[0][np.argmax(exp.action)] = self. __get target reward(exp.reward,

exp.state_new, exp.done)

self.model.fit(self. _shape_state(exp.state_old), target, epochs=1, verbose=0)
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