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Abstract: The field of intelligent game has gradually become one of the hotspots of Al research. A series of research
breakthroughs have been made in the field of game Al and intelligent wargame in recent years. However, how to develop
game Al and apply it to the actual intelligent combat deduction is still facing great difficulties. The overall progress of
research in the field of intelligent games in domestic and overseas were explored, the main attribute requirements of intel-
ligent combat deduction was tracked, and it was summarized with the latest advancements in reinforcement learning. The
feasibility of developing game Al into intelligent combat deduction were comprehensively analyzed from three dimen-
sions: mainstream research technology in the field of intelligent game, relevant intelligent decision technology and tech-
nical difficulties of combat deduction, and finally, some suggestions for the development of future intelligent combat de-
ductiongives were given. This paper can introduce a clear development status and provide valuable research ideas for re-
searchers in the field of intelligent game.
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5] P4 70 g S AR A R R IRl . [ KA
LA T 50 SRR LR S, I TH
N LR R IR E = I AR EAEEM R4 L
T Bk AR [ R B A Sh AL A A
2017 SEE IKAEH (CASIA-SE%0 1.0) JekifEyE AL
St AL, AR 2k A < R RIS
IMUFHCEEU, ghah, drrb EI8E Sl
b T A Ry 55 B PR A =) St A ) Bk g
BRI KRR 5 = m. FEeEk
BUHEBKITRP ERCAE TR E 6. PEBRHANS
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WRR I DA & R 2R 0 T A ST e T AR 2R 5
MRS R E N R ZERZE TARR%, P EE
TRHE 4 B 758 T+ 0T 50 Fr 240 o¢ 8 47 T
KRR T B B R Sk R g
2020 4F, ENZIT 4 ORI e R A v LA,
XL S T P R B R B R R AR T
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RIBMIEHIRAG T B A H e, Hpagss D)
P T MR R B E SR ISR E R, i T
PRI 0N TR B 4 AR B 21 % 4 5 o #8
1 Je PR o i B TR Sk IR L 2R ERSE AR PPO.
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25 ) 2 N SZ B H i v 2 21 ORI 3 SRR B A (1) T
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IR, W IR 5T S A 52 245 B B G Himt
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HE SNk Al SUBEAS T — RAIR H R,
JEH R URFE A 2 ST BRI AW R &, ik AL JF
TEFR B &R R 2. 2015 4F DeepMind H1PA K
R TIREE Q ML B, YONIREE SRS 2] v LSk
BN ZEAKE s #I12Y, 2017 4F, DeepMind HIBAKE
HRIEREE 2 SI RIS A R 7 VA T AlphaGo',
T B PR E R A . s, FET IR R
%2 >]f#) AlphaGo Zero7E AN a5 35 A\ K206 1 %5 1)y
, Gt E IR T AlphaGo. 2019 4F,
DeepMind HIPAE T Z B He/R (agent) TRELIRILY
SJHEH A AlphaStar e (R BRge i 10 ik rhik 5
TNERINL LK, FF HAE CEPRFE D KE
Ji R4 Tl T 99.8% M NIt . (Dota 2) Al
“OpenAl Five” 7E 3537tk b o e it 7t 22 %),
Pluribus 7£ 6 A JCBR M b o ih i N KRk
FP), [ DeepMind #H ) MuZero 7B A (L2
BERIZAT RS LS, J8 I B TR %2 4 [
[ PR AL B HLATREA R (Atar) BkP%. 5FEH
e EREHISCH (CMANO) F R4k : 218
(Wargame: Red Dragon), [FFF45E T &H L
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N GRS 7 ST BOR BT 2R S HE. AL it AR
% A B R, IR ot Bk AL 4
LT B e AT SEIR IR IE S BT o AR R HET
AL BB AR FEHLES 5% ST BOR IR IR HTX
AfR . HRWATE E MR, FEE AR HELEE
IR RAMLAS 2 ST BRI 52 %, VREHER AL 230
KPR, 45 B AR RE 4R 1% R 5
RN R AR ARSI R BT 2 ) B 2 1 1 40
S —— AR T 1 A AT SR, HEI 1
PESHERIBOR TR, JR A HTAT S5 1) LR
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TR R TS R BSE, AR
AR SESE UL

1 P REREERMEX

1.1 RS

RS 725 1] J2 1R 8 A v 1 5 A A o S A 1) 7
BAKR. ITAAIREE. PR FERIRI, 2K
BERRAGEE ST AT YN 2R Al . AERERL A, RS
Bt A SRS ER T £ Gl AD i,
IRAETE R AR ReE PR, WA
il Zeml. £mB0l fE (BT - KRB ET AR
ey, AR R F EREAE R T SR IR
B R, AR R EER XU BT RS o E S
RICRAT o AT U EL B IR AS 23 1R A o] W 52 2% (1]
XA, AT g [E] B AR agent 1] LANE
HAPPRESFEE, SEARETEE—H0. MEik
e P PRSP NS 2%, BA T Z MRS
REFIEAADIRAS o EF XS ELIRXUT BIAS FE SR ERAL . A
A ERA SV AN [R5 i MR S e AR AT IR S
26 JE M . B U X o B B AL R AR BR . B

JE B, R, Buulas . RS, RhsEREE
AL JE [ TE B A S IR Rt F% AR
1.2 spfE=[ENRIt

BNAE 73 [ 72 48 75 5 B X PL Ui X% 1 B 58 45 i
F BRI ] LT A SRS A . T
BERUL, SMEMEN 361 4, AU AT E T LA
FHIR . AT (CEHRME) 1 (Dota) 1XFExk K
U, BIEAS ) TR BT H — A o AT
— RAERAE, TR R v A T — 4N 3)
1B, HRRELEEM. BsHRE. BFEREERE
SRR Blhn CREtE AD IEAE LA BRI,
BLHE 24 AT 18] I F8 Bl 42 AN — Lo R Tl o /7 11 1)
Es U RN TS N A = I A NE R 2R O N3

(multiplayer online battle arena, MOBA) ik zl1E
23 A LAIEE] 10%0 %, (BB Rk -KA 45 min,
5 30 Mit, it 81000 Wi, AL B 4 Mgk T—I3RAE,
FLrt 20 250 RERATE , X A2 R A E o AFART o 205N B
HE” FTRERHERIEEZ 170 000, {HZ5RER|FH A
FEANTTHATHY (BN — A i 40 T4 2DIRAS 1 2
B8, T AT HATEIERZI M 1 000, RIZHEZ A7),
PRI, AR AU I Z0%F 100077 = 1007, i
T CRERFET) XIS Pk id, KT
B R E PR o I T, SRR ] LA
#1028, Rt F (CMANO)Y Rl (B « AokiR
PEE RS IX ST NG ZE A A i e o e
LN A E SR T T R ARG A . AE1ER
B, BRI 0 S PR AL HE R 2 I B AR AT
e, DMES L0, R ATLR . AT
EEEL KATHE. BB KEERS . SR
o DR, SEBRAE AR 75 2275 RE ) B 4 2 8] AT
PLIAF] 101000, FT LA H, T 1 R
PE R BN 23 (8] — B2 WERR AT 3 53 S b A dik 4
B IR . A A e S e 3 2 2 R R 2
AL VI ZR R ng Pesk, FR 4R B HE st it — R A48 8
R E, EATIMER A BT . XA 2
RS T B E R I Bk R AR FE, [R5 (58 1y
ROk, AHZSLER M BRI ZR KRB AL SEGR =
R, & T8k,

T EEAS ], 0 7 R U L 2
HEZET, Atari FHE RR X 29 3k 80 7 48 2 5 B 1k
AP (R BRE) (CMANO)Y (S« Aok
TRIEE RS Xk B s R s 1Y, 6t
TEBEE, v I TE R B ) 5 5 2 i3k 4T
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Wk, MXTESEDME, 7] LA RER) 5 T 5K R
B nEi s AT IR RIS, B fERNESES)
VEH AT DA ARG A . [ A R S AR S & B R 2 1
(5] 5 1) A A B TR R, BRG] e
MRS Rk . RIS X LLE01E, n] CLZEE & 1Y
AR LB BAE, AR A S BEh .
1.3 RE=Z[EHEE

B RE 2R ) PSR S B AR R o A
(1) 7 W ik s (14 306 43 DA S SO BAR B A ) ide 4 . ML
ERES IR EEAE (BT - RKRIBHEE RA) #HETE
RIS LU R . FEHESE LU AT LR T, B NET
BUHATARSS IR, IX AT 55 TR A2 T G 8 V68 7 1)
R, B IC SRS T i H AR, ERIAHE
S HHLE SN R X, LR S AME S I AR AT
IS5 . X — PR s 2 i) 5 48 e A AR ik B o 8l
TR HRNE ARG . FEHI] A 58 B WIS T e
HESE BT BB F= 04T P i) 1 25 L R g o o o [
BF,  FEHEE G R R mT AR AT BOW B AR S A T
i, X BB B AR E AR SR et & . (R
TCHIMEA AR LG o 78 52 BRA R ik HEvE o R A 2 e A
TR BRIR, TR EHMRIR A . B
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E, THENEATEGHITHR AN RE, — /e
HEE T U R s 2 B TR A 10%0°4S, Tt
T (EFRFE) (Dota2) Fl (LH M) X FREPEY
1 H% (real-time strategy, RTS) Jifxk, RhIEZ5 0%
fR—2, SEERAEBRAETERR /N B 31 25 (A B
F 104 XTI EEBERERI TR, A RTS
T ) LR R R 43 S Ak A 2D I T ik adk
ITHEDE, FRHEBARXT BT Fadb AT 2 WA D3R 1) ik
5, SRS ARYE AR PSR P20 AT 55 L ) iowe
E, XA LA AR Re i g, B R4
o B RE SR AT 0%
14 MAEHRE

THZENT P R 2 — R R 45 R AR & o A
[ X% R I R SR AR R R OAN ], L PRt
XL R UL FE A I B R S 4 1D,
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BRI T (EE ) XK, AE T
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EERAE, SIEERVIZH R AT & 6e. SR
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I 75 BT M PR SEEUAE b H bR, X R A2
T IR JHE 25 A ¥ B A A 15 A 2 ) 1) [l A 1 B
ANBeE ] FR AR M £ R A I8 AT A, 10 75 ZEAR YR
FLS IR M R AL B R 2, I Rk A ST R
W R R A2 R R s AR B ASE B AR
PEREK .
1.5 ERERE

TR BT R P B A% O R 2 15 B PR AE
A B R4 R R AE T DLERAIE S 80 I s KT
Al. XT CEPRSEH) (EERRE) Fik, mLl
Fic HE ] 5 1) 2 150 L AR 11 IR AL, 9] g TS A
LR B O I ) R AE o A — SR AR R B [
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FLande “JE% « B SFa g, ik
BTGOSO T AREE RIS B AR, G
BT KRB AN SR BRI, 2N
TR S Ik E KA BRI B R s, R AE
30 (step) #AFRKFDEIEIFRAE . CHTE AL IR
FEVCE T VRN 3 RDY, B, KDA GRAER
(kill, KD, FETZ3% (death, D), X $%%E (assista,
A T HEZE, fER S DNEEEWRE TR R
) EARBIAE EARAE o XA 5E AT LA R0 e [ AR AE AR
BRI, AR, 0T8RS R U, &t
[0 4% bR Hi R BEIE 75 BT 22 AT . DR AR R 0
WA AR, R AR ke S, St
TR SRR e 1) A 3 2 BRI
1.6 KRFAE
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BTGB, FI7FEA T HEARIRER 1 X 55 bR
PABEE . BB B PR SHUX 2T Bk
AFAEIR . (HRAE CEPRGHE) (Dota 2)
HEHME) L& (CMANO) % RTS Jifk 1 isit 171X
— B o SEBRBIAE R AHE R AR A A LS 1
L, AR UE IR . TESEPRESRHEE T, AT LA
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B — PR T
L7 WEEER

X HL R R e I R O SRS B S T RRIR
A AT 5y, WEEEFEZTR RN agent
FEUATAS Tl USRI ERE R, ZE5IREE
B BT BRI HUd R 2= A i 4 1K 55 1)
A, DR R AR AL IR SRS B R B agent AT LASR
WEIMEE. CERSEH) PUREEEEAGHE
B, —ANZ 2 B REBR ] ) X 48 5 T 3RS 4
R, PRI B R IAE bR R, E
TR ANENE /. R~ T EIAFE LR,
AlphaStar %X PR CRBRGE) T =
JIX AT IR G, AT SEGF BT b AL P2 AR AR BT
o MRS CRBRG8) AL #7570 1 B A
BT BRAIFLES 1 G X k. A — AN B AN (2
PR ) AR e oo T L8R X3k Y A 345 BT
REL, AT AREIREU A5 B H Be VP4l Tt ,
X — 3 53 WS Bt T 4y, 2R R ]
W5 5y JR 7] K pk 3L FE (partially observable Markov
decision process, POMDP) ™, ix—H R B Z 3T
FEafE BRI Rk 3, A%
R ANRIN, BT e E R, S%E
BRI EER . I BB E T &6, AT
B SREmE IR, A TN 7 7 BRI A4S B
() o [ALEE, DUIRT A FH 5245 R 18 W98 2 (Monte Carlo
tree search, MCTS) SLy2:5% i 3K B BB REL Y, - 11
MEAE BT VR AT, tHE T R 45 R,
TS H B 7 S 5EME . (Dota 2) HHIMERAE B
e fR TR A e ORI ABREE, H
FEA R B RS SHE BN B S B E
BTG 0. (EHRE) 5, HE
BLDL/NHU I Z0E BT 2R, SRJ5 DAL A Al
R T RIS R, Wl R TR 2 BT
XK BIRELEFR AP FE, X ERFHREHER
HATRHESREL, 25& 0tk TR, nT DA HEROR
JE) 7 AL, R 250 43 [ J B 1 2 3 3 A
BhakE, slEMERHFL . B EHERRG M
(CMANO) IS hneile e AR SRHE,  EEMRAE
SERBEANT7 T H e PR, T AR HE I 5, ™
BORIEAR I 22 F5ik . STHLERIA . SRR, A
B IR S (S B A R AW HE B, IXHR o n Wl %2
BREAEFEEIR, TELAEGSPENA BRI B

Fr, PTG RZ H RS L, fREHEE 2
= H 52 AT LUE Y% POMDP #E47 1] W82 K A,
(I TE R B AP IR A B S 5 I E R A
T AR IS P A 1 B A BT 1 2 1
1.8 XJFEE

ERZERPUSFE T F AT @R R = 0E
B, ANFEKCFR AL 2 S B ZER PR AR,
I H B AR B M iRt T AL
AP, SRR IR ECHABIOE ST T, gR R
A s R WM A S . £ DeepMind F & 1)
AlphaGo FI AlphaStar H', Al 1488 4 1] LA (R
Wik T, BREUZRIGEF=AERRE T O &0 LA TR
WAEFH AR o B AR TRk E R4
WEE N @R EE, RIS T IREE R 2 2T %
e Al T mT DA I 4 [ e R FE -5k F. M 7E
o R 2= B B S FURTE R SR b,
AT =2 1R ALIET, BEFRITE 80%LA
BB, B T R A AR R
PR F R, (R AZ ISR, X TE SR
VR HER BN TR 2 . FE SRR BT P IR i A
Wik 2> 2% e 2 7 TR, TR TR RIBHEE R4
(e W AR S R, 20 AR W T, IR 507
WS B TR R . Xk 7 B P
RN FHRRIXFERMERERR.
1.9 EEigit

TR S5 T 10 R 455 DA 26 0 2 R 8 i e SR ) R
BRNEZ —. R E R X s 8% 4,
R S KA EAARN, 1 H AR SE A A R
M, [t AlphaGo XK BE Al 5E WA F IR
. 7E (tE ALY (Dota 2) XKkt
BE A Pl fER—A g aeh &= EAF T
SO o ANIRIIRD “DEME” RS FATC A 2 0 HE T 4 S
A RFEIISE, (OEtE AT SRR P sRAk 2 STROR,
SEE 7 SRR AR OX — [l e 30 TR A v ) X
AR ABIC AT SR R ME . H R AE S SR I A%
H B2 R I 2R IR R 3R S L, AR AR
B, FEEAEAF RS, AN
IR P S RFEIE .. 3, RN RS
XFAE R HE 0 R R AR AR R E B R
(CMANO) (HT « RKIEE RG) (HRGERK:
L) TR EFEHIEEE. flin (CMANO)
HHOE AR Ik TR 255 K T PTE X 38 B R A RZ 7K
REE, WS Ak, A Re e BAR X5 b 2t
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PRI H AR = AR BOR A REIA o PR, X T SEBRAE L
HEFCRUL, B R IB A B 1R IR TR B Ak 2 )
AL SRR AL LS. (B st T2k
(1, BGEET RN AT AR AR AR 2,
R Cegnefet) iR B BoR T ixX
— . SR ST B IR A LA AR,
SERIEEAE S E RN AL & RetE, fRunsE
VRS AR B TR B I 2R K ). T X — i)
B, A R AT 2] e SRk 5 5]
) B R SR R G P, AT LN (RT3 pR $ili
S, ARIEPRE ISR H =K 1) AT RS,
1.10 2AKREEER

ARATER X R B AE B BT TR B SR R, 4
A AR AL BB SR G g &, R R AR
9%j@i[6,8,24-25,29—30,37-39,43,46-49]jg,/Tf §J\1‘F|‘ , ééfi]ﬂ‘ HSW
MR IUERR AL S UE IR R e, H 2 RFRIEL
R IAMESE, S AN R M R AR R T BT 7L S
s, HARMER 1.

2 EEGEERE RER R DR B R

2.1 SEULEFESIIEARELR

R AL A ST [P A% O LR AN W L AE IR IR R R R
AT, IR 1S B0 [ HRAE K R E 2 w3 I 4F
IR, IR AT 8 g ATPOL, R W] K sk
iIFE (Markov decision process, MDP) J&5#ifl 5]
(PRI, PRI RS S A E AR, FiiR agent
H5IME R it e . — M, MDP m] &R Ao
<S,4,R,T >,

o S NAMVIRA A (state space), 17 agent
FEIRE T I A IR s

o A NHIRANE= 8] Caction space), 7 agent
FERFANIRAS B nT DR B A 31 s

o RNKEHKEL (reward function), R! FIx
agent fEIRFES s FHATENE ) BIEF IR S, M
PR A2 H A SR B 2 il 5

o T NMEHIRESH KA (state transition
function), P¢ =P[S,, =515, =s,4 =a | FRIEWR
s THATEIME a, FHEBIRES s IR,

7 MDP H, agent 53 HWIE 1 s

7S

K1 agent 5 H

agent MIAEEHUREI M BDIRES 5, MBITEZSE] 4
HIG B R IR I N as AT a, J5, PA5i45 agent
FHR. B2 FAE T Bt r, B — € MR 5|
FHPRE s, 55147 agent (i N —2P k. £ 5
BRI SRR, agent B ALAIE M, —AbETE
W& s Mk AFERIE, HEIE 7(a|s) Kon
agent F3EANREE (RS RIZMERIMEZ 240D 7
— AR A G P RPRES MR P, ik
10 B AR R R B — AN R 7, R B R
RE s AUE R 20T ¢ #RE RS I KK &

SR
7" =argmax [, {Zykr,+k| s, = s} (D
k=0

Hrr, B, RoRHE T HIRE, »e[00) AR
(discount rate), k NJEES A, r, &R agent

*1 EEITIMERREM

T dle/ Fe it &M ZEE R BRI MERERE SRS OWEES WFEs et
(Go) i g T (SR (SR L ¥ ] B g [#] 52
CEPRF 1) =F S o (&S AT H AR g H g g AL
(Dota 2) 2o o (&S AT H AR g H g g [#] 52
(CMANO) FEWER FEWER  BEX ZAE55 B br o H o o LA ITN
CERAKIREE)  AF¥RE FERR EX ZAES HiRBy B H o o LR
CEFHNED 2o o (&S AT H AR g H g g [E] 52
G 2oy AEWER EEER BEX ZAE55 B br o H o o LR
(MaCA) i g g B ] . H g g [#] 52
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FER 8] JE 34 (¢ + k) E3RAS ORI 225

sk 5] 3 BT SR B URASE R (5)
ot R S SR B B O (s, a) oK 5 3] 5 AL SR W&
7. V() fQ (s,a) i1 IMA (2. KX 3D
Fi7s:

©

V'(s)=max_E, {2 r'rols, :s} (2

k=0

Q' (s,a)=max_FE, {Z}/"mkl s, =s,a, =a} (3)
k=0

22 BUFEIEREZE
220 A TIEHEAg 50T

ahAL2E S IR F Q-learning BV K SRR
AL B PSR R AR AT LASRAS I R R AE SRR
WAE. Q-learning 5 KM J&) PR S 75 EE4E AT L TH4F
FIr A PATIER HRAE, & H—5K Q FRIRAFA
1) Q 1, MUshfEZME KK, ZEEMELUIE R
I, Q-learning %% H REAE LU i B A A 858 Hh g A%
A, WAER PR E HB, ik agent i id
Q-learning B2 H 3 T4 H M.

DeepMind 7 2015 555 —CF] A DQN (deep Q
network) BHYELE Atari PERFM R H S T E KR
e AL Z Al Z58TFE B R T AR IR K
SR X th A7 DQN B O SRtk ST 20 i B
i%. DQN HykiEitma Mg illa Q 1, mikiilZk
AN R AR 2 2 AL, RIS RS HER T Q
8, JFHEEEKRM Q I TELEE. DON ik
HHufE e T Q-learning HE 74T Q (EH IR K
P EINDN 27 N =i R ) K (LR =N TR S =
DQN 534 F EAf 256 B (experience rep-
lay), RUKGEARRRANIRIE A B A5 200 22 5 5 RS T 5
THEOLERORAFE R, FHT ST Q {E 5 Fr, AT B &
HERR T SRVEIIE R . DQN HH TR R B T
AFRTR, DR D) VR T R KRS R Ak
SJRRIIEE ST (A2 DQN S0k F BN T B HL
PaEZ 18], H DQN BiEMIZA—E RefRiE Q {H
WIS, Xl FBAERSHEE RE LT,
I IR R IR 2 . 7 DQN Bk R AL L,
fTAH T — RIS DON Hi%, 4 DDQN

(double DQN ) H¥EPU e K45 i DQN
(prioritized experience replay DQN) &%, 554+
R4 Q M4 (dueling DQN) fyklPas sx by

FE RN Q ML & Blult 258 [ (1)K
FENLA ot HbR Q MHiH5A5 7 R THE S DQN
FEM 2 P PERE . AR UL, DQN R4 584k ]
LA T T R R SR A S ) R AL, S
THE R B s 22 ) Bk R AR 3 A XY
ELEANE AL ERRE AL X SZBRARAS TR 1 i)
WEFRREIAE . TCVEMR L BENL RS M . T IX
SO R, A TE B A A ) TR AN R
AR5, TR 7k i o Bk e, )
LA T SR ) s AL 5 ) T .
222 ATR%EHEMNLTE
TERETH RN A 21 Tk, EER Y
HREHAT TIPS, BINT —DaEOE R 2
g, XNREHSH w IR, DRE s H5afEa A
B, ITEERBECAEENME, BIZC (4!
q(s,a,w)=q,(s,a) 4)

FEFE TS s A7 21 Jrikrp, FEER AR
(KRR, AN B A AT RS . BRI
S ] AR N — M E S E 0 IR, 0 BE
N AL, BIZG (5):

7wy(s,a)=P(a|s,0)=z(als) (5

FERETSRBE Ak 7 ) J7 i, HUR & Sk
AP o PEH (Richard S. Sutton) 7£ 2000 42
H# AC (actor-critic) HEALZRALZS]HE. AC &
FEPER 4y JE A Cactor) FIPEANFE Ceritic). Horp
actor 151 FH i bR 2 61 57 2B BN (action), @IS
VE SIS HETAC Hoo 1M critic I 5E 2.2.1 TR
W8 B BORVTAG actor IR IL, JH45 T actor N —F
BeshE . RARSKRUL, critic Bid Q MZETTFREIRE
PIEAANE V,, T actor FIFH V, AR5 BT SR me bR 4L
IZH, HETEREIME, IR BRI PPIRE,
critic ff§ R BAET RS Q WS H w, 1
JaTH critic 25 H BT I N 28 240 w 5 B actor THEIR
AL Ve

2016 4 DeepMind 7E [ b5 #l %% % = K &

(International Conference on Machine Learning) ##
H T A3C FEPY. Z Wi DQN SE A T U7 ik
SR T A RS AC AT DU A 458 [F1 7%
PIFTT. A3C Hit—30, ik 7 —Le2 08 [R5
), E SR B ALY S ), 3 BLA R S A
BEATLE SR B SR ARSI 5 1, RT3 — 23RS oK
Ui, EATREREELE, B ARE SRS EE, X



164 BRER S TR R

a4t

FEENER A AERERCOR . a0 S FH Bl L SR,
BI% DQN Bk — R 78 I ] Resh P E =,
FHIHE & TTRESIERIE, PR ERRE AR 2R
W RH . T2 DeepMind it A H A5 F Aff 5 M TR SR
XA [ PO, VR TR B VE SRR (deep
deterministic policy gradient) critic H M 2% FI7R B
X Q M4 (double DQN ) HIZ4HT Q M4%, HAx Q
W 26 () Dy e E A FE A 2K ALl {H/2 DDPG A H O/
actor BG4, DRI AN 75 22 D0 VR X R I e 42 07
1%, X & 7> DDQN [ 2R S| T DDPG AJ LAfE actor
28 58 8o T 8 5 (RO HR R FE R R
A s EHTEEERENE Q" XS TAEMEH
it HAs Q i, PFukn] BUKE] actor H br 2
B

AL, actor XTI ZE 2 FE T critic H ARML%
THEH ) B Q HIHAT ML S 8, FF 5
W 2% Z B G 2] actor HFRM% . DDPG &% |
DDOQN [H&EEEAE, @it XN iimE, PLL—
Lo HAMAIAL,  PALF AR R T AC HMEUSCER ) )
DAL AE SRR it G a2 5 B B A SG R 7 i i
MR Z, Z—AHRBsAm AC Hik. 2017 4,
Open Al fEMZAE EALHE 54 K> (Conference and
Workshop on Neural Information Processing Sys-
tems) NP TSGR agent IR EEHAE MR
FfFE (multi-agent deep deterministic policy gradient)
BERT, JBR A2 S BEE— 2B HE) N # Z agent
Wi, 78 ACHEZER, RS B R0 A 1 o R
W&ALAL (proximal policy optimization) HikEP¥.
PR IR R (soft actor-critic) kP XAER
PRI E ME RIS BREE (twin delayed deep determi-
nistic policy gradient) y2:l°04% X ey 5
FEFEARSRIUNER . IR BI85 07 gk — P kAR
b AC HEZEHY,
23 REFIHEEBRUFES

TE DA S WE X B0 R R R B 27 S R 25
B IR SR SE IR AL C A R AT 7T 7 1
H 32 R R A8 Ui Mot B R rhoR] BRI 1
BRRIRIEOAR . e (als AD o, BHSRHIE B4
BCREL T o AR, £ B RN R, XA
FIMR I ERIATIRIOEE I B — N Ed, &%
R ERPE I E| — RO BT B R, B “ %
BE” CERRC” NI A EMEES RAKLZRE
FHERE BMAETE RS RSHFEEE, X—T

{E [ FE S H 72 AlphaStar #71. X F1E SR HEE K U,
SHIME—EHERV RS, A HER HRE
I HAR R SIS H BRI R I, T A 2%
AR B RS B R TT R — . LA,
B3 P AE T B\ A 22 R B R B2 2 2] B R S 45
BT HRBEE, R IUE B 515 B R 4
B AERCY TSR B E M SCAE o T LE F I A
R 5 AL 5 2] 04T SR B oo a5, X R AL AT DL 5
2] RS, ARG S E, EHEE
Tt R S I AR BT (N SRR A ) R e T SR SRR
AR, X — TAEX T SEIHEE 5 4 59 A LRk
HHRARWE L.

24 SEBEUEFES]

R ZERT PR AT R G PR A AR, — A
FMERBPER, F— RG] . XX
PN, AR AR T 7 = sk 2 2] B
Bk, Z BB ORNIEREIT S E, MIKREX
(low-leveD) h{E R ZEZ Chigh-level) ZfE,
P2 2 s N RN TR
M, ARSI T 2 > H - RE, XL
FRe BN, S5EBRFINTUESFIRRZARKE
o AR T SRS REE ff agent FRAEAR
SRS, HHAZTT LR IR I R AR R %
EARKIIR G, 207 CAE — R AL AT S5
T2 R AL R T 40 2Rk
SIRIBHVERR SR ) «Denfe” MmO ERlE. Bikck
b, BREHBANER (B 4k, el
TR — PN A B—1aE, B—RahfE,
FToRERIWENE, BiE#a). HiER . —HhE.
B 5 £ R 5 £ o 1 1 RN 177 R St St 7 )
1B, B VR K A AT AR 48 20/ 28 24 B AR Hh AT 3))
fEo B, WmRE - NEREBENE, BLHE=
A E G AR B YR AR R R B T 1) 5
YN RGO @B, AN RGO Ok
BUGEHAR R N ERR B (B R
=HEE), WA A Z I X AR 7 Rk R
JALRERIRAY . AR X8, 30 TR R HEE A
FE AT Et RA S H0E, &R0
R E T FIFAAEA R R, FandH e a] DLkt B
RSy (RS o B sh 5, SebRfE R HEE A
A £ Rl RE R AR 2 2R A 1E, i IX A IR AR
FFRZERTT, AT LN LR RSN — N2
A 2 R0 R R T . BARR UL, —MNEZE
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TR A 22 P 24 A5 28 A )11 2 DAL 7 45 0 BB B T
BERIUAT BN VRS R T LLS % BRI ) B AE
PRAEARA WISV EPAT IR, ETT VI SR o 52 %
IENVEPAT HERR . LEAR AT b 58 42 T DL SR Fh
BB BTHE H TR 5 7 )2 a8 2 ST HESE . 1
IR 2 B A 78 N 3R 23 J2 s Ad 2 >0 38 ST 7 L 3R
W BT RGO IR AR A, AR B A B A H 0P A 0
TRBSAE A, AR5 I 7% oR At B 0 08 1R R AOUL B))
1, XA DAEAS [F B R 35 T 1B BT B 1 — & 51 5)
1, FEMSEEL T o R I (RS E) 5
FR LI, 4y J2 B Ak 2 ST B P O HE 282
2, TiZRBE B RR N oiEdil#8  (meta-controller),

5T A U R B bR, RS SRS R i ) R
(controller), 137 58 4 & 1 H A%, XFHLEIA
JoT O AR ik AV o FR R L AR R 3 AR IR
ANFZERRERME B bR A AR, HCH AR
Bo HAtAHSC o 2 A X B RO B . 1 n 4y
R AN s 1 b N =T = Y T i
oy 2 aAk s S0,

2.5 % agent BILF]

TEE R IR Pt AR LA TFEEE L agent
AR, TAEAEEHEE TR 2 agent BORSEHLAR]
YRR ST ) P [R) A 4 R 2R R Be i A E 2
— . {EIXJ5TH OpenAl 1 AlphaStar £ % agent {45
SRA S SIJT AR A AR EOR S . OpenAl A
W) &34 A B2 agent dEARIE S, & —> agent
A — MBI 2 2%, (HI2BA 4 R
[ 5747), AlphaStar W2 A8 T —ANHE Fh 4% ] 1
ZENTANF B A TR . A — R RN T
—/™ agent, #EEALJE T ® B I ML IEIT NG
5 =R RS R AR, HRNGIREE 2,
DAIE AR s i R S SeBm R kv
Kit, BT EFEEZL agent WAL, BT ELA
A agent HAFTMEIIARIGE ST, EXTHULFEHAT A
TR T LEREN IO 5 ZE R oT, AT 24
UOMAE BTt )G, HEFIIZG—mMNE, Tk
I8, ibR—A agent B H AL PIHHLE N 4544
pik /SR BV e
2.6 LSTM RARZEHREREUFS]

(s ALY FE Tt A2 A R B R B 2 ST AN
PERUE AR A A FE B R H IR EE S 2 BAR W LA
AN XTSI B BT A R AE S L O, (H 2 SR U
FE A B HE— WA FHE S, F A HE R 25 2 1A

M5 BORERAT K o« B [A)20 —fedE —Mil, thr LAfE 2
Mo, O BEE R g S R (3 S AN ERLAE S B OGBS
Ko BT, FFELSIAKFIAILIZ (long short-term
memory, LSTM) W%, il LSTM — kR EZ A
B[R] 2045 5k 2 21X Se ) [A] 25 2 [R) ) S BAS 2., A
mik LSTM #iBh “geift” =) Hiaedl G, Rk
CTHE” A% ST ) 3 A A b B ) B T T
g G M E, MiEd LSTM KB
SE R SR I B A 2 ST B 2R X R AR TR0 A s
B AR A T o R v R R 5 S PR R 0L, B b
BANZRI AL T FEANEAR H AR 20 1 B A4 i
H 5o
27 ZRMRKRSEGEUES

s AL ST R AE A AR E T KA R F Tk
B, HRIXMF T E 0 B 0 WS A Retk
PIMECALRAE, I A U4 Be vPAL 5 B 1 a1k
ERRR . R LB R GHEEEE, 4528
PRSI E AT R, S A5 TR Hh E i 1 el
Ho B, MIHEBEPIE SRR G B It HdE,
FERGE PSR B E R T B miE ., B
WREEME T Bt B, UKL g ML
PR BEA, TR N B PSR AR, a0 H bR
W EARBGE R B AR R A, I AR
THEAHRNAE, IR A6 2 @ 17X 807 B
FERHATHER, 1 AR A 2 ) (1) [l iR A pR 2034 T O
I5C, 1T A HH B I I B [l R B Bk A, XA
AR TR EE T I gRR getE, FHARITIntk
sk

3 EAATAERERREAK

TER RET RS, EPR LAY Atari. AlphaGo.
AlphaStar. OpenAl #BHUS T REREAE, BEA (WlE
Al (R AHKIBHEE RA) Al. (CASIA-JE%1 1.0)
WFREAS T RBVERIE R . IR T AR 1 B DR Ak,
SSIEANE, HIFERCA A T HARAE DR N T R
FR. SRR, Sralih R IR R sk 2 I AR I
AEEARA R SEBLE B AL A D EAE NG AR T 45
HHAME AR R AL MRS RN, WURARE SR
R AL 2 RE, ARG R IE s K
A, AlphaStar ISR FERFSE T 10 N H,
ffF T 51000 4~ CPU. % LAERINE 30 AME+4
285, WA R, A 1EHRE G
S SEL T L O T KT AT RE,
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3.1 #EE%

USRS, AR SR BRI ) A
PUR— N AEACHL R R, B EH, X, KA
SRR E TN IR, I IRE B B A
AR, SEIIE B R B R AR IXFEREE N RS
AA T RERE AL H 3 B R R S AR = AR

£ 1993 FuiA NSl AL EIE I Zrph 22
%, (HRYIHFENE AL, SEIXA T I
GEIE| N SOVIE 2 S AN U E =N U a2 s o N 1]
KK LU ST B, S B AL X
FFUIGIIEIX — 454 . OpenAl 7£ 2017 fE 24 B B2
AR A R AR E s A 22 2] H R, 7 MuJoCo
(multi-joint dynamics with contact) 1 Atari b HUf§
TR (HRIX — TR AT 2 T B RN
CPU HEAT R IUAE ISR, FLSZIbPA8E i fa s, 41
A& (Uber) Al £ 2017 55k 5 TR i 8% 55
VERIR FE AP I 2 4 4y, ) R R AL SR G T AN 2 o B
KWK HAESH, BRI HER TR — R
E EF A3C. DON SV B T RN %%
ST A4, B RIEA L agent 501K
S A — AN B U T 1 - DeepMind A&
{E AlphaStar F1F FH 7 BB 28, 7211125 H 1) agent
TSR I 8 HH TN F5 1) agent, M AS I i
s BN POk TP i k. AT,

BARRUL, AR TR ST B, HalioR) i
e A O BB, 38R SRR R AR, IF
FLAR AT DA% B B A Ak 1 7 (k47 S 50 2 . it A%
SR AE S PR A R R e T B — RS AR AT LR
B NSRS ECE AL — A BIE, A B AR B AL 2
FFAEMEE P PR T — e R (2, i
A S AR A 38 B A8 KB 2% ) AR BEAT AR R
TR AR AR o SRR A 3] SRR S B R B
A, R 5 FRER SR, A4 R
Hofd. ik, SRR BEIEMLE S MR, Bk Rk
FSRAGSE SI W 456 2 — 5 bR
3.2 REN

YR SRR T A L0 5 b A7 100 R A AR ()
fiti b, 8 B SR SR SR B 4 B 1 B KT
LT RO, AWM RS B i,
FEEE R M i — R IR A g —
PR i, Ho A T SRR — M N
Wi, A ARE A SN R, A
MARER PR R.

TEAE R AHE TS 2 A 1) LRI 9, R SRR R —
JEH A A s U, K T R AR
SEARIIAT RN, A5 R T A i T e SRS AR s
PRAT A RT3 1 B T (1 490 0 2 — o bRk
BTN TS () iR RS IR BT PSR 1
Al L EE— WD 2 ae bt 78 BL7E BT R R BE
gt FE R, EARIE T USRS (I S AR
A, HRATAN T M E B E, W K
Zhou Z H 25 NVt R B AR AR SR i A Tk 36
B A LAt b R TR A . XS T AEAR A Ja TH ) 2 Re
2R AU I TSR AL T E B R LA
33 ETFHN

FEFRUP AT CRIFRELN AD F B R 45 A 18
ZEXFPUIA SR FIAH AR, MR T T R AR AR
KR AL X RN AT 322 DL /KIS 2 56 50
BUNFERE, X8 AR AT, R
— R R HES AL T4F, 7EE AR ReIH IR
&, Z3RM PG 2T DL AT S, XT R
U AT AT RS 25800 18 2020 4R
Re S itLLZE R, KE0 o BIBN e 1 AT 32 DAFLI)
AL NFER . 298, FRAi TR BRI A7 78 25
SRR, Wi Rt R AR, MR ES. HE,
FUU AT i b s 8 T Arikit,  w AR A4
BB — e Hae i EERT T AL FREE . $E) AT 7] DA
VERXS PR B TR 2, ihamfb ] AT 58U AT
HAT XL, VPPIGUE RS SR e . RIS, 8
TR IR Bh &5 & amfb2s S AT e AT Mg, Y
T P e SR i T A, R SRR s
FEFET A AL il agent Pus 24 )G BEE AN
PR, 7R N2 R ICE AL, sl
SRAEE ST R PURIS SR, npleaE ST . BN AT
SRR AR IR 45 A 8RR 3, @i AR EEG] Al
IR SRNG, DLERIRSN AT O EARSIME, it
FRARZE S| 5EARIRSN I B AT HEZES,

34 BEESKIT

E AR RS A S5
%, MBI RE AR SR ERNEH R L H K
RSB IATENS AT R RE, 5 SR RERE
SUARBATAT N RS FE . H H B FE 7t TAE
ERTRFE LSRR, 2R 28 T AU Bh A5 35 Rt
RAFE TSI E S A Re A, M 7T 45
GABIHMESATIN T HV AT . HE R RE
R AT SE0, B0E Tz 8 VA T 2 0 f2 4
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WAL, s b, %07 R B R ANE R g i 5
LR E T A Re B AL (. 7T RASE0R %
TiES A 2 G, TRANERA S ST TFAR B Boll 2R
WSl B R Bk, JFAE SR 2 ) BEPAT I
o, GG LR AT ENERE, T AR B
R ESRAT B 41

3.5 PFEHLERM

FENLER I, BN — M E 2 AR
B o2 ds, I Ho H 09200 2 B ol B it ) 28
S BN E 1. Breiman LUSHELS HH BENL AR AR5
o BEALARAR BB HLE 3 ZAR AR T LA R a6 508
S RP S iy TNV = VAP e V7 TR S R 5 ST
i BN A s A R AR A ) o BEHLARAR AT AR AL
EURF IR, BENLARAR TR B3 () B — A R A2
TR B E AR ERHE, 12 A A7 B R E
BTG — € FRHIE,  FEAE AL B Ak ik
U LB AIE o BEATLARAR D0 A SEBIAE X fif £
NGRIE LA, FTLAIFAT SEIL; AH BB — AR SR
Re 57 2] B RFE 2 (8] ) AH B g2, FF AR 5 it 40l
Ay T EgER kYL, AR E MR IE R, R
s T IIRRCR .

FER AR, 5 BEN AR AR SR 7
SRD, AR HAE— @R BT M E RN Edm
MFBL, SEmyRth—LEnm ik 2% ) LI SR B AR )
BRI . O P AN 3 () TSR U o S
ol 1) an S e L VSV SE RS GRS o AR SR R R
2 Rk SR R a7,

3.6 AR

FLSL, sz N ) EEES S5, IR RN
N B35 ff 030 AT S5 — 8 PN JiZ 2 ) 8 AL
G ARG EEFTE, ANMFEORRE B it AR
FIANNNIZ B RGH, [EZRFHEAILLAN
AL SRIEEBEMIH A H RS ) e e
FEXT PG, NFHEAR FERAE LT KA AR
HATH IS, FER A EKF IR P EHE AT
>, J7 (R v R 25 e KPR R BE s A 2 )
Al NFHARPIAZ O RAENZGIS FEF RN PIAT N
ftf, Wk NEAT REBIEHEAT IS, IR —
AP BIRRRY . TR AL ) SBE ] AR A I
B R R UM OGS, JF T RE I 2 Hh B B R et
] Al. DeepMind X} AlphaStar fif  —4H KT %
KA H B SL, % AsLIE ] AlphaStar
SRR NG, B AR SE R AL 2% ) BEAT YN ZRAR X

SRS o R 2 S 58I A E AN B ST HoR
HISZHF T, AlphaStar 7] PLIA B IFIRE . 1
ey FHNKEYE )5, AlphaStar )14 58 1 DL FF
KA 60%.
3.7 StRIEMXIE X

ST AT AR A A AR (AR )
BAL) FIE R R A AW BETF A, REEER
7 —Fh R BE 7R, S R R SR A b
BN AL #5485 W2 ARy MCTS 5HiZ,
MCTS 5325 55 B E L R AN 75 BB E AR,
A DVEEAS TR 15 DL R R, X3 e 1R
25 oy i FH AR o] DA R 3 AT @ B ik . &
Gol X FE iRk, 3 XA B B R
fiE, A B G R ARMETZ AR, 31X 2 a) @ 75 2
181 MCTS Bk, R MCTS BiEfE Kt
IR I ZE b R0 T SR A SR . (R L
VESRHEB IR AR AR 2 BRI . R AR SR T
AU, 24 T B R P 1 43 S TR R B PR 2
Vs AR #E 2 CPUL GPU % IEIF, MCTS #.i2:
SRR PR AR TR —
BFF SR i) 8
3.8 /NMUEZERA

1E 22 A %5 R 18 25 X it s o 4 30 A7 7E — A/
i, HRFBIIEPUE T AEREAZES . AlphaStar
FIF ResNet 7E/NHLE A 3EATRFESREL, SRIGXHT
RS B R, BT — AN B U T
REAIE ] - AlphaStar 1F 2 @3/ B+ 5RA 51 3R AR
BIE (BB TR A PR e skigh i I3 T
U 5. (EFPRESR B, BB R A
a3 B A R HL S R, FR R AT BE DGR REA R
YRR 5, TRt 3% 2% 18 4 5 B Bl 2 B 3R
BP0, DRIk, AR ARSI P AR OE AT OISR
BB/ EBLS], kAl BhIR BT s fk 2 o)
e AL AT IIZR.

4 REHERRARERMEARRRT R

4.1 R BBNEIER

FEXT A S Ul grad #E e, AN R e
ptiEI WY1 2 S w1 B SO DN € T T P i = 7
BN SR B IR R, BTN A, B AT
NGRS T 2Mi T 5, WA BB TT %2
FIFH B X B AN IR T 5 B vt [ € (1) e B i, F)
eS8 AR T R Re 2RI 2, b AE sk 2 ) )
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ZISAE RS B R K IR « fERAEE ST
S BN 2 rb B R A 3K A 2 36 SR 0 e H Sk ) 2
B AEIAT AN ZR, T AT LA R4 /MR R 25 1A
ABhVEZSE], BT ORIE SR A 20T DUPRE I 25 H
AKPE) AL B T RIS BIRR WG OL. 1E2RE
A AR, R DU RS A A KR D ) S
RN, SRATHAT I A, dEm e R )
Fd R F LI EN, PRI gRgs R, 18
FEE AR RE AL
42 FilEERE

ER RN LSRR & H 2 I g% —E
B BUE RN R L as RIS Ol . BRI NAER Rete
MLEFEF, S@dKrmIg)E, w2 IIlgm
g5 R H AT B E 2 G T g, XM
ORI IS B IR N 1 e G 7 1O () HY
W, BZAEEE I REALAT BetE, fE—E Lt
BBV E LM N RENIR R, A2 6tk ok
o2 SRS 88 B AT AT . FLR, = DUR
B7HE, NAZAEXE R R T, FRE ST
i R A R 52 MA () A AR L e, R [A] 4R sR ERi rHEdE —
SE AT AR, A e AR . iR aT DR
SERHITHE 7, MK ERIT, MWARTTHS
LRI agent BEATXTHT, AT I8E G 5] g ] g ot
FiFHATWERE .
4.3 MEEENMEE

BREZRR AL S i A7 75 18 B 1A v ) i)
A, FEBAT TN RTF R AL &5 R ] e 42
EFF R, SFECEHRIEIREE G AL R KIE T .
2 18 B 73 HHR BT 55 RAFAEAR SR Y, @it iE
F27 2) AT DL C 22 2 31 (B8 2 H0d i B 7 =(
SrREGTHTEA, AT A R AR . R
B H BB FURT A FE N 5T N T RIS 2,
Fomb s Y R B & MA RS ZR 5, JF AR
T+ T Rk B, DeepMind 7 AlphaZero H{5i
FIFERRR I E . WS GRS E, 193] 7
ST, E RGO BL E  R0E, FRR
JiE 73T AR AR MBSk AT, (e AT
FINTRIEZE T, BINZGRERFEER S5
T 2 R — A4 28 B2k, AR B IR DA
AR, AT (Ot AL AR RE AR ESR 40 24> “ 0%
tE 7 100 EVR AR, B T KRS SR
W AL 5%, ASFREAE AR AR E 5 BRI 2k
B, AR AT DL s B S I SR =

PIVE 5
44 BREEFER

X FHEBIREAS agent HZERIAEEH, NT
RIS H S U A, 75 ZEX F 1 SRS AT i, Al
RS (R AW L R I S g SR A B e o
BRI T B F AR AP R Z T, X
XP AT A, RO TR RN AT
R MR AR SR T, ROTE IO IR
BT FE B RIEOL T B 7 BT B PEAY . 7R
XPUEFEF, — MRS T e TR, X
T (BAAD AT RN T R R i g 35
HEMG o TR DUX — M U, B R A B R A A
FNRIR T R F LR & /ME (counterfactual
regret minimization, CFR) (AR, % H R A 75 2
— YO — BR TS B ) A, T A2 O VR R
B APRS R B KR 54, X F @B
gy AR R RN B U AR . I8 R AR
XFFAR BAE N B & 1 FR A 1) — 5 53 ok Ak B %
FAE BB, it i KA agent HAEE [ 4k
)77 OR 0 T B sk HAT B G 3k B SRR, 1
Fi R R T v o i XA A U AR A O 3] ()
XTI AT N R AT HE R AR AL, B RS
XEFAT NS, R TFEE, P TFE B
KA KRB SRR, X PR AR R
RE 2R P2 158 2 Oc e, R @ —Anr b
e BTG T AT N B, A Be R UE R RE 1 2T
FNRIDECE §i
4.5 BBEHKIE)E

FRACRULIE B R g v (R A G 7, 3
FEEZZMBEBAFEE, XA FoofEiRih
RURRZ 1k s 22 TR PO BRI — 2% B 2 AN B AT s AR IR
HERET R A AR, R REMZEM T R, &
MEBRAT B SUAMNANAE P 5 TR R BE B i, T 72
LREH SRS WIIHIALEE B a1
BAT. Hig, OAMBARIRIGE LI ZELL A-Star &
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