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Hepiinyn

H Teyvnt Nomuoclhvn otn oOyypovn €moyn OmoTeAel €vo GNUOVTIKO €pYOAEI0 Yio TNV VAOTOINGT
KOIVOTOU®V 0EDV KOL TNV avVATTUEN TOAADY TEYVOLOYIK®OV €@apUoy®dV. Ed1koTEpQ, TO KOUUATL TNG
UNYOVIKNG LAOMNoNE TPOSPEPEL Lo TANODPa TEXVIKOV Kot oAyopiOumy yio TNy eniivon TpofAnudtov
ov avtipuetonilovral 60GKOAN KAVOVTOC YPNOT TOV KAOGGIKOD TPOYPOUUATIONOD. AVTIGTO(0
TPOPAN O TOPOLGLALETAL KOl 0TIV TapoDGO £pyocia, 1 omoio amoTeAel Lo OEmPNTIKN Kol TPAKTIKA
TPOGEYYIOT OTOV TOUEN TNG UNYXOVIKNAG UAONong kot otnv €0pec KATAAANA®Y TEYVIKMOV Y0 TNV

enilvon oOVOET®V TPOPANUATOV.

H dnuiovpyio gvpudv teyyntdv tpaktépov (agents) yio tny Abon moAdmlokwv npofAnudtmv mov
oyetiCovtor pe tov GvOpwmo amotelel p UeyaAn mpdkAnom Yoo TV KOWwOTNTO NG TEXVNTNAG
vonuoovvng. Idtaitepa onuavtiky givat 1 Kotavonon tov dSuvapkov tepPdAloviog 6to omoio dpouvv
Kol M aAANAEmidpacn TOVG pe owtd OMMG KAl 0 AvOpwmog otov ELOIKO KOGHo. O Touéag mwov
gdikeveTon oty dnuovpyia tétoiwv agents ovopdaletor Reinforcement Learning. Me tov 6po
Reinforcement Learning, avapepouaote otig uebddovg pécm twv onoinv éva cuoTNUe akyopifuwny
‘Lobaivel’ vo aAANAemOpd péoca oe €vo meplBdAlov dounuévo YOpw amd KATOOVE OPICUEVOVG
Kavoveg HETE amd JoKIES Kot opdipato. H ekudbnon ovty yivetar péom tng e€gpevvnong tov
TEPPAAAOVTOC HECH TOV TPOKTOPMV, TOV EVEPYELOV KOl TOV ovticTorywv emPpofedcewv mov

dtvovtar amd avtd pe okond va emitevydel Evog otdyog pe v PEATIOT TpocTdOELa.

H épevva avtr| avamtdybnke mdveo oty 10é0 Tov OmTAOD TOYVIOWOD KLVNYNTOV, LE GKOMO TNV
vAomoinon evog mepPdArioviog Kol TV TpakTdpwv mov Oa mailovv. 1o mayvidt avtd, ot Kuvnyol
KOAODVTOL VO TIAGOVV TOVG OVTITAAOVGS, EVA OVTIGTOLY0 Ol KUVIYNLLEVOL TTPOGTadoVV va Topapeivouy
erevBepol. Z1oY0g NG epyaciog sival, méPa amd TNV KOTOVONON TOV KAVOVOV Kol TNV ANyn Tov
COOTAOV AMOPACE®V Y10 TNV EMITEVEN TNG VIKNG, 1 E0PECT] VE®V GTPATNYIKOV Tov Ba 0dnynoovv g

Bértiota amoteléopata oAAG Kot 1) GOYKPLoT) SNUOPIAGV adyopiBumv avaioya pe To TpdPAna.

O1 mpotevopeveg mpooeyyioels £xovv emheyel PeTd amd avaivon evog peydiov gbpovg alyopiBumv
oe Reinforcement Learning oe éva ypaewd mepifarlov eopoimong. To amotedéopato mov
emrevynkay mapovstdlovy v PEATIOTN TEXVIKY VAOTOINGNG, TOPAAANAL OPMG TGN HOivVOVTOL Kot
TPOONTIKEG  PeATimONG 00O OTOV TPOTO ANYEDV OATOPACEMV OAAG KOl OTNV  OVTLUETOTION

TOALTAOKOTEPOL TTEPPAALOVTOG KOl KOVOVIGLLAOV TOV TTALYVIO0V.

E&opoinomn kat Zoykpion Alyopibuov Evicyvtikig Mabnong vii
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Abstract

The field of Artificial intelligence in modern era is an important tool in the implementation of modern
ideas and the development of many useful applications. Machine learning provides a variety of
techniques and algorithms for problem solving where classical programming is limited. A similar
problem is presented in this work, which is a theoretical and practical approach in the field of machine

learning aiming in finding suitable techniques for solving complex problems.

Creating intelligent artificial agents to solve human-related problems is a major challenge for the
artificial intelligence community. Particularly important is the understanding of the dynamic
environment in which they operate and their interaction with it, just like humans do in the physical
world. The field that specializes in creating such agents is called Reinforcement Learning. With the
term Reinforcement Learning, we refer to the methods through which a system of algorithms ‘learns'
to interact within a structured environment after trial and error. This learning is done by exploring the
environment through actions and rewards given by the environment to achieve a goal with optimal
effort.

This research was developed on the idea of the simple chase game, which aims to create an
environment and the agents that play in it. In this game, hunting agents are tasked with catching
opponents, while the hunted agents try to stay free. The goal of the work is, apart from understanding
the rules and getting the right decisions to achieve victory, finding new strategies that will lead to

optimal results and comparing the most valuable algorithms.

The proposed approach has been chosen after analysing a wide range of Reinforcement Learning
algorithms in a graphical emulation environment. The results achieved show the best implementation
technique, but at the same time prospective improvements are also highlighted in the way of getting

the right decisions but also in dealing with the more complex environment and rules of the game.

E&opoinomn kat Zoykpion Alyopibuov Evicyvtikig Mabnong viii
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1. Evcayoyn

1.1 Tuelvat Reinforcement Learning?

H pabnon ot @oon mpokdmtel uéom g d1adpaons Tov (OVIOVAOY 0pYoVICU®V LE TO TEPPaAlov
ToVG. Me v adnienidpacmn avth, ot opyavicpoi eEglicoovtal, padaivovy and Tig EVEPYELEG TOVS Kol
TI§ EMMTAOOCELS TOVG KOl TPOSapUoOlovTal 6Tov y®po otov omoio (ohv e okomd TV emitevén 6ToOY®V
7oV £YoVV Gueot obvdeomn Ue TV emPimon Tove. Xe avth TV 10éa gival Paciopévn Kot 1) AOYIKN Tov
reinforcement learning. Amotelel évav Topéa g unyovikng uabnong mov avipetonilel Tpofinuata

MYNC OTOPAGEDY OTOKTOVTOG EUTELPia Lo GE €Vl TEPIPAALOV.

[T cvykekpyévoa, péoa o€ £va, GLOTNIO KOVOVOY, 0 agent dpa atov ydpo Kot Aapufdvel avtopoipn
(reward) 1 omoio a&loroyel oty TV TPAEN TOL avAAoyo pe TO TOGO ot M TPAEN cuviBaie otV
enitevén &vog otdyov. TeAkdc oxkomdg eivor 11 EMAOY] TOV COOTOV OMOPACEDY OOTE VO

peyletoromOei n a6potoTiKy avTapolpn.

Avtd mov Egyopiler ™ uebodoroyia tov reinforcement learning amd diieg pebddovg machine
learning (m.y. supervised learning) ivot 6Tt divetan pévo pepikn avorpo@oddtnomn otov agent amd tig
wpoPréyelg Tov. Tapdiinia, ot mpoPAéyelg avtég pmopel va Exouv HokpLTPODECO LEYAAN ETLPPON
OTLG LEALOVTIKES KATAGTAGELS TOL agent. Apa, amodekviETOL 1 GNULAVTIKOTNTA TOV POAOL TOL €XEL O
¥pOvog otnv pdbnon tov agent, xabdg kabe amdeaon emmpedler queca Ko Eupeca OAES TIC

KOTOGTACELS TOV GUGTHHATOS LEYPL TNV TEPATMGT TOV GTOYOV.

Inuoavtikn akopo Topapetpog Tov RL etvat to yeyovog Ot 1) ekmaidevon yivetar pécm g pebodov
trial and error. O agent dev éyet Tnv TAN PN €KOVOL 1| TOV ELEYYO TOL TEPIPAALOVTOC GTO OMOI0 VITAPYEL,
ouvendg ypelaletal vo cLAAEEEL TANpoPopieg ol omoiec o kabopicovy Kol TV CLUTEPLPOPE TOL.
ENUEIDVETOL TG LECH QVTAG THG TOKTIKNG TpokOmTel To diAnupa exploration/exploitation oto omoio

Ba yivel ekTevEoTEPT AVOPOPA KoL GTO EMOUEVO, KEPOAALOL.

E&opoimon xor Zoykpion AlyopiBuwov Evioyvtuag Mabnong 1
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1.2

lotopikn Avadpoun

H évvouo tov reinforcement learning dgv eivon véa, adlld €xel tpomomom el kot ovamtuydel katd v

duwipkeln tv televtaimv 70 ypdvav. H emotnuovikh kowotnto okoAoOOnce tovtdypovo TPelS

drapopetikég vootpomieg evicyvuévne nabnong (trial and error, optimal control, temporal difference),

MooV gv TEAEL evObNKay otV £pguva ¢ dekaetiog Tov 1990 ommg tnv yvopilovpe Kot oruepa.

Trial and Error:

H upebodoroyia avthy evomuatdbnke otn pnyovikny puabnon petd tmyv £pgvva tov Minsky
(1954) w1 ™V ypnon tov SNARCs (Stochastic Neural-Analogue Reinforcement
Calculators). Me tv épevva tov Clark kot Farley (1955) omnv avayvopion potifov aAld kot
tov Rosenblatt (1962) émov kot Ospehmbnke 1 Bewpio TOV VELPOVIKOV SIKTOOV Kol 1
EVNUEPMOT cLVOEdEUEVMY veEVpmVOY, Oswphinke mwg dev vEApyel O1GKpPIoN  UETAED
reinforcement kou supervised learning. To 1961, eniong and tov Minsky, tébnke to ‘Credit
Assignment Problem’, i dvokoAia dnAadn pe v omoio opilovpe moég evépyeleg eival oTEG
ot omoiec cLVEPaAOY TEPIGGOTEPO OTNV EKTANPMOOT] TOV TEAIKOD oTOY0VL. Tehkd, o John
Andreae (1963-1977) ue 1o STELLA to onoio pdbove péowm e aAAnAenidpacng Tov e to

nepPaAlov, oploTIKOTOMONKE 0 S1OYMPIGUOC TV dVO TESIWV.

Optimal Control

H épevva Eekivnoe ) dekaetia Tov 1950 ko opileton g ‘évag eleykthc mov eloyioromolel 1o
UETPO €VOS OVVOUIKOD GUOTHUATOS CUUTEPIPOPAS TOv aTo ypovo’ (Sutton kou Burto 2018). O
Bellman (1957) vionoinoe v evpéwg yvooth cuvaptnon Bellman, n onoia opilet duvapukd
[0 cuvapTnolokn e€l6mon ¥PNCIUOTOIDVTAS TNV KATACTAOT £VOG SUVOUKOD GLGTILOTOC,
KOl EMOTPEQPEL o PELTIOTN GuvapTnon Tung. Xn cvvéyetlo swonyaye to MDP (Markovian

Decision Process) tv omoio opilel wg ‘wia diaxpiry oroyaotixi éxdoon tov optimal control .

Temporal Difference

Eunvevopévo amd tov drapopikod Aoyioud, n nabnon péow temporal difference otoyedet otnv
TPOPAEYN HEC® €VOG GET YVOOTMV UETAPANTAOV TNG TOPOVCAS EKTIUNONG TNG GLVAPTNONG
Tung, poe puebodoroyin mapopoln pe T pébodo Monte Carlo (Hammersley 1964).
Avartdydnke kopimg petd v épevva tov Minsky (1954) kot Samuel (1959).

E&opoimon xor Zoykpion AlyopiBuwov Evioyvtuag Mabnong 2
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Telkd, ov Tpelg avtéc mapadoyséc evomombnkav pe tmv épgvuvo tov Watkins (1989) 6mov «ot
apotdfnke 1 Wéa tov Q-Learning. Tig emdueveg Oekoetiec, ol 10éeg avtég e€eliyBnkov Kot
EPUPUOCTNKAV TTAV®D G TOAAOVG TOUElS, Eekvavtag ue ta emrpanélio moryviol Omwe to TAPAL,
okakt kor Go (Tesauro 1994, Baxter 2000, DeepBlue IBM 1997, Google AlphaGo 2016).
AxolovOncav epopuoyés oe nAekTpovikd moryvidlo Atari, kabmg umopovce vo viomombei gvkora
AMOYO TOV OTADV YEWPICUDOV TOV TOYVIOIDV Kol TOL YPAPIKoL TEPPdAlovtog mov oamoteheital omd
pixels. Méypt kot ofjuepa, to reinforcement learning spopuoletar oe 61apopovg topeis dOmwg Evava

avtokivnto, dtapnuiosls, cvotnuata Web, poumotikéc epapuoyéc, akopo Kot oty ynueio.

1.3 Ztodxoc tnc epyacioc kot ebapLOyeC

Yy epyacio auty vAomomOnke £va OAOKANPOUEVO GUGTNUO ekmaidevong agent péoa oe éva
Yoo TEPIPAALOV Kavovay. Bactkdc 6tdyog ¢ vAomoinong ivat n epoproyr dapdpov TEXVIKMOV
Kol aAyopifu@v Kol GUYKPION OVTOV YO TNV EVPECT NG TO OTOTEAECUATIKNG uebodoroyiag.
[MapdAdnAa, péow TV TepapdTov, £yve e£0ymyn CUUTEPUCUATOV MG TPOG TOV TPOTO LLE TOV OTO10
N exdotote pebodoroyio Ponbd ce cLYKEKPUEVEG TEPIMTMOGES TOV TPOPANUHaTOS, OAAG e&icov
ONUOVTIKY €lval Kot 1 GOYKPION TOV OTOPACEMY KOl TOV EVEPYEL®Y T®V agent ce oyéon e Tov

AvOpOTO KOl 01 S1OPOPETIKEG AOYIKES LLE TIG OTOIEG EVEPYODV.

To mopov meipopa, aAAG Kot TEPaaTa TapoUolag evong mov emibovial uécw tov reinforcement
learning, pmopovv vo. €PUPROGTOVV KOl GE TPOPAUATE 6TOV TPayHoTikd Koopo. IMapadsiypata
TETOL®MV YPNCEMY CLVOVIMVTOL GLYVA OAO KOl TEPIGGOTEPO GE EPEVVNTIKES KOl EUTOPIKES EPOP LOYECS,
Wwitepa to. TEAgLTAlO XpOVIAL Ko pe TV poydaio Peitioon g emefepyoaoTikig woxLS TMV

VTOAOYIGTIKOV GUOTNUAT®V.

Avto-odnyovpeva Oyfuota

Oho kot Tep1ocdTEPES SNUOGIEVGELS APOPOVV TNV TEYVOAOYIO TMV OVTOKIVOOUEVMV OYNULATOV KOl TNV
Beltimong YopaKTNPICTIKAOV TOVG, OTMG Y10 TAPASELYHO 1) EVOAAXYY Ampidag oTov SpOUOo, AmoPLYN
EUTOSIV, SLTNPNOT TNG TAYVTNTOS KOl ALTOUATO TAPKAPIGHO. AKOUA, Tapdpola HEB0dog umopel va
EPOPHOOTEL Yo TNV PEATIOTOTOINGN TOL EAEYYOL TOV PAVOPLOV LE OKOTO TNV Heiwong TG Kivnong
Kot amoLyNG atvynpdtev. [loAlég amd avtég T1g epapuoyég Exovv avamtuybel pe tn Pondeia tov Q-

Learning odyopiBpov mov avaAveTot Kot 6TO ETOUEVO KEQAAALO.

E&opoimon xor Zoykpion AlyopiBuwov Evioyvtuag Mabnong 3
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Popmotikég Epappoyéc

Olo Kol CLYVOTEPO GE YPOUUEC TOPAYOYNG YPNOUWOTOOVVTUL POUTOTIKG GLOTHUATO, KAO®DC
EKTENOVV EVEPYEIEC YPMNYOPOTEPO KOl o€ TePPAAAovTa. LYNAOD Kiwvdhvov yio. Tov AvOpmmo.
Exmondevovtog 1o poumoT va eKTEAEl GUYKEKPIUEVEG O10OIKAGIEC UE TOV PEATIOTO TPOTO, LELDVETOL O
YPOVOG EKTEAEGTC OAAG KOl 1 KATOVAA®OT evEPYELag TOL £¢ kot 40%. Avto emttuyydveTal xiong Ue

Babid diktva Q-Learning (QT-Opt) kabm¢ vrootpilel cLVEXNG KIVAGEIS GTO YDPO.

Video Games

060 apopl T0 CLVEXDS AVEAVOUEVO HETOTO TNG gaming Plounyaviog, kétt 6To omoio £1dikevETAL KO
N mopovoo epyocio. Xuveymg OAO Kol TMEPIGGOTEPEG €TOUPIEG OOYOAOVVTOL LE TO OVTIKEILEVO
npoomodmvtag Oyt uévo va vaepPovv Tig avBpdmiveg SuvaTOTNTES OALGL Kol va, Enttiyovy OGO TO

duvatd TEPIGGATEPO PEAAIGTIKY| EUTEIPIO. GTOV TOLYTT).

Marketing xat Awagrjuion

MeydAn avdémtoén tov topéa PpioKeTol Kol GTOV YMPO TNE SLUPNLUOTG. ZVYKEKPIUEVA, 1 SLOQTLUCT
TPOIOVTIOV GE GLYKEKPIUEVES OUddeg avBpdTov givol moAD onuavtikn, Kabdg 1 e0pec TG COGTNG
oudadag amockomnel og peyaldtepa mocd enévdvong. Télog, pe v dvodo g ypHomMg TOV KOVOVIKOV
OIKTVV, CLVAVTOVTOL OO KOl TEPIGGOTEPES EPUPUOYES EKTOIOEVOTG Y10l TV EUOAVIOT dlapnicEDY
oe oyéon pe 10 mPodik Tov KABe ¥PNOTN, TO EVOLPEPOVTA KOl TIS TPOTIUNGES TOV, OKOUO LE TO

droua pe To omoict GuVOLAEL.
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2. Baowkoi Opiopoi ko MeBoooroyia

2.1 Aoun katoplopol

H Baowr doun evog Reinforcement Learning cvothuatog amoteieitol omd dvo ovtdtnteg, tov agent
ka1 to wepiairov. To mepifdAiov amotelel Tov ydpo oTov omoio o agent evepyei, otéAvovtdg Tov v
Katdotoom Yo Kabe ypovikn otiyun t, eved o agent, mov aviurpocwmevel Tov 1010 Tov RL akyopibpo,
Kavel o evépyelo Pacn ¢ Koatdotaong oty omoia Ppioketal. TNV auécwmg ETOUEVT XPOVIKY
ottyun, To mepBaiiov pali pe v véa katdotaon, otélvel kal to reward otov agent. O agent pe v
oepa oL, avabewpel Ty yvdon v omoia £yl pe to reward avtd Ko 161 SIUOPPOVEL TIG ETOUEVES
evépyelég tov. H emavainym ovt ovveyiletan €wg 6tov t0 mepPaArov otTeldel ol TEPUATIKN

KatdoTooT 6Tov agent, 0mov TEAEIMVEL Kol TO ENEIGOO10.

Q¢ ene160010 opileTal 1 TOPUTAV®D ETAVOANYT UEYPL TNV TEPUOTIKY KATAGTOOT TOV TEPPAAAOVTOC.
Teppoatikn xatdotaor propei vo Bewpnbel dtav o agent ekminpdocel Tov 6tdY0 Tov 1 6TOY VIEPPel

kamnoto threshold kivioemv otov ¥dPo TPog amoEvyN atépumvou Bpdyyov.

H Aoy avt meprypdpeton kot otn Ewova 1.

:| Agent
—
state reward action
S, R, A,
< Rr+1 [
< Environment |€————
\

Ewova 1: Baowr dopn RL cvetipotog
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Metomtoyaxn Awtpn Kovotavtivog Zmupdmoviog

H mietoymeio tov RL oiyopiBuwv axoiovBodv tnv mapomdve toktikn. Bacwol opol mov

YPMNOLLOTOI0VVTAL Efvat:

e Agent: n ovtétnto mov gvepyel oto TEPPAAloV Kkat dExeTon reward yio Tig evEpyeleg oTéG
o TlepiParrov (e): O ydpog otov omoio dpd o agent.

e State (S): H napodco kotdotacn Ty omoio emotpépel T0 mepiPdilov.

e Action (A): Okeg or mbovég evépyeieg mov umopel vo kdvel o agent og kabe katdotact.

e Reward (R): H avtouoPn mov diveron otov agent yio kabe evépyeia.

‘Eva obotnua Reinforcement Learning emiong yopoxtmpiletar kot and tpio onuoviikd ototyeio mov
yapaxktpilovv tov 1pdmo cuumepipopds Tov agent, v taxtikr (policy), v cvvéptnon tiung (value

function) xat to povtédo Tov cvotuatog (model).

Policy

To policy opilel tnv cvumepipopd Tov agent dvo kamowo ypovikn otryun t. Eival o moprivag tov agent
KaBmg elval amd LOVO TOL apPKETO Yo Vo opicel TNV ekAoTote cvumeplpopd. ITo cvykekpiéva, to
policy avtictoyilel To State oo onoio Bpickeron o agent pe to action to onoio Oa wpoPei. Xe moMAEC
TEPMTMOOEL; Umopel vo eivor o amhf] covdptnon 1 évag mivakag TILDV, VITEAPYOLY OU®E Kot
TEPIMTAGCEL, TOV UTOPEL 1 AOYIKN TOL va gival 0pKETA MO TOADTAOKY] EUMEPIEXOVTOS EKTETOLEVN
vohoyloTiky  dwdikacic Ommg Evov  odyopBuo ovalitmong Tevikotepo, too policies eivon

OTOYOOTIKEG OLOOIKOGIEG e GUYKEKPIUEVES TTIOOVOTNTES Yl KGBE evépyeta.

Value Function

Avrtictorya, to value function avagépetal 6to 060 oot givor pio gvépyeto pakpurpodeopa. H
TN Tov Kk@Oe state ivar To chvoro Tov reward mov pmopei vo Adfel o agent oto pEALOVY, EEKIVOVTOG
and 1o mapdv state, dtapoponoidvtag To ano to reward mov ekepalel T dueon embount avapopn
tov state. I'ivetar Aowdv katovontd mwg, n ektipnon tov value function sivar apketd duvokordtepo va

Bpebei and to reward, éxel Opmg Pactkd poOAO KaTd TNV d1dpKELD TG EKTAIOEVLOTG.

E&opoimon xor Zoykpion AlyopiBuwov Evioyvtuag Mabnong 6
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Model

TéAhog, TO HOVTELD UEITOL TNV GUUTEPIPOPA TOV TEPIPAAAOVTOGC. XPTOLOTOIEITAL Y10 TOV GYEOIOGHO
Kol TV TpOPAeYn TV EMOUEVOV KOTAOTAGEW®V TPy o agent Ppebel oe avtég, pabaivovrag tnv

mOavoTTo pHeTdfacng omd pio KATAoToo™ So O ol GAAN S pe BAcT [ EVEPYELD .

P(sy | (sp,a))

Model-based kon Model-free

Yta. mpoPfAfuata eVioyvuévng pabnone, To cvoThuate kKatnyoplomotovvtal o model-based kot
model-free puebddove, avdroya pe o av Ta Hovtéla ot oyedialoviol e£apyng M av SNUIOVPYOLVTOL
oV mopeia. péow tng dadikaciag tov trial and error. Zvyvd ypnowomowovvtal ta model-free
ovotiuata Kebdg dev amoutody ydpo yia TNy amobnikevon OAwv Tov cuvdlacudyv State-action kot

EMTAEOV TTPOGPEPOVY LU0l TTLO SVVOULIKT TPOGEYYIoN € UETUPOAAOUEVA TEPIBAAAOVTAL.

IMapaxdro, yiveral pa ektevig ovapopd oe Reinforcement Learning aAyopibupovg, onpavtikovg yia
v eEEMEN Ko TN dnovpyia Tov TEAKOV alyopiBuov mov ypnoionombnke. Avapopikd, yivetot
avalvon ¢ Mapkofiavig Awadikaciog Arogdoswv (MDP), tov akyopifuov Q-Learning kot Deep
Q-Learning, tov NEAT (Neuro-Evolution of Augmenting Topologies) aAAd kot Aowmdv 6ToXaoTIKGOY

alyopiBuwv.
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2.2 Markov Decision Process (MDP)

2.2.1 Ewayoym

H paprofiavn dadikacio anopdoemv (MDP) givar pia pabnpotikn otoyootikn dadikacio S10kptton
YPOVOL TOAD ONUOVTIKA Yoo TNV  HeEAETN mpoPAnudtev Peltictomoinong UEC®  SUVOUIKOD
TPOYPaUUATIoNoD. Xyedov OAa ta mpofrpata Reinforcement Learning pumopovv va entdvfodv pe v
xprion MDP 7 va mpocapuoctodv og avtd. H Pacikn déa givar 6t 0 agent amogocilel tnv emnthoyn
™G KaAOTEPNG EVEPYEWNG LE BAcT TNV Tapovoa KotdoTtaon tov. [lapaxkdtem akoAovdel o meptypoen
TOV onuovtiKotepmV 10TtV tov MDP kabng kot pe. chvtoun meptypaen yio tnv exilvon evog

TPOPANLOTOC G EVo TANPWOC EMPAETOUEVO TEPIPAALOV.

2.2.2 Mobnpatwkn meprypoer) tov MDP

IMo avolvtikd, ovppova pe tmv Wt Markov, wo katdotaon Si e€optdrar pdévo omd v

TEAELTAIN KOTAGTAOT KO OyVOOVTOG OAES TIC TOPEABOVTIKES KATAOTAGELS, ONANON:

P[S,_] | Sr] = p[f"r—l | Sty s Sr] )

Omov S givol o1 KaTaoTAGEIS TOL TEPPAAAOVTOC.
Enopévmg, ocvunepaivoope mog:

— T — o S
p.\.\' - p[bf—] — 2 | 'E?f - h] (2)
omov Pss eivar  mBovotnto petdfoong and v napovoa katdotaor oty enduevr. H eEicwon (2)
opileton g alvcida Markov kat amoteheitar amd po oglpd omd Katootdoelg S1, Sz, ... TOL OAEG

vakovy oty 11oTnTa Markov.

H Mopkofiavy Awdikacio Avtopopric (Markov Reward Process) opileton og To ektyudpevo reward
and OAec Tig mbavég kataotdoelg mov pmopel o agent vo petafel and o kotdotaon S. [Two

GUYKEKPYLEVOL:

R, = E[Rf—l | Sf — ""] 3)

E&opoimon xor Zoykpion AlyopiBuwov Evioyvtuag Mabnong 8
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KatoAfyovtag, 1 popkofiovr dadikacio anopdcswv (MDP), cvuvaptioet kot (1), (2) xor (3), n
TOOvVOTNTO LETAPOIONG KOTAOTAGE®MS Kot avTopolPng opilovtol og:

RT = E[Rf_J | .Sf = 5, _-"h == ﬂ'] ()

PL=PFS+1=5|5 =54 =4q ©)

Kabog to reward sivar mpocwpivo, pmopei petd amd o evépyelo vo £xovpe ueydio reward ol
LOKPOTPOOEG O, Vo EMITVYYAVETOL UIKpOTEPO amd 1o emBountd. To paxpumpoddespo avtd reward
opiletar mg Return, to omoio oty npdén vroroyileton pe v Pondeia evog discount (y). H Aoyikn
nicw amd v ypnon tov discount eivar 6t1 dev pmopodue va gipacte 100% ciyovpot yio To uéAAOV.
Tovendg, eival onuoviikd vo Bétovpe vt Oy pag to peAlovtikd rewards oAld kol vao

EAQ(IOTOTOGOVLE THV CLVEIGPOPA TOVG uéow Tov discount.

[T cvykexpéva:

o
_ i N Lk
Gy =R +7Ria+ .. = E A
k=0 ©)

omov y avnkel oto [0, 1].

H extipnon tov ‘mdéco koA’ elvor M emAoyn pog evépyswog amd tov agent oe [ GUYKEKPLUEVN
Kotdotaon opiletor and to policy, mov mEPYpAPel TV GULUTEPIPOPE TOL MG TPOG TNV ANYM
OTOPACEDY LECH YOPTOYPAPNONG TOV KOTAGTAGE®V oL PpiokeTan pe Ti¢ mbavotnteg Tov mbovav
evepyelov. H extipunon ovtdv tov emhoydv yivetar and tig cvvaptoelg tyung (value function) yu
mv evépyela mov Ba mpoPel GAla kot v katdotacn mov Ppioketon (action-value and state-value
functions). Ot cvykekpéveg GLUVOPTNOELS EKTIHOVVTOL HECH TIG EUTEIPiOG TOL agent kot eivat

onuavtiko va Bektiotonombel katdAinia.

Avolvtikdtepa, To policy givon mbavotikh Katavoun evepyeldv a Baon g mapovoag KaTtdoTaong S.

mla|s)=P4 =al| S =5 .
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H cvvéptnon tung (value function) spepaviler  poakpompdOeoun Ty g katdotaong S, Sniady:

®

Avtiotorya, kot couemve pe v (8), ta state-value kar action-value functions wov voxkewtan o€ éval

policy m opilovtot og:

©)

q=(5,a) = E.[Gy | S; = 5, 4 = q]

(10)

H ovvéptnon Bellman divel o aneikovion g cvvdptnong Tiung. Amoteleitar amd 600 emuépouvg

otouyela:

e To Gueco reward

o Tnv Ty TV HEAOVTIKOV KoTootdoemy petd to discount

EI:‘wll = ]E[Gf | Sf = -‘w‘]
= E[R41 + yv(Si21)

4

S‘If == .‘1‘] 11)

[T cvykekpipéva, évag agent pumopel vo petafel amd po Kotdotoon S o€ o Katdotaon S°. H state
value function vroloyilelr tnv Tpocdokduevn T Tov return amd OAeg TIC ENOUEVES KATAOTAGELS S .
Xpnowonotdvtag emavarlopfavopevo tov 1010 opiopd ywo kdbe emduevn katdotoon S,

odnyoduaocte otV cuvaptnon (11).

Soumepoivovtas, KoTaAyovpe otny Topakdto cuvaptnon Bellman ywa v Bédtiom tiun:

(L f‘” = R(.{J + maxn Z meﬁ’jg-*[hfj
i1

(12)

omov, maipvovtog TS TiéS v kKabe katdotacn evog MDP yua 6la ta policies, emidéyovpe to policy

LLE T LEYOADTEPT TIUN:

.o .o
(s8] = max v s)
T (12)
Avrtiotorya, kot yio kaOs gvépyeta, emiéyovpe to péytoto policy:
r y i h'
(.8, 1) = maxg,|s,a)
i (13)
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2.3 Q-Learning kal Deep Q-Learning

2.3.1 Boaow 10a Kot 010popEg

Me tov O6po Q-Learning avagepouaocte oe évav aiyopiBuo Reinforcement Learning pe ta €&ng

YOPOKTNPIOTIKA:

e model-free: Kdaver extipnon tov Péktiotov policy ywpic vo omortel poviého Tov
nepPdAlovtog Baon TV GuVAPTAGE®V HETAPOONG Kol Tmv rewards.
e off-policy: Extipd to reward yia kéfe pehdoviikn evépyeio Kon avavemvel To policy, yopig vo.

oKOAOLOEL KATTO10, GLYKEKPIUEVT] GLUTEPIPOPAL.

O agent ypnowonotel to rewards tov mepiBAAAovToc Yo va eKTEAEGEL TV KOADTEPT duvaT EVEPYEL
vy v Toapodoa katdotacn. Xrov amid Q-Learning aAdyopibupo, n amd@acn ovthy AouPdvetot
obuemvo pe évav Tivako Q o onoiog amoteleitar amo Q-values 6mov avtiotoyilovTat ot evépyeleg ue
T1g mbavég kataotdoelg (State-action pairs). Kotd tnv eknaidevon o mivakag avtdg avavedvera,

Bertidvovtag ta Q-values mov amopépovy peyaivtepo reward.

IMvetor avtnmtd twg, 660 PEYAAVTEPOC Elval 0 YMPOG N Ol TOAVEC EVEPYELES OTIC OMOlE LITOpEl va.
npoPei o agent, T660 peyolmvel Kot o wivakog Q, Gpa KOTO CUVETELN EKTOIOEVETOL KO GUVINPELTAL
dvokoAdTepa. AKOUO TTEPIOCOTEPO evteiveTal To TPOPANUa €dv ot mBavéG Kataotdoelg Ttov agent

Bpiokovtal o cuveyn x®Po N eivol vVIEPTANONG.

O Deep Q-Learning amote)ei o Avon og owtd 10 TPOPANUE avTikodiotdvtag Tov mivoke pe Evol
VELPWVIKO SIKTLO, TO 01010 déYETAL GOV €iGOd0 TNV TN Katdotaon kot oav ££0d0 ta Q-values mov

avtotoryiCovron pe v KaBe evépyela mov umopel va ekTeLecTEL

2.3.2 Tleprypaogn tov Q-Learning

INa ka0g nenepacpévn Mapkopilovr dwadikacio aropdoswv, o Q-Learning Bpicketl to Bédtioto policy
LEYICTOTOIMVTOG TNV TIUN TNG CUVOMKNG OVTOUOPNG Y10 OAEG TIC EMOUEVEG KATOOTAGELS, EEKIVAOVTOG
amd v moapovoa. Kavel xpion tov Temporal Differences (TD) yio va extyunei to Q'(s,a), to
extipumpevo discounted reward oniadn, Kot cuvendg pobaivel HEc® TG EUTEPING TOV Y®PIS YVOON

TOV TEPPAAAOVTOG,.
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Apywd, opiletar o mivakag Q, o omoiog givar Kot 11 SO TOV YPTGYLOTOELTAL Y10, VO VTOAOYICTEL 1|
UEYIOTN EKTIUMUEVT] LEAAOVTIKY avTOUOPN Yo TNV evépyela Tng kdbe katdotaons. H apyucomoinon
yivetor pe undevikég tuég pe draotdoelg mivaxo MXN, ue M tov apiBpd tov Kataotdoemv S kot N

TOV apliud TV EVEPYEIDV O.

1 ovvéyeln, o agent emdéyet o evépyeto. ESm tifevtan o€ pappoyn 1 otpatnykn epsilon-greedy.
AVOATIKG, M €TAOYN TNG EVEPYELNG apyIKG YiveTal e Tuyoio TpOmo. XTodloKd, Kol eved o agent
QImOKTA KaADTEPT €1KOVa, Yo To wepiPdAarov, o epsilon peidvetal, dpo o agent yivetot wo arAnoctog,
eMAEYOVTAG UOVO evépyeleg oL Ba TOL OmOPEPOLY Giyoupo UEYOAN ovTouolpr, Gpo GLUVETAYETOL
rikpotepn e€epevvnon tov ympov (exploration-exploitation dilemma). H woppomia avipeso oto
exploitation ko exploration gival moAd onpovtikny. Mg peydho exploration, o agent 6o meprpépeton
G.oKOTO. GTOV YMPO aKOAOLOMVTOG TAKTIKEG OV dgv Tov Ponbovv otnv enitevén Tov TeEAIKOD GTOYOV,

evd pe peydlo exploitation, kivduvvevel o agent va eykhwpPiotel oe TOMIKO eAAYLGTO.

Metd v epopuoyn g evépyelac, o agent déyetar to reward amd 1o TEPBAALOV KOl EVIUEPOVEL TOV

wivaxo, Q.

O1 tég tov mivako Q evnuepdvovtor péow e Q-function, n omoia ypnoomolel v cvvaptnon

Bellman naipvovtag cov gi166d0v¢ thyv katdotaom (S) kat tnv evépyeta (o).

T y - . i
Q St ) = IE:[Rr—J 7 Rio+ ! Ry + . | -“r-“r] (15)
An6 v (15), yio v €0peon g PEATIOTNG TIUNG, CLVETAYETOL:
Q(S1, A1) = Q(Sh, A) + & | Risy + ymax Q(Sps1,0) — Q(Sy, Ay)]
i (16)

6mov a givor 1 VIEPTAPAUETPOG TOV EKPPAELEL TOV Pabud exmaidsvong tov akyopibuov (learning rate).

H ovvdaptnon (16) meprypdoet tnv evnuépmon g véag Tiung Q mpocsBétoviag v maAld Tiun cvv

VEO EKTILMUEVT T OVTOUOPNG.
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H dwdwacio avtr emavaiapfaverol péypt va otapammosl n eknaidevon. [Hapokdto mopovsidleTo

éva S1aypappo StvovTog e GOVIOUTN TEPTYPAPT] TOL CAYOpifpov.

Initialize Q Table #| Choose Action »| Perform Action »| Measure Reward Update Q Table

Y

Ewdva 2: Adypoppa Alyopifuov Q-Learning

2.3.3 Tleprypaor) tov Deep Q-Learning

O Deep Q-Learning alyopibpog Poaociletar oty 6o Aoywkn ue tov Q, pe v dwapopd 6Ot
YPNOOTOI0DUE VELPOVIKA dikTva avti yio évay mivako Q yio va ektiunbovv ot Q-values tég. o
OLYKEKPYEVA, G€ éva TETOLO0 OIKTLO 1 €16000¢ gival ) avticToyn TapovGa Katdotaon Kot ££0d0¢ ot

Tipég Q-values yo kébe o amd T1g evépyeiec.

IMa v viomoinon evog €100V d1KTHOL, TO TPOTO PaciKd Prpa eivol 1 amoBNKELON TNV VUM TV

wponyovuevn sumelpia Tov agent. H dwudikacio oty ovoudletar replay memory:

. .

€r = (St Qg Tt St41) a7
O Adyog mov ypnoyonoteital 1 replay memory givat apykd yio va yivel o amodoTiKn 1 EUREPia TOV
agent kaBag emavoypnoLomoteitol Katd TNV SApKELR TG EKTAIOEVONG. AVTO EMTPENEL GTO GUOTI LA
va pobaivel amd cvykekpéva mapadeiypoata tolhaniés eopéc. Emmiéov, Bonbd oto va unv ‘Egyvd’

TPONYOVUEVEG EUTELPIES TOV OAAG KO OTT) LEIDOT) TNG GLGYETIONG LETAED TOPOUOI®YV KOTACTAGEWDV.

To emdpevo Prua aeopd TV eKmaidevon Tov SKTVOL. VPPV pe Vv e&iowon (16), pmopel va
vmohoytotel 1 loss function tov dwktdov, Ppiokoviog v dwapopd peta&d tov Q value kot Tov
embopntod Q. Avolvtikotepa, ypnoyonotovtag v e&icwon Bellman (12), yiveron ektipnon tov

embopuntov Q-value (Q-Target):

E],Jfrt:l-_qr# = R+ n.-”””:rtcgf'gf—l : “:ll
Qross = Ris1 + ymaz,Q(Si+1,a) — Q(Si, Ay

(18)
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Mo, onuovtiky] dvoKoAio. oV TOPOVGLALETAL AKOAOVOMVTAG TNV TOPUTAV® AOYIKY &ivol OTL TO
cOOTNU XPNOOTOLEL T1G 1016¢ TapaUETPOLS Yo TV ekTipnon Tov Q-target oAld ko tov Q-value, pe
amotélecpa og kabe Prina g exmaidevong, Kot ot dvo TEG vo petaxvodvtal. Mo Adon givar 1
VAOTOINGN SPOPETIKOV VELPOVIKOV OIKTO®V, HE TO OikTvo ektiunong tov Q-Target va &yxet

otabepég TIHEG TopaUETPOV, Kal Vo avavedvetat amd to Q-value diktvo petd and C prporoa.

QLoss
f A Bl
QTarget - QValue (Prediction)
Q Parameter update every C iteration Q

Target Network Prediction Network

! T

Input J

Ewodva 3: Adypappo YAomoinong Sta@opeTikdv SIKTOmV Yo ToV VToAoYIopd tov QLSS

A&ilet vo onpeimbel Tmg katd tn didpkela Tov training kabe o Tpofremdevn evépyeta akolovbei,
o6mmg ka1 oto Q-Learning, o epsilon-greedy policy yio va avénbei o Babuog exploration ce kéOe
evépyelo TG ekmaidevone. Apéome petd tov vroAoyiopud tov Q-Loss, exteleitar o gradient descent
pe okomd TNV pHelmon Tov oPIAUATOG. METa TV OAOKANP®ON €vOG GLYKEKPLUEVOL aplBov
emavaAnyeov C, ta Pdpn Tov dOiktOoL petagépovtal oto target dixtvo. H o0An dwdwocio

emovaiapfaverol yio éva otabepd aplBpo enelcodimy.
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2.4  NeuroEvolution of Augmenting Topologies (NEAT)

2.4.1 Ewayoyn oty Nevpoeléhén

Me 1tov 0po Nevpoe&éhéEn (Neuroevolution) opiletar n pébodog tng Mnyoviking Mdabnong pe v
omoiat gpapudlovrar eEehiktikol aAYOpIOUOL Yoo TNV KOATOGKELT TEYVITOV VELPOVIK®DY OIKTOH®V.
Epapupoyég pe v pnébodo avth mave ce mpofAnuata evioyvuévne ndbnone mapoveialovy vynid
eninedo amoTeEAEoUATIKOTNTAG, KAODC 68 GUYKPIoN e TaPadosloKEG HeBddovg udbnong ue ototTikd,
VEVP®VIKG, dikTva, gueovilovy PeYAAN Yevikevomn mov EMITPENEL TNV UAONoN yopic coaeeic 6TOYX0LS

KOL LLE WIKPT avATPOPOdOTNON.

‘Eva peydro epatnuo oty NevpoeléMln, etvar m towtdypovn eEEMEN NG tomoloyiag Twv
VEVPOVIK®V SIKTOOV e TNV Ladnomn tov Bapdv Tdv GUVIEIEUEVOY VEDPDVOV. XTIC OVAYKES emilvong
avtod Tov TpoPAfuaTog ovamToxbnke o okyopiOuog NEAT (NeuroEvolution of Augmenting
Topologies) mov avrkel oty opado twv TWEANNSs (Topology and Weight Evolving Artificial
Neural Networks). O NEAT deiyver vo vreptepel tov EeMKTIKGOV aAyopibpmv pe GLYKEKPIUEVY
tomoloyia, OnAadn pa eEapyng SOUNUEVT] LOPPT VELPMOVIKOD OIKTOOV, 1 omoio e&eAloel LOVO TIC

TIWEG TOV Papav.

Zoupova pe tov Kenneth O. Stanley kai Risto Miikkulainen otnv £pgvvé tovg to 2002 (Evolving
Neural Networks through Augmenting Topologies), n Bacwkn Wéa tov NEAT mepiotpépetar yopm
amo TNV OVIETOTIOT TV TpoPAnudtov mov avipetonifovv o TWEANNS kot 6tov tpdno pe tov
omoilo oyedldotnke Mote vo To OVTILETOTILEL 0 akyopBpoc. Avtég ol TeyviKéG OLOKOMEG OV

avadvovron gfvor ot eEng:

1. H edpeon pog yeveTiknig avomopdotaons Tmv SIKTVMV IOV VO EMITPENEL GE SLOPOPETIKES
TOMOAOYIEG VO EPOPLOGOVY CrOSSOVEr PETAEY TOVG.

2. H mpootacio Tng tomoAoyiag, 1 omoia ypetdleTat Alyeg yeviég yia vo BeltictomomBel, dote va
unv egapaviotel powpa and tov TANBLoUo, KaBMS AmdTEPOG GKOMOG Elval 1 EVPECT] UIOG
amANg TomoAoyiog Tov va pmopel va enm@eAndel povo amd Tpocshnkn ToAVTAOKOTNTAG.

3. H ghoyotonoinon tov tomoAoyidv kotd Tn dwdpkew g e£EMENC ywpig v yxpnon Ho

fitness function mov va vroloyilet kat v molvmlokdTNTa.
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2.4.2 Tleprypaon aryopiBpuov NEAT

INo v exilvon tov TpdTOL TPOPANUATOG, TO EKACTOTE SIKTLO OVAYOVTOL GE LI CVOTAPAUGTUCT] TOV
ovoudleTar genome kot 1 ovTioTolyn EKEPOCN TOL OIKTVOL GE WOPPR Ypaeov Tov ovoudlerol
phenotype. Ké&be éva and ta genome mepihoufdver pio Alota and kdéufovg cdvdeong ot omoiot

TEPLYPAPOLV:

e Tov kouPo €166d0v (in-node)

e Tov kouPo £6d0v (out-node)

e To Bapog (weight)

e Tnv dmopén tov kOuPov oto diktvo (enable bit)

e 'Evav povadiko apibpod kawvotopiag (innovation number)

To innovation number givon Wwaitepa peyding onuociog yio tnv dnuovpyio véov diktdwy. T'o kabe
éva véo kouPo ovvdeong (gene), Bétovue Eva innovation number to omoio givar povadikd o€ 6A0 10
eacpo ¢ ekmaidevong. H dnovpyia vémv diktowv pmopel va yivel Héco WoG omd TIC TUPUKAT®

puebodoroyiec.
Merarraén (Mutation)

H petdAioén tov diktdmv pmopel va yivel gite og éva vapyov diktvo, ite mpocbitovtag véa doun
o€ avto, OAAGLoVTaG TOLTOYPOVE TNV dOUN TOL SIKTVOL 0AAG Kot Ta Bapn TV cuvdésemy. Ot dopikég

LETAALAEELS DAOTTOLOVVTOL LE dVO SLPOPETIKOVG TPOTOVG:

a) pe add connection 6mov yivetat 1 vmon dVo VIOPKTOV KOUP®V
b) upe add node 6mov dmuovpyeitan Evag véog KOPPV Kol Ol dVO AVTIGTOEG GLUVOEGELS TNG

€160000v ka1 TG €660V TOV

a) b)
1 3 4 5 6 1 3 4 5 6
i) 1-4 2.4 2.5 3-5 4.5 i) 1-4 2.4 2.5 3.5 4.5
DIS DIS
1 3 4 5 6 7 1 3 4 5 6 8 9
i1-4|2-4|2-.5 3.5|4-.5 3.4 i1 -.4|2-.4|2_.5|3_.5|4_.5|3_.6|6-5
DIS DIS DIS

Add Connection Add Node

Ewova 4: Tlapadeiypato genotype kat phenotype ductbov kota to mutation
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Méow g pnetdrraéng, dnuovpyeitat pio TANOOPO SLUPOPETIKOV dOUDY SIKTO®V OPIGUEVA OTIC 101EC

Béoeig Bétovtag vdy kat to innovation number.

Awotovpoon (Crossover) pe xprion Tov innovation number

‘Eva. onuavtikd mpoPfAnua pe to Crossover peta&d tov SIKtomv ivol 0Tl Umopel va dSNUIovpynoeL
TOAD TOAVTAOKO T} KOO KOUL LT AELTOVPYIKA SIKTUO AOY® EVTEAMDG SLOPOPETIKNG SOUNG Kot PeYEBoLG.
Ytov aiyopilBuo NEAT avtd emddeton gdkola kavovtag ypron tov innovation number, evog

16TOP1KOL aptBpod oL divetar petd amd kabe pia véa eEEMEN.

Apykd, yio. va papprootel To Crossover petacd dvo genomes, o aiyopduog ypedletal va yvopilel
7oL genomes péco, amd tov TAnbvoud Tpoépyoviol and Kowod mpodyovo. Avtd pumopovv vo PBpebovv
€0KOA YPNCUOTTOIDVTOG TO iNNovation number tov kaBe gene tove, 1o omoio givor povadikd. ‘Etot, n
npoéAevon tov kdbe gene oto ovotnua gival yvoot kol Ppickovtar gdkoria ta (evydpla wov

umopovv va evewboldv, evad Ta genes mtov oev taiptdlovy amocuvoéovtal 1 Tpootibevtat.

ITo ovykekpyéva, Ta genes oavaueco oe oVO genomes to omoio eivarl 10 TdTe MAPAUEVOLY KO
gvBuypappiCovrar petagd tovg. Avtd mov dev tapldlovv, dpa £xovv Kot drapopeTikd innovation
numbers, kinpovopovvtat omd Tov KAAHTEPO TPOHYOVO 1) TOV KUADTEPO TVYOIO TPOYOVO EGV Kot Ol 600

etvan e&icov karol.

-
&
N
»
N
o
w
o
>
o

DIS

Parent1|1-.4|2-.4 2.5|3.5|4-.5

Parent2|1-.4|2.4|3-.4|2-5 4.5|1-.6|6-4

— Offspring|1 - 4|2 . 4|3 .4]|2 .5|/3 .54 .5]|1.6(6.4
DIS DIS

1 2 3 4 6 7 8
1-.4|2-.4|3-.4|2-.5|4-.5|1.6|6-4 o
DIS DIs

Y @
Oo @
@ © ©

Ewova 5: : TTapadeiypata genotype kat phenotype ductbov kota o Crossover
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Me avtév tov tpdmo o akyopiBpoc NEAT epapuoler crossover petald 6vo S1apopeETIKOV SIKTOMOV
xopig va mpochitel aypeiaotn TOALTAOKOTNTO 6TO OikTLO N VO TO EMPAPOVEL LE VTOAOYIGTIKA
kootoPopa tomoroykny avéivon. [Mapdiinia, umopodv vo evobBoldv omolecdNTOTE SOUES JIKTOMV

YOPIG VO YPEOCTEL TEPALTEP®D AVAAVOT) KOl LE OPKETA ATAODGTEPO TPOTO.

Speciation

‘Eva. peydio petovékmmua mwov mapovctdletol katd Ty diapkela ¢ eEEMENG gival To yeyovog 0Tt ot
véeg dopég otnv dmuovpyio. Toug Exovv awénuévo ceaipa. Edikotepa, mpocbitoviog pio véa
ovvdeon M évav véo kOuPo ympic va &xel yivel kdmowo Bedtiotomoinon ota Papn Tov dikTvov 0dnyel
0TO vo. unv £€xel KoAn emidoon Gpo HEYOAO HEOVEKTNUO OTEVOVTL GTO VTOAOWTO OIKTLO TOL
mTANBvcpov. ‘Evag tpomog avIeTdmiong avtod Tov TPoPARLaTog ival 1) TPOGTAGI VTOV TOV VEOY
SIKTVOV KoTnyoplomolmvtag tov mAndvoud o €idn pe Pdon TV TOTOAOYIKN TOVLC OWOLOTNTO
(Speciation). Me avtn v uébodo, to kavovpyla diktva Tporafaivovy va Bedtiotomomoovy ta Bapn

TOVG TPV YPELNCTEL VO GLYKPLOOVV LE TA VTOAOUTO TOV TANBVGLLOV.

O Sywpiopds Tav diktdev vAomoteital pe tn PBondsio Twv innovation numbers. Oco peyoldtepog
etvar 0 apBpdg tv pn dpowwv genes peta&b ovo genomes t6co mo avopolo avtd yopaktnpifovral.
Ooco pukpodtepn givor 1 omdotacn copPatdtntog d 600 S0POPETIKMOY dOU®MY TOCO o OUOLES Etvatl ot

dopég autés. Avto ekppdletal mg:

. (WE  CsD i
h = +— - W
N N : (19)

OmoL:

E: o apBudc tov excess genes

D: o ap1Buog twv disjoint genes

o W:n péon dopopd Papdv peta&d Tmv Svo genomes

N: o apBuog TV genes tov peyolutepov genome

C1, C2, C3! 1] CUOVTIKOTNTO TOV TOPUTAVED TOPOUETPOV
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Ta genomes mov aviKovv oty 1010 KaTnyopio avTimpos®reovTol amd Vo TuYaio genome omd ot
NV Kotnyopia tng Tponyoduevng vevidg. Eav éva genome dev avikel og Kapio Katnyopio, TOTE TO

genome avtd onpovpyet pia véa katnyopio pe To id1o cov aviimpoOSmo.

Emiong, ot dopég tng idrog katnyopiag popdlovtar ta, idta Papn peta&d tovg, amotpémovrag and tnv
katnyopia vo vrepPel Tov GUVOAMKOD TANBVOUOV, TPOGTATEVOVTAG ETGL TIG VEEG OOUEC KOTA TN
dudpreia g eEEMENC. Avtd coufaiver ue tn ypnon g tpomomomuévng fitness function (f'i) ya o

doun i mov vroAoyileTol GLVOPTAGEL TNG OTOGTAONC J Ad OAEG TIC AAAEG dOUEG |.

[T cvykexpéva:

T ﬁ
.}(,l - 71 Qo . o
21 sh(dfi, j)) o0
H ovvéptnon sh givar ion pe 0 dtav to (i, j) eivan méveo and éva dpio : to omoio opilovue gueic,

OAMOC givor ioo pe 1.

Eloyetonoinon Awwetdssov (Minimizing Dimensionality)

Baoilopevotl otnyv yevikdtepn 10éa tov TWEANNS, o minBucudg apyucomoteital pe dtdpopeg Tuyaieg
TOMoAOYiEG MGTE Vo LVILAPYEL omd TV apyn M dwpopetikdtntae. Avtifeta, o NEAT Eexwvd and éva
YOPo pikpng didotaong yopic hidden koppovg, Kot otadiakd avEGvel TV TOAVTAOKOTNTO TOV SOUMY
TOV, UEIDOVOVTAG €TGL TOV YPOVO eKTaidevomg Kot avEdvovtag Ty omddooT] TOL GUYKPITIKA LE TO

TWEANNS.
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2.5 EvaMaktikec MeBodohoyleg

2.5.1 MébOodot

MapdAdnia, oty enidlvon mpoPAnudtev reinforcement learning, ypnowomoteitor po TAnfdpo
oAyopiBuwv ko TapaAlayéc avtav. H emioynq avtdv yivetoar avdAioya pe tn @von tov idlov Tov
TPOPANLOTOC OAAG KOl AAAEC TAPUUETPOVS, OTOC TNV TOAVTAOKOTNTA TOV TPOPANUaTOG, TNV 0140g0m
N un dedouévav emnilvong, v ene&epyaoTtikn 100 TOV GLGTHLOTOC HOG Kot GAAa. Mepikéc amd Tig

EMIKPATESTEPEC LEDOOOVG TTEPLYPAPOVTOL TAPAKAT®.

2.5.2 Monte Carlo

Y avtibeon pe Tig mponyodpeveg uebddovg, oty pebodoroyio Monte Carlo dev amouteital eniyvmon
ToV TEPPAALOVTOG aALd uOVOo eumelpio oo TV aAAnAenidpao e to mepiPdirov. H Baocikn dwapopd
ue v pebodoroyior tov Markov givat 4t 6g awTh TV TEPITTOOGT VILAPYOLY TOANUTAEC KOTOOTAGELG

01 0Tt01EC OAEC CLUTEPIPEPOVTOL GOV SLOPOPETIKE TPOPANLLOTA TOV GLVYYEVEDOLY UeTAED TOVC.

ITio ovykekpéva, 1 Paon tov Monte Carlo pefddwv vrdkewtal oty 8o TG HEoNS TIUNG TOV
amotedeoudtov molmv mepoapdtov. Opoing Aowmdv ko oe reinforcement learning mpopinuora,
Oétovtag e state-value function kot y éva cvykekpipuévo policy, petd amd moAld meipduata
KATOAYoupEe o€ mOAAG returns. T 6Aa to returns avtd, Kabdc exepdlovv 10 pakpompdesio
reward yio k@0 €va oo o TEWPAUAT, PPioKOVUE THV HEGT TIUH TOVG KL TO OTOTELEGHO. Oor TpEmEL

va TANGLALEL TNV TPOGOOKADLLEVT TIUY.

H mopamdve Aoyikn avaldeTtol Tepaltépm Kol 6TOV TaPaKAT® aAyopdpLo.

Initialize:
n, V, Returns(s)
Loop:
Create episode with policy ©
For s in episode:
G « return after first s
Append G to Return(s)

V(s) « Average(Return(s))
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2.5.3 Tevetikoi AAyopiBuot

O1 yeverikoi akyopiBuor (Genetic Algorithms) oyedidotniay amd tov John Holland v dekaetia tov
70’ kan Pacilovion otig 10éec Tov AapPivov mepi Proroyikne e&EMEne péom g Bempiog TS PLGIKNG
EMAOYNG. AVAKOLV 0TIV €0POTEPT] OULASH TOV EEEMKTIKMOV aAYOPIOU®Y KOl YP1GYLOTOLOVVTAL Y10, VO

TNV TOPUY®YN VYNANG To0TNTag AVeemv o€ TpoPAnuata fertiotonoinong 1 avalntnong.

H dwdwacio Eekvd pe tnv dnuovpyio piag toyaiog opddag Abcewv mov ovoudletor minbvoude
(Population). Kéfe pia amd awtég tig Adoelg yopoaktnpiletor amd £va 6T mapapéTtpov mov ovopaletat
yovidio (Genes) kat 1 évoorn avtmdv ovoudletal xpoudocoua 6mov anotelel kot v Kabe pia amd Tig

Moerg.

H gbpeon tov enikpatéotepmv Abogwv yiveton pe v dnuovpyio tng fitness function, 6mov Bpioket
to fitness score ywa kéBe Avon, kou | TOovoOTTA Vo emideyel | Avon yo avoropayoyn Baciletat omd
avtd to score. Katd t didpkelo TG avomapaymyne, to yoviola mov Oo mepactodv otnv nouevn

YEVIAQ TOPAYOVTOL LLE TOVS TOPOKATO TPOTOVC:

e Crossover
H onpoavtikdtepn amod tic peboddovg avamoapaymyns, (el ¢ oKomo TNV €mAoyn 600 Acemv
KOl TNV Voot HEPAOV ATV Yio TV onpovpyio evog véov amoydvov. H emthoyn twv pepodv

AVTMOV O7tO TOVG YOVEIS YiveTal pe TV KOTAANAN emAoy TG TapapéTpou Crossover point.

f’?lxlil‘l\l’lﬁ ¢1T|3TI¢1T]E(>[1|1|1|O|0|0]
(oToTo[o[o]o) ~ (Elo]o[:]+]7)

Ewova 6: TTapaderypa Crossover

Ot amdyovol ovThG TG AVaTaPOy®YNG TPocTifevtal 6Tov TANOLGUO.

e Mutation
Xe avtn Vv pébodo avamapaywyng epaprolovral aAlayEc o€ Ui ADGN-TPOYOVO LE TUYOI0
TPOTO, TO OMOTEAEGO TOL OMOiov amoteAel Tov amdyovo mov mpootifetor emiong otov
mnBoopd. H pébodog avtm ypnowonoteitan yio va dtatnpndel n mowilopopyio evtog tov

TANOLGHOV OAAG Kot Y10 VO AOTPATEL 1| TPOMPT YEVIKELGT TOL OTOTEAEGUATOG,
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= n
L] folofo)e>(]r]ofifr]o]
- J | —
Ewoéva 7: [apaderypo Mutation

e Elitism
Mia LYV TOKTIKT onpovpyiog amoyovev eivar n uébodoc tov eltiopov (Elitism), kabaoc
EMTPEMEL VO, TEPAGOLV GTNV VEN YEVIA 01 KOAVTEPES OO TIG AVGELC XWOPIC VO, VITOGTOVV Koo,
enekepyacio. Me v puébodo avtr e€acpariletor n Slt)pNoN NG TOWOTNTOC TOV AVGEDV

OO TNV W YEVIL OTNV GAAT.

Ot yevetikol oAyOpOpol YPNOYLOTOIOVVTOL TOAD GLYVE KOl GTIV TAELOYNQIN TOV EPUPUOYDY TOLE
éyouv mOAMD kaAd omotedéouata. Ilapdiavta, oty mopovoa epyacion dev ypnoipuomomdnkoy
avtovola, kabmg Eva amd To Pacikd UEIOVEKTALOTA TOVE Eival 1) YEVIKELGT GTO TOTIKA OKPOTTA,
Wing og mpofAnuato  HeYGANG moALTAOKOTNTAC. AVTO ONUoivEL TOG 0EV KATOPEPVOLV Va
aE0A0YIGOVY TNV ONUAVTIKOTNTO TOV  HOKPLTPOOECU®Y OMOTEAECUATOV GE OYéon LE TO
BpoyvrpdBeoua, kGl TOL KaTOPEPVEL og avtibeon o Q-Learning. TTapolavtd, ¥pNOILOTOIOVVTOL OC
éva Babuo oyt yuo v edpeon g PEATIOTNG ADONE TOL TPOPANLOTOC, AALAL TV €0peon TG BEATIOTNG
dounc péow tng omoiag Ba Ppebel n PEATIOT AdOT, KATL TO OMOl0 AVOAVONKE KOl GTO TPONYOVLEVO

Kkepdiaro pe v meptypaen tov NEAT aiyopiBpuov.

Eniong, n tehikn Adon tov yevetikdv olyopiBuwv eivor kaldtepn HOVO OE GUYKPLON UE TIC
TPONYoLUEVES, Gpa cuvenmg dev eipaote og Béon va yvopilovpe edv 1 kaAdtepn Adon etvar kot n

BérTioTn.
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3. Kavoviopoi E€opoimonc ko Ilgpifpariov

3.1 Kavoviopol Matyvidlov

Yy mopovco epyacio &gl viomondel Eva mepifdiiov eopoimonc kKuvnyntol peta&d 600 opddwny
agents. Ewwotepo, n pmke opddo €xel €va cvykekpuyévo aplud Kvnoemv, oviloyo UE TIC
Ol0OTAGEL TOV YMPOL GTOV OMOI0 OPoVV, £MC MOTE VO TWAGEL TNV OVTImOAN KOKKIVI OUddo.

AvticToyo, 1 KOKKIVI Opdda 6To 1510 O1AGTN L0 TPETEL VO, ATOPUYEL TOV UTIAE.

Ewova 8: TTapadetypa IepiBdrrovtog E&opoimong 10X10 pe kivntd epmoddio
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O ydpog atov omoio dpovv ot agents eivar éva grid dwapdpwv duotdcewv. Ecwtepikd, o mepifdilov
umopel vo mepi€yel epumdoln eite oe pope1 Toiyov, gite kKaAdnTOVTOG OAOKANPO KEME. Tao mepdpota
ovTé LVAOTOMONKOY GE TPEIS SOPOPETIKOVG YDPOLS Y1 AOYOVS TOIKIAOUOPPING TOV TEPIUATMY,

dwotacewv 5x5, 10x10 kot 10x10 pe gumddo.

3.2 YAomnoinon MeptBariovtog E€opoiwonc

H dnpiovpyia tov mwepiParrovtog e€opoimong €yve Ue v ¥pNoTm TS YADGGOS TPOYPUULATIGLOD
Python 3.9. T'wo. tv dnovpyia ypagikdv ypnoporombnke n PipAiodnkn pygame, evd yio tny doun
Tov ep1Bariovtog 1 Piiodnkn Gym g OpenAl.

To OpenAl Gym egivau éva, TtepipdAlov vAomoinong ekmadevopevmy agents. O Adyog mov emthéyonke
Yy ™ Onuovpyio. Tov TEPPAALOVTOG gival 1 EDKOAN EVOOUAT®ON We o peydAn mowiiio RL
aAyopifuwv, Kabmg Kot 1 OVCIUGTIKT GVYKPIGT] TOVE YMOPIC LEYOAEC TPOTOTOMGELS GTOV KMOIKO, 0o
viomoinon o€ viomoinon. H cvykekpévn Pifrodnkn éxel ypnowonombei og moAld projects mov
apopovv RL implementations 6nm¢ to Atari kar MuJoCo environments, oAAd kot projects mov

apopovv Natural Language Processing, Simple Classification Problems, Game Theory ktA.

Extog amd ta vaapyovia mepipdilovio mov moapéyel to Gym, diver ) SvvatdtnTo ONpovpyiog
custom mepiparioviov Kot cuvdeon Toug pe To interface tov. Mepikég amd t1g facikég pebodovg Tov

xpnoyLomotet etvat:

e gym.make(env_name): Anpovpyia mepifdArovtog omd To 10N vdpyovia mepiPailova. Xe
avt TV vioroinon 1o mepPdrlov éxel otndei oe dAlo python script pe t xprion pygame
Ko kaAgitan péow tng kKAGong MazeView2D.

e env.reset(): Emavoaeépet To TEPIBAALOV 6TV 0pyIKT TOL KOTAGTOON.

e env.render(): ZyedloopdOg KoL ELOAVIOT) TOL TEPYPAAAOVTOG,.

e env.step(): Extelel pia evépysia og k@Oe Prua. Anotedei tnv onpavtikotepn puéhodo Kabmg

péoa og ot ekteheitar o akydopiOpog exkpdOnong kot Aoyikn anddoong tov rewards.
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Me 10 mépag g ektédeong TG env.step(), emoTpEPpoviol TEGOEPIC TAPAUETPOL:

e observation: n xatdotaon Tov mEpParlovtog ekeivn TN oTIYUR
e reward: To reward mov amokTOnKe pe fdon THY TONYOVUEVT EVEPYELQ.
e done: Boolean tyun mov tpocdiopilel To TEAOC TOL enE1600i0V

e info: dayveotikny TAnpogopia mov Ponbd oo debugging tov kddKa.

Y KkGOe step, o agent emdéyer wo action, kot n env.step emotpépet o observation kot to reward. H
TOPOTOV® VAoToinon €yl avomtvybel yioo dopopeTikd aplBud TEWPAPATOV Kol OLOPOPETIKMDV
uebodoroyidv mov avomtOydnkay péoca otnv class MapEnv(). Avtictoya, o oyediacudg tov
Ypopikod TEPIPAALOVTOS 6 pygame Kot ot Kavoviopol tov moryvidiod ovamtoybnkav oty class

MapView2D.

Téhog, éxer avomtuybel ka1l o k®ddKag Onuovpyiag véwv yopwov map_generator.py yw vao
npaypoTorombov véa mepdpota, aAld kat éva config.py apyeio 6mov kotoypdgovtat ot extbvuntol
TaPAUETPOL Yiow TV @don Tov train kol test, dniadn akyopiBuog uddnong, emhoyn ydpov, 6tdyog
nelpduatog, evepyonomon multi-processing xtih. Avodvtikd structure tov project kor Aemtouépeleg

TOL KOOKA TOpaTiBOVTaL KOl GTO TOPAPTNHLA TG EPYOGTOC.

2UVOMKA, TO EMUEPOVE TUNLLATO GLVOEOVTOL GOUPMVA LLE TO TOPOUKAT® SLAYPOLLLLLOL.

Config
(EruAoyn AlyopiBuou, Xwpou Kal TIEPAPOTOE EKTERESTC

Mai map_env ANyOpIBHOG EkTaidevang
an (MepiBairov gym) (Q, DQN, NEAT)
A
\
map_generator map_view_2d map_build
(Anpioupyic VEWY Xmpwv) (FPAQIKO TIEPIRAAAOV KOl KAVOVICHOI) (save/load map, TTANpo@oOpiEC ToiXwV)

Ewova 9: Avdypappa Yronoinong Kddwa E€opoimong
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4. Y)Lomoinon

4.1 Emhoyn AAyoplBuwv kot Qdoelg Melpapdtwy

Avapeca otoug mpoavapepBévieg alyopOpovg Evieyopévne Mabnong, n exthoyn vy tnv e&oyoyn
TOV TEPAUOTOV EYve pe PAomn Tn @OON TOL TPOPANUOTOC KOl TNV TOATAOKOTNTO TOV SIEPYUCIOV
OV KOAOLVTOL VO EKTEAEGOUVV OL agents, Olo avTd cLVOPTNOEL TNG EXEEEPYUOTIKNG 10YOC TNV OToia,
dwabétovpe. O akyopBuot Tov emAéydnkay kol vAomomOnkav oe Babog eivarl ot Q-Learning, Deep
Q-Learning ko1 NEAT.

Mo kabe évav amd T0Vg TOPATAvVED OAYopiOUOVS, EKTEAEGTNKE UI0. OEPE TEPAUATOV oENUEVNS
TOALTAOKOTNTOG Y1 TNV O1eEay®YN CLUTEPUGUATMV MG TPOC TNV GVYKPLON TOLG o€ KAOe @daon ¢

ekmaidevons. Ot QaceLg TV TEPAUATOVY gival ot ENG:
Daoeig TEPUNATOV:

e Static: Exnaidevon g wmle opddog vo midost v kOKKvr, 1 omoio. aAldlel Tuyaieg Oéoelg
Kol pLével akivin og kb moyviot.

¢ Random Movement: Exnaidevon tng umhe opddog vo mdoet TNy kokkivn. H kdkkivn opdda
Kével Toyaio Pripota o kéOe Step Tov emelcodiov.

e 2Players: Tavtoypovn ekmaidevon Tv dVo opddwv

4.1.1 Eicoool—"E&odot

H poppomoinon twv yopwv ecddov kot €£66ov oe kdbBe oiyoplpo vmoOKETOL GE Ui
npoenelepyacio. Apyikd, o xdpog €166d0v exppdleTan pe TG Béoec Tv Vo ouddwV pPETE TO
amopaiTNTO Preprocessing. Ttnv @aon Tov TEPIUATOV 1 €16080¢ dvOTAV KMSIKOTOUEVY, EiTE O
one-hot encoding eite normalized oto 1 ot Tiég TV cuvTETOYHEVDY Yo, TNV KAOE opdda. Metd tnv
(Ao TOV TEPAUATOV OEV TOPOVCLACTNKE WO1UTEPT] AAAUYT OE GYEOT| LE TI KOOIKOTOMGELS, OTOTE N
€16000¢G 610 GVoTNUO d6ONKE (G £xEl. AVOALTIKOTEPO, Ol KATOOTACELS TOL agent Kot o1 eVEPYELEG TOL

ektelel ava Prina exepdletor oc e&Ng:
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Eicodoc:

e CHASER observation = [x_chaser, y_chaser, X_runner, y_runner]

e RUNNER observation = [x_runner, y_runner, X_chaser, y_chaser]
"'E€odoc:

e CHASER action = ["N", "S", "E", "W"]
e RUNNER action = ["N", "S", "E", "W"]

2TIC TPMDTEG PACELS TOV TEPALATOV ¥proorotdniay pdvo 1 eicodog kot 1 £€0d0¢ T UTAE opddag
(Chaser). Xto meipduata ekmoidevong pe 11 o00 ouddsg agents, oapyikds okomdc fTav va

EKTOOEVTOVV Kol 01 VO OUASEC TAVTOYPOVA KO OPYOTEPT, VO EKTOLOEVTOVY SLOSOYIKGL.

Mo TpdKANon TOv ¥PEWOTNKE VO OVTILETOMIOTEL ival 11 cupmepupopd TV agents amévovil oto
eUmOSI. Mo oKEYN GYETIKA HE TNV OVOYVOPLON KOl TNV OVIWETOTIOY TOV EUmOdiov sivar m
pocOnkn TtV 0écewv TV eumodimv otov mivoko 10600V, 600 o@eopd Ta eumddlo TOV
KataAappavoouy éva oAdkAnpo keil. Kat o1 600 opddec ypewaldtav mapamdve input features ya vo

umopovv va aAlnienidpdoovy pall Toug, HeyaAmdVoVTag £TGL TO YMPO KAl TOV XPOVO EKTOIOEVOTG.

o 11 avaykeg Aowmdv tov moapamdve mpoimobécewv, to oObservation state kot to action state
A a&av. Avtd emnpéace KOTA TOAD TNV TOADTAOKOTNTO TOV EKAGTOTE olyopifumy, Wwitepa tov Q

KkaOd¢ peyevBiveron kotd ToAy kot 1o péyebog Tov TvaKa.

4.1.2 Rewards

ENUavVTIKN Topapetpog yo Ty dteoymyn tov nepapdtov givor n dtatipnon g reward function y
Kabe @daon tov mpoPArjuatoc. To reward 1o omoio divetar 6To cvOTNUA Yo KAOE EVEPYELD TOV KO

EMOUEVT KOTAGTAON TOL €ivat To 1610 opildvtio og KAOe dropopeTiky| pebodoroyia.

H pébodog reward_logic() extehovtov o€ kabe Evo Pripa g ekmaidevong Kot 6€ OAEG TIG PACELG TV
TEPAUATOV 1] AOYIKN Tav apKeTd oAl kabodg dvotav reward=100 oty umke opdda ehv Emave tnv
KoKk, reward=-1 yw ke ykvpo Pripo kan reward=-5 yw kabe dxvpo Prina (Brua Tpog toiyo 1

EUTOO10 TOV 00N YEL O€ U1 CAACYT] TNG KATAOTAONG TOV).
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H Swpopomoinen tov apvntikod reward g mpog Ty eyKupdTnTa ToL PiLOTog EYIVE Y10, TO AOYO TG
OpKETEG QOPEG TTapatnpnOnkav un &ykvpeg Kvinoelg tov agent, pe amotéAecpo va kobuotepel to
exploration Tov ydpov kot TaVTOHYPOVE. LEYOA®VE Kot 0 ¥povog ekmaidevong. Emiong, n kivioeig owtég

OepnOnkav dokomeg KoL AmAPOiTNTES Y10 TV OTOPVYN TOVG,.

Avtiotoyyo, otV ekmaidevon g KOKKvNG opadog, Emoipve reward=10 ywo «dbe éykvpo Prjuo,

reward=2 yio k8¢ dxvpo Prino kot reward=-100 ke popd mov mavoTaY amd TV UTAE Opdda.

4.2  A&oyoyn Iepaudrov pe Q-Learning

Q¢ mpwtog akyopiBuog exuddnong emdéybnke o Q-Learning. Evag amd tovg Pacikovg Adyovg
EMAOYNG TOV NTOV O TEMEPUCUEVOC KOL GYETIKG UIKPOC, OVAAOYO, Kol TO TEIPOO, YDOPOS TOV
nepipdArovioc. Kota ovvénewa, o mivakag tov Q-values mov Bo dnuiovpyndel Bo eivar pikpdc,

EMOUEVMG LEIDVETOL KOL O YPOVOG EKTOIOELGTC.

Emopévmg, otnv mpmtn @Aacn TV mEpoudtov Kot yoo évav 5X5 ydpo, o mivakoc Q mov
apywomoteitol ival dtaotdcemv 625x4.
4.2.1 Ymneprnopduetpot

[Mopaxdto mopovctdloviol avaALTIKE Ol VTEPTOPAUETPOL Ol OTTOI0L YPNCILOTOMONKAY YO0 OAEC TIC

QACELS TOV TEPOUATOV:

ApBuog Eneicodiov — (NUM_EPISODES) 30000
Méyiotog Ap1Opog Bnuatwv avé Eneicd6dio — (MAX_T) maze_size * 4
Ap1Buog Bnudrov yio Emtvyio (Streak) — (SOLVED_T) (maze_size *4) /2
Ap1Buog Emrvyiov (Streaks) yio Téhog Exnaidevong — (STREAK_TO_END) 100
PvOpog Exrnaidevong (learning rate) 0.2
PvOpog EEepeivnong (explore rate) 0.001
Discount Factor 0.99

[Mivaxag 1: Yreprapdpetpot pebodov Q
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H emoyn tov vrepropapétpov €yve petd and TOAES SOKIUEC Kal evailayég, Wilaitepa peTolhd
MAX_T ko1 SOLVED_T. ITwo avaAivtikd, o€ kdbe éva eneicddlo, o agent £xel va kaver MAX_T
Pruoto mpwv teEleidoel to encloddlo, ko SOLVED T Pauate dote 1o emelcddo vo Oswpnbei
EMTVYEG. AVTOG givarl £vag TpOTOG avTIANYNG OTL TO GUGTNIA EIVOL GOGTH EKTOIOEVUEVO, KOOMG EGV o
agent emtoyel 100 oepi emelcodia, Ppei dOnAadn tov otoyxo mpwv too SOLVED T BAuarta, tote 1

ekmaidevon oTapoTd Kot o wivakag Q Bewpeital cootd avavemuévoc,

4.2.2 Boaowmn doun aiyopibuov

H Pacwkn doun tov aiyopibupov gival n axdAovodn:

For episode in NUM_EPISODES:
env.reset()
Fortin MAX_T:
action « select action from Q table
observation, reward, done = env.step(action)
Update Q table
If STREAK_TO_END:

Save Q table and end training

H mopamdve Aoy viomomdnke otig 00 TPATES PAGELS TV TEPOUATOV.

Yto TEPpapaTa ToL gvepyodoay kat ot d0o opddeg (2Players), n idia Aoyikn vAomomOnke og kabe Step
v KaBe évav amd tovg agents. Katd tn d1dpkela tng ekmaidgvong, 6molog agent Katdpepe vo, ETLTOYEL
TO amopaiTnTo oEPl EMTLYLDY, ATOONKELOTAV O TIVOKAC TOL Kot 1) ekmaidoevon cuvelotav. Teaukd,

dnuovpyndnkav dvo wivakeg Q ot omoiot oty Pdon tov testing evepyodoav eVAALGE.
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4.3  Aetaywyn Mepapdatwy pe Deep Q-Learning

Katd ™ didpkeia tov mepapdrov pe tov Q-Learning, mopoatnpndnkav moilég advvouisg otnv
ekmaidevon, kupimg Adyw ¢ exbeTikng avénong tov ypdvov oArd Kot Tov peyébovg Tov mivaka Q
0G0 1M TOAVTAOKOTITA TOV TTEPAUaTOV avéavotay. H Adon oe autég Tig aduvapieg ftav 1 LETATpotn
tov Q oe Deep Q. H avtikatdotaon tov wivaka pe éva Dense vevpmvikd diktvo peimoe KoTo TOAD
TOV Y®po pabnong kot to TAn0og tev Papmdv Tpog exnaidevon. I'a tnv dielaywyn TOV TEPAUATOVY, O

KOdkag ekmaidevong avantoydnke pe yxpnon g Pipiodning rl.agents tng keras.

4.3.1 Ymneprnopduetpot

[Mopaxdatw mopovctdloviol avaALTIKE Ol VTEPTAPAUETPOL Ol OTTOI01 YPNGILOTOMONKAV Yio OAES TIG

QACES TV TEPOUATOV:

Ap1Ouog Eneioodimv — (hum_episodes) 100-200
Méyiotog ApiOudc Bnudrov avé Encio6dio — (num_steps) maze_size * 3
Warmup Steps 500-5000
Replay Memory 50000-200000
PvOuog Exraidevong (learning rate) 0.0001
Epsilon 0.1
Gamma 0.95
Loss Function mse

[Mivoxag 2: Yreprapdpetpot pebddov Deep Q
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4.3.2 Boaowmn Aopr Alyopibpov

H Pacwkn Aoyin mov viomomonke givatl n axdAovodn:

Initialize replay_memory, Q model weights
For episode in num_episodes:
env.reset()
For t in num_steps:
If epsilon: action < random, else: action « select action from model
observation, reward, done = env.step(action)
Store in replay memory
Sample random mini-batch from replay memory
Gradient Descent to update weights

Copy Prediction Network to Target Network

Oco agopa ™ @don tev mewpaudtov 2Players, dnuovpyndnkav dvo VITOGTACES TNG TOPOTAVD
VAOTOINGNG Ol 0Toles eKTAdEVTKAY GE dlapopeTKovs ypdvous. Ilpdta £yve N eknaidevon g ke
onadag Kot akoAovBmg g KOKKIVIG, Le TNV UTAE va Kiveitol fAoT TOL LOVTIEAOL OV EKTOLOEVTNKE
nponyovpéves. H pdbnon dev €yive mapdiinia o0mmg avapépdnke kot otnv Q pebodoroyia. O Aoyog
Yo TOV 07010 EMAEYONKAV VA YIVOUV LEUOVOUEVE Ol EKTAOEVCELS EIVOL TO TPOPOVEG TPOPAdICUA TNG
KOKKIVIG OpLddag KT TN S18pKEWD TNG TAVTOYPOVG EKTAIOEVONG, L€ OMOTELEGHA 1] UTAE OLAOO VO

UMV KATOPEPVEL VO YEVIKEVGEL GOGTA.
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4.3.3 Aopég dSiktomv

O1 Bootkég dlopopéc LETOED TOV GTATIKAOV SOUMV TOV JIKTO®V OgV EMNPEACTNKOY a0 TO UEYEH0g TOL
yopov. Kotd kopto Adyo m moAvmlokotnTo Tov OkTOoV €mnpealdTay GUECH LLE TOV GTOXO TOL
TPOPANUATOC, KATL TO 0moio fondnce otV peiwon ¢ mocdTNTAG TOV SIKTVMV, avVAAoYd TO TEipaLO

TPOC dlekmepaicon.

AvoATIKOTEPQ, TOPAKAT® TAPOLCIALOVTOL EVOEIKTIKA 0L SOUEG TOV SIKTOMV Y10, TNV LITAE OLAJO.

a) b)

Dense: 20 Dense: 50
Activation: selu Activation: selu
Dense: 20 Dense: 50
Activation: selu Activation: selu
Dense: 4 Dense: 50
Activation: softmax Activation: selu
Dense: 20
Activation: selu

{

Dense: 4
Activation: softmax

l

Ewova 10: Aopég Nevpovikdv diktdov prhe opddag a) Static, b)Random + 2Players

"Eva onpovtikd TpoBANHe Tov avaSEIKVOETAL LUE TO TEPAG TOV TEPAUATOV Elvar 1 SuoKoAio g0peong
TOV KATOAANA®V SIKTO®V 0AAG KOl 0VOYKY] ETAVATPOTOTOINGG TOVG HEXPL TNV ANy TV BEATICTOV

OTOTELECUATOV, 6€ cLVOLOCUO PEPaia e TNV ETAOYT TOV KOTAAANA®V VTEPTAPAUETPOV.
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4.4  Aetaywyn Mepapdatwy pe NEAT

H televtaio pebodoroyia mov viomomOnke nrav o adyopiduog NEAT. Bewpntikd, o NEAT amotelel
TOV TEPLOTOTEPA VITOGYOUEVO aAyOp1OU0 nabnong amd tovg Tpels. Avtd cuppaivel yrati veptepel o
ToyvTNTO Kot Oyko amd tov Q oAAG emiong emtpénel uéow g vevpoeLEMéng v avamtuén g
Béltiotng, N kovTd ot PérTioT, TomoAoyiog VELP@VIKOD O1kTOHOV. O debTEPOC AOYOC AmOTEAEL Kot
éva peydio mieovéktnua o oyéon pe tov Deep Q, mov 1 Paciki cHGTAGN TOL SIKTVOV TOV APOPE
oTaTIKn doun 1 ool Ppébnke HeTd amd TOAAEG SOKIUEG KO TEPAUOTO SOPOPETIKAOV TOTOAOYLDY. H
avAamTLEn ToL KMOKO Kot TOL aAyopifpov pabnong éywve ypnoiponoldvrog v PipAodnkn neat-

python, oyedloouévn and tovg CodeReclaimers.

441 Ymneprnopluetpot

Yto mhoicte tov NEAT £€ywve m ypron tov TopakdTo LIEPTOPIUETP®V Yo OAEG TIG QACES TMOV

TEPOUATOV.
Ap1Buog T'evimv — (generations) <10000
ApBuoc Aiktvwv avé Eneicodio — (runs_per_net) maze_size * 3
Fitness Threshold Mmie:95, Kokkivn:220
Replay Memory 50000-200000
PvOpog Exraidevong (learning rate) 0.0001
Epsilon 0.1
Gamma 0.95
Loss Function mse

[Mivoxag 3: Yreprapdpetpotr pefdodov NEAT
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4.4.2 Boaowmn Aopr AdyopiBuov

O Baoikdc alydpiOpog mov viomoteital pécm g PLprtodnkng neat-python eivotl o akdérovbog.

Initialize population, fitness_function

Initialize genome from inputs,outputs

Initialize feedforward_net

For runs in runs_per_net:
env.reset()
observation, reward, done = env.step(action)
next_action = net.activate(observation)
calculate fitness
evolve population through Crossover, Mutation

divide population into species

Onwg ko otig mponyodueveg viomomoels, ota mepduata 2Players, ov ekmodedoelg Eyvay Kot
Eexymprotd kat tavtdypova. Tehkd, emAéydnke N Eexwpiloth eknaidgvon Yo Tovg 1d10vg AdYyovg e

v vAomoinon tov Deep Q.

Id1oitepn onuacio katd v vAomoinon mpénel va 600si kou oto configuration file tov NEAT. To

configuration file mepiéyet 6AN ™ onpovtiky TANPoPopia Yo TNV ekmaidevon Tmv agent.

IMopoakdTm yivetor Mo TOPOLGIOOT TOV ONUOVTIKOTEP®V TapauéTtpov tov configuration kot n

GUVTOUT TTEPLYPAPT| TOVG.
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NEAT

Katd tnv €€€AEn, n fitness_fuction unoAoyiletal anod

fitness_criterion mean TO HEOO Opo TwV fitnesses ava generation
fitness_threshold 95 O otdyo¢ tn¢ fitness_function katd tnv e€€AEn
pop_size 200 MAnBuopog genome ava population

Reset tou aAyopiBuou otn nepimtwon e€addviong

reset_on_extinction True OAWV TWV EL6WV

DefaultStagnation

species_fitness_func max MéBobog urtoloyLopou fitness ota €idn

Méylotog aplBuog yeviwy yla éva eidog va

max_stagnation 20 efadaviotel epodoov dev BeAtlwOel to fitness tou

species_elitism 2 MARB0o¢ MpooTaTEVOEVWY ELEWV

DefaultSpeciesSet

Ektipnon (Swwv eldwv Baon tng genomic distance pe

compatibility_threshold 3 0pLo TNV TR compatibility_threshold

DefaultReproduction

elitism 1 MpOCTATEVOEVA gENOME ATIO YEVLA OF YEVLA

survival_threshold 0.2 Mocooto avamapaywyng eldwv

DefaultGenome

num_inputs 4 ApLlBuoC elcodwv ava diktuo

num_hidden 0 Ap1Buoc hidden node

num_outputs 4 ApLBuoc e€66wv ava diktuo

activation_default clamped | Baotkn activation function

activation_options sigmoid | AlaBéaolpec activation function katd to mutation
activation_mutate_rate 0.2 Moocooto epdaviong Slabéotpuwy activation functions
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Napapetponoinon Apxtkonoinong Weights kat Biases

bias_init_mean 0
bias_init_stdev 1
bias_replace_rate 0.1
bias_mutate_rate 0.7
bias_mutate_power 0.5
bias_max_value 30
bias_min_value -30
weight_max_value 30
weight_min_value -30
weight_init_mean 0
weight_init_stdev 1
weight_init_type gaussian
weight_mutate_rate 0.8
weight_replace_rate 0.1
weight_mutate_power 0.5
aggregation_default sum
aggregation_options sum
aggregation_mutate_rate 0.01
compatibility_disjoint_coefficient | 1
compatibility_weight_coefficient 0.5

PuOuiosig vEwv ouvdEoewv Kot nodes

conn_add_prob 0.5 MBavotnta mpocbrkng oclvdeong
conn_delete_prob 0.5 MBavotnta Staypadrnc cuvdeong
node_add_prob 0.2 MBavotnta mpoacbrkng node
node_delete_prob 0.2 MiBavotnta Staypadng node
enabled_default True Evepyomoinon vEwv cuvdioswv

MiBavotnta mutation evepyomnoinongn

enabled_mutate_rate 0.01 arnevepyomnoinong ouvdeong
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Napapetponoinon apxtkwv e§68wv anod to diktuo
response_init_mean 1
response_init_stdev 0
response_init_type gaussian
response_replace_rate 0
response_mutate_rate 0.01
response_mutate_power 0
response_max_value 30
response_min_value -30

Tpomnol cuvéeong

initial_connection full Tpomog ouvéeong nodes
feed_forward True Tpomog epnpocBodiadoong

[Tivakag 4: Topapetponoinon config file
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5. ATOTEALEONOTO — XOUTEPACUATO

5.1 AnoteAéopata Q

To mpdTO CLUTEPOCUN TOV TPOEKVYE OO TNV OlEKTEPUIMOT OAMV TOV TEWPAUATOV NTOV M
OVOTOTEAEGLLOTIKOTNTO TOV oo Q oe moAvmAoka pofAnuata. [lapdtt o ypdvog ekmaidevone Tov
0€ WKPNG TOAVTAOKOTNTOG TPOPANUOTA NTOV OPKETE UIKPOS, OGO 7O TOAVTAOKO YIVOTOV TO

TPOPAN L0 TOGO SVGKOAEVOTAV VO YEVIKEVGEL MG TTPOG TNV AVGT) TOV TPOPANLOTOC.

AvT0 yivetal apketd Qovepd Kol 6Tov mopakdto mivaka. Ot xpodvol 6Ta TpoPfARUAT. 2 TAVTOXPOVOV

EKTOOEVGEMV EKPPALOVY TO TTEPAG TNG TPOTNG OTOONKELGNG TNG TPADTNG EMLTLYOVS EKTAIOEVOTG,

Time
Map Episodes Problem
(hh:mm:ss)

00:00:41 226 100 Static

5Xx5_empty 00:08:23 935 95 Random
00:45:23 14586 80/20 2Players (Chaser/Runner)

00:28:38 3532 85 Static
10x10_empty | 07:12:01 25454 75 Random
- - - 2Players

00:31:15 3951 85 Static
10x10_obst 08:18:45 25810 70 Random
- - - 2Players

TTivakog 5: Anotedéopata Iepapdrtov Q

E&opoimon kot Zoykpion AlyopiOuwv Evicyvtikng Mdabnong 38



Metomtoyaxn Awtpn Kovotavtivog Zrupdmoviog

Y10 Téh0C KGO ekTéleomg, o alyopiBuog Etpeye 20 test emeicddn Yoo TOV LTOAOYICUO TOL accuracy.
‘Eva ene106010 Oewpeitar 0OAOKANP®UEVO EMTLYMG €0V O agent TPayLOTOTOMGEL TO GTOYO TOL CE
oLYKEKPIUEVO 0pBpd Prnudtov. O apBuog avtog dapépel avapueso otovg agents, kabng o kabévag
evepyel Paon Tov dikod Tov reward. Tvykekpipéva, 1 UIAe ouado OAOKANPOVEL ETITVYMG EAV ETITVYEL
T0 610%0 TOL 6€ MydTepo amd (Maze_Size*2) Priuoto, eved 1 KOKKIVY €6V dev TOOTEl 0mo TV UTAE

Yo Tavo omd (Maze_size*maze_size) frpoata.

100 4

804

60

Streaks

40

204

T T T T T
0 2000 4000 6000 8000 10000
Episodes

Ewodva 11: ApBpog cvveydpevov enttoynuévey tpoctadeidv (Streaks) avd eneicddio

001

Ewcova 12: Reward ava eneicddio
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e Kpovg YMPoLg OTmg 0 5X5, giye apketd kold amoteréopota. Oco 0 YOPOG PHEYAA®VE, avEavoTay
ekbeTikd ko o ypdvog exmaidevong. Me v avénon ¢ TOALTAOKOTNTOC Kol TOL UeYABovg Tov

mivaka, 0 aAyoplOpog dev KaTapepve Vo, YEVIKEDGEL GTNV ADGT TOV TPOBANUATOG.

INo mapdderypo, otov ydpo 10x10 ywpig eumddia yo. to meipapo 2Players, to uéyioto observation
state ywo. Tov kabe agent givar [10, 10, 10, 10] xou to action [4]. Katainyovpe Aoutdv ce ekmaidsvon
dvo mvakov dnctdcewv 10000x4. 10 GUYKEKPUEVO TAPASELYLO O aAyOplOuog dev KATAPEPE V.
Bpet Aon péypt ko to 30000 emercodta. Avtd pog 00MYEL 6TO GUUTEPAGHO OTL GKOMO KOl VO
avénoovue tov aplud TV enelcodinv Kol vo emttdyovue TV embountn Avorn, dvokoio Oa

KOTOQEPEL VO YEVIKEDGEL GE TEPAUOTO AVENUEVNC TOAVTAOKOTNTAG 1] LEYOADTEPOV YDPDV.

EmmAéov, yio tnv Kataypoer| GYETIK®OV TEPAUAT®V, OTOITEITOL GUGTHLATA AVENUEVIG VITOAOYIOTIKNG

1oyvo¢ KaOdG N ekmoidgvon evog TéTotov agent umopei va S10pKECEL OKOUA, Kol LEPEC.

Kotaiyovtog, o Q eivor évag ypiyopoc Kot amoTeAEoUOTIKOG oAyOPIOLOG Yoo TNV €MiAvoT OmAGY
dounuévav mpoPAnudtov. Me mv avodo g moALTAOKOTNTAS OU®G, 1 €0pect GAA®DY LebodoAoyIdY

etvar amapaitnn.
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5.2 Anoteléopata Deep Q

Yyetwcd pe tov Deep Q, to mepduato 6oy Giyovpa KOADTEPT EIKOVO, KOl SIKOIDVEL TNV ETAOYN
TOL ®¢ o, Pertiopévn exdoyn tov amhod Q-Learning akyopifuov. Tvykekpipéva, pe tnv Gvodo g
TOAVTAOKOTNTOC, T TEPAUATO ETPEYAY GE EDA0YO YPOVO KOl GUYKPITIKA TOAD pikpotepo omd tov Q.
ZNUaVTIKOG TOPEYOVTOC OMOTELECE TO YEYOVOG OTL OV YIVOTOY EKTAUOELON GE TIVOKO OAAA GE OTKTLO.
To mAn00¢ Twv weights tov sivar tAnbvoutaxd Ayodtepa amd thv éktacn evog Q mivaka, dpa kabiotd

COPESTTO O £UMIOTY YEViKevon oo testing.

Evdectikd, mopovstdlovial To amoTEAEGHOTA TOV TEPAUATOV, KOOMS Kol 01 ¥poOvol eKTaidevong

TOVG ka1 To péytoto reward avé engicod10.

Time Max Episode
Map Episodes Problem
(hh:mm:ss) Reward
00:02:34 7 98 Static
00:18:56 13 89 Random
5x5_empty
00:28:21 12 90 2Players Chaser
00:28:21 17 212 2Players Runner
00:07:15 10 95 Static
00:27:55 26 86 Random
10x10_empty
00:45:16 14 89 2Players Chaser
00:45:16 89 157 2Players Runner
00:15:10 20 94 Static
00:58:13 29 76 Random
10x10_obst
02:56:17 26 79 2Players Chaser
02:56:17 54 221 2Players Runner

E&opoimon xor Zoykpion AlyopiBuwov Evioyvtuag Mabnong

[Mivaxag 6: Amoteléopata nelpapdtov Deep Q
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Ytov mopandve wivako, to Max Episode Reward ekepdler to péyioto reward mov emtvyydvel o
uéoog agent ava enelc6610. Zoupova pe to rewards wov £xovv do0bei, o peyroto mbavo reward yio

™V urke opdda givar to 100, evd yio v KOKKvn opudda givar to 250.

1o, mepdporo TopotnpnOnke wo pikpn vrepoyn tov Chaser, g umke opddag. Avtd iowg opeiletal
GTNV XPNoT Tov idtag Soung S1KTHOV Kot Yo, Tovg dvo agents. To £pyo Tng KOKKIVIG OUAdAg PEPEL
peyolutepn ToAVTAOKOTITA KaOMC TifeTaL VO avTIUETOTIGEL VoL 1O EKTOOELUEVO GOOTN A, Gpa. EVal

7o oVuvheTo povtédo Ba elyxe KoAvTEPQ amoTEAEGATAL.

model reward model reward

100

50 4
—500 4

—1000

reward
reward

504 ~1500 A

—2000 A

=100 4

—2500
=150

T T T T T T T T T T T T
500 1000 1500 2000 2500 3000 0 500 1000 1500 2000 2500 3000
epoch epoch

o

Ewova 13: Model Reward Chaser - Runner kotd tnv exraidevon oe 10x10 xdpo

model reward model reward

100 1

50
—500 A

—1000 4

reward
reward

—1500 4
—50 4

—2000 4
—100
—2500 4

=150
—3000 1

o 4
=

2000 4000 6000 8000 2000 4000 6000 8000
epoch epoch

Ewova 14: Model Reward Chaser - Runner kotd tnv eknaidevon og 10X10 ydpo pe gpumnddio
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Emmpocbitmg, otic mapandvm ypopikéc eaivetal to mean reward ova epoch, to omoio ekepdlet steps
uéypL TNV emitevén tov 6toXOL N TNV VIEEPPact Tov opiov Prudrtov. [apatnpeiton 6tL Ta poviéda
OTNV TPAYUOTIKOTITA YEVIKEDOVV OPKETA YPYOPOTEPO GE GYECT| UE TIC EMOYEC TIC Omoieg ETpeéav.
AvT0 umopel v, oQeileTon Kol GTNV TVYOOTNTA TOV Topadelyudtov. Mia dikAgido acpaieiag yio v
gvpeon Tov PéATIoTOL povtédov givan evog callback implementation, piag diepyaciog dnAadn mov Exet
evoopotmdel oy fit cuvdptnon g ekmaidevong kot amodnkedel T0 KAAVTEPO HOVIEAO UETE amd

kG0 enelcdo10 PéYPL EKElVN TN OTIYUN.

5.3 AmnoteAéopata NEAT

Suykprtikd pe tovg mponyovuevoug aAyopibuovg, o NEAT zapovciace mo  1KAvOTOWmTIKG
amoteléopara. H edpeon g KatdAANANG SOUNG dkTOOL amoTéAEsE Giyovpa TPoPddicua Evavil Tov
Deep Q mov ekmodednke o€ otabepr dour. ZVVOMKE TAVTMG, 0 ¥POVOC EKTAIOELONC NTAV POVEPH

UEYOADTEPOC GE OYEGT LE TOVG VITOAOUTOVGS, Ol OLLMOG OTOYOPEVTIKOG.

2TOV TOPOKAT® TIVOKO TapOoLGLAloVTOL TO OTOTEAEGILOTO TMV TEPAUATWOV.

Time Fitness
Map Generations Problem
(hh:mm:ss) Result
00:00:09 10 98.2 Static
00:08:59 752 93.7 Random
5x5_empty
00:14:45 761 92.7 2Players Chaser
00:14:45 520 215 2Players Runner
00:11:02 851 94.2 Static
01:28:56 1121 87.6 Random
10x10_empty
02:10:12 1242 86.2 2Players Chaser
02:10:12 810 180 2Players Runner
00:32:04 2584 85 Static
03:45:13 3650 82.4 Random
10x10_obst
04:56:30 3820 81.2 2Players Chaser
04:56:30 2110 204 2Players Runner

[Mivoxag 7: Amoteléopato NEAT
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Ta mopamdve omotedéopato emTevydnkay UeTd amd TOAAEC EVOAAAYEC VLTEPTOPAUETPOV KOl
dokiuav. Inueidveton g yio, to Fitness Result tng pmie opddag, yio kdbe mpofinua dniadn ektodc
tov 2Players Runner’, to péyioto fitness mov umopei va enttevydei eivar to 100. Avtictoyo, yio v
KoKk opada kot to ‘2Players Runner’, to péyioto fitness eivat to 250 kabmg maipver 10 reward yio

k0 €yxvpn kivnon o péytoto apBud kivnoewv 25.

Iapatnpeitar g 660 duvokoAievel o yhpog, to fitness tov chaser usidveral. AvtiBétwe, o runner £yet
ApPKETO KoM omoteAéopato, kdti 1o onoio givar mpopavég kabmg o chaser dev éyel exmaidgvtel
EMOPKDC MOTE Vo TAvel og kdOe eneilodd10 Tov runner. Emumdéov, o runner gaivetal va £xsl éva

TpoPadioua pe TV TPocHnKn TV eUnodimy.

Katdé ™ didpkelo tov mepapdtov, mapatnpiinke 6t ta nepiocdtepa hodes amd to diktvo mov
dnuovpyeiton €xovv sigmoid activation function. "Etor oto config file tov NEAT avénfnke 1o

TO0C06TO EMAOYNG TG 61YU0EB00C cuvaptnong o€ oyson ue tnv clamped a6 0.2 o€ 0.5.

H amoteheopatikdétra tov NEAT 1dwaitepo otov chaser odfynoe oe mpoondbeia Peitioong tov
OmOTEAEGUAT®Y Kal TOV runner, avalntovtoag tn PEATIOT TapoueTpomoinoT. Mo ToAD onUAVTIKA
aAlayn omotélece M Swpopomoinon tov Tpdmov avdbeong tov reward. AvoAvTikOTEPQ, YO TOV
runner, éywvav dokiuéc pe avabeon reward=-100 6tov midveron amd tov chaser kou reward=4 yio
omoladNTote GAAN kivinon. Me avtdv tov Tpomo divetor mePocdTEPN EUPUOT OTNV OTOPLYN TOV
avTITGAOL akOpa Kot av 1 Kivion mov kavet o agent dev givan £ykvpn. ToapdAinia, to péyioto fitness

result Tov runner aAAaler amd 250 og 100, kabbg TAéov emtvyydveton reward=4 yw péyieto apBpd

fnuatwv 25.
Map Time (hh:mm:ss) | Generations | Fitness Result Problem
04:21:40 1081 89.5 2Players Chaser
10x10_obst
04:21:40 2412 85 2Players Runner

TTivakog 8: Arotedéopata NEAT petd v nopapetpomoinomn

'Etot, emrtedynke Peltioon tov fitness result katd 8% otov chaser kot 4% otov runner.
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Mopokdto® mapovstdlovior EVOEIKTIKA Ol OOUEG TV OIKTO®V Y10 To OLO TEAELTOIO TEPALOTA,

(2Players Chaser, 2Players Runner) xafag kot ot avTicToyeg YPUPIKES TapucTAGELS:

Population's average and best fitness.

Fitness.

_107

0 1000 2000 3000 4000 5000 6000 7000

] 0T OB
Sliclclolcr NG

Ewodva 16: Aopr vevpovikov diktbov NEAT Chaser
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Population's average and best fitness
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Ewova 18: Aoun vevpwvikov diktvov NEAT Runner
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5.4 Zuunepaopata kat MeAoVTIKEC BEATIWOELC

H yevu ewova mov mapovoiocayv ta melpduato deiyvouv v vrepoyn tov NEAT amévavtt otouvg
VIOAOITOVG aAYopiOUOVG OYeTIKA pHE TO ovykekpuévo mpoPfinuoe. Ilap’ olo ovtd, M YOUNAN
eMeEPYNOTIKN 1YY GTNV 07010 SOKIUAGTNKAY TO TEPAUATO, GE GLVOLUCUO UE TNV GUVOETOTNTO TV
TEWPAUATOV KaO1GTA SOGKOAT TNV GOVOEST] TOAVTAOKOTEP®V SIKTO®V TO OO0 ST|LLLOLPYOVVTAL LECH
NG vevpoeeMkTikng akolovbioc. Emopuévme, vAomoidvTog To TEWPAUOTO G GUGTIUATO LEYOADTEPNS
enekepyaotikng dvvatdtrag, 0o odnyoduoctov 68 KAADTEPO, OMOTEAECUOTO KOl GUVETMC OF
UIKPOTEPOVG YPOVOLG EKTTOIOEVOTG, OKOUN KOl OTO TEWPAUOTO LAOTTOINGoNG OTt®mg Tov aAyopifuov

ekuddnong Q.

EmumAéov, oty misioynoia tov nepapdtav vionomdnkay feedforward diktva. Mo oddoyr mov Oa
UmopovoE Vo amo@épel Pektiopéva  amotedéopata eivor ta convolutional vevpwvikd diktua.
Edwcotepa, otnv pebodoroyio. Deep Q-Learning, n avtikatdotoon tov Dense diktvwv pe Conv givar
pio 1éB0dog mov £xEl SOKIUAOTEL KOTA KOPOUG, LE XAUPOUKTNPIOTIKO TOPASEIYLA TI dNUIOVPYio EVOC
oAokAnpopévov cvotiuatog reinforcement learning oe moyvidie Atari. Kabmbg ta convolutional
diktvo déyovror 2d €16080vg, Ba pénel va yivel To amoapaitnto encoding otnv €icodo, peTATPOTNH
TOLG ONANOY| G€ €va O1001U0TATO YMOPO €itE GE LOPOT| EIKOVAG TOV TTEPIPAALOVTOG OVAL SLOPOPETIKN
katdotaon (pixels), site va tpogodoteital 1o SikTVLO e pia. OMEIKOVION TOL Yhpov avo keAl (10xX10

2d array pe S10popeTIKY T avaloyo Ue T Katdotact Tov Kabe keAov yia tov 10X10 ydpo).

Enpoavtikny odkayn Oo pmopovoe va emeépel kot  alhoyn tov encoding ywo Tic N vadpy ovoEg
dopég dIKTV®V. TINV TOPoVG EPEVLVA SOKIUAGTNKOY dlapopetikd encodings yio v 16030 ToL
observation cto diktvo. ‘Eva amd awtd givat To one-hot encoding, 1o omoio petatpénet Ty €i6050 TOL
OTVOoL 6¢ €va povodudotato mivaka pe 0 kKot og éva and avtd &yovue 1. H k4be o amd ovtég tig
kodwonomoelg eivor povadikn. Ta copmepdoupato amd avty TV kadikomoinomn eivat 1 Kabvotépnon
NG YEVIKELGTNG TOV GTOYOV, TO, OMOTEAECUATO OIS NTOV OPKETA OUOLO [LE ALTA OV AVOAVONKAV KoL
GTNV TPONYOVUEVT eVOTNTA, BETOVTOG TIG KOTAAANAES TPOOTTIKES Yo Bedticoon Tovg. TiBeton Aowmodv

10 {ATnua edpeong tov katdAiniov encoding mov Ha BEATIOGEL Ta TOPOVTO ATOTEAEGLLOTAL.

H mopovca epyacia ftov g mpocéyyion HAONONG YXPNOWOTOIOVTAG TPES OPOPETIKES
alyopOpikéc Aoyikéc. Ta amoteAéspoto Tov avadvukvoovTal eivat emBountd, n oxetikn Pioypapio
OLMG OV 0POPE TOPOHOLES TEYVIKES €ival TOAD peydAn. e peAloviikr| épevva Bo umopovoav va
ypnoyoromBovv Kot dAlol oyetikol TpoémoOL ekpdbnong mov pmopel va amopépovv ta PEATIOTA

OTOTEAEGLLATOL
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