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Improving n-step return in reinforcement learning

Abstract: In this study, we propose an improvement method for the n-step return in reinforcement learning.
The n-step return enhances the accuracy of predicting the target value of gains used in learning by maxi-
mizing the utilization of information from the actual action sequence. In this research, we refined the n-step
return to utilize gains between consecutive actions that align with the greedy policy. Using 2D competitive
fighting game character control as a case study, we evaluated the efficiency of the learning process. The re-
sults indicated that conventional DDQN learning stagnated, while the learning speed of DDQN incorporating
the proposed n-step return tended to be the fastest.
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1 FightingICE[2]
Fig. 1 FightingICE[2]

MRS TarrsRgEsh/lz (RV) =774 &2 —
I “EBDH 5.

2.2 FightingICE
FightingICE[2] ¥ 1%, 2013 4Fi2 ICE*! 23BHFE L 72 Al
WIFEHNERUASE 7 — L T2 9 b7+ — L TH B (M 1).
FightingICE 135" — A Z 1T # 2 0~ % — 2 v & 0t
T2F %77 X—%HlT2 2 50D Al THERXNS. Rt
B2 =YX 2 KDF v 77 X0 SR DBED T — 24K
M%E AL ICED, AL IZESNTELSY — 2R ETTICH
¥ 77 XROROITENRIRE LMK~ — v 125,
o3 —I vk 2 00 Al 2 STE1EZ T B - 7218125 —
LIRMEEHH L, B AL ICHRT — ok xeiks.
DEIBRAy -V DBELZEDIKEL TY — L 0ETT
% [3]. FightingIlCE i%, Java 70277 I v 7B XU, Al
BT 572012 Pyd) 12X % Python 7 n 2o 2> 0%
YR=I T2, ZOT7Iy b7 xr—2%kfEHTEE, #
AHo71ra) XARZGET, 22— RK%E, a VR,
BERYEITD N TE S0, iR Al #&GHL,
NPC? TORIENHEHT 27200 Al 743 Y XL EVEK
TE3 [2).

2.3 Gym-FightinglICE

Gym-FightingICE[4] (¥, OpenAl Gym D 7z & D,
FightingICE @ /v API T® 4. Gym-FightingICE I
F 4 oDRENMEMRA SN TV S, KIFZETIE,
FightingiceDataFrameskip-v0 % L 7=.

2.4 DQN(Deep Q Network)

DQN([5] 3 FRI21F & 2 Il ofsF o &ALz B &
9% Q-learning I, =2 —J b3y b= RIGHALRZD
DTH5. FERIBEsNHMOEFIIRDATERENS
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Q-learning[6] (&, KHE s TITE a Z & D, ZDEEREIC
TEIL 7235 0H5FI18 % Q(s,a) THET 2. DQN X
FATHIOHERIEL Q(s, a; 0) DHATENEDOAfiE (FIF OHEE
) ODRXZ bV T2ZE=2—F 1%y P V=0T
HB. OEFFY PT =T DRI X—RERLTNVS.
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R=T "2y NT—=TDNRFTRXA—=RI" X, =—I=V
FOIRIFEIR T v 7T OITEIEER T R ZHEE § 2 DITfl
HEhz=a2—91xy bT=0 (FVF4 %y FT—
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&, FE7—2EOHEBERBRIC & 2 FEANDEZE DI
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HRICD 25T YR AH YT Y 7 UIRBERHV 5.
Iz M EOBICEEITNEEE L RS HE (X —
v M) EEHT A, Bt OB =r, X—7 v bty
N — 2 ORIt TDRT X —XOHEEM 6, DMEDI 5.
REUTZMEHT 5.

vPON =, 4 7 max Q(st41,0;0;) (1)

Volodymyr Mnih & ®%E# [5] T, DQN &=— = > M,
Atari2600 D 49 fHDF — 1Dt v s RIETT oD AR —
LT AR —=RFDLNNVOMREERL, 77— 205D
ECABORa7®D 5% L2 a7 &gkl 7

2.5 Double Q-learning
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ENTVE., BRI XA=IX, HDORTX—=ZD5DfHE
TRDOIRBIZOWTHEH X415, Double Q-learning 1213,
BT, 1 D7 X=X EHFH LT greedy policy %
PEL, 32 1HOAT X=X 2HHL TZOEEIRET
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7y MZLTW3,
VPR = vy 4 yQ(s141, argmax Q(si+1, a5 0,); 0;)
van Hasselt 5 DHEERTIEX, L—L v b7 — L4 &R
#ET, Q-learning & [t# L T, Double Q-learning 3% %
PIZFEEPHEL, BOWIEREZFIsR L 7.

2.6 DDQN(Double Deep Q Network)

DDQNI8] 1%, van Hasselt 512 & D12IB X N7z LT,
DQN ¥ Double Q-learning D %S L T, 2R3N
72703V ALTHS. DDQN &, Double Q-learning &
e LT, BIFED greedy policy DFHHliD 72D 2 DA v
FNT—ZDRIRA=RO &, B=Fv Py hT—=2 DR
TR—R O~ ICBEEWZ-HDTH 5.

VPPN = vy +9Q(s41, argmax Q(st41,a;0:);0;)

R—=T o b2y NI —=ODT7 v T TF—HMZ, £>74
Vv b= OEN R aY -2k o TfTbils. van
Hasselt 51, Atari2600 DEHUED 7 — 2128 W T, DQN
DBAFHHIC L o TR a7 ZETEETVZDITHL,
DDQN i3 & h ZEMTEEEOEWFEE Lz 6T L
WTEBZrERLT.

DDQN @73V X L% Algorithm 1 1277

Algorithm 1 DDQN(Double Deep Q Network)
1: experience-replay Ny 7 7 D A& N THIHt
2 THEHRO DD Q 2y b= 2TV XA Ey b7 =28
F X —& 0 THIHHL
3: MEGIEDZDD Q 2y U —2 0~ % 0 THHL
4: for episode =1, M do
5
6

BRI, WHREE s, £33,
for t =1,T do

random a e DfifER
7: a; —

argmax Q(s¢, a;0) Z DAl
8: T8 a; % AT
9: R e, RO 5441 BZZUTELD
10: DT {st,at,7t, St41} ZALER

11: end for

12: 1 #HAAEFICH L ZTEOERS D 267 Y XA I =Ny F
{sj,aj,rj,sj41} ZHIF

13:  for =Ny FDOITXRTOERIZBWVWT do

14: target; <
rj sj+1 DR ARE T IRRE
75 +7Q(sj 41, argmax Q(sj11,a;0);07) £ Al
15: OIZBIL T (target; — Q(sj,a;;0))? EE/IMET 2
BYBCTE % 5
16: end for

17:  episode=3 Z&IZ O~ 20 DA —IZE->T7 v 7S7F— 1+
18: end for
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2.7 n-step return

n-step return 1%, EEOHWHEZH N2 VWIEZ DL &,
Matteo Hessel 512 & » TIHRZE X7z rainbow 713V X
2L 9] O—H#e LTIRBEI N HFIETDH 5. n-step return
ZUTDEIWCERT .

n—1

Rzgn) = ZVthHc
k=0

DQN @ n-step lRDOEEZLITD LS ITERT 5.

(R 447 max Q(sen; a;07) = Q(st, ar; 0))?

n ZWYNCHAE TS T, FEEEHETEI N TE
%. Matteo Hessel 5 DHEEETIX, rainbow 713V X 4
WEBWT, n=3%83528T, 7—7— F¥EERE [10]
D 57 D Atari2600 7 — LD ITARTHIZ—TY = ¥ MZBWL
T O REZ R L 7.

AR TRET 2FEE, KD—KER7 LTV X LT
H % Retrace[11] DRFEDHE L EZ LI TES. L
L, 1 A7y 7H7) OFEIEMLDOT, AWFETIE
KD BMLAETHETZ RV E X, n-step return %
WRL7.

3. RBEFZE

REFILTIX, n-step return T3 2% n % greedy pol-
icy T o TWAMD ATy 7R, £/, =¥V —FD
HIGETERET S. rainbow 7/13Y X LTIE, n-step
return THEH T % n DEZBEIEICLTWED, n ZRIZICT
522k oTn ZEET 255G LD b MRz 2E
THEAT2ZeHAARETH S & 27z, FEEIZE, Algorithm
20D n DIEERETS. I D n-step return £, DDQN
PHlAGDELEZ—Fy POXEDIFO X S1235. *3

}/tDDQN+n—step return ERgn) + 'YnQ(St+n,

argmax Q(St4n,a; 04); 0; )

2RI 7 132 X L% Algorithm 3 127875 . Algorithm
3T, I3 TEYIA YR Y NT—=TDRIX—=K )L
=Ty b2y NI =T DT X =R 0~ BHHPLL
2, 6~10 T e-greedy {EIZ & » TITHIDFEIRZ T VRS
HEZHEITT S, e-greedy KX, T—2 = ¥ MHTEIZ
BT 2B, MR (0<e<1)TI VX LRTEZE
WL, MR 1c CHEORBERITHZERT 2. Zhi
kb, Z—Y ¥ MI, —EDOHRTRAMOITEIZiXA
LZEMTE, ZOTHENICK > TIEON WM EE RS
LMW TES. R s, T8 a;, WM r, 1TEIL 72X
DIKFE 5441 X experience-replay »Nv 7 7 D IZREER S 1L

*3 ZTOD r, j i experience-replay Nv 7 7 D OFDOEETH

5.
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5. RADIHET L7z 5 12~20 T experience-replay #1795 .
experience-replay 1&7 Y X LNy 7 7 D o3> 7
VIRV, 2OV YT v IINEREFHLTEY
ZITD. ZAUTKD, BRARBRITEIZ FE T2 TE 5.
2 TI3HABITA Y IA Ay FT—TDRITRA=ROD
AV EoTER =TV bRy VT =T DRITRA=K O~
27y IT—1F5.

Algorithm 2 n OFEEJTIE

1: t=5 Y X LER L 72 I =Ny FEUSSE D OfF| &S
2: n=0
3: while a1, BFEEL TV S/ do

4: if aryni1 DFELREW or atpnt1 BROAEDESE then
5: return n

6: elseif arini1 DT VX LIGEIN TS then

7 return n

8: end if

9: n<+<n+1
10: end while

4. REX

4.1 #HE

Fighting ICE % I\ T, n-step return DR FiKICD
WTHEBRIC X DEEE T o 72, B 2 &I T o b
129 %.

e n-step return Z{HEHRWV (n=1)

e n-step return ® n ZEEICT S (n = 3)

e n-step return D n BAJZEIZT 3

4.2 /E

UTOFRECTEBREITR Tz,

o ¥y S/ 2—%7ZEN 3 5.

o 1IADRRKOREZIZ60HLT 5.

e QA M-I DEREKE 01T 5.

o El5IfREy % 08 ¥ 5.

e cgreedy TS ¢ OfE% 0.1 £ T 5.

o 3 R AT experience-replay #FEITT 3.

e experience-replay 2Nv 7 7 D O RKREREIT
10000 T, ¥2—OiEL T 5.

e DDQONE, 3#&E I LICMifEFHZITS =2 —
Iy V= REHT 5.

o WEME, B OWENY-o/35E, TDOXX—
JE/400 DT Z Z DM, B BKEEZIT T
BE, TDORX—IH/400 D~ 4 F 2D %
235, HITEOHEE, TN6DEZHVS.

o —a—J %y bY—27IX, F1DOHKE L.

o ¥ ¥ I X—DIREBICX > THRERITEN R E
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Algorithm 3 DDQN(Double Deep Q Network)+n-step

return

1: experience-replay \v 7 7 D Z’&&E N THIHt

2: fTEEIRD 7DD QY "I —0 %7V R Ly hT =%

7 X—& 0 THL

3: I HODHD Q v b —2 0~ % 0 THHHL
4: for episode = 1, M do
5
6

g2k, REE 51 233
for t =1,T do

eDHER
argmax Q (s, a;0) Z DAt
8: 178 ay ZF1T
9: %ﬁ@ﬂ Tt+1, 3?(0)11(.%5 St+4+1 ’E%HW%
10: D 5: (st,at,n,st+1) %gaﬁ
11: end for
12: 1ETIHLETEOMEESD D 22567 Y X LTI =Ny F
{85, 5,75, 8541} ZHUS
13: for =NV FDITRTOERKRIIBWVWT do

random a
7 a; <

14: if o SHIRERINED THIC & o TEEN TWHE then
15: Algorithm 2 QD n ZRD 5
16: target; <

T+ i+ et~ +

Sj+n+1 DI EHE T IREE

i AT+ Y et ~ " Q(s 4,
argmazaQ(sj4n,a;0);07) Z DAt

’anj+n

17: else
18: target; <
rj Sj+1 DI EHE T IRAE
7 +vQ(sj+1,argmax Q(sj+1,a;0);07)  Z DAt
19: end if
20: 01ZBI L T(target; — Q(sj,a;;0))? 2E/MbLF 3
IFCE % E
21: end for
22:  episode=3 ZTtIZ 6~ 2 0 DAL oTT v ST—F
23: end for

L7 [12].
o FHIMS F—XEEDT: [12].
o XWET, FH 1000 ilELELRLZ =2 —F L
Gy b7 — 27 OYIHHET 5 [ O1T75.
o FHMIZ, 10 &HOFEE T —22HHL, Th2
N 3 REF D greedy policy THAZEITHHE 3.
o FEIIHBIF B XTI Jerry MizunoAl[13] %
EHL 7.

K1 —a—J5lxy t7—7DRK

AT W TEME(BERK
AqkE - 88 -
i 1 88 42 sigmoid
RE 2 42 42 sigmoid

Mg 42 42 -
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4.3 ERALIERER
PUN 0BG CHER - FHEi 21T - 72
e TFighting ICE D¥REL
— Fighting ICE 4.50
— FightingiceDataFrameskip-v0
o IV a— XD
— Ubuntu 20.04.5 LTS
— Intel Core i5-10500 3.10GHz(6 cores)
— NVIDIA Quadro P1000

4.4 RERFER

‘&M D greedy policy DFHliORERZ X 2~4 12K L D,
EFNDH 320D 77225k, 2 1% n-step
return ZiHAAATWRWDDQN, K 31dn=3THEEL
7= n-step return ZFHAA AR DDQN, K 4 1 32RFIETH
D, nZA[ZIZ L7z n-step return ZHHAAATS DDQN T
Hd. 777 0HtENZ, 10 REBDET NV ZM o T greedy
policy TITh¥ it 15 RATEHELNIZBMOEEEZERL
THh, HEEIREEICoTW3 ., Bufld, Siicxt
J6 U REOTPITH 5. 3 DDEMHD greedy policy
TOFMI % L3 % ¥, n-step return ZFHARAA TV W
DDQN &, HEFEHKEELTH 77 713V - T
BY, HEDHFENEA TV, n-step return D n % [
B L7bD A ZIZ LT 201, 77 7HWHE LA Dic
BoTEBY, FEPHEATVWEEEZONS. BEFED
n & A[ZIZ L7z n-step return &, rainbow @ —#Hf¥ LT
MAAFN TV n = 3 THEE L7 n-step return % Lb#g
35, n=3T/EELT n-step return I EE 50 LI
T, 0.5 HiROMIMAEL 72 523, 77 7 OIROREAHKZ L.
ZRTH L, BEFED n Z0]ZIT L7z n-step return 13,
AR50 HITRT, 0.6 AIEROWMEL 72D n = 3 EEDY;
EEDZLOWMERTWS. T2, 77 7 DIRNEND
BV, ZORERD S, n-step return D n ERJE L TR I L
T, FEORELZWETEZLEION5.
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Fig. 2 Performance evaluation of DDQN without incorporat-

ing n-step return.
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Fig. 3 Performance evaluation of DDQN incorporating n-step

return with n=3.
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Fig. 4 Performance Evaluation of DDQN with Variable n-step
Return (Proposed Method)
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Fig. 5 Comparison of graphs under all conditions.

5. ¥

AR TIX, FH T greedy policy IZHiE-> TW 3 RIZE
oML HFEHT 22 ZePANTHEL VWS T7A4T T
WCEO X 1B — L DIRE T T, n-step return D n %
AIZIC T 2FEERE LT, n-step return ZAHAAATS
DDQN &, #8157 — A DIRE T, 1E3KD DDQN & Hig
LT, ZFEHOEENPR SNz, n-step return IZDOWTIE,
nZAEICTAIET, nk2EETEELDD, #HLFEHT
X BEMEDD B Z e Bahofz. XMERINZ, TREMEE R
o7z DDQN 1%, RIFFKDOEH R TOEEBHRETH %
ZeWah ol

RS TE, MEHFEZ 100 ATCEELTED, &
1TIEEE, 5T 1000 3 A% 5 3217 o 7729, Jl
DIEMH 7 A2 Y, WEHEFOEWZ X202 bx,
AITEBEES L THEST 20 EXH 5. fiicd, DDQN
12 n-step return ZHAAL TRZ I EZ L TWE 7D, 1T
FEIRP, o T RERL, TRIDEED
Bl RS 2 0 EDND 5.
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