FIT2023 (% 22 EMEMM SN 74— L)

CF-008

~NFr—T = MR X DRI IATENC B S S
Role-Alternation Cooperative Behavior by Multi-Agent Reinforcement Learning

HEE

NERRFTT

BNEET HIET

BEEX T

Shogo Hayashi Yukiko Ogura Tomohiro Tanikawa Satoshi Nakagawa Yasuo Kuniyoshi

1. IXC&HIC

Al R Ry METO S 52 BRICHEN. AL T—
T NOMAEH (HAD NETETEEELZH LT
by ZOXHIBRAMET—Y 2 FOMWARHIITEIOM
BEa—7 g x—va UMEE LTIRZ., FRCAEWOEE
AL O mNERS & B e TR EIAR AL iR TN E
A2, AFETEZOL S Ra—F 11— a VED
il LT, W - Hh2FHEIZE 1T D producer-scrounger
game (PS-game) [1] £\ 5 V' —LETVICERT D, 2D
7= LT 2 ADAD m Sk iE & AREHRIED 2 SO
B EWNZRR LA D 2 & Tli#E & B ITEh=RAICHEN 2 1
BTED, RBFIFETIE, 20X 52K T THAHRERIAZ
RITEZ R T ==V FOFEEFHIELL, v AT T—
Vx Vv hi{bFEE E MW PS'game Izl —va v E

-
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152 Tz=V =2 bOREIZMATEIOMEZRFET D,
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2. MREDE=
KRETIH, AR THERT LI —FT 42— a Vv OEH
WE AR, ATHIRICDOWTE LD D, FI2ETHI%E

(T DARMIEDNLE RS & v T,
21 3—T4F—2aVDER

COHiTIE, a T x—varoEREEND,
Malone H IZ I iE, 2 —F 4 x— v a3 v &id,
“Coordination 1is managing dependencies between
activities.” (2 —7 1 F— 3 a2 ¥ L IR O R ORIFME %
FHTLIEThHD, ) EEESIND 2], B L 1 ADfh
FHD 2 HFMOa—F 4 Fx—varnd T ThiuL, &
T—Vxr MIBCOITE) & thE DITE) & DR E B
FTHZ LB, Lnl, MEOBENZEEZELHE
ETERITNIIMEOITEEZ TS 22 LITRETH D,
WxIZ, mE X AWIHREZEAL L LTHRVWDOITEN%

SELPTER VT —F  x—T g VIENEE LSS,

2.2 PS-game

ZOfITHE, a—F 4 x—va YBEOHIE LT, £
% - 2RI E 1T B producer-scrounger game (PS-
game) [1] & W I EFT/MIZHEB L, ZHuTxt LIS
FETT I —F T 5 e %, PS-game Lid, b
FaE O S ORRITHEZET ML LD TH
D, 2RO =T = FRERERRT HIEEH (Low-
vigilance) DIREER & D0, SMEICHE 2 D Bk (High-
vigilance) DIRFEZE & 202 BHRTHZ L 240 RS, &
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BHEBRRE L TIEN Y TiX, H AR THILT 5 /M0 ilb
AN, SR 2 TIEN Y THESTE a7 <
%, EBon—FNANIIE 2 A ITE AT, b ) —
IR I ERHER N TE D, ZOL 2 2R TF T
HOWRZEDNDNRANCERZ R L TV Z 2B E
T2,

[1] Tix 2 AoWER#EC PS-game %8k & L2 FEHR LR
BETOESZ T, AWM ) 27 EREITZ D
I I DIIRGE S 372, 1 X PS-game O/ —AL 70 —%
FLTND, 72, K2 382E, AHOERLIEICET
L5 ERME OB EELZ R L, K 3 IXFOFER LM
Z N[ CTEME L7 BEOZRFZROBEREZRL TV D,
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1R T L9212, B2 Low-vigilance TH T3
High-vigilance % & > T\ AIRHE, H 5L HE 2 High-
vigilance THHF3 Low-vigilance % & > TWHIRRE, Z D
2 OOIRMEEM YIRS Z & TOARNKAITKEHRMNEE2
ZENRTE D, 3 6%, 60 [FIOFRITT 59 [BIDOEEHIAL
RAITHRTI L, FERERREIRR Y AT AR 5 2 LTk
HLI=RT bHoTzb 0 H Z ERnbnd,

O = LBV TEEIZRRICER T 5B AIFRD L 5
IZHB T & %, Wi ki High-vigilance JREEZ & 0 i1 5
%4 (Casel), 1ickzE 1 RITZLICWELEIC
reward = 10 256N 50, ZHUXZ DT —AZBWTE
W CTH D LI E 27\,

—J5. W& I Low-vigilance IRHEZ & V1T DA
(Case2), 1317 THliZEDH LN HIN) reward =60 & 72
DHEFRIT 50%, reward =—60 &2 5MERL 50% TH DM
b, w2 o%E OmHE OWMFHEIL Elreward] =0 &
729 . Wi# High-vigilance DA LV ARWIIRHE & 72 5

X512, —JiH Low-vigilance JREEZ &V . & 5 —FHn
High-vigilance K% & 534 (Case3), High-vigilance
DT —Yxr MEIRIEY reward = 10 #4455, Low-
vigilance DT=— = ME, #HlZIEX 1 TP=80% & L
7oWE, 1 YT TlE O/ LD HENA reward = 60 & 725
=213 50 + 80/ 2 =90%. reward =—60 & 72 5 eIk Y
D10% L7225, Lo TIZDHFAD Low-vigilance =— =
> N OWMHHENE Elreward] = 60 x 90% + (—60) x 10%
=48 L7V ZTIAKS — AT E ORISR E & e
%o FET-WEOEEGHRMBIFHEOEEH (10+48) / 2 = 29
LV bEL< D,

Lo Lilizm— = b OREER EEMIC & VT 5
%4, Low-vigilance ®=— ¥ = > k23— FHJIZ High-
vigilance D=— =¥ FMLFGEZHER LT 5 Z &1
2B, £ T, HEEIOBITEITY Z L EmitE L T 556
X, AW® Low-vigilance, High-vigilance &V 9 2 S®
BB Z BN LT D 2 & T, M DS FEN DD
W 2 ST D 2 N TED, LB -2TZDL)
CHWOEENZ FICRZRTHZENTE DN L
NHEEE 725,

AREFFETIE, PLEICIR <72 PS-game DX H o —F 4
=V a VIEERRT DT, HA R EIRR
WDARERT—V = ORI EL, 2 KO =T = |
ARV 2 L—y g Tk o THESEE FIE OB A )
LERKT 2,

2.3 EITHER

Z OfiTIEL, PS-game, HERZRGHAITE., v~ RV v
A7 — N RIS DTSR £ LD D,

231 REAXKREGRTHRICOVWTOETHR

(1] icH BN D K D e BENI RO HFATENZ SOV T D
ATHFIEI DWW T E LD D,

iz, Wbt 2 KoHERMET V= FORI->Z %
NFERTET IV 7952 L TBIHEBDORDHOZ—

-
[

LFA R (EERAATE) 2232 b— h LTS 3l

(4],

Skantze X, REECIBIT D TRIE L OHERFRN R Z— T
A 27 ®%FF )%, Long Short-Term Memory Recurrent
Neural Network (RNN) [5] # AW C#RrL, AMOHE

E 25

RATHR L LENTRERE R LI EEHRELTVD
(6] .

%72, Raffensperger 5%, Al II 2=l —T 3
B X—vT A ZIZET DTSR EZHMIRT 52 &
WL TH =T A7 OFEEREEZ T L, & Iz A
MO LTH =0T A 7 OS5 EIT>T0D (7],

E 52 UL Raffensperger Hix, BAKT 7 & 27— 4
LIPS —REDAT— NIV — 0%, A EEEO a2 2
== a VOETNELTRB L, =—Y = b OHRE
B S\ T Q-learning =— Y = DX —2T A
ETRT 57012, EFRBURERF>T=—v Y2 hORT
WKLo TTOND ZNBDF—ADF v v a ¥ a AT
5lEER LTS (8],

232 X bY YOI RE—=LIZEITATILFI—C U bk
LZFOEITHE

PS-game (I~ bV v 7 AF —20—Ffé L CTERILT
ED, MU v I AT =L EE, HT VA Y —DITEIOHM
L2 TR22DE I A AT~ U v 7 A FIEAT5)
TEDLNIEZHMN G2 6ND L) Ry —LThHD, Ak
W~ MY w7 A= AL LTRBSINDBREICBIT S~V
Fr—Txr NREFE OITIII N D0 b B,

51z 1%, Sandholm. Critess %, XFEM LR~ v 7 R
F—=ALD—D2ThDHNADT LV ~% Qlearning =—
= MIEVIR LT VA S, EER R BRI 23 U C R
RfpAEEHT I L 2R LR 9],

—7J5 Claus. Boutilier %, fiEZR~FY v 7 AF—AT
KR TEXDHA—FT 4R — a U F—ADH —LHEE L IR
PEIZ DWW T O & B LT\ 5 [10],

Leibo HiZ. NADOTY L r~&ZLHELE~Y R v
AT — NEHENT LD —2oDETFTLE LTI
[11]. #51%. REOHSHMY Lo~ TR, Bk 117
B Lo kY (%) CEAShMEETHDLZ LichE
HL, ZBRIHEESV L U~E2EATLZ L THEAHE D
STHDBEFNOLEDLINTHENHBAEL I DEWLIZL
W5,

ERELINGOMETRY EiFond~ Y v 25—
LI, BT VA T —DITHOMIC X - THIA —FICEE
5H0THY, PS-game D X H %K T VA ¥ —DFTE T
ELTHHREHERNCELT 28REE L (TR > TV 5,

2.4 THABRICH T SERAEDCLEST T

FATRD Y —_AINBLUTOZ E PRI TND,
PS-game D L 52, £7 LA Y —OITHIOMNE
F o THRBIERMIZHMN T D5~ MY v X
AE N e AN AN

Fio, v F—Txr MREEE 2V REIRL
RILEFAITEN O SEATIRE S D720,

2T, A TIE, MEROICHMAELT S~ RN v
J AP —=ATHD PS-game I[ZBWNWT, v /LTI —Vx
hE(bEE Z2I1To72 2 KO —Y = > N OBEBIZRITE 2
D,

PS-game 1347 - SR FZOBLA TAMO X 5 7ot
SMEEMOITEI A ET ) LD THY, v L TF—
Vv MREBIZBWTIN L FEOMBEREEZITI Z &1,
TV MCHBED THAEME) 25252 L&2BEWRT
5, FRICARMIETIZ, Ao chEE IS, Hk
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WA E B 22T D 2 & TN ORI S & Y %
IBEAT)O ZEMTED VAT b, vV Fo—Vx
ML FEEIC L > TR TE D0 W) Z EICEREZ YT
5,
PERFIETIE— 2O RFEE B2, EhicmnoTH
REPNKEED ONRZ, —J7, AW T iR 1
@55, HD5WFEBEORITRE CREMNRBELIND
EIORBERTHY., ZDOL I RBREOHFRIZITFHREOSM
BDRWNIEINTND EEZD,

3. PS-game EER &L FER
ARFETIE, ABFTETIT - 2 EBROFEM, HW=FE, 5
HNTFRERIZONTER D,

3.1 8% 1: Q-learning I &k 5 &

FBr 1 T, Qlearning [12]ZFH L T2 hkD=—T
VR EFEE L, PS-game 21T o fi R BRI H, =—V
= ¥ b, CREEITEMEMERI % (Q B % Q-learning 7 /v
FY XML > THEHT D,

Q(st,a) « (1 = a)Q(sp, @) + afr41 + ¥ max Q(se41,P)]

Q(spa) 1T, =—T = DL 1281 HIREE s, &1TH)
alZBiFd Q. aldFEE, yIxEIBIETHDL, £
T EUEREZ] £+ 1 BV T=—Y = FOVIREE sy 1TE
BLIEKFIZEOh 2RI TH D, iz, HiliTEh 2Rk x
LD, ==z MR - A EFR TS, 2
T, FftEE X, TECLSbO=—Y v b (flE) 23 &
D EWFISERS D 2 &0 & OREFERT) ZNE % & < 5
BoadME L L, ML~ a DKM - TESE
(18], a IFACFIBEMEFBOLELLICEUTERE
RiEEZEL hERTEADTRETHY, =— = b
ORIt % ERT HICEAIMEEZA L TNDL EEXLND,

WIZAFEE LT, TEHC EmEORENOZEN LV /&L
7% Z LT E ORI Z2iiE 2 E < A 2o BT
o &L, RAFRBRE By Bin DR/ E - TERE
514, ZZ TR IEMENE L RE MM AL 2
EICHT AR EEEMIET D455, BlIH OAME LV
KERBIMEED Z LICKHT AR EELMET 5458 TH
5o ZIUBFIMME, A PEOREEFEICKEE 5,

32FEB 1 #R

FER 1 TiE, Qlearning #FH LT 2 KO -—T =
k& %E S+, PS-game &1THH 5,

AREBRITI T DRI, AN BE T 58T 2 — 213,
a; = ay = 0.5 RSN~ VU M), B =
Ba1 =5.0, By = Bay = 0.05 LFREL 7=,

X4 Tk, mo iz s ANExtg e Uiz 56 & Atk
121 =Y — RIZ 60 |0 TEITV, Tivax 4000 =&
V— REREBVIE Lz, ZOKTIE, 0% Low-
vigilance, 1 % High-vigilance JRIEL LT, &7 L A ¥ —
DREDESEZ R LTS, FEERETRL L, 20k
BIZRBENTHr—2AbH 0, JuOER &AL 60 [H
DOFEATD 5 H 59 BIOREIZRNKIY LTI r—A b H D,
LU, BEZABREL AT 2o lzr— AL S o7
ZEMWmbnb,

Wi, E¥aEsEoo—Yx N OREISEMRE - 5
T EMIRBEENTWS [18] Z E2vn, Bk lE, "memory”

GUEBAR) ICEHTAZ LIz Lz, ZOFEBRTIE, memory
AT 7 ORELZTIE L. TR ICRIETE 5
M EEELL, T72bb QBEBOEELE L THW EE
DIREHEZRTHLOTH Y, memory 258 L7= Q BT,
Q(St—ms1r St—mazs =0r Sty Q) ERBLIND (m = memory
LT3,

5 TlX, =—Y = h® memory D% 28k &
memory & HEIZFE OB, memory & 2 ADT LA
Y—OHRMOEFHOBFRE e > LT, K5 TiL,
memory D% 1 725 30 DEEEECEIMNL, 1 =Y —
KiZ 60 [ElDFRTT %4 memory Z &2 1000 = & — Rt
DK L7z, ZDY T 751 memory & &EIZZ B D
MIZIXEOHBENRSH 2 Z £ 3D, —F,. memory 23K
& < 72 BTSN TR Ot A N3 2 M2 B S
L0, ADHANZRESFELIRADLZ E bbb o7z, Zhid
memory BEMNTHIEET—T = > MRS EBEDOREN DR E
ERELSZT, EOWMMOEELZT oD L o TRERD
RELLENTDINOTHDLEEZD,

F7-. “good-alternations episode” & “no-alternations
episode” ZLLFD X HIZEFR L, TOMEHZHF LT
5, “good-alternations episode” &%, BMELL EDIEEH
FELLZE Y —RThb, KERTIE, 1=V —F60
ElOFRITDO OB, 8RIOAZREREBIMEE Lz, ZiuIxtL
T, BLENEZ S0 v Y — N4 “no-alternations
episode” &35, ZiL5 good-alternations episode, no-
alternations episode % ff#ii, memory % iz & > T~
7y b LSRR 6 Th D,

good-alternations episode ®E|&1E, memory 23FIEH I
INEWVBRIZIRIEE A E 0% &7 > T3, L2>L memory
OHIMZ LY . HTKRT 30% 5 E T LA LTWD, Wil
no-alternations episode DHIG 1L, memory AFEFIT/H S
WIRFIZITIE & AL 100% Td %728, memory DI T/
20% REFCTRELTWD, LLEND, memory & good-
alternations episode |ZIZIEDFHEIEIS%, memory & no-
alternations episode |ZIX B DOFEABHRN 8 5 = & MR
Ihd,
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33ER 2 KREIILFI—r FEESEEERAN
T-EE&

%5 2 Ti% DDPGI15], MADDPGI[16], ROMMEO[17]
Lotz Qlearning KV HMEL SNHv LT —Tx v
ML FEEHDOFIE T2 —T = FE%E X, PS-game
BT DT p—~ 2 ABWREELTZ,

DDPG (Deep Deterministic Policy Gradient) <°
MADDPG (Multi-Agent DDPG) (. 7A@l % A7
actor-critic FIEIZ & o ThEA 7R EE - {TEVEERICOA T
A VFEEFRIZT I RETHD, TOFETIEH, =—V
=V FOBIEDFH R EZFEET 5 actor BIEK u(s|0M) B L1V Q
FHEO QBEBICHT=D critic B Q(s,a) LD 2 FEFHD
¥u&, #—7 > b p,Q BHEL L THFEIES, Critic
B%QIx. #—7 v F Q L oEZRTHEAMELZ K/IME
THILELEAELT DI LT critic 2T, —F
actor (X, RGN Vou ] ZF5tE T2 L THROEH 21T
Do

ROMMEO (Regularized Opponent Model with
Maximum Entropy Objective) 1% [fc#fh] %&£ HeRAE
BEBATHILET, vV TF=—Tx MNE(LFE R
Pt & L CERL L FEFETH D, ZOFETIE,
BT — 2% (2 CO—V 2 MR L > TEM

B X — i KT D52 R TEDH8E] EEHELTHY
Do ZORBETIIAEHEMNREFILS D TR Zm)e
STHREEFTHEMELTEY . I OIEE L0
kD= FOFEET AT RAICHAT Z LT
B 7 552 Opponent Model Z 3K b5,

3.4 EER 2: FER

£k 2 TiZ. DDPG. MADDPG. DDPG-OM (Opponent
Modeling), ROMMEO t W o7z~ /L FT—T x> |k
HILFEOFRE T —V 2 bEFEHISE, ==V b
DL - FROWBE 7 2> LT (K 7, ¥ 8,
9. X10). ZNDHDFIRIEBEREETA L T 1 L FE AR
DOENDHATIZBNTEWNT 4 —~v A% 2 &N
FRoTND, ER2TIEER1I ARV =—T = MT
memory Z Rz oo, BITEEEZENRD Z & T
TV NR—EOFRIZIER L, ZEIZER 0128
HIAALTWD,

PS-game DDPG

—e— playerl

0.2 { —e— playerl

—»— player2

o
o

|
et
(S}

mean policy
|
o
-

T T T T T T T T T T
0 250 500 750 1000 o 250 500 750 1000

episodes episodes
v
7 PS-game DDPG
PS-game MADDPG
35 A
—e— playerl 0.75- —@= playerl
—— player2 ¢ —%— player2
0.50+4
0.251
e =
5 )
£ 0.00
: g
H 5
o —_
g g -025
—-0.50
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—1.004
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PS-game DDPG-OM

—a— playerl
1 =« player2

—e— playerl
= player2

0.2 4

mean reward
mean policy

T T T
500 750 1000

episodes

T T T T T
500 750 1000 o 250

episodes.

T
250

9 PS-game DDPG-OM

PS-game ROMMEO

30 1 —e— playerl —e— playerl
—— player2 —— player2
0.8
204§
0.6
o 101 .
s £
H 2 04
=
5 o 5
£ £
0.2
=10
0.0
-20
-0.2
0 250 500 750 1000 0 250 500 750 1000
episodes episodes

X 10 PS-game ROMMEO

4. B

F9. ER 1 oEREE LD E, LTOXYIThkD,
ZRREIHE good-alternations episode |Z memory & HiS®
T2 L THREED Z LA TE, noalternations episode
ITREEEZESCT OSSR TES, LT,
DT EnDL, BEOKEBEZSRT DRININZELFRT
LT EMDND,

—F., BRI IHEREN S oz LTH, 6D
i e A S D e = S QLAY i W o i =4 1 Y -3 S R e
RS2, AERTIE, =—Yxr MIFEOHE TOHL
IXERTORETH->TH, H+HAT v THIORETH - T
HAFFNIAT > TWB R, TSy 72 BEROLILD H
DI THLDTHERORIN D D, EEOAREDOEY T
b, FoZ L Lok, EANE X ZHRFEOREIC L
D BEREEREFEIND R ELWVWoTZ ENRTREIN
Do

$ 250

T2, £ 2 ofiRizcL b &, DDPG., MADDPG,
DDPG-OM Tix, —J)®»x=— = b7 High-vigilance
IRHE, fth)7AY Low-vigilance JRIEICINFH I HFER L 72> T
Wb, ZiUF—FHOx:— = MBI IR P Lkt
OB REEEFEWRL TS, —F DDPG-OM.,
ROMMEO T — = > k3£ High-vigilance JRHEIC
23> TN 5, ZAUIME D Low-vigilance dRAEL 72 1) |
BORMERD VA7 ZalkE LR R EMIRTE D08, 2
DA TIEME=—Y = MRS LRIMENERE < b7,
BPFHETIE, FEMETT DI on TRERAR 2L L&
o T, ZHIER TR 8N ART LI, =Y —
RORRT 52 L THLHRITPER L TNEDTH D,

T ZTHEIZ L - TUIRORRT 23 872 2 OIT BRI
FTHb, DDPG, MADDPG. DDPG-OM TiLMi#H»n
725 )58 (—J5 7 High-vigilance JIRHE. fh 7% Low-
vigilance RAE) 2R L T %, —J7 ROMMEO ClXifi#
M A U High-vigilance IREED HRIZWIIT L THD DN E S
nbd, ZIUZH2WTiL, ROMMEO ® Opponent Model (Z
BWT, T I KN High-vigilance (kEEAE & > T 5 Z
L BB T-HER. B4b Low-vigilance IRRER & 5 X
Y High-vigilance IRiE&% & o 7o FR4AFE Ly &0 9 Hilr 2
TLTWD LRIRTE D,

LML EDESIZ, WTNOFETHFENETT D
ZEITRY, FRBE L LR L TN O EITIER R
B TEEl BEZ-oTWD, §hbbvlIdz—Vx
v MR EFEEIZB W TIE Qlearning XYmUY g —
VRERTAREMED B D FE FIEEH WL H b 6T,
memory D72WVT— T = b TIIFREIRZRITEHA R 62
7o TWD, ZOFRERITFER 1 TREE S NI EFIZRAT
2RI D memory DEEMZMBT H LD L H7R> T
5, REROBREICBONTIE, 20 k5 sl o e
Low-vigilance IKfE% & D fElf 5 —=— = > + 2 High-
vigilance JRIEED = — = > ML AIGEEZHER LT D Z
EERBEWRT D, ZO XD R AT TEREBIAA G RTT
e RRAIEL0ITT, AROL S Rz Y — FEEH
LLT—EDHFRIZPURT 2 HFETIT L, FKICHFKREY
BEECTEHETNANDMELEZLND,

5. 80YIC

AHFZETIE, RO~ = v NEEO MR G TE
AN Fr—x MNEETTOa—FT o 32— a VHEE
LTHEZ, FICEABZRE a—T  x—a VBEICEE
L7z, TOETINE LT, EMBIMOREBITENZ T L
L L7z PS-game ZH Y Lif7=,

EH 1 TiX, Qlearning =— Y =¥ MZDOWT,
memory MM & B 5 Z & THRE LR L good-
alternations episode Z¥{ K25 Z LN TEX, W no-
alternations episode (I SHDHZENTEH LWV HfE
Rahle, TOZ b, BEOWREELZSRT DRIV
BREBRTDIZENREBEIND,

T—Yxr FOEBIEICEIT 5 memory OEENEIL,

Bl Z XA OFEEIFLE & BB oEHICHRE I T
LSTM network [5] D FIERKRST — % O T HNHZ)
THdHI L LABIZELS 2, 72720, LSTM 04
FFEESREANTA=ZBRHEFICE N LD, FEFRH
NEW., LERATYENZWREOMBERNGH D, AU
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T TIRH R D 72 NT A — 2 W= Z L TLVEHE
Az D7 < L2, memory DOIEMIC L W &ZEIZZAZAE
FTHEPELNZZ EITEFERTREEATH D,
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