
CSC 261 Lab 14: A
tive Reinfor
ement Learning Fall 2011Assigned: Tuesday 6 De
ember 2011Due: Friday 16 De
ember 2011, noonObje
tives:
• Understand details of model-free passive reinfor
ement learning
• Build an exploratory Q-learning agentCollaboration: This homework assignment will be 
ompleted in pairs of your 
hoosing.Introdu
tionWe 
on
lude our study of learning for Markov de
ision pro
esses by letting our passive agent forgo a worldtransition model, dire
tly estimating utilities under a �xed poli
y. Finally, our most general agent will forgothe world model and learn a poli
y dire
tly through exploration.Ba
kgroundCodeYou will need mdp.c and environment.c from the prior labs.You may obtain the starter 
ode for this assignment on the MathLAN from the dire
tory
~weinman/courses/CSC261/code/tdqHere is an overview of the �les it 
ontains.

max.c Contains fun
tions for �nding the largest value in an array or the index of the largest value inan array over a restri
ted set of indi
es (useful for the max/argmax operations in Q-learning).
td.c Contains a skeleton for setting up a temporal-di�eren
e learning agent.
qlearn.c Contains a skeleton for setting up an a
tive Q-learning agent.AssignmentProblem 1: Temporal-di�eren
e learningThe �le td.c 
ontains a set up for running an agent that dire
tly learns utilities (using no world tran-sition model) in a sequential environment for a spe
i�ed number of iterations. Implement the fun
tion
rl_agent_action a

ording to Passive-TD-Agent of AIMA Figure 21.4 (p. 837).At the top of the �le you will noti
e several persistent variables that are initialized for you. To assistyou, a summary of the 
onversions from the pseudo 
ode to C statements are given below.Pseudo-Code C
urrent state s′ and reward signal r′ parameters state and reward

s, a, r the previous state, a
tion, and reward prevState, prevAction, prevReward
s, a, r ← null prevValid = 0
U [s′] utilities[state]
Ns [s] state_freq[prevState]
π [s′] policy[state]
α (n) double updateWeight(double freq)Note that the only environment property available to your agent (via p_mdp) is now the terminalindi
ation. 1



Problem 2: Q-LearningThe �le qlearn.c 
ontains a setup for running an agent that dire
tly learns a poli
y (using no utilities ortransition model) in a sequential environment for a spe
i�ed number of iterations. The Q-Learning-Agentalgorithm below gives a pseudo-
ode implementation appropriate for our environment. In parti
ular, in
ontrast with the AIMA implementation (Figure 21.8) note that our Q table has no slot for �no availablea
tion�, None. To 
ompensate for this, we set all Q values for a state to the reward, and store the maximum
Q value a

ordingly.Algorithm 1 An exploratory Q-learning agent.fun
tion Q-Learning-Agent( percept) returns an a
tioninputs: percept,a per
ept indi
ating the 
urrent state s′ and reward signal, r′persistent: Q, a table of a
tion values indexed by state and a
tion, initially zero

Nsa, a table of frequen
ies for state-a
tion pairs, initially zero
s, a, r the previous state, a
tion, and reward, initially nulllo
al variables: Q∗, the maximizing Q-value for the 
urrent stateif Terminal?(s′) thenfor ea
h a
tion a′ do

Q [s′, a′]← r′

Q∗
← r′else

Q∗
← maxa′∈A(s′) Q [s′, a′]if s is not null thenin
rement Nsa [s, a]

Q [s, a]← Q [s, a] + α (Nsa [s, a]) (r + γQ∗
−Q [s, a])if Terminal?(s′) then

s, a, r← nullelse
s, a, r← s′, argmaxa′∈A(s′) f (Q [s′, a′] , Nsa [s′, a′]) , r′return aImplement the rl_agent_action fun
tion of qlearn.c. using Q-Learning-Agent of the algorithmabove as a guide. Some important notes:

• As in prior examples, the persistent variables are de
lared and initialized for you. Namely� Nsa [s, a] is state_action_freq[prevState][prevAction] and� Q [s′, a′] is state_action_value[state][action].
• f (u, n) is implemented by

double exploration_function( double u, double n )using the form on p. 842 with R+ given by the global variable bestReward and Ne given by theglobal variable minTries, both of whi
h are 
ommand-line arguments (reward and attempts,respe
tively).
• You 
an use max_value (from max.h) to determine Q∗.
• You probably 
annot use arg_max_value to determine the best f value. Be 
areful to only evaluate

f using the available a
tions for a state, whi
h is was a′
∈ A (s′) means.

2



Problem 3: Appli
ationPart A: Temporal Di�eren
e LearningTest Test your passive, model-free TD-learner using the (presumably optimal) poli
y learned by poli
yiteration. How many trials does it take before your utilities mat
h those of Figure 21.1(b) to at least twode
imals?Predi
t Before running your TDP implementation on the larger 16× 4 world, re
ord how many trials doyou expe
t your agent to require to estimate state utilities a

urately? Why?ExperimentRun your td on the 16× 4 grid world using the (presumably optimal) poli
y learned by poli
y iteration andthe same dis
ount fa
tor and error toleran
e you used for the 4× 3 grid world. How many trials does it takefor the learned utilities to mat
h those from your prior lab as 
losely as possible?Re�e
tCompare your predi
tions to your experimental out
ome. Spe
ulate about the 
ause of any dis
repan
ies.Part B: Q-LearningTest Test your a
tive, model-free Q-fun
tion learner on the 4×3 grid world.What values for the optimisti
best reward (R+) and attempts (Ne) are required to �nd the optimal poli
y at a given number of trials?Can you 
hange the values of reward (R+) and/or attempts (Ne) as the number of trials in
reases?Predi
t Before running your Q-learning agent on the larger 16 × 4 world, what values of reward (R+),
attempts (Ne), and trials do you expe
t your agent to require to learn the optimal poli
y. Why?ExperimentRun your qlearn on the 16× 4 grid world using the same dis
ount fa
tor you used for the 4× 3 grid world.What settings are required for your agent to learn the optimal poli
y?Re�e
tCompare your predi
tions to your experimental out
ome. Spe
ulate about the 
ause of any dis
repan
ies.What to turn inYour submission should in
lude the following
• Your 
ompleted qlearn.c and tdp.c

• A single PDF 
ontaining (merged)� Your C �les (Note that your enscript 
ommand should use the �ag -Ec rather than -Escheme)� A trans
ript of your tdp and qlearn programs' 
ompilations and output for both grid worlds� An essay tying together the predi
tions, experiments, and re�e
tions of Problem 3.Copyright 
©2011 Jerod Weinman. This work is li
ensed under a Creative Commons Attribution-Non
ommer
ial-Share Alike 3.0 United States Li
ense.
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