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Abstract: Reinforcement learning is an important branch of artificial
intelligence that deals with how agents learn to make decisions based on rewards

and punishments. This paper explores the history of the development of
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reinforcement learning in Al. The work includes a brief introduction to the field of
artificial intelligence and various approaches to machine learning.

Keywords: artificial intelligence, algorithm development, reinforcement
learning.

Tekymee cocrtosiHue o0yuyeHusi ¢ noakperuienuneMm (RL) xapakrepusyercs
OBICTPBIM TPOTPECCOM B pa3padOTKE alroOpuTMOB M BHeApeHun cuctem RL B
pa3IUuUHbIX MpUIoKeHUsX. RL ucmonp3yercs sl pelieHus] UPOKOTrO CIEKTpa
po0em, BKITtoYas pOOOTOTEXHUKY, UTPhI, CHCTEMbI PEKOMEHIalluii 1 aBTOHOMHOE
BOXJICHUE, CPEIU MMPOYETO.

OnnuMm u3 HambOoJiee TEPCHNEKTUBHBIX HampaBieHud st RL  sBhsercs
pazpaboTka aiaroputmoB, Oojee 3PHEKTUBHBIX C TOYKH 3PEHUS BBIOOPKH.
AnroputmaM RL 00bIyHO TpeOyroTCs OOMbIINE O00BEMBI JAHHBIX JIA U3Y4YCHUS
(G ()EKTUBHBIX MOJUTUK, YTO MOXKET OTPAHUYUTH UX MPUMEHUMOCTH K PEaibHbIM
npobiemam. MccnenoBaTenu pa3padbaTbiBalOT HOBBIE MOIXObI JJIsl PEIICHUS 3TON
npoOsieMbl, Takue kak MeTa-RL, MHorozamaunoe oOydueHue u RL Ha ocHoOBe
MOJEIEH.

Hpyrum HampaBieHueM st RL siBisieTcst mHTErpaius METO/I0B TIIyOOKOIo
obyuenus. Deep RL, kotopsiii coueraer B cebe riry0oknue HelpoHHbIE ceTu ¢ RL,
MOKa3aJl 3HAYUTEIbHbBIE IEPCIEKTUBBI B PA3JIMYHBIX PUII0KEHUSAX, TAKUX KAK UTPbI
U poboToTexHuka. MccaeqoBaTenu TakyKe U3y4aroT HOBbIC apXUTEKTYPhl U METO/IbI,
Takhe Kak wuepapxudyeckud RL u aucTWIsALMsS TOMUTHK, IS YIYyYIIEHUS
Macmtabupyemoct 1 0600uieHust Deep RL.

Kpome Toro, pactet untepec k pazpaborke aaroputMoB RL, koTopsie MoryT
U3BJIEKATh YPOKH M3 OT3bIBOB Jtofed u pykoBoAcTB. RL "Uenoek B mukie",
KOTOPBIM TpeArnoiaraeT BKIIOUYEHUE OOpaTHOM CBSI3M C YEJIOBEKOM B IPOIECC
oOydeHus, TOKazal ce0s MHOTOOOCHIAIONIMM B TaKUX MPHIOKEHHUSIX, Kak
JINAJIOTOBbIE CUCTEMbBI i BCIOMOTATEJIbHBIE TEXHOJIOTHH.

JlpyruM BaXHbIM pa3BUBAIOIIMM HampaBieHuem g RL  saBmsercs
pa3paboTka Oe3omacHbIX W 3TUUHBIX cucteM RL. Arentsi RL Moryr m3yuartsb

IMOJINTUKY, KOTOpass MOXKXCT HE COOTBCTCTBOBATHL YCJIOBCUCCKUM LCHHOCTAM H
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MPEAMOYTEHUSIM, M MOTYT BECTH €051 HEOXKHMTaHHBIM WJIM HE0e30MMacHbBIM 00pa3oM.
Obecneuenre 0e30macHOrO0 M ATHUYHOTO ToOBeAeHUs areHtoB RL sBusercs
KIJIFOUEBOM 3a/1aueii nmpu pazpadoTke cuctem RL.

Takum oOpazom, Tekymee coctossHue RL xapakrepusyercs OBICTpBIM
MPOrpeccOM U IIMPOKUM CHEKTpoM mpumeHeHud. bynymwme wnampaBienuss RL
BKJIIOYAIOT pa3paboTKy Oosice 3G(PEKTUBHBIX aAJITOPUTMOB JUISi  BBIOOPKH,
WHTETPALAI0 TIIyOOKOTO OOYyYEHHS W OOpaTHOHM CBSI3M C YEIOBEKOM, pa3pabOTKy
Oe3onacHbIX M 3TUYHBIX cucteM RL u unterpanuto RL ¢ apyrumu o6nactsamu.
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