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FHRNALZEE N

1.1 WAL

FATE SR A N T B I S AT R R I . N T AR B B
Mal-E ARG, PR R R R 2R e, alRE TR A > R
S TR S T A A N TR BT 2R ARG LAk, AETR
JEE 27 > ISR ATI M) FH P38 o 28 194 245 1 5 387 B ) A gk ke SR ARSI B 2 2% ) 1) Al

L1l BrREFIAAK

4k 1956 4E 25 « Z R4 (John McCarthy) 7E3 44 BRI 2 B4 1 AT
6> (Artificial Intelligence) X—M& )5, B ek (Intelligent agent) 4 {5 45 2%
o “FREAE” XA EE R N T RSO P C 2 B, GlankT = - ER (Alan
Turing) $2 IR FIW— G PSR A B A AR Rer B R ML, ZEX AL, )
T I I 28 A R I A Sk (R AT Fr Ui R Be ) $ie) . iR
M35 AN BE DA B AT SR T AR P2 A, IS 2 M3 B R AR, el i ox
SO R BN . RE R R SR R B, R AR BBy — D EhRE b
PR (RIRERS ML ATEhAY B ERMARS) MATFR I B BETE LA 70 452 Hi#S
KFEHA . EWIE], —LeHOE IR T @ B R R R S B R R G, H i
BA WA Hearsay-11 5 5 P RS0 [22]. STRIPS HLKI R 5¢ [23]. Actor FE7 [33]
5. 1978 4% 12 1, DARPA F3 11 % s M 28 A AR R R BT T 2 R BB R GE )
T ST R SRR (CMU) 22J0p. 1980 4F 6 H 9-11 H, 431l N LR BEX



SHEXALERE

AU RO SRR B TR (MIT) 2876, ZWFTSRrE TR 15 4, 18
W], BRI AR ) 43 7 2N D e S S 5 ML R T 2 g . HE
1980 xR & b, BFFE A IR IS /3 T =X R R R . 2 B iR g
AR R AN . IRk M E S TN R S BT A
DA BEAA M2 AR R R 2 F R RIS . TR G, SR eIty
AN Z B BRI RG4S o0 SR A R B K . 40N T RSS9 A
Z RN E N, B AR, HES RN B F R IR . ST, a4
HA, N TR R L RE O (A IR 2 4 2o Fev ) Aty

Ffi5 80 4EfL)5 1 (Distributed Artificial Intelligence) I (Readings in Distributed
Artificial Intelligence) 1R [9, 34], FELHSCERA TR AL, =N TR R
WA B E YK . FEX B R, ES R E A TrAl S i B AL
BRI B IE AL PR R [71]. BiAE PIMEAUR H AL AU RRIRBF IR AR, 4011
KA GBI E TR LR T — W, BEB AT SRR .

At 2e 90 AR, A T R RN R K, 2 B RRIR REHT T P A&
Jieo S TR BN A2 AR BB AN Ay AR 2R 15 2 ol 4 BRI AR AR PR AS AT B e
P HE TR, MR ARE T om0 BN RS, AR AR
BRI M RGN RE, B4 B AR AE U K O s i vl B . 22
JCBEIR), BRI 28 BRI ORI BT 2 — . BT R T B ) RE IR
P R AR A T BT A SR e AR o TR AR T TR ) BB R 1 g A3 (Agent-oriented
programming, AOP), FFAR{:RH AL PAER R BE AR ROMRE b0 A HUTRT 1) % 52 1)
PSR (ARSI ) M ORELE, AOP UANBIE R R (W a
P OANE BB YIRE) A%l R, — RSN REARHESE DA Java i T BT A Al
&

90 AEA N, T AR REIR R G M4BRER thAE AR IfE AL X — S E . —SEF5E A
PIFIEIAH B RE R B AT RE S KA 20 DA A =] B 174 dfe 28 T S AR )z A AT . 90
AEARHITT Ay A B EL 5 ) ) Y RE AR TR S KQML fil KIF— 3t — B % A Bk
IEAHARHEAL . G, FIPA Jm3hifr 1995 4ETHG 1AL 2 B BRIA I TAE, B
BN THRAEIMERNIES . 00 FRGH, WETIMBakeek )1, BT NE
MmA, “com” A& Rk, AMIERIETRFNERE - AREA T
JERZ B RE R R G0N A, X ) LA AR R B BB R DR B0 L 1R 45 A i 8
FEEFRRIRI DA BIAL 228, DA REACH N TR S a2 & nlh
BREAR BN KNG, W BRI RGEAE R H RS2 A S ER AL 7 7l
Rk B ERHES) 7. 2000 4SS, DAEHERNSE s T i 22 2 B REAA R 5T H 1
22 2 8 e A 5E %€ (Trading Agent Competition) f3DAEHHWEG| TRZMFTA LIS
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1 HXALEEEN

5o B 90 AEACEH, BFFEN STFAATEAN Wi 98 ) B S S0 50K 22 3 RE 1R R e R0 T
. Blgg AEFAR (RoboCup) FiZTiiA:. RoboCup (¥ H AR TEMT, RIUERTE f-4F
ZW 3L R ERBARERS S i AR K ER ANEBREN, AR BIETE T — S &
BRIATE 2 — RAIMHRE,  Hon Rl A BR A SEEA TS5 h A P . RoboCup 4
JEAEM AL 2 SOqR K, TE 1280 RoboCup HibRFEIK 5| 1ok A T FL A E0T 32 2 3%
BAfTL. 2000 4F-, RoboCup i} ¥ —TiH i 3——RoboCup B, X W%zl A% AL
90 AFAXH IR H A OB T S, DA — SRS Gl A EL VM 58 U R 57
LR EYNYNTN IS L

RS AR S VO T — DG K R = X B, 1995 4F, 25— )i ICMAS K&
(International Conference on Multi-Agent Systems) 7EE[E IH4 104808, B33, ATAL
fit4 (International Workshop on Agent Theories, Architectures, and Languages) Fi1 AA
£+ (International Conference on Autonomous Agents) FHZkZSTp, [H R ek K25
ek £ 54 (International Foundation for Autonomous Agents and Multiagent Systems,
IFAAMAS) DAMEdE N TR BE. B RS 2 /AR RS OURM B K N o7 B G, h
TREE—DG—. RERIF 2 E bR R B RN 2B BRI RGNS S AT
83z7, IFAAMAS 75 2002 4E4f Fid =ALWA T B AR L2 B AE Ik R G E PR il
(International Joint Conference on Autonomous Agents and Multi-Agent Systems, AAMAS ),
—MRAERAEDR) S HZEAT, FE3U. BRI SEPNARFEMAR A T . BHRLAS , AAMAS
SUICH T 2B R RGN TR BRI TR 2, R TIFZ HA TR
RO SCE, ORHAR HE T X — S &

[N
|/

L12 REFJREK

1.1 AlphaGo 3J#k Z=tH



SHEXALERE

W2 H 2006 E8E 2 )5, 2 ARF A DAk TE R, AITHEL
MvE i A, SRR TR S E RE E AR, AR LA R 2 1 T
RN TR . R AT M N TR RS2 RYEMZ 2016 4£k H
DeepMind #4755 & 1 T 3K MR I BLSRBE 1Y AlphaGo [77], B 2%— Nl Ak
WO BEIAGE T SB—AhIERL H FE 0 N LR . BT AlphaGo, DeepMind
JG8:FF % T AlphaGo Zero [79], AlphaZero [78] 11 Muzero [74], # ik 7 i% 5 1Y
5%, AlphaGo HR F A 3A W] DA RAR G b oK Al 52 425 B R N i skms, EANGE
THEE&AE IR 2017 SER/RIAEE R IF & T DeepStack RGE, B HHI R MAAE 2
N TCBR R VERI BRI F o E 8, o5 28 S TG R Bl e W T B R e Be K [58]. eI Z
J&, N CHFS R T 2F 3 AR BT, A5 B TR 2R ) R A > SRR EE T
PAREUS T M AN RO BL R ) R AFREUR

TRIE 2 S HE 43 A S 29 o ) 8 (DCOP) L A5t Ak v A8 17 >R At e A5 8 17 1
F o RPE A ST B AL SR T LA B TR o 228 00 245 510 K 1) 2 7~ BE g T AT R RIS () &2 %
WBHAT R, XM R AR B MA G HER. WINE 2014 45, B
RAERRES B T Soe R sE4, BUS TR IRCE [30]. 2015 4F5k H
Google (5L E 4t T Pointer Network (Ptr-Net) [89], X J&— & e A LAk )
PR AR M 2%, AEF R HL N I AE T IRAT RS B8 (TSP) EjH. 2T Pointer
Netwok (1) 5 4 5 22 TAE 355550 1627 2] Fll Pointer Network 45 & gt 1 H5 25 i
i (6], R BRI A A ) R AR B A A IR [61], DAJfd I B ARE S AL
PR Transformer AL FEBOR [40]. J3—J7 1, T EI#H 2 24 (Graph Neural
Network (GNN)) T84 , W50 AP Aa R TR pe 4L & b )8 [14].
2238 [18] AHEFIH Structure2Vec GNN Z5H 45 A5 (b > FIE MR UL IRATRT M8, PAK

FIRTIAE [64], A B2 2 S R TNty A I 18] 77 F A8 IR A 77y It [15]. ixX 207 v
BN T ADRAT R AT R (SAT) [, ARARIUS T ANEEIIRICR [13, 751

AT ZEFI AL I, DR WA IR B2 S I ROR I T B T 4 A
TR AR HAL U . 1T LA K R U G 2 2 B R IR A% 2] (MARL) 5. 2017
AF4R Y MADDPG 583K [50] #2111 “ferpalilgs, AstahdT mdllgesiat, REr
HILAE A7 5T e TR R R B IR Z R E A AR T TS DL R I AR . 2018 4E4¢
SR T QMIX B4 [67], H HIFE T StarCraft 11 Multi-Agent Challenge (SMAC)
AR [72] VE R MARL AR A5G . SMAC 2 —2HE T 55 AT A
S PR (StarCraft) JEUohs DT IR REIR Z RIS ERAE ST, B HRINASEATEAR
FEVERR TR INGRCR. IR EET SMAC I TR TR Z, 2R E X
A QTRAN [80], QPLEX [90] Al Weighted QMIX [66]. B X SMAC J2&—41BHAR )
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1 HXALEEEN

MAFREE, (HRAES AR SRR/, BA—ErmRYE, K DeepMind 5T # £
TRAERAR 2S8R NG A, RAMNTIIZMN R REARILE] T Grandmaster 7K
#E [88]. JLT-SULIFIEY, OpenAl ByRF5EE I IR 2% > YIIZ5E T 4T Dota 2 Jig ki) 2
REfA R E I T NRBMLICEK [7]. X RPN N2 2 B R ST TR etk
SR AT DR AR AL

o A TG SR LTI T T L Iy 2019 48, 55 ATt
N L#HeE Pr 41 (International Conference on Distributed Artificial Intelligence (DAI))
AL IT . DALY E 2 H bR frAH el (Banidm N TR RE. SR RIKRSE. o
s WEEZNE) WA RIS R, AR LR AR
PRI S R AR R KR R E PR 5T i83a . BN =4 R, ZailiG3)
THINFZIREXEMNS S, HRWSCEWHS THRENLSIH, A THZ
JEEENWEIE, TR T &R T .

1.2 FEHRIUH

TEX—FBIr, FATRF A A1 XN TR BERY DU AR I U

12,1 &EEFe

CRNUEROP Rt iRy IR S e pIDE SRS B Rt E R LRI S RTSIDE P i
DEWZZ 5% L, XES5EMEHAAFER AR EXFEILT, X
REMRZ G AT BB A A ai T BB LS5 B B T AR T BE ORI 22 T
B F ) R BRI AN, Sk i 75 B TR RE AR S 294

Y EIEA TR RIS B R e A (5 R ISR AN IR 58 4% B SR H Y Nash
PIBEE R AR . Nash IIHE 184 BrA AAATH: Nash A2, 350A NRERS @I 507
TS B R SRIE I A S Rikas . RS 5ENEE R AR T, RAEE
W& ) Nash 45776 AL . BAK Nash G 7E By gRie ) iz, (H2
FORARZARFWXER, X A KA ARSI, HA TR /& PPAD-complete
(4 (191, SEas s, % NFHIZE, H Nash S n] DALEZ 5 8] YR . H aiir
FEH RIER) 2 NA BT EMITCR T RN o2 T ABHIEGE, N THEE
AT DA I SRABEAE M RATE], (EX T R R SR LR L R RMER A o RIS
TR N TG )™ 2 W A 5o S o St i /M 339 (CFR) [100]
Al Fictitious (Self)-Play [31,44], Hrr, CFR it i TR NG, HoksE
PEHIFTIG T NRPOLIE T [11]. 7E2 NBRECE ARZFEIET, TR0 FH U807
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SHEXALERE

TRPUG 7SR AR, (EARIRER Z AN A e S . 2 AFIZE H fiif 2 —1> Open
HUNTE1

BEABNGRRE2E AR, A2 3 By e s cist e/ MBS (CFR) F Fictitious
(Self)-Play 45 H T HAH B IR 24 > iliAc, Rl Deep CFR [10] #il Neural Fictitious
Self-Play (NFSP) [32], X5 IIHIY T KB @ ok g, BUS TR GF
HI45 9 [47, 93, 98]. B—J 10, FHT £ 4L Double Oracle Y% [35, 54], DeepMind [
WFFEE 4 T Policy Space Response Oracle (PSRO) Fik DA K HAR AL (A, IFF5—LL 3
BEEG K (42, 59], BT IREEE I MBEER AR RIFIREES), HR2HIZHH
NP HCRFERS, B DASE I A TR 2R 2] i 2 — IMEAHER W 7 1) .

122 S ER—KE

YA Sl
(2) {HIE M [97] (b) BRER VAL (241 (o) #E AR EE [46]
B 1.2 HEXHRP5HREEKE

VER N TR BRI — A 7O, 27X R g IR TR 2 R Ak JL (]
fife— A . XS BRI A A AETER . TEARZ A 1 X DR A, 40T
A H T (Distributed Constraint-Reasoning, DCR) #EHY ., {14077 2 24 o1 15 12 7] 5
(Distributed Constraint-Satisfaction Problem, DCSP) F/r 1=k £ s A4k 1) 81 ( Distributed
Constraint-Optimization Problem, DCOP) H{# I FIBFFT4 M) 72 . DCR AL 7 iR K-,
B 0 = W L B0 e S DA 1 IR SO i [ e I (== ol v 1 = W e & 1 L SO = U
ARk, DCSP FI DCOP kit (fuffse & FIaETEAn)) AT TR
Z K. R RER (REERBREN A SoE TR ) B RB IR ][R 228
B (FEP ). BRedmEE Ry (L R S8 (B i s A% =) 1% 7=0) pA
KEBGR RN (FEEIE) AT, AT 2R B i Ak 2 DCR 5k
TUH2&. Bilhn, ADOPT [57] RHM AR, S SO0 S0 R AR
TR . ok, PR A RTEZ A TR T DCR BEAUFIFE, AT A )
U BBIRR RIS 08 [97]. W FALRI & 6 DCR BRI 44317 3K 2 WU HEX 2 )
L. BIAn4 4 P LR AW 7oK, TR 24 ToAU 2%
T T W T . AR, FALtEs s w AR . Shitl, PR RGIA—
Befebr i i DCR W FAMER AR EE , H I TT Y DCR Bk B Ar O e fh . DCR

6



1 HXALEEEN

BRI A4S DCR B, 4nZ)7s DCSP F15)#s DCOP., — M3 DCR
IR —EH (F#50)) DCR R, (RS )8 A —E AR . HAbAE
PIA G BRI AR L B[R] e B R 2 T TSRS Y L 8RB A0 P AL PR B A HUAS
SEAMBEAL, B GUARF DCOP 4k 2 H Ax DCOP J #1557 FiR i) DCOP.

T H M G FRIERE T, ARSI 2 W TR AR B R .
PRFE, I — KT A . 2018 4F% B ma N K24 AT 5% 3 B HRE5 R A 28
M %% (Convolutional Neural Network (CNN)) I FH T 4F 2400 i J2 A0 550, FEd b di o
TN AT PR CSP-CNN ASAY [92], AEAT 7R3 2 R b, MR 2AR e A1) 23 1 45
P 22 190 23 et 5 Ak 2 2] 1589 43 S &5 8. (Branching Heuristics ), ORI T T
PR AR IRACE [43]. TREEARISE: (Deep Bucket Elimination (DBE)) 453 [68] Il
2 ) R BE Al 28 I 46 R R EBUT 35, i T 2 SRAEBE b 48 B N AT AR 1) A
AR AR F TSR A HAth DCOP 1)/ [20]. 4RI, K HUE TR HEIER
MEPRALIOS b T AR EE , (AR E B ST (BN T, FOERIESE)
TCFEARZ N . B, AT ST AR IR P 2 ST RIS HERRAR S &, DA R A AR
T PRI ) 2 SRHE R AR 2 A SR iR AR R [ R

123 SEEEMFALL

AN E TR 2 BRI RV R R Bz — . BIETE R BB IA R e, 47
W ASAFEATETE (WATE R )« ISk, TEVFZ M, SREERPIRAS
2% R W P B A St BE ) BT R TP A AR E M. TE 2 B BB R GE i 28 A R fin 5
e —MEREMR LB B CRM& BRI FREDIRES PRI AR AR TR AR R AE 1K
ITWRES T AR, AERSHIBSE SR, WA SR E A R B i iy Ak
M, SRR ERA TR L. Be b, R EEACE M BAGRARE EA TS E
ATz, SR, BT SR RE, B RN ] RE R EAE B B A TR
BREMA . MO, LR, B TTEER, AN T e e % A BE
AT R T EYE . T4k, REmIFRE b TR R 7 Ut 3 2
BB ARG E R Y, AL T A FMEIRURR R . R Ey R LR o SR
(Decentralized Markov decision process, Dec-MDP) F143-#ZL 343 0] WLl 2 /- Bl R e 55
jd#2 (Decentralized partially observable Markov decision process, Dec-POMDP) AT
EPEETE N 2 B BRI AL @SRRI AL . R=211%2 , 3K Dec-POMDP (RJ
TR R RMER (NEXP-complete) [8], HIH2 P57 46 %} 522 Ft A A L
& NEXP-complete 1) [FI7 [65]. 45 iIHh, HK-A Hns i E0R B R GE AR AL BB
FREONK, BEMBUBTE S E AR RN . X L8 SV o i AR T 2 A
M EARMERE], R F L) Dec-POMDP ARALSK AR T AT 8 2 — W 28 ¢ d % HLlr ok
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SHEXALERE

J7 R R

— SO AT A P RF R B 2 o) U HR R B i A 2 o) 7 31 22 44 RE A B3 e 7
Ho EZ R RS (Multi-Agent Path-Finding, MAPF)  [81] 1, BFFE# #1248
JE B AR RITR B3R 27 > 25 AR R AT T AR GO i B AR [69], PAREH T
HLTURBE W 28 (O T 22 PSR ) SRR SR R 25 B AN [ B3k Ay DL 38 DA 3 S5 B 1) SR 88
ROR 3810 1EHE M FLSC 5 2 B Bz s ALk (Multi-Agent Motion Planning) 1,
WFFEE MR L3 A 2 > FIEET I (Force-based) MUK FTAARAR = 21k H 4RI HER)
FRANE A E 3k HARAINE] [76]0 AXARYE, BETIRES 2R R RIER DT
AR, DA AR SE 4 R SETR =2 ST W 1

124 ZEgEEFS

ZHfEtkA>] (Multi-agent Learning, MAL) FfHlani ) SERGIAZ B e RS
G, BFFEIAT B SR QIR Sh IR T Y E S R BB . MAL GUsi# 2 W5
AR 2 k2% >] (Reinforcement Learning ). BAE BB (13 Ak 2F 1 3 85 7 T /R Bl I e
$id e (Markov Decision Processes, MDP) FYHESE N ERERIA drtufifiid . —2ehi sy iy
Ak 2 YA (40 Q-learning) 7R RE MBI AL PTG A2 B FC M HLA REMA RERS Sl L 16
ZATEN IR N 2R R U RN . R MDP S R RE (7 ) R it 1l FEfdies
M2, XZ R AP E2A BE N R BT, —
RE PR A i 08 O T A A RT3, 2 E AR 1. I
AE PR AT — 4> H AR A A2 A 170 L B BB R 5 27 > 1) A OB T At 3 fig
REERI N, FFREZ B . G, A 200 504 1) MDP HESRA AT R R4 f , axX Ho
AT YRR R IZEANIR G 47827 I HLAE [16, 48], fERX LBy @, o) RAAEAF H fig
RRPIRSEAAT AR S A _E s PITRS F RE AR  RASEATEN B AR, X ey”
JEMmIE RS L R A . BEAh, SR ST el AR T . AR BASE
EMEILR, BREACR RS HARE REAR 1A TSl . AT A A R B S s, A
TR AL B AIRAS . KR AN B MR DA S JE SR 1) SHEmé 2 A 2 42 180K H 1l MAL B
T E AL

BEE TREERAL S ST DG, IR MR DR TR, 28 seiARIb2: >
(Multi-Agent Reinforcement Learning, MARL) #2448, & eIk d, FA4
FREARER R Rk 24 >0 6 B I SRIEBEA T2, B RE A ) SR & A FH R ) 28 R 2%
TN AR R 2R ) A B R AR SRR BN B S ), AR EZ
REfRZ [ et BC 8, <BErpilllgh, AT ilgaa= 25, 501 g, If
BCR G S TAE R — A ARG 2GR 0 B R E P T A

8



1 HXALEEEN

R L BERRAE B I EA L oSk, (BRI Re v T4 NS WA T AsE i —
A 2R BRI, X Rl 4 Rk aT AJe —A> Critic (%% [50], —>Se e
SCHEE (251, BE— L TR0 R 2 FE R Mix K45 [67, 80, 90, X FEAYBLIHE
BT RLTRYERE [50] FIEET StarCraft 1T i —2H A 1FAE 55 [72] ARG TAREFRIRCR
e N BFIT S, BFoe e MARL 5 ) 2 3 52 28 KRR Y 22 2 g 14
SRS B, B R S Al A eI T AL NE RIS
NRERTE, B RErL 25— R I KPR 36

125 STRHEES

BiE REEE" ARG, ARG8T R EdE Rk PB (1PB=1024TB)
MRS AR RSB SN A 7 A L AT AR B IR X, PRI e 8 1) 22
. ZREMHLE ERFTIFA TR AR 2RI 50, XAk T LA~
AR o AT ML 7 > ) H B R B e KB AT 5 R AL 55 0 U8 2 2
aflds b, AR R R AN AT, BMESS RIFERS . BEE R AT
HARBIEETE, DA TR AL PR AN SR Y A R, UL
i 2B PERIBE (A W 2% T % A E T T

AR 2T V-6 B R IE AR K HB A 5% 7 R (B F1] . Apache Spark /2
—MIFIEAEREZANESE , )2 B UCBerkeley AMPLab i/ . Spark HEZE /2 5 T4
PETLRRAY, HARAC IR . = 4 B KB i, BRI S EO A B L) 25 5
TFERT . SHMRIZENE, PR AR T SHUR AR, 1 Petuum HEZE . FRf54E
PRSI AR, BFFER DR A G IR AR A HL A, o K 7, 15
BLfE ] . Google Brain A1BAT 2015 4EHE ] T TensorFlow [1], HEZEAMH] T H2REIAY,
R EAESS S B T, WA (A T s, — BRSO 24 LR 2 2T T
FEE I B REHESE . W28 i 2017 4F, Facebook [ F}2: Z 4k i T PyTorch [63],
s Python JFJEFRHFTTHH A NumPy (8, SCkF GPU HEAA B &g tGe, HIRE
2 ) WF5E- B AR T R 1) RIS PR AR A . PyTorch 1 TensorFlow 2641, #{2
R ARAL )75 b R BT R E iR [E 12 PyTorch (i 5 EIFEIZ T 217
¥, i TensorFlow j2Fe 2 it 4ikiry, HHIEHZSIE . PyTorch B H &% 2 RIS
FEEM A, 1 TensorFlow 7E Tl AT SZ0GW . — 28/ NARAYHEZE G MXNet 7EA475K
UARAT I H o

A FIRE (A AR L, A RBOS A3 A WL 24 S R R g o o R ik o
FH A RS (Nvidia) AR EIEALRESE (Graphics Processing Unit, GPU), 7 ]
HAE AT BB P OB SR s L a8 25 2] BRI 2R . B T A RS

9



SHEXALERE

HuTPA Google 7£ 2016 4% 5 H 7 T HiK EALPEEAIT (Tensor Processing Unit, TPU)
[37], 2 Google %[} TensorFlow H- % 1% M4 AL %05 i~ (Application-Specific
Integrated Circuit, ASIC). Ffifg H A ABAITEAAE BT T R 2k
kR, TPU CL2 0 TAMZ AT S5 B E . Google TEH: =51-& BT T TPU
MRS, LR Z 0583 7T AR TPU I8

T
0 |
U 1
1 [}
Data from A : £1 DAt FromiA
——— 2
I'c o (I @ ("~ T T, .
3 iz § : 2 Vertical Federated Learning
S 10 - |
g N D | § e
8 O S
a2 el ’
8! Data from B Data from B
> 1
el
1
1
i
Features Features
Federated
Transfer Learning ;i
Data from A A

Samples

Data from B
Features

B 1.3 ARESERAIEFBES. EHiR [94]

BEE M AMLERF TR, Bl S AR BRL ) RS T 2 A eyt . S
IRE 248 i TRl 2wl EdE K2 BACRTEEME, JF B X B H PRy RAL T
B, BARRMELER L AT 2 8], HE 2R AT Z R T IE, HimEdE K2 A
IR FEX PO, B2 VA i ZE [39, 941, B2/ h /1l
Plgn2usk, ol UA RURI BRI MR, 112 50 e A I il i et Ipe 5 78
B, BEMBEAR EATIEARING , S8 AUIME . B4 2] BT 2016 442, AT
fiff et B AL S ) PR A b BB B ) IR R (53] ik SCEE T, Google [WHF50 %
P& T Federated Averaging (FedAvg) Hiyk, JHEAAVIEN ITA A MR B B2 E
PP R SRR EAT o , XREREREG T A A P22 [ B AL =2, 26 mT DA oA
FEAS B TR G . fEOLERE b, ORI RS T2 MR, i T RS
S R RHAE 23 [ EAE AN R 07 B0 SR I IR 2T, 3 T e A 2 A 1)
FIREAR ID 25 (R HAFAE 25 (A1 [ 41 00 AN R 2= >, Fhid F TP N B A (UHE
FEAS _F T HAERAE 25 18] EAAS A 00 T R E 524 > [94]. 2018 4% 12 H, IEEE
FRAE b UE 1 2 T2 > ZUAL RN B RS A Ao 57 300
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1 HXALEEEN

1.3 fHXMRLEB
TEIX—FR4, FATRE BB =S N T RE I os v H o

B 1.4 Water HB\7E RoboCup 2019 f—x &t 1352 . EEH [5].

RoboCup 7T 1997 4%, & — T RENRE, IFED MK A ETE L BREE S
(Soccer), HIRHKFE (Rescue), J&HZKHKTE (@home), FAFHKTE (Junior) FI TlLHEFE
(Industrial) F) R EFRPETERE, SFMLMBT] T 350-450 3. Hrp 2 BRIKTE D) s i
NI, A P A (104 2D M1 3D), /AL, A, BRiEF A RIS AL [5].
HApZ S5H PR AR SR BT AR A 5T R [4], RSP [70] FRLRISANE (2], 2245
PATREE=7 ] [26, 52, 83] MITRELSE (=%~ [SS, 62, 91] S, X—H ¥ AL T i —+4F
PSR AR, W7 T2 KRR . e H4F#Y RoboCup H, Sk A
s AR B R IR SR, ok B 2 BRI B NP8 14 14T B3R A2 T3
FEFEm T % .

TeA 1, 2020 4F, Google 23 -5l 2 IR R AR AR B Ak KRR B3
FET-6 Kaggle 25790 T 1 i Google R ERTESE, XK Tw 38R T Google Research Football
SRALAE I PREE, R 1lvs11 36, S 3R AT B LR 1 AV BRI S 10 S E
BREMA RN . B2 RMAZ, HEBEIR AL Lab TFR 41 WeKick HUA RN TE 5
BKBA . J3—J7TH, 2K H DeepMind fFE 5 MW R BRURTR A A, XA GRS
BBk ARG TR BRI T TR [86]. ARBIRYF, MA170Ar 1 ad K LAF I Bk
Wb, A IEk AEB ) H O RR i — MR 1555 . TR AE— A 0] A FURR B3 K1Y
fE oK A i 2 2 PP R BRI I 2R T ATBLRY, 8l AL R DA H A HTE i —
AR T G VR RIBASHE R [49].
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132 Z&@EIE

Prfpr o g 24 SRRSO AN H Ao 4 Bl L AU TN B — TR B PR AT 55 .
BEL A 22 4 BRI A4 A WU AN AT REFEAT AT I AR PR (b T ) e A RdP o IEAbh, 24Tl
I TR 3 1T DASE 3 WL B8R S IR A B 1) P SREm 1 [ e A s A, R R e
S BO SR ms o — AR T UL 2 AT A B8 0y 194 Oy 22 BE LR B2 2 A TR T T PR3 AT
N, AEEGKIE . AT A A SR e AR Y . AR, AR IR T
RO BRI 4= SRS R B2 I T I v 22 DRI KE [84], R i@ AT BRIV A RN B Te AL A AE 2K
F I 2R AL A R o 22 A U T YR 43T FY) S B [V AT A R ) 22 4 BE R
IABCE T 5, PAIRBURIER LA/ %

AR T — R M B R BRI A BRI 22 A PRI B2, DASOR IR EE Y
PR GEIE A TR R . R LA AT 20 4D 30 4£40H) Stackelberg 125
A, (B R — ARSI, J27E Vincent Conitzer #1 Tuomas Sandholm 2006 4
2B [17] KRGl K R R Y . LA FHEIITR N F 58S 55 ahE
F 4 e oK 2% Milind Tambe 242851 5:1) TEAMCORE #F5E/NAL, BIAEHORBZE 125
Z 5B, U5 100 fEiS SR FRT N LR BRI M W AAMAS . AAATFI
UCAL & +4F, R A1EZE 4 U BT IR 0 TC S ] 0 Thl ) BRIE —— R 4= 1 4Rt
WAL HAEL T (WLIaAs &l i 308 SOl B R . 2 s R e L g
PRI BUIALIR. THEi R G E4) HRRIIN . B GRS 3 K2
2 (02189 (Green Security Game), JCAIFEXTEFA=ZhY), MDA RARARIY LR [21].
BRGAEIRE T LMY A — e, (EURARTIIR R 2Pk, IER m A 1%
NIRRT R, RS A VR TR 1 B, R 4 5 AT R A
it , £ HEnuE (3, 85].

1.3.3  $pSEAIRRH

HNSERUBRAF R MR HORE R DY, R0 NSRRI e AT AR ] O RS
FBE ORI N SERURRIIU T D5 4 12 7 B ARRE, BRI %
DA TR SR LIRS, BRI BB, 200, 3T 2 A
BEFVERGHNNSE, ATRE BLAR MRS & 101, DRI E SRR (0K R T
FRBSE A A FLAT DA 0 LA

AT SRR AR N5 LT B N T A A — g B (L
AFRPECIRI 2R , 5K 1R EEHIRE K010 Tuomas Sandholm #CBEHBZ2 i |- 4F1g

1 https://projects.iq.harvard.edu/files/teamcore/files/lecture_04_teamcore _ijcai_2018_ppt.pdf
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1 HXALEEEN

E15 FEaiLiEzE!

WP AAE 2017 4R 77 Z 75— AME AN TERR M 8N h e BT AZER O Be K
{EBEA B2 ) (5534 Libratus [117,  Horv i 520N 10 BAR Se iR 3R 945
SRUEFTHEA TG IR G Y ) CFR kBTl 4R, TEBLZ )5, M ATREAN R B SA Y TAEZ
ATCBR TR EEN e L, BRI Pluribus [12], HORIUS TAREFIISER . EIZ )R,
W F HOCHR B TR 2Rl b, ikt X PR ACE 2, MACE S
AR AT o Fl T SR AR B S HLSE YR, 1M Libratus FiI Pluribus () BEAES % CFR
fRese i — IR R RS B L AT i, XAE b BT AR S W 2 10 . SRofT i pT e
J# it DeltaDou [36] Fl DouZero [98] #Rje BT i e YL, BRFEM MR P
S LA AT AUEAT RO, R SR k. Herh DouZero $TIM T Z BT AT 344 4>
ATERER, O T A BRI A

JRREAR LT b e A |-t T 8 O S 2 AN R, HOfE B 2Ok B =AN5
T LR A EZ PR ME A, PR RS RO 2, Wl AR R
TONIY 10721 B g 2. BRI BN SESE A, DRI ST 2% TR I R 3 SE 2
SO PR3 RRRF RN BLR W ARSI 2, BARAE. ALAINZ. D50 LR
RS a1k, SPTFTOUREE R R AR N, B et T BTk,
SR RIRIRR . XF RIS C a2~ (1 ALSIA [27, 41, 56]. HAHL
1537 BAPACR I 2 A BT SEBERY Suphx FREE [45], Ll g T Zhsdy, ST E
B MZ R | RS DA BT RS ROR AR BRIRRAF P ) S BSRE OL » 351, Suphx
A EE T LU 4 TR RS 2 ke s A T DA PR I B BN 2. Suphx EAE KK
BEMHABLREIT T 5000 237, K% T H AR RE B 10 B, HAREBRALAE] T
8.7 Bt, Mid T V-G EH SN ALK Bakuuch [56] Fil NAGA [87] (7K~ DA K Ti
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SHAALEEE
NIRRT 7K

1.3.4  fR35HEX;

AT A2 AL AT T IZ R IR 3. — L 3200 i T XA B B
(Real-Time Strategy (RTS)) ik & brdr @ fIE B A, U R T2 2 AFEL K
KR35 (Multiplayer online battle arena (MOBA)) Ji##%, 1 Dota, 3 ZE R JLHERE S
AT ARHR AL T BRAR RS, BT RA RS B A2 e, P AR G- 0
TR AETE A AR th AR BN I i SRR I RE )

S PR 5 T2 22255 20 A 2010 AEHE i BV SR i 4k (Real-Time Strategy Game),
Jiexk v B 22 375 S IRFRAR ) A0 A AU Bl RN i 3 HE W ZE B R 548 %, e B Al i ik
i3 R, BRI T AR R b, DU R A B R A S [F] )
ZENFHIEATTES . 2019 4E 1 A4y, DeepMind HYMFFE i H ) AlphaStar, fE 1v1 %
P FTICT NP IE T, I A AR LiR%] T Grandmaster 248, #id T 99.8%
PINRIE T, FHRBITR AR CHIRY F4E5 [88].

[FIFEAZ B KT RIA A MOBA ik, AT RTS ik, MOBA YEHA BT KPR
B R, HE AR IR Z B EME, 755 T MOBA Jigtk— 4G 2 1A,
MEFFRE S, 17 DYEHERT AL HE A 4,900,896 Hr, 40 ASJatfl ] AZH IS 2H A
A 213,610,453,056 Ffr, T AR A EMERAANFE BT, PO ECIR A2 35 5 A F
M. Wil AL S5 SCHEER R SN S TRt T, & — AN HER HAA etk i 1)
i, 2019 4 OpenAl [HF5EEH2 H OpenAl Five, W] PAYE 5v5 ) Dota 2 % ik 47 M A
KUK (7] HRH—REREZ H R 17 Y, 11 Dota 2 Ay 117 N3eifl, XAk
KHBFAR T 190 8 M B2 DA S v e . 2020 4F RS TR A 7T N B3 TR A B A9 5 &
1) “HETE” AE F 3 SRR A B B HL a5 T K [96] ik BERF S AT 2 AR AL
ARG, R R] DAELHEE B I AEER T i AU TR, itk 2 Bl R A T8 -

1.4 KRR
TEX— A T BB A AR RS e

141 BAMESHRAALEEERS

FNTH 1 TRV 2 OB AR GE, H NI I T 204 AT R
g8, PR AYCTT A T AR S Sl A . X KU A AR G HLEE
B, A AT R R T SRR LR R AR . P ARRIIFFFEANT 2 E 2
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1 HXALEEEN

TR KB ARG KB ARG N N TR R AR ) — Kb o2
LT RE H LIRS ] RE R U D SRR R GBI B, W R B R fIE
AR SRS SR L R o R T X AR, BFTEE SR A DT TA R ST A2 A
W =407 LR RBER G TR AR, Q-1 3537 B B ] T i 2R
4 [95], (H-T-y3p B Bk B S 2 AR kR, BRI 1RSI 22 5
1A AR BRI 7315, 28 RER R R REMOR I TR, T2 E A
AMERAT Y, XA SR A E IS Y ] EEAR ], SRR 2 R
2. MBS AN R ARIN SR T B FIR], 2 LBt REAS AE I 2 v A A 2R LA AT Y
AR IR, T3k 5 A BEALAT) i P DRSS AR U BT SR ) R U SRt A 5 B ) =5
5, (BB R BB R E R, RS, i kTR, T

LR GEH R AE AT N SR, X I BEE 211 SN ZRFNRF >
JEPAT TR RIS, (ERIRIR IR IRA IR S e 4, TR T B FA A 22 4 ) RURIIAE
FERHAEN DL AT e T A A PR AR 2 24 ARSI T AL [99]

142 SHXAIERAZZNEHENREN

AR T BLSE TS R i B SR RERS A AR AR BT, ERI ARk T
BB, U DATRBES ST R B 22 0 2 S BERb A v, OO T B S tH SR A T g
AR . ARENE 2R AR T B R M r e R . 2 OER, RE
SRR RAG BN, FTAS FHTTEH— KA R T RIA R S A 2 4
P, AEENTREAEAHHE M 2GR D SRERSE PR RS MU AR B A i phesiE. [
WO FEERMRITEA T LONHTIGR, SRR IR s, DR feh
TR SE TR A S, HABE A X PUE AR PO T IR T e T AR
SR TSN, IR RS R B A R A die SRR R SR, TR AH St R A A
UARTRF R 2 SRR R RN SR A W ad A ey B, DA RARART B3 22 s 0l B
MIZR AU [82]. 2. Ze4ndfE (28], AR THIMEERIE, LAtk IR
AT PSSR T3 S5 B R I, JEESRAN DU BT F D SRR, 7 Z AR 2l
RS SR 1 DU AT VA, S LA I P R o o JEL I oA 1) XU A A SR
i, PO ET BRI GR A TR 2 S BT — LA H B 3 S AR (1 A B Ak P
PR, ATF AR B R W ECE PR, XARFEAN T ARG TR 2
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143 SHXATEEER KT RFRN

BT 1A NN TR R R BAAEVF 2 LR R T N4y b,
ERXS T IR T “PRAE PR TUFFE & 4R 7 A R n] AR 20K . T
R RAR TR B AR I I, R AR A A MOX hpesfe, AR SR I AE B
S, LHRA NGS5 WE SR T 2 REE. N RAIAIRI T #
FEE AL, BETEE AR TSI T PR RSN R AL 27 ) B B S i 14
EEAT 2R, AR AMTREDS BEAR IR AUk . MR A RO BB 3 - 1. DRRHEIRT,
X e B R 2 A3 Yoshua Bengio 78Szl WS PRSI T i REMERY ORI B,
ERARERR LG IR KRR TR G ATREE IR, FRRF R o A JEnT DA
MIRR R AAL (73], 2. pZ A4S, XHTFRRmEZL0, R e — PR
REPRM R PSRy F AR @R Y, 202 FARRERS 24 th R RE IR ER il — R H AR
RE PR BEATHO/NE AR, X T DARRR M i A S0 T8 RE M DS FR R [S1]

144 REMREFINFEEE

S RRENEAE o I i VAl o e AN G s P LT T RN s B E W R o
AR . (AR ESERE R, B T Hlal, 2RI 1 fR 2R
i, MAEALE NG, Bl — o LR/ 2. KRBT, XA G
(edge devices) (QIFHL) ZICVEMERY; 3. SRZIBLRAENMRRIRICTE, XL
XA ORI TeYA B B . S B, ARG8T iR T DAE— B AR R X
E S TS T 73 e e 0 <O O W 1P N R RPN L e R D = ey
R0 75T sl O ) i, O 2 R T A U N DA R T B . IR ERAS
2 RIEH)ZK H Google T2 A IR 2 BT 2 ) SRAFHE A S Bl A
B AN SR TR B 03 S FROT IR 7 SCIAS |, IXAE S5 TR 2l
R IRHTTRORBE R, AER] AR RSAA RIS TN 8] [60]. BRI ST AR IR
B PERY, EAERE—RAORAE T, ZIE KRR R RS TE, Xl APRIERRR)
TR XFERARGERITR B2 ) G5 G i RIS T TP, A IR U AR ok
F8T FRF 7 P REAS B B R A 0
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