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Offline RL
1. Non Interactive
2. Access to games from a single player
3. Works great if that player is good

Results

Offline-to-Online
1. First get data from any player (K 

games)
2. Extract information (privacy 

preserving)
3. Use it to accelerate online learning.
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  Setting
Markov Decision Process (MDP)
learning Algorithm.
Objective : Produce a sequence of 
policies that minimize cumulative regret.

Online RL
1. Interactive
2. Can adapt strategy on the fly
3. Does not have outside help from 

another player

Strategy: Pick actions maximising : 

    where :

Run an offline algorithm to produce 
Value Envelopes (high probability 
bounds on the value function)

Framework


