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Abstract

In response to the difficulty of deploying deep reinforcement learning networks on resource- con-
strained terminal devices, a deep neural network optimization compression algorithm is proposed
in this paper. This algorithm introduces an inverse residual module as the backbone network to
achieve the lightweight of network; adopts response-based knowledge distillation, with action strate-
gy as the distillation target, to make up for the accuracy loss caused by the lightweight of network;
adopts feature-based knowledge distillation to distill the feature vectors in the middle layer of the
network, further improving network accuracy. Experimental results show that the parameter size
of the lightweight network is 19.79M, the parameter size is 59.8% of the original network, the per-
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formance is improved by about 12.1%, and the model performance is improved while the network
is lightweight, verifying the effectiveness of the proposed algorithm.

Keywords

Deep Reinforcement Learning, Lightweight Design, Knowledge Distillation

Copyright © 2023 by author(s) and Hans Publishers Inc.
This work is licensed under the Creative Commons Attribution International License (CC BY 4.0).
http://creativecommons.org/licenses/by/4.0/

1. 5|

B A5 VR FE % >) (Deep Learning, DL) AR AW & e, F AT IR FEPHE I 28 5 R IRFIE R IKRE /), R
ARFFI T Sk 1 VF 2 BRI IS T A2 2 N8 B I 5 et . 384k %% >J (Reinforcement Learning,
RLE N7 HI SR BT 7%, TR Refk IR B 2% 2068 ), Be A 2 5T |, @i IR0
WA WS IE WS o KR B 2% 20 51 NS4k 2% =) A7 A8 VR B2 5 46 2% 2] (Deep  Reinforcement Learning,
DRL). JT4-3K, LA DRL AR T REHATE S AUSHUS T HARM, &) 2 NH T[]
PLEs NAZI[2] R Re 2 R3] HLASPLBE[4]. WExR[S] [6]AF AR A [7]55 4008, Hil Jy2ia s H N T8
RE R 2R A2[8].

DRL 7ER A AR, R AR 7 258 5 A58 m AR IR OR S A8 FRAR U R, LA SE BT Re A4 (1 ) 4%
S8, RAFEREAKTFHEDN. M SEERMINEITEE R, HREEM b SE B RNSEH, XN
HAEA BR R B (W AN % TR ES R sh & um) B R ok 7 RSPk . Rk, ki i
BRI 25 SR T B U 2R BRI HL SRR B Y (AR A, DA SR TU AR S BIORH R B A5 28 i 4 i 7 L
HHREREELE L.

ASCERXT DRL DRI 2 A7 fif AT A0 R W A A 2 N B RE B e 46 1 1), DAEIA ) 100K (Atari
100K) [O1EH4E N FEitE, Rl AINZEE . SMBTTIRGE vk, 456 S0 RISWHE R EIL[10], 2T 4490
RS EfficientZero [11)30UF FIEACR, $EH —FhEFST B4k 27 ST 25 B IO TR FE A 40 I 268 A0 Ak R 40 3%
DAk — 20 45 R 8 i 22 I 5

HAkHh, HERBARERMEIBAE RS, PR A, NAERE R, ML
BIEARBFEM L& L, BIASCSE T —FEE T MobileNetVv2 [12] RS, LI/ BT S
e, REBAHEREE; [N, IRATRIL, XFERIFI/MEARIE RL RS BRI, ASCHE—DiR
W7 PR B A 2 ST S T I RN 2RI i AR D7 VR T R T A e R P R 2R U S T REAE
KR ZETE, TEH IR A e S A 0 ZE TR b, BRATTHE DR o R A S IR B R O R AR AE
BEAT 2800, (615 A ARG B BT RN B2 1R e B

AL EFZE TAER G ML L

1) T e R ST S W IR B A 2 IR AL I 48 51 . 35T MobileNetV2 %45 % 5 4k
BRI T R BN, BREEMEASHEN 19.79M, HETIREHEA, SHEHD T 40.2%.

2) SR FH AR Z 0 0 RE R 1A T 2 A X 288 RN 0T I 245 P A b 22 P 8 AR D S, {8 743 2 A X 286 A0 )
ggrhsgs] “RR”, FRIEGE R AR R HEAT A BT RGN S A R AR R RN . BINEIRZE S,
A R 28 A T O R 2% 2 AR TH T 12.1%.
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3) 7£ Atari 100k XA SCHRIEI AT T 2 AFMNNR, I S5ES T ERMT TS i S i, Rk
H, A SCTVRAE 22 3 3k TR R LA T 24 A0 ARk 2 S Bk, R B3 R AL R S HE T,
5 4 FT i R AL 2 K EfficientZero 24

2. XTE

WAk, RIS BOIR FE S 2 SRR 22 B0% S 3 AR 0 48 S HORT D RTS8 (R Bl B, DR 43
WU THRTHE R R AR, TR SO AR B s 2 ST R B T ik, BRI, n el £ fRAIETE
REFIATIR T, BRI R DTS AV G, 8 RE 06 i RO 8 T BRI PR 0 2 B 5 o b SO ASHIT U 503
IR

21 REBLFES]

IREEIRA S ST RlE 1R B SRR A ST IO S RS 35 B R BE AR FE 52 2% () e R A5 2 1) o kA7 Ik
SNANURE[13] [14] [15]. S GuMaaikE S J7im b, TR R Ak 2 >0 AT DL I I SR IR FE AR 22 I 4 K 2 3] o
S ) SR RO B BR KR, AN T S I BE s 28R Aff 11 R 556

2016 £ L& T (Nature) L fJEHL Al: AlphaGo [16]6/if It Huuks 78 B Ak 2 S M 5255 2 RS 2R A
454, FIRANME M 2% (value network) Tt B JR) A3 2GR B2, ) FH SR I 2% (Policy Network)jak /> 44 2 5
FE, MR & 1 R BRI R A TR . /£ AlphaGo 254l E, AlphaGo Zero [17]5] AJET-5%
ZEREHA IR FEA N 2%, 38 SR AR IR S AE BRI C RN ERAE, 3 F 4 48 X 45 ik i bR 4008 4 PO E
TR, KRR T EIER SRS I AT E 7 I 75 Z ARl MuZero [18]@ i ¥ 5 T 8 &R 5% 3]
BRIRES & TEA T ARIE XN B 530 7 i1 0 S e N 251K 3. EfficientZero &I i fp b )5
—FPER O 2R ST R R B, 7E Atari 100K FEAEDI 1 S T 194.3% (1)1 35 N SR ILAT 109.0% (1) 7
BRI, B IR R (Atari) e A T I 5] 45 i xR 1N 837K

B2, DL RARRIEAFAE M SHUE R, V7 BT SO = (1 e, ) 4% 2 008 K TR A B 5 3R
V5 N AEAEA ], 7 s BT SRR vt SR I R AR T S [R] P LA G G, ax AR O PR ] 1 7R
VR SZ IR 4% L IER 8 . Rk, At —Fh3ET MobileNetV2 A EALMLZ, DU RA S 5E, ##
TR A TR B T

2.2. REMEMEESE

TR, RRFEARZ I E% THRL R SR H 28 880K, Il 1 XA L2 2% R R AT IE, T il
RN BRI BT R AT ia A 4k B
FIAR AR — b UM - “£ 45 (Teacher-Student) YI 24 44, I H d FH PSR A0 UM AR R S AR, 2A2E
AL I PRI ZRORIRIBOAIR, - AR Gt BB R AT, 4 R IR R I 28 AR [ e = 1R /N R R 2% A
RIBATHERS , HAEe B PR IO BEIR, AR T IR AP 2 I 2% (I ZR AR F A . Hinton 25
LT E AR HH R 2 AR M 2, = SR Y oh 22 X 2 X o A B 10 T b B0 5 B E R R, SN 530
LRI A AR A it 2 2 I 2, B BIRIRIERS 19 H ). Romero %% A [20] ¥t 1 /= 1 FitNets B%%
RS FH 1] YR R P 8 73 27 2 19X 2 TS50 TS O 2% 1) A RS ARPAAE S o i R RS AR REAT AH S AR, St O A
2% e a] J2 (S (hints) ok 51 324 AR AR R [ UM AR R 252 5]

FrE AL s R AR 22 28 e, (AR R 2 DB I S B RE SRS [R5 R M 4R XA L
FIR B RGP H H I BRAG BT 3 2 BRI 2 B — A w2k IF R R ARy
%, EARMWER LRI T, WG RIs R, BB SHE. landola 55 A[21]5H —Ff
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B 2% SqueezeNet, £ AlexNet K5 He-T- BT, Z%&E R A AlexNet f¥] 50%, MobileNetV1 [22]
P& R BE ] o B A AR IR AL R AT R B, S UE B AR S HOR KR MIK, MobileNetv2 7E
MobileNetV1 [12&%l F & i1 T Inverted Residuals 158, DLysk/>HEHLRT (], MobileNetV3 [23]i i #1452 45 1)
HRFAG T ML, JELE MobileNetV2 [¥) block HHA i T SENet [24], KI5 T 4 RFIESREAE 77, 315
THEE I RREE . ShuffleNetV1 [25]1 F 4145 #7(Group Convolution) PRI SR /N, i F i VR HE
(Channel Shuffle)#5m & 45 4E B A% %, ShuffleNetV2 [26]%} ShuffleNetV1 HEAT 7 Beitk, $-7TF T BERURE
IS AT

T2 X 24 FR AR B ARAE SRS Fh 280 G5 B R LA I 2% [27] R 2R 2R [28] I FA[29]. AR
O[30 BB, DORAEARSE IGO0 T IR S AF PR Re, (BARD B T AT 0T 3k 27 T AT 5542 Hh I 4%
A L, ARSCHRH T —MhERRTSRAL 2 SIS I Ph N 28 R4 %, 12 TR A W 2% &
it RE T 3T A R TR R R R A O i

3. REEUEFEIEX

ATCHEH 38 5k 2 ST 2 Bk T Vs T 2 RpamAk 2 S B, AR DL T i AR 1) EfficientZero
FLYE N FERESG AR R ROR .
3.1. EfficientZero

EfficientZero &3 T 255 RIB M R (MCTS) BE 1 S 242 3 J5 i, B30 Tl id 32 i S Rt
R R S e 2 2 BEAE I SR S S b PR AR DU ST PR B3 B 52 PR A6 )

EfficientZero (1M 4% 428 i =850 4, BIRAEM 4% H (Representation Network). zh#&M 4% G (Dy-
namics Network) F1 7l X 4% (Prediction Network), = F50l 94 2535 75 H 485 A4 AR ALK =358 0 2R, 20 ) 5 2
Jily W EFD SRR AT TN . P ZE BAT — 28 B R AR i > s

s,=H (o)

S =H (0t+l)

§t+1(t+1):G(St’at)

v =V(s)

P = P(St)

h, = R(§t+1'ht): R(G(St'at)'hr)

A, VONUHMETTN N %, P O SRS T X 2%, R SN2 BTl X 2, SRAE A28 H X 4 15i7HR A DU 25 5 o,
CE R A HDIRES FIRAE M R BB 2505 )T RHME RIS, SRR s s siE MY G HSCERIE M 44
PPRES s, » FET—MEiLshEa , KRR s B2 N —AMIRZS 8, s T ZE R A E T X 2% V- F0 SRS
TR 2% P BPEARAS s AE RN, TNV, DAL SRERE p, o 25 T ) 2% A2 I 288 1) R —HRES s,
PLECU AR BIBSECIR A hy (PP IR 28 JG I I A2 o= A ) BB AS) TR N, T2 i r LK — R

W 2% AR GERI AN 1 FToR, 8 MCTS Ja kK SRS IS A TR R AR, 15218430 1E W 45 5
FOSt B BREY B TN ZRomAk 2 SR . #E EfficientZero BZdy, SHEADIINSE SR, B S0l RAE
W) 288 6 WL 5 SR BEATRFAE G B, PR SRR G B % 328 B AR S N B B2 I 2645 1) T — B 220 BRI BROIRZS % I 2%
X HOIRAS — SUVEXT T 250, [) B4 AR AAE 2 i i N 81 Tl (R 26 v, 43 3800 22 1 1 mIER A 140 SR mes T e
AR, Befa, K Eh AW 25 H I BOIRASH N2 B & F1 T 4 b . 28I Zhi & EBH =N H

)
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b, S AR E/METIIN SRS AT MCTS 73 2 5% 2 1A AR 225 35 MR/ METIME 5 MCTS 1521
RIPELZ TR R IR 22 s 35 = die/ N TN 42 Jly AT XL 5 281 4 28 Jly -2 TR PR R 22

Image

Prediction
Network

i 2
Dynamics ' Prediction '3
Network Network

Figure 1. Network architecture overall structure diagram
1. R LEH SRS HIE

32. B FRMER

SRR M ZR M T AL R AR K AR AL, B R P IR A, ARIELR
PEIER N, BRI b TR RIE[31]. O TR BRI R RS, IR IR R 5 R 2
[E]~F- 48, BIAEY™ i LA S 2 U7 1) DRI R 22 B4 s 5 U7 1) B A (LR I SE A F) 4 i 22 RV REAT P16
MCTS R UCT [32] [3317 M BT st AT4T 20, R A0 iR BT A R — AR R I i, I
BERREEIM TR, BISRSES] T b W EdATIahE. 258 k RS RIsM Iy 2 3E, uCT
R FE BN 77 e — A9 A

a“ —arg max Q(s,a)+P(S,a)@(C¢ + Iog[sz (s,a)+c, +1D} )

b
1+N(s,a) c,

b, Q(s, a)2 4wl Q EMIflTE, P(s, a) /i BIbalfE B Il 4 R 45 5R0%, 3 B MCTS fLSE R R
SRS 183 o AEVIZRI ], P(s, @)l AR 75 LA VFIRZ o N(s, @) &on AE M2 i I IR AS -
ENAEXTHICEL, N(s, b)FRoR a i VL3519 R Il K. 7R T )il — € KBS, MCT'S KR [AIAR Y i 6
BRI VT TR

MCTS Sk Z— MBSl shing ek oM —ME R %L, B 2.1 FREBIINBIEMSZ G, 5%
WETRI P24 P L RANME TR M2 Vv, MCTS Al I 25 bR By e B (719 e TN A 580 p, = acts FHAETY
R EBERERAR R, BB MCTS (24 11 mii 3 il Ui as (30 1 . O E e B v BT IR 5 s, 1Tl
AR, Y SRR L . B2, MCTS it — AN T Y s EME 0 A 7, o

3.3. AKEH
W 2 45 2K bR B U 2 SR -
I‘similaxrity (St+17 §t+l) = Lz (Sg (P:I.(SHI))’ PZ ( F’l(é\t‘f’l)))

Lt = L(ut'r‘t)—i_ﬂ’ll‘(ﬂt' pt)+ /12L(Zt'vt)+ﬂ'3|-similarity (St+1' §t+l) (3)
L _ 1 lunron -1 ;
Iunroll i=0
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Hrr, 4 RRIEREBIARE, A4, RMERBEHARE, 4, ZARE -SSR REARE, u £SEbrE3
(2N, 7, R RFE—IRBLENE, 7, LR EUIEIE, lnon 2T FVEERE RIS Kndr, 00
L R EIFI Lynron 257 PRI 2 Gl FOUIN 0 266 S A 2, SKoF 19 286 OO P 2 Jl v, AT M, 58 e S S Tt oK) 8 437 2K
BRI, OXoF [P 4 FOUIN 1) SR p, JEAT A, 36 = T2 O Tt [9X) 2 437 2k BRI 20, o6 1Y) 4 Tt ) B v, 04T 1
VYT Laimiarity A2 1 1058 — B4 K o8 45 (Self-supervised Consistency Loss), S8 I 5 585 — i 4 g
XFECEE SR R, RS NS INSRE 5, REha M2 AT B IR, B IR TIPIRES §,, i — k.
L AAS SURBRB R R AL, L, R R ZAHBUE SRR, P AP, 0N 3 EM 2 EMZ ZEEINL(MLP),
sg(P) Fm e LB 4

4. SEEFE JRBESE

AR T P X 5 A0 SR 55 Bov A s AL S ST R IS 46 U5 3, %07 A X SRR A AT A B AL
PRAELRE b, Rl I T O R R S AR R TR R AR, (AR A B AR AR S A A L
It RE AT B AR RS L R B

4.1 BTRUE T RBEL

EfficientZero 57 IIZRAE W 265 J 21 25 0 4% 2 B2 p A5 R4 20 D00 248 1Bk 22 Aot 42 X 24 )l , G P e 225 ) 448 A
RERBIRASHR 2, BRSHEEK, G20, 8T ir SR . Fit, K
BRI E, AT RAE R 45 S sh A5 P45 1) Tk 72 A R (Residual Block) £ #Jy MobileNetV2 H i {5 7 72 45
Hi(Inverted Residual Block) .

MobileNetV2 #&—Fis 5 g s U W 4%, 32 B2 T8 sl B vk A N S E B, B S8/
I ZEAR AR . MobileNet\V2 [ £ 25 1) o B 5 77 I G188 146 ) 7 {815% Z 4584 (Inverted Residuals), f3]5%
ZECEMA R T ARk ZZ 4540, a5 M 2“7 AL, IR B v] 43 & 5 (Depthwise Separable Convolution),
B bR UEE R T2 iZ I8 E %5 5 (Depthwise Convolution) f13iZ £ 3545 (Pointwise Convolution), X Fhiik4h i
il MobileNetV2 7ELRUFFE TG B I [RIF, KR B2 kD> 7 #P 4 N 28 S BRI S B . RAEN 48 K 325 I 2%
R 2R, I AR ZE W R R B, DRI, G R B 2 R ELAEE P 43 5k 22 B
BEAT B4, BRI E A S HE S R R D, HERE R AT B3R .

4.2. BT aME SRR IER %

BRfE RN REA )5, SHEENTHEEZZEDKFEN, WS SRR E TR, NRthdh
TR AR B SRR RERIR, A SCRIE JE T W00 B2 FHR 2808 LLR G TRAE R FIR R A S R B
I 2R TR AR S 5, 0 R AR A T2 HOARFAE S U 85 SR BEAT R R 2808, LS IR RORE FE 4R TT -

4.2.1. ETFWFIRARBEE

25 RR) 4% 16 T 2 ) 4% 2 i, R DS 10 2R AR A o T TR A 2 RN 4% B AR 80 R 4% [
i, REILPH SoftMax 2RI, Bk 2 R0 0 4% 22 18] e e AR ABA P, {45 22 A I 4 3
P39z A4 B i 1) T

T DA 288 ' Sy I 245 (i s 4oty LA R TIOR8 X6 RS R BB /E SRS RIS B R 3, B AT LA
BS SR RIS RS R BRI BE, I 0T DUR RS 2 R 4 AT BT . S AR SR VR R — i s 2 R il
FALHFIRFR R, WU BB h EEAAMENE R, AT RFE - rERFR RGNS E R
FEAFRRA TR, FbedR A S TS MR AR R, dtk, A SCHai/EFIRIE T
N7 PR SR 5 AR A E bR s, L TT DA A B o A A AT R 48 5 IR AS N O e A pke 5%, iR 2 A A
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RS BN I ARALRE , 32T+ AR R AE S BT 55 T BRI
L5 LR, AR SCR N EE T W L RN AR, BB A M I 2%, B AL S R Dy 2 A A 2
iR ) BUMRE R (BRSNS 2 A AR B R S R O HEFE T 5, AT B SR TR LA
JER H .
T S ) VR 28 TR 4 K R B i 3 (4) s -
L = Lresponse + Ltask (4)
O, L e 95 00 T 7 () R O R B M, Lo 90T 45 1) TR 55 10 952 2 B

4.2.2. ETHHERMFIRZAIBREE

128 [0 285 T () AR I A TR PS8 480 220 D 288 1 o ] 2 3 A i BB e P iy AR IE, 6 TR AR 0 iR 2800 2 1
R I FH 00T ) 28 $i B P B EL SR AIE e 0 6 iy 4R R AR F8 3 22 AR 2% AT I SR B T BUMM 2 S8 E R,
W2 2 A2 2, RS Tt 190 4 A L ) B A SIS AR R B AR JC IR A R S R 78 B 2 A N 2, [RJ I 2
AR AR ARAN I I i 2 e AR M AR SR AN I e R o DRI, AR SN AT R 2k T i 7 () SR 8 TR B
MR T 2T rp B R I AR ZE P B e SRR e et

A FH Bh 25 0 2% B L ) 9 2 il (Reward. Hidden) ATEECIR 25 (hidden_state) 5 ANRRAE 1) B 53R4T 2648 .
EfficientZero F2h 25 W 2% A YL AE TN LI IR 45 VR B (State: Alliasing) ) 8, 51N T LSTM W 4% 4244
ST 2 RS AL T BRI AT, B AT 2% (prefixvalue), T LSTM RAIZ& I N T 1 2w B 24 AR S
s, SEFRHATEIE a, &F reward_hidden Bl LSTM M4 IBRRAS SAMMIRE, B TFBRORESMMRERE
7 LSTM 4% 51 80 i B85 2., FF H AR reward TR bR AT B IO 4 B, 38 A6 oAk
NRHEZE TR ZA T B AR, JF AR T RS R &5 — MRS B AR N 2808 H bR, X RRRAS A ik
AZEE T ATE RN ()20 b T B, mT ARSI A 5 R I g o BROIRAS hidden_state A% HaK
BRI R, )AL 2% 1 b B, FRAE I ZRE IR b 2 sh a2 dmA, fEH
hidden_state 17 7% 18 7] LA Bl Az [0 4% 50 4 1t BE A AN U A SRS I B 55 8.

DRI, S SR 8] J2RRAE R4 2R BRI Laistin 7€ SN — 272 2E W 2 v 8] JERFAIE 2 1 (1935 77 1% 22 (MSE)
TR KB G TR, HH, Lieaturejo) IFEARESHFFAE,  Lreaturepny VA DR A RFAE o

Lfeature = Lfeature[o] + Lfeature[l] + Ltask (5)

5. HAZRESR S
5.1 LWEE

SEUGH ] Atari 100k FEHEREATIR, Atari 100k F 4] SimPLe [34] 77738 H, ASCHREIL A ) 14 4>
Atari WA BT, RN IR R BEAR K AR VEBAT 100k NEhE. IXANLIHRKLIH ST 2 /AN
NI TA] . AHELZ R, ASSZBR S Atari 2 GEA4H 7 )l % 5000 J525, LM 1 500 5.

SEIGIAEE N 19-9700X AbFE R, 64 GB-RAM, RTX 3090 #37 5, F4# ] Pytorch f AT 22 SIHESE,

SEIG HORE AR SCRE SRR S 2 RO VEREAT T 6 L, B3 SimPLe. OTRainbow [35].CURL [36].DrQ [37]-
SPR [38]. MuZero & . SIS AR EIE A B, KRG “HBUMEBAL” A Atari 100K (1) 26 ANiFR IR
B TR, AR T e R A ST A AR B Ak e AL AT ISR

52. SLWEER
ARSI 2T B RUEE R LA R 1R .
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Table 1. Comparison of scores of mainstream reinforcement learning algorithms
=1 ERBAEIEESIIEL

oT

Game SimOLe Rainbow CURL Drq SPR MuZero EfficientZero  Ours
Alien 616.9 824.7 558.2 771.2 801.5 530.0 697.5 773.1
Assault 527.2 351.9 600.6 452.4 571.0 500.1 1427.1 1508.7
Asterix 1128.3 628.5 734.5 603.5 977.8 1734.0 5745.3 5578.1
Battle Zone 5184.4 4060.6 14870.0 12954.0 16651.0 7687.5 12312.5 13250
Breakout 16.4 9.8 4.9 16.1 17.1 48.0 353.3 393.9
Crazy Climber ~ 62583.6 21327.8 12146.5 20516.5 42923.6 56937.0 64237.5 66728.1
Demon Attack 208.1 711.8 817.6 11134 545.2 3527.0 6272.8 8091.0
Hero 2656.6 6458.8 6279.3 3736.3 7019.2 3095.0 12256.4 13457.0
Kangaroo 323.1 605.4 8725 940.6 3276.4 62.5 918.8 1068.8
Krull 4539.9 3277.9 4229.6 4018.1 3688.9 4890.8 7047.8 7176.25
Ms. Pac-Man 1480.0 941.9 1465.5 960.5 1313.2 1265.6 1287.8 1176.2
Private Eye 58.3 100.0 218.4 -13.6 124.0 56.3 100 100
Qbert 1288.8 509.3 1042.4 854.4 669.1 3952.0 13865.6 15337.5
UpND 3350.3 2847.6 2955.2 3180.8 28138.5 2896.9 8931.25 64405.0

M LT RAE I, A SCTTIEAE 2 TR P A s, ML TR SoTA, PhRET- s i 12.1%, Jf
HZ A 4R A 19.79M, SN R M) 59.8%, (EMZREIIFEN, $&7F 7HARI, BiF T
JITHR S A R

6. &ARIE

BEXI AL SR FEIRAG 2 ST 8 R SR BR A, ACSCHR i A 2 e A et 5 IR AR BT iR AL bk

M, FEREHR I I RE S SR REAT X b, S5 RRW], ASCHR SRR M Sk i B AL I A, 32
THERIRIPERER L, 0AIE 1 P Sk A 2k -

SE

(1]

(2]

(3]

(4]

(5]

(6]

Mao, H., Schwarzkopf, M., Venkatakrishnan, S.B., et al. (2019) Learning Scheduling Algorithms for Data Processing
Clusters. Proceedings of the ACM Special Interest Group on Data Communication, Beijing, 19-23 August 2019,
270-288. https://doi.org/10.1145/3341302.3342080
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