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Introducing Machine Learning and ML-
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Chapter 2:
The Bandit and Reinforcement Learning
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Chapter 3:
Deep Reinforcement Learning with Python
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[ ch\ML-Agentsiml-agents.3c\python\deepClearning.py % —

28 model = Sequential()
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26 print(model.summary())
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dgn = DQMAgent(model=model, nb_actions=nb_action
target model update=1e-2, policy=policy)
dgn.compile(Adam(lr=1e-3), metrics=["'mae’])
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Chapter 4: Going Deeper with Deep Learning
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Chapter 5: Playing the Game
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Chapter 6: Terrarium Revisited — A Multi-
Agent Ecosystem
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