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Abstract

Reinforcement learning (RL) algorithms often rely on trial and error for exploring
environments, leading to local minima and high sample inefficiency during training.
In many cases, leveraging prior knowledge can efficiently construct expert policies,
e.g. model predictive control (MPC) techniques. However, the expert might not
be optimal and thus, when used as a prior, might introduce bias that can harm the
control performance. Thus, in this work, we propose a novel RL method based
on a simple options framework that only uses the expert to guide the exploration
during training. The exploration is controlled by a learned high-level policy that
can decide to follow either an expert policy or a learned low-level policy. In that
sense, the high-level skip policy learns when to trust the expert for exploration. As
we aim at deploying the low-level policy without accessing the expert after training,
we increasingly regularize the usage of the expert during training, to reduce the
covariate shift problem. Using different environments combined with potentially
sub-optimal experts derived from MPC or RL, we find that our method improves
over sub-optimal experts and significantly improves the sample efficiency.

1 Introduction

Exploration is one of the key challenges in reinforcement learning (RL). Model-fee RL methods often
treat the environment as a black box getting information about the environment by only observing
transitions. This generality comes with the cost of inefficient exploration, leading to high sample
inefficiency and local optima [[11]]. However, in many cases, we have access to an expert in the form
of a policy that at least partially knows how to navigate the environment: Model predictive control
(MPC) uses explicit knowledge of the environment dynamics but can be sub-optimal when the model
is inaccurate, however, it can efficiently calculate a control by using numerical optimization. In the
case of autonomous driving, the dynamics of the controlled car can be sufficiently described for an
MPC formulation [25]] wherein the uncertain behavior of the surrounding traffic is often predicted
with significant simplifications [19]. Still, the MPC policy can be seen as an expert that at least
partially knows how to drive safely and comfortably.

*Equal contribution

ICML 2024 Workshop on Foundations of Reinforcement Learning and Control.



In such scenarios, using imitation learning can limit the performance of the final policy, as the
sub-optimal behavior of the expert is reproduced. Instead, in this work we want to leverage the expert
only to guide the exploration while training a policy with RL. To achieve this goal, we address two
challenges in this work: Firstly, the expert might not always be helpful and can even mislead the
exploration process. Secondly, as we only want to use the expert during training, we must ensure that
the final learned policy works independently of the expert.

Our method is motivated by the work of [4], where a high-level skip policy learns how often an action
proposed by a low-level action policy should be repeated, which can be seen as an option in the
options framework of RL [22]]. Furthermore, as the skip policy avoids predicting new actions with
the low-level policy for a few steps, value backups can be done over multiple steps, which the authors
introduce as skip connections. This allows RL methods to propagate reward signals faster to earlier
states [4}22]. Finally, for the approach to work, the underlying, potentially restricting assumption is
that repeating actions helps for exploration.

In this work, we do not repeat the proposed action but generalize it by querying an expert for further
actions. We explicitly learn a value function to decide how long we should follow the expert after
taking one-step action from the low-level action policy. This addresses the first mentioned challenge
as we learn when to trust the expert for exploration. The second challenge arises from a covariate shift
problem: As the high-level skip policy generates the state distribution encountered during training by
a mixture of expert and low-level policy actions, the training distribution might differ from the one
experienced during deployment where we only follow the low-level action policy. In this case, we
enforce that the expert is gradually used less and less during training, ensuring that the support of the
training state distribution also covers the one during testing [20].

The main contributions of our work are: (1) We propose a simple options framework for utilizing
queryable experts. With our approach we learn when to trust an expert and when to explore with the
low-level learned action policy. Similar to [4] we introduce skip connections that allow us to speed
up the backpropagation of reward signals, potentially allowing for faster learning progress. (2) We
gradually regulate the sampling of the expert during training to reduce the covariate shift of the state
distribution that would be encountered by the learned low-level action policy during deployment. (3)
We validate our approach experimentally by finding that our method outperforms the sub-optimal
MPC and RL experts and improves over baselines in terms of sample efficiency. We further find that
regulating the usage of the expert is key to achieving good performance without the expert.

2 Related Work

Exploration in Reinforcement Learning The problem of exploration in RL has been worked
on in various aspects [[L1]: Actions are repeated to allow for more efficient exploration and faster
propagation of values [15]. This idea was further extended in [6], where the concept of an e-greedy
policy was extended by sampling how often the action should be repeated. Other approaches introduce
a high-level policy that learns how often an action should be repeated [4]] using the concept of skip-
connections, where a repeated action is treated as one action, allowing faster propagation of the
reward signal. The approach we follow in this work can be seen as an extension of the latter, where
we replace repeating the same actions with expert actions. Further, curiosity-based approaches give
the RL agent an additional reward based on how surprising the transition was [13,|17]]. Further work
used Ornstein-Uhlenbeck processes [8] to introduce temporally correlated exploration noise. The
choice of different stochastic processes for exploration was investigated in [[7]].

Guided Policy Search Guided policy search uses an MPC expert to gradually guide the learned
policy to better trajectories [12-14}[16]]. Here, the predicted trajectory of the expert is restricted by
how far the expert can deviate from the current predictions of the learned policy [16]. Different from
our approach, guided policy search mainly focuses on imitating the expert. However, our approach
could further benefit from the idea that the expert takes into account the approximation error of the
low-level learned policy.

Exploration via the Options Framework The options framework was proposed in [22] to include
more high-level abstract actions in the form of a semi-Markov decision process that extends the
action set of the original Markov decision process (MDP) with options. When an option is triggered,
a low-level policy is applied closed-loop until a termination criterion is fulfilled. The option-
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Figure 1: In (a), we highlight how the different components of the proposed method interact for
exploring the environment. The low-level action policy 7 observes the current state sy by the
environment, sending its current action ag to the high-level skip policy 7 ;. The skip policy then
decides how many expert actions it adds to the action ag by choosing a skip length j. The skip
connection is executed by letting the expert interact with the environment for j — 1 steps. After that,
the action policy chooses an action again. In (b), we highlight that using the expert in that way can
be reformulated as an MDP with additional skip connections. A skip length of 7 = 1 means that no
expert actions are executed.

critic architecture [1]] learns options by interacting with the environment while simultaneously
learning when to choose which option. They manage to create abstraction autonomously, and several
works have used this architecture as their foundation: [10] aim to improve the interpretability and
reusability of the learned options by using interest functions to identify where specific options are
more advantageous. With a similar goal in mind, [5] used an attention-based mechanism to learn
diverse options and mitigate problems of the option-critic architecture, which would often learn
to tackle an environment primarily with one option or by switching options frequently. Note, that
a key difference of our approach is, that we do not assume access of the expert or options during
deployment, which can, as explained before, come with a covariate shift problem. To the best
knowledge of the authors, this is not addressed in previous work on options.

Exploration with an Expert An approach that is very related to our work is [9]], where multiple
experts guide the exploration of a Q-learning agent. For the behavior policy, at each step - the experts
together with the agent - vote on the next action by using Boltzman sampling of the sum of the value
functions of the agent and the experts. Our approach differs by deciding on how many steps we
want to follow an expert, which additionally allows faster value propagation via skip connections.
Furthermore, the approach in [9] is derived only for discrete actions.

3 Approach

We begin this chapter by introducing skip connections to MDPs by using a queryable expert. Next,
we detail how the high-level skip policy can be learned using the extended MDP formulation. Finally,
we introduce a modified version of DAGGER sampling [20], a method from imitation learning that
ensures that the states encountered with the expert - during training - and by the learned policy itself -
during testing - are distributed more similarly.

3.1 Skip MDPs with Expert-Actions

Given an MDP M = (S, A, P, R,~) with a state space S, action space A, transition kernel P €
AgXA, a reward function R and a discount factor € (0, 1] [18]], we extend the concept of an MDP
to a skip MDP, see Figure[Ib] Notably, this definition is an extension of the skip MDP introduced in
[4], where we additionally incorporate an expert instead of repeating the action.

Let us now assume that we have access to an expert policy Texpert € Aj. The high-level idea is that
after executing the first action a we further execute actions generated by the expert policy Texpert.



More specifically, we derive a new transition kernel Pexpert Via
j—1
Pepert(s'|a, 4, ) == P(s1]ao, so) H Texpert (k| Sk) P(Sk+1|ak, sk) (1)
k=1
ap ~Texpert (*|Sk), Sk+1 ~ P(-|ak, sk), 50 = s,8; = §', a0 = a,
by following the expert policy for j — 1 steps. This allows us to do multiple steps in the original
MDP in a single step, thus the name skip connection, see Figure[lb| We denote with 7 = {1,...,J}

the set of all possible skip lengths, which will be later selected by the high-level skip policy. Similar
to (I), we define the reward Rexpert accumulated during the skip connection with

j—1
Rexpen(s, 0,4, 8') =Y 7" R(s, ar, sp11)- )
k=0

The action space of the Skip MDP is extended to A x 7. Thus, the final Skip MDP is an MDP
givenby M = (S, A x J, Pexpert> Rexpert, 7). The expert skip MDPs can be seen as a simple options
framework [22], where an option means following the expert policy for j steps after executing an
action of the low-level policy first.

3.2 Learning When to Trust the Expert

In our approach, we are interested in learning an optimal low-level action policy 7w € Af‘ and a
high-level skip policy 75 € A‘;XA. As can be seen in Figure|lal given a current state s, the low-level
action policy first predicts an action a ~ m(s) and then the high-level skip policy based on the
selected action a and the current state s predicts the skip length j ~ 7 (s, a). We further denote the
resulting combined policy with 77 € Aix 7

We start by discussing the standard approach of learning a value function for a given policy 7 for the

original MDP M and then extend it to the skip MDP M. The action-value function Q™ of a given
policy is uniquely defined via the Bellman equation with

Q"(s,a) = E[R(s,a,5") +7Q" (s, a')]
s' ~ P(:]s,a),a’ ~m(-|s').

From the Bellman equation, we can derive a typical temporal difference objective for a parameterized
Q-function Q? [15]] by

- 2
LQ(Q) = E(s,a,s’)ND,a’NTr(-\s’) |:(R(Sv a, S/) + ’YQO(S/a a/) - Q9(57 CL)) :| ) €)]

where D denotes a replay buffer and 6 indicates the parameters of a target network that are updated
using Polyak averaging []].

We extend the approach to learning the value function of the combined policy 7 on the skip MDP M.

Given the extended transition kernel Pexpers and reward function Rexpert, the action-value function @W
is uniquely defined via the Bellman equation

@ﬂ-(saahj) =E [Rexpert(S,CL,j,S/) +’Yj@ﬂ—(8/7a',7j/) )
s~ Pexpen('|37 a,j), (alvj/) ~ f('|5/)'

A similar definition allows us to introduce the o&mal action-value function @* [21], which is the
action-value function for an optimal policy 7" of M. Another interesting observation is that different
from the standard definition of MDPs, in skip MDPs, the discount factor depends on the skip length
J-

L. . . =7 . . . —0 . .
Similar to (@), if we want to approximate Q" with a function approximator (- we derive the following
objective

) . . 0 )2
EQ(Q) = E(s,a,j,s/)wﬁ, (a/,§)~T(+]s") |:<Rexperl(8a a, b, 8/)+7JQ (8/7 a/v]/)_Q (87 av])) :| . (4)



In the context of this work, we use an actor-critic method [21]. Note, learning a critic with Equation @)
allows us to criticize the low-level action policy independently of the high-level skip policy. The
following lemma justifies this by showing that the optimal action-value functions of M and M align
for a skip length of j = 1:

Lemma 1. Given the unique optimal action-value function Q* of the original MDP M and Q* of
the skip MDP M, we have that

—%*

Q (s,0,5) < Q"
=, o

s,a,j (s,a) VjeJ, 5)
Q (s,a,1) s

(s,a), (6)

fors € Sanda € A.

For a proof see Appendix [C} A general derivation for the options framework can be found in [22].

In conclusion, using this approach allows us to learn when to trust the expert, as we learn the Q-value
of following the expert in the context of the skip MDP for different skip lengths. Furthermore, as
noted in [4], using skip connections allows us to propagate values faster, leading to potentially faster
learning. Finally, while collecting transition samples for the skip MDP in the replay buffer D, shorter
skip connections can be observed from longer skip connections. For example, if a skip length of
j = 3 is executed, we also observe two skip lengths with j = 2 and three skip lengths of j = 1.

3.3 Mitigating the Distribution Problem

Our goal is to have a standalone low-level action policy after training. Thus, the action policy should
learn how to act without access to the expert. An improper action during evaluation can quickly
lead to states that the policy has not encountered during training, resulting in poor performance. To
address this issue, we take inspiration from the DAGGER algorithm from Ross et al. [20]], which was
designed for imitation learning. At each time step when we would decide on the skip length, we
sample from a Bernoulli variable oy ~ Bern(/3;), where «; = 0 means that the skip length is set to
j = 1 and the expert will not be used and o;; = 1 means that we can normally sample from j ~ 7.
The schedule S; controls the sample mechanism during training. To give another example, if we
choose a constant schedule 8; = 1, the expert usage is not regularized, whereas if we choose 3; = 0,
the expert is not used.

4 Experiments

In the experimental part of this work, we evaluate the performance of our proposed method against
other baselines with the following questions: (1) Can our method effectively leverage the expert to
improve the training in terms of sample efficiency? (2) What happens when the expert is imperfect?
More specifically, do we learn when to trust the expert, and improve over suboptimal experts?

Baselines and Variations We compare our method to two baselines: TD3 [§8]] and TEMPORL [4].
Even though Biedenkapp et al. [4] used DDPG as a policy gradient method for deep learning with
TEMPORL, we implemented it using TD3 for a better comparison with our method. All methods,
including ours, are based on TD3 and we conclude the shared hyperparameters in the Appendix
Additionally, for TEMPORL we used a maximum skip length of 4 for the CartPole task and 10
for the LunarLander task as they performed best. Finally, we tested our method with two different
configurations: (1) Ours uses the recommended [3-schedule from Ross et al. [20] adapted to the RL
framework, which performed best compared to linear, decaying, and sinusoidal S-schedules. Ross
et al. [20] recommend the parameter-free S-function 3; = I(i = 1), where the expert is queried as
much as possible during the first iteration of training and not at all afterward. To recreate the parameter-
free schedule for RL and since they used 20 iterations of training, we use 8; = 1(¢ < 7/20) with the
addition of a small offset to allow for some expert actions through training. 7" denotes the maximum
amount of time steps and ¢ the current time step. (2) Ourso does not use DAGGER sampling, by
keeping a constant /3 value of 1 resulting in no regularization. All methods are trained for 10° steps
for the CartPole task and 10° steps for the LunarLander task with 10 random seeds.



4.1 Learning from a Nearly Optimal Expert

Setup We evaluated our method on CartPole [2] with additional constraints and on the LunarLander
environment from the GYMNASIUM project [23]]. Details on both environments can be found in the
Appendix[A] The expert for the CartPole environment is derived from the Model Predictive Control
(MPC) method. This expert is approximately optimal, as the model used to generate the expert actions
in MPC is the same as the environment to generate the next state. In the LunarLander environment,
the expert is a trained RL agent using PPO without the optional wind and turbulence.

Constrained CartPole LunarLander
500 300
£ 400
i« 200 Method
/300 — TD3
5 100 TempoRL
?; 200 —— Ours
£ 100 0 —— Oursp
H —== Expert
0 —100 ™
0 1 2 3» 0.00 0.25 0.50 0.75 1.00
Environment Steps ~ x10? Environment Steps ~ x10°

Figure 2: Evaluation performance during training of the baselines and our methods with nearly
optimal experts. The usage of the expert is regularized for Ours while it is not for Ourso. The
performance of each expert is visible as the dotted line. Each configuration’s median of 10 runs is
plotted, with the minimum and maximum values creating the shaded areas.

Results In the CartPole environment TEMPORL performs similarly to the regular TD3 in the
training curves plotted in Figure[2] This might be because of the specific environment used; repeating
the same action multiple times is likely to bring the pole out of balance, similar to the Pendulum
environment mentioned by Biedenkapp et al. [4]. Our approach shows promising results: the
evaluation reward during training rises more quickly and achieves a perfect median score by the end
of training. Similar results are found in the LunarLander environment. The policy in our method
manages to learn faster and solve the environment, by reaching a reward of 200, in less than a third of
the number of timesteps compared to the vanilla TD3 algorithm and about twice as fast as TEMPORL.
The expert is matched after 300k timesteps, while TD3 and TEMPORL require about 600k. Our
method learns to outperform the expert consistently, although only by a slight margin.

Regulating Expert Usage Including expert regularization is crucial, as can be seen when com-
paring the plots with regularization Oursand without Ourso in the CartPole environment. Without
DAGGER sampling, even if the training reward is high (visible in Appendix [A-T|Figure[6), the policy
has a poor evaluation performance without the expert. The expert can fix mistakes made by the
policy during training. However, during evaluation, the policy can not rely on the expert and quickly
encounters states not represented well in its training distribution of mostly perfect runs.

4.2 Learning from a Suboptimal Expert

Setup In this section, we evaluate the method with suboptimal experts. For the CartPole task, the
pole’s length parameter of the MPC expert’s model is modified to 0.3m, compared with the 0.5m in
the real environment, leading to imperfect controls by the MPC expert. For the LunarLander task,
the environment is made more difficult by enabling wind and turbulence parameters, which were
disabled in the training environment of the RL expert. The wind and turbulence parameters are forces
and torques applied to the spacecraft that slowly change over an episode, making controlling the
lander much more tricky. Further details on the environments can be found in the Appendix [A]

Results As shown in Figure[3] our method can learn to outperform the suboptimal experts in both
CartPole and LunarLander environments. Additionally, our method can learn to solve the tasks



Constrained CartPole LunarLander

500 300
o
= 400 200
5 Method
%5 300 — TD3
e 100 TempoRL
4:5 200 empo
= —— Ours
g 0
s 100 -== Expert
0 ~100
0 1 2 3 0.00 0.25 0.50 0.75 140(‘)
Environment Steps X107 Environment Steps ~ x10°

Figure 3: Evaluation performance during training of the baselines and our methods with suboptimal
experts. Each expert’s performance is visible as the dotted line. Similarly to the CartPole results,
each configuration’s median of 10 runs is plotted, with the minimum and maximum values creating
the shaded areas.

in about the same amount of timesteps as with a nearly optimal expert. Meaning that the gains in
sample efficiency are still realized even with suboptimal experts. The median performance in the
CartPole environment reaches a perfect score of 500 earlier than with an optimal expert. This might
be because the expert is worse, leading to our approach exploring by itself earlier. In the LunarLander
environment, similar to our method, TEMPORL is unaffected by the increased difficulty while TD3 is
not. We further tested imitation learning using DAGGER [20]], achieving a similar evaluation reward
as the expert. Compared to imitation learning methods, our method can achieve better performance
beyond the suboptimal expert.
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Figure 4: Comparing sample trajectories of two agents, one trained with the normal expert and the
other one with an expert that outputs random actions when x < 0.

Analysis on Skip Policies Furthermore, we visualize the high-level skip policy to better under-
stand its impacts on the low-level action policy. We additionally introduce the “half”-expert to the
LunarLander environment. It is based on the original RL expert but outputs random actions in states
with z < 0. The learned skip policies under both “half”-expert and normal expert are visualized
in Figure[d] It indicates that the policy chooses longer skips when the expert is knowledgeable but
sometimes selects a skip length higher than one where the actions are random. The skip policy trained
with the normal expert also shows a slight tendency to choose higher skip lengths on the right but to a
much lesser degree. In conclusion, we can see that our approach is able to learn when to trust the
expert.



5 Conclusion

We found that our proposed framework guides the RL algorithm by learning when to trust the expert
for exploring the environment leading to improved sample efficiency. An important next step could
be validating the approach in more challenging environments with higher state or action dimensions,
sparse rewards or a high degree of uncertainty. On such environments the advantage of our method
might even further increase, as exploration becomes significantly harder, thus potentially showing that
using the expert avoids local minima. An interesting practical direction could be to apply the method
in the context of autonomous driving. Further directions to combine RL with control algorithms,
could be to not only predict the skip length with the high-level policy but instead also predict a
parameter for a parameterized MPC expert. This would allow the high-level policy to learn how to
improve the expert policy, similar to the option-critic framework [[1].
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Figure 5: Visualization of the additional constraints in the modified CartPole Environment.

A Details on the Environments

A.1 Modified CartPole

This environment is derived from the classic CartPole enironment and uses an MPC expert based on
the formulation of the pendulum_on_cart example from the ACADOS library [24]. We modified the
environment to be more challenging to solve: instead of fixed thresholds for how far the cart is allowed
to travel from the center before the episode is terminated, we implemented moving constraints, forcing
the cart to move slowly from side to side while balancing the pole. The constraints move based on a
sinus function with parameters for speed, amplitude, and width. After each episode, these parameters
are randomized by sampling from a set of configurations that the MPC is able to solve. Meaning that
the policy is forced to react differently in every episode and cannot simply memorize where to move.
The constraints are visible in the visualizations of the environment in Figure[5a| and a plot of their
change over time can be seen in Figure [Sb|

The training performance of the different methods in the modified CartPole environment can be seen
in Figure[6] With a nearly perfect expert (Ours, Ours;), our method quickly learns to trust the expert.
This results in a perfect training reward early on. The evaluation reward is close to zero since the
low-level action policy has not learned to balance the pole yet. When the regularization starts to take
effect, the training performance drops down since the expert can only rarely be queried. The reward
quickly rises together with the evaluation reward, as the low-level action policy trains almost on its
own with expert demonstrations in its replay buffer. With a suboptimal expert (Ours,;), there is no
such spike in the beginning but the method still benefits from the expert demonstrations compared to
the baselines.

A.2 LunarLander

In the LunarLander environment, the task is to land a 2D spacecraft on the surface of a moon by
modulating one main engine and two side engines effectively. The agent can learn to accomplish this
task based on eight observations and two control variables at each timestep. Wind and turbulence
parameters can be enabled to change the difficulty and randomness of the environment. As the expert,
we trained an RL agent on the environment using PPO without wind and turbulence.

Changing the difficulty of this environment is easily accomplished by enabling and tweaking its wind
and turbulence parameters. In this case, wind and turbulence refer to a force and torque that is applied
to the spacecraft, respectively. Both slowly change over an episode, making controlling the lander
much more difficult. Table[T|shows how the performance of the RL-expert changes under different
conditions. Note that the expert was trained without wind or turbulence.

An agent can learn to land the spacecraft based on eight observations and two control variables at
each timestep: its position and velocity in x- and y-direction, its angle and angular velocity, as well as
two booleans that indicate the ground contact of each leg. In our continuous cast, the thruster output
can be determined with two values. The main engine will only turn on when its control value is above
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Figure 6: Evaluation and training performance in the CartPole environment of the baselines TD3
and TEMPORL as well as our method with an optimal expert with regularization (Ours), without
regularization (Oursp), and with a mismatched expert (Ours,). The mismatched expert (Expertas)
is displayed, while the normal expert achieves a perfect reward of 500. Each configuration’s median
of 10 runs is plotted, with the minimum and maximum values creating the shaded areas. Note that we
evaluated the method during training and not in an additional evaluation run.

Figure 7: LunarLander Environment.

Description Wind Turbulence Mean Reward

Max wind 20 2 176
Default wind 15 1.5 249
No wind 0 0 272

Table 1: Effect of wind and turbulence on the RL expert of the LunarLander environment.

0 with a thrust of 50% and scale to 100% thrust as the value reaches 1. The lateral thrusters will not
turn on for a value between —0.5 and 0.5 while scaling similarly from 50% to 100% from +0.5 to
=41 for the right and left thrusters, respectively.

B Hyperparameters

For both actor and critic we used a linear neural network with two hidden layers consisting of 400 and
300 nodes, using ReLU activation. More hyperparameters can be seen in Table 2] The models were
trained on a workstation with an AMD 5950X 16-Core Processor, 64 GB of RAM and an NVIDIA
GeForce RTX 3080 Ti. Usually, 3 experiments were started in parallel and would take less than an
hour.
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Hyperparameter Value

Batch Size 256

¥ 0.99

T 0.005
€ 0.1
Learning Start 1000
Policy Noise 0.2
Noise Clip 0.5
Policy Delay 2

Loss Function MSE Loss
Optimizer Adam
Learning Rate 0.0003
51 0.9

B2 0.999

Replay Buffer Sizes  10°

Table 2: Hyperparameters used for all methods.

C Proof of Lemma 1.

First, we show @*(s7 a,j) < Q*(s,a). Let ¥ be an optimal policy for M, which can be seen as
a history-dependent policy that depends at maximum on the last J transitions. Due to the Markov
property of M, history-dependent policies can not perform better than Markovian policies. Thus, we
conclude by

Q" (s,a,j) <maxQ’(s,a,5) = Q7 (s,a) < Q*(s,a).
j€edJ

Second, we show that Q (s, a, 1) > Q*(s, a) which given (3) is enough to show (B). For this let *
be an optimal policy with respect to the original MDP. We can see 7* as a policy in the skip MDP
that always chooses a constant skip length 7 = 1. From there we conclude by

Q' (5,0,1) > Q" (s,a,1) = Q*(s,a)

12
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