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Excluding the Data with Exploration from Supervised Learning
Improves Neural Fictitious Self-Play
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Neural fictitious self-play (NFSP) is a method for solving imperfect information games. While methods developed
in recent years such as counterfactual regret minimization or DeepStack require the state transition rules of the
games, NFSP works without them. In this paper, we propose to exclude the exploration data from the supervised
learning component in NFSP and keep the probability of exploration, in order to explore without breaking the
average strategy. We show that this change significantly improves the performance of NFSP in a simplified poker

game, Leduc Hold’em, and compare the results for different exploration probabilities.
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ANTHIBERBOMFERNHRE LT, =24 AL DPEAIZHNS
NTWs. TOEHD—2IL, HIFOMEIZHDH 5 ALK
RED A % W U T FEHAR O MBI M & CTHMT O X
(RANA =) 2T 2DH5REEL 225728, 1FHOH]
HICHE 72 & DIV — VD FEBEIZED SN — MZB W TH
MiZMEL L, RAITEMER T — ABRENENREBITTHZ L
T, HffiRWIZED TN 72D TH S, oT, BEDM
B IZ X DD WASERIER T — L& RE U, @oEEEEF
T2V YRESLZEPTEIE, EREAD AN THIAER
MDIGHOAM N EZ KELHERTEDZ LEZSNS.

e 2B — L DORTIE, Texas Hold’em &\ 5 K—
A= =& EME L THWYS NS, Bowling 5 I,
Texas Hold’em D~ M % Hlf U 7z heads-up limit Texas
Hold’em (HULHE) DOfi#%, counterfactual regret minimiza-
tion+ (CFR+) [Tammelin 14] &\ 5 FiEx2 HWTRD 2 Z
EATHEI U 72 (essentially weakly solved) [Bowling 15].
7z, Moravéik 5%, HFOFZMRE U 72 KD Hr& il 22 FIRFR
Mz =a—I N3y h7—2TFHL T CFR+%HW5 Deep-
Stack [Moravétk 17] £\ 7V TV XL %E%E L, HULHE
& 0 M7 — LT dH B heads-up no-limit Texas Hold’em
(HUNL) IZBWTTHDR=I =T VLA VI L. 12T
FRHHIZ, Brown &1, #igbL7=7 — L2 ERL THFOT
WG U THD 7 — L% AR L CFR+%2AWTHEL Z & THIEZ
145, nested subgame solving & FEIXN 2 7L 3V XL %R
L, 2O7NVITYXAL%ZH N Al TH 5 Libratus (& HUNL
WZBWTTHDOR=I—T LA VIZBA L7 [Brown 17).

INSDTNITY AL, WINL T —LADKREHERT ST
ETHIEZRDDFIETHS. LhoT, ZTNSOFEEE
A9 5121%, agent h3d 52 U7 — L DNERIRAEERL B
EETH->TELBENH L. LUK s, FEHolEZ
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fiff < HrEild, BREORBERBUBHDO NS DroTnD L
WIS 212 < <, RAIOBESE L HEAEH LAY 5 agent
AREEEBHAZHEL T KO AR ECHEZ ML Z &
TELTENEEND UK 17].

Heinrich 51, REREHRT —LTHLS PSAVWSNTE
Fictitious Play (FP) [Brown 51] & IEEN 2 FE#EIZEHD
FHEIGHLUT, 7F—LOREEBHAZME Z L2 F— L4
Dfif% Kb 5 Neural Fictitious Self-Play (NFSP) & IFEi 2
FEEREE L7 [Heinrich 16]. Z OFEIE, ERMEHER T — 2\
(Normal Form Game) TRIIN/ZT — LI URHNDE Z &
MTELD o7 FP %, EHAELY — L (Extensive Form Game)
TRIEINZT — LT HHEMHTE % & 512 L7z Fictitious Self-
Play (FSP) &IFFEH % T [Heinrich 15] 12, =a—J)b %y
MY =2 ERRWEERISHDEEE, Za—JVay FT—T %
Q FHIZJSH U7z Deep Q-Network (DQN) [Mnih 15] %
W7zHDTH3B. NFSP i, HULHE 2B\ THATO AR Ak
PRI &\ o 2 HTHRAERE -2 Z e R SBHFED 7L A YIZ
Vi d B ERED MR oD Z EHIo TN S.

AW TIE, NFSP OEflid O FF A3 i 5% g O -4
Wl AT 2 ABMLTWS ZLIZHEHL, Hliid 0¥
HOFHT —RIIPERTREZT — X 28O BVEIITTsI L
T, NFSP OWEREZ LS H 5 I N TED I L & FRINIZ
R

2. BEER
2.1 EBERSF—LNECERUS—LA

FEHERY 77— L\ 2 RBHTL S — W%, 5 5 REREHRT—
LEHBRTIETLTHS.
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725k s, BREs IT{HTEL—VT VI Ype Puc}
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A YDELGEELTED, TLAYDER—VTIEEFDOT LAY
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BAFRTIIATENIREITN U CTHANE £ > TV SRS
i f(s) (Ao THET S, KDY —712H 7= 5HuHIREE 2 12
F=LDEETLE, BTV A VI r(2) 285, F5%
EEHT— LT, FAURETH-TH T L1 Viz k- TR
TEREMPELL., T Y p o RTKHTERN S/ —
FOEGEHRES I, LT

BRI — W2 BB T LAY p DIRBBVIL, p X —
TVAYTHDB & BTN HES [, TN U TTEES A
FOMRNI R G2 D 0p(1,) Ik TEE S, ZORKE
B LIER. BT LA Y OMIEOMALGDYE 0 =01, 0N
IZHREE 70 7 7 AV EIREN S, T LA Y p O RTINS
W70 7 7 A VIZHKIE L, 1p(0) TRENB, LAY pbh
HO¥NE o_, ZFEE LI-2 &, A AT 2 &5 7%
Wl argmaxry, (0p,0-p) % o_p WXKNT 5 BB &

p

I, by(o_p) TRT. EOTLAYE, HEOHIEIHY
DI DMEIG I 56 9 2 BB S IR IZ 2 > T W B & &, Z DMK
TaT 7 ANME Fy D AR ThDH LWV,

— 5, BEHERL S — A TIEZ D & S mAlEE Wiy —4%
FHT 2, BRI — LN TlE, TLAY pe PV 2hof
FRELRE af;’ ERoTED, £V A VAR b 1 DMk
WS & BIN T 2 2 & T — AT b, BIRE N7 D o
HAGDEIIEL TE TV A VI3 ) ({ o) | p' € PV })
ZED. BRI, EH T — 2028 W TG & e e
(WTHDOFHOAIHER | TRIRIND K5 R) RS
IZU72 6 DI $ 5. fHERI S — 2 ClX, SPSIS L ofifR
D EREEIELITY, o) TRT. EHERS - LIZBWT
B, BRI — L L AR RO IS E RN, o v & 2 SRR 7n
YRERTHILNTES.

2.2 Neural Fictitious Self-Play
FP %, fEHER7— L D7y ¥ aVfikig 2 ko2 713
ANLTH%. FP T, BolbERIEZHWT, EAHIKZ

1 bN N
71 (T

CHEHT D, Thabb, KRNAORMENEHIEEZ EET 585
IWRAMMEZEN$T5. Zo7)V3 ) X4iE, 2 AFEMNT—L
REW OPDERMETF v ¥ 2 IBEIRIZIRT 2 Z L AVRX
nTtwns,

FSP IZ, FP # @My — A TchEHTcEs L5I1ZL, &5
WZEEOE R T RERTY —AZbEATES L5 LET
NIV ZXLTH DS, BHERT — JZB1 2 EAMRKE o) &R
BP— D2 B DMK o) 1%, RISGHEIIRRDEOD, R5%
BEWT— LB T VA YORZENERLTVWDE NS
HMCTRFAUTHS. £IT, BAME o) LI 0, 23 Uik
2ENERLTWBLE, o) Lo, FBEMTHE LS.
ZZT, WlE o1 & oo DPEILIRDEVEZRT &IE, EEOIR
s 2 LT, fIOTL 1Y —p 8 s IZRET S & 5 I2/7H)
ZFEINU GG IIRTE s (TR 2R o(s) Y, TL1Yp
Mol IS T258 L o0 TS T2GETEHELWZ 2T, Z
ORE&%E WT, FP O 7 av A% BRI — AT O FEBEMm
2T A E E H R 72 DAY Extensive-form Fictitious Play
(XFP) [Heinrich 15] TH 5. FSP TIXX 512, XFP 071
Y AN GBI A RD D Z & LIS A RD D Z L D 2
DIZHToNDEZLIZHEB L, BolIGE NG % ke 2557 % if
bFH T, FIIERIR % KD BB 2 E D 0 FH TELL TV
L. ZhZk->T, XFP IZBII 2 TR TOHERESIZBITS
TR AT 2 R4 - BT L 72 1 37 & 72\ 20 5 R 2 R

ot + (1)

t
U;J\{t-‘—l — mﬂ'

U, DOBEOBEMFEEO7 LT XL ZEHT LI N TE
&5 -oTWVWA5,

FSP (355 E O BEM - O FEITHRAZ LI WA 2R 7 v T
VALTHEBH, ZIIZ=a—F)3xy NI =212 k5%
B Bhifid o FEEMEMLUIZORNFSP ThH5. %7z, NFSP
TIHBEID 0 FHOY V) ViR RET 572002, @
@ circular replay buffer Tl&7% < reservoir buffer & T
Wh. ZHZEoT, AROAEYTEH T — XKD 5 %R
THY TV VI LTRSS 2 2 e TE, THEIKOHE %)
RIKITAB LS R>T WA,

3. RBEFE

ARGETIE, NFSP O b 58 H¥ Bt it B g 0 145
WIEZERT A e 2L TWA Z L IZEB L, b b2
BOFET — PR TR TR 2EBDRVEDIITHI L
ERIRET 5.

NFSP 0#{tE Tk, P T VA ¥ ORI 2 o
JOEHREE & SRD D721z, BREIEHZT-oTW5b. BEIRIIC
I%, NFSP Tld e-greedy ZFH\\WTW5. T4hbbH, K T
TURLIRTEERL, HR1 - TQMEIHTATHL LD
T EMECIITEINT 5.

e-greedy % i\ 7z Q ZH T, EHPIIREREED - HE
WWEWTITEIT 5. L, QFHIEARA 7HOZEAHX
T, QHEARIMEITITE HETIEAR L greedy (Z7H) % IR L
=56 O RERIN L DT, REICEHIEE UTIIREEZE
F 72\ greedy BHIEZ FIWARETH L. EREED- LK
% it NG & U TV, SEEEIROEIRIZEDTLUE S
L, TN A R THIEDFy v ot SN T L
DT EMERLND.

F VYD NFSP Tlk, e-greedy @ ¢ % FEDH#EITIZE
DETNILKLTWE720, FEPECIZONTHRELZ GO
HRIE DY greedy AHRIEIZIEDWTWE, SR OEIZEZ 574
W, UL UARAS, NFSP Tirbivd H Ak id s #HF o
HERE DY FE DHEITIZIN U TET 2720, @HED Q ¥ & ®
ROBREMS T I TERWEEZOND. HIZIEH B
Gt 12 DWT, KRB s TE) a1 ZELAMED ax & D HEW
L35 e, MLFEMNIEL HHEL TONIEESRIED o) %
BRT BHERIE 01505V T WL 22T, WHHT Ok
WEALL, as ODAMEIZZEALBRVE E ap DFlifED a2 LD B
L Ro GG, TOZ e E2FEETH72HDIZE s I2BVWT ay
BERU2ITE RS20, L, e o/ E<x->TL
Fo2E, BIEP a PERINDE Z L1340, RlIGE
BEIELSRKDDEZENTERLZoTLESD

I ORMEEZFRIRIZFRT 2720121F, HFROME %
HEREREREIHEL DD, FHIZE>THONEZT—XD
AREHED D FEIZEZNIE LW, & UBERE GO HEN
BREINEHIEIZ > TWBDTHIE, BRIZL> TR
F—=REHH 0 FHIIEDRNI LT, FEHMNE<RoTL
9. LnL, egreedy 2\ Q EHTIE, HREED
FEIE— Il ARIC IR > TWRVDT, ZOX5RIE
BRI ShWweEZ SN,

ML EZ W F Z 72 RETHEOHEML 2 — F % Algorithm 1 1Z/R
T REFEIZEDLLMWAEIRFTRLTWS.

4. =B

RETHEOEMEZ RIS 5720012, /N7 R5e e iEmr —
LTH5 2 AN Leduc Hold’em (28U, EEFEEZEGL WL OM”
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Algorithm 1 tE NFSP
I" is a game and N is the number of players

1: function NFSP(I")

;. TInitialize IT, Q, 0, 09, 69", MSE, MEL

3 fori=1,2,--- ,N do >ETLAYIZONT
4 Initialize M;

5: end for

6 for iteration =1,2,--- do

7 € < e(iteration) > e DfE
8 fori=1,2,--- /N do

9: oi + e-greedy(Q) (3 n) or IT (TR 1 —n)
10: end for

11: Initialize I"
12:

13:

repeat
n <— turn player of I"

14: M,,.s < M,.s"

15: observe state s* and M,,.s" + s*

16: Store M, in MEL LT TF — X 2347

17: if M, IsGreedy then © greedy ICfTEIL T
WBBIEEBEREDT — 9 DHRTE

18: Store M,, in M>T

19: end if

20: Periodically update 9 with M ~ MTL 69’

21: Periodically update 0% with M ~ M5

22: Periodically update 89 + 62 > RL DX —
Ty S & S

23: Sample action a by strategy o;

24: Execute a on T’

25: M, .a <+ a

26: M,, IsGreedy «+ IsGreedy > 3@{EZZTHD
greedy IC1TEIL TWBIBEDHF v ¥

27: Reward M,.r < 0 > #UiR &SI T I3 0

28: until I" is over

29: fori=1,2,--- N do

30: set M;.r > ﬂ“‘lﬁﬁ‘f WRRBIZRE - Tl %2 52 5

31: end for

32: end for

33: return I (s, a|0")

34: end function

DFRE T Z KD, 155N/ HIEDATPEEUT (exploitability)
ZEHBEULEL .
Leduc Hold’em A RO & 5727 — L TH % [Southey 05].
9, SHEON—-RFNE2& 232, it 6 WHKTS. &7 L
I ORLY, T I BURETES, KD D 3 Bk
ALZW. E7TVLAYIREDDOI—RETERLZZ N TE
5. F, HTLAVIIENRE LTI BAOF Yy TRHGFET 5.
R=2T LAY, HIFI3Fy T2EPTRy b, HFLHE
U EEIZ S 2 a =)Ly, 7= Lh o0 57 4V RERINT
5. 127U, “EEXRy bENTWERWESIXT—IL - 7%
NV RIGERTEY, ROV LARWF oy 72 BIRTE 5,
WINEERL THZ =V FIEBY, BEVWRF v 7%
BIRT S0, Ebophla—IL TV REERTLEETIN
EHOIKT. ZO—HEOFNERY hT TV REWS, T4l
RPEIREINZBE, 74V NZ2EIRU o727 L1 VA
FoONTWETRTOF Y TEBTT =L TT5. THlh
NoGE, RETHoHBDOA—REABLTH S —EXy b

TV REITS. FNTH 74V KBERI N - 7255,
BHWOH—RER/FHL, EAPRNGDOT VA YBHEIFSNT
WETRTOF Y TEETT LR T TS, 22T, &3V
VRTEEINAAN—=RThHB. 2F0, HBOAH—RNLFEUH
HON—RERF>TWSE LA YRV NUEZD T LA YR
L, T2 TRWGEEIIBTZORENT LA YABHT S, Ry
l\ﬂ%‘_f'é’P’é“%/ﬂi, 1HEDORY v5 v RTliE2, 2M
HORY NIV RTIE4THS. £/, 1RV T VRIT
DERY ME1ALEUIERTEZR.

AIPEALE I, MRS T O T 7 A LAy ¥ a iR ©
FIFEWh 2 ERMIZIHE T & 24618 T, 2 ABARERER
T—LTIEBFD & SIZEHTE S [Johanson 11].

e(o) Z Tp(bp(0—p), 0—p)

pe{1,2}

(2)

Tbb, HENEIEZTOHEPSHRKT LT =050 E
NEFHETELDh2ELTWS, ZOMITHEIZIEAT, Z0
fER O THDEZ L L o 2Ny ¥ 2l ch s Z ik
FETHS. £z, TOMMP0ITEWEY, ZOMIE 7o 7 7
AINEF Y ¥ a RIBIOE WS E X 5. AENEZFHET S
T — L RE 2R T E2BERH 5720, KR —

LT UTIHAENEZEIR T2 L IETERWV. ZD70,
AFL Tl Leduc Hold’em &\ FLERIHAAL S 7z — 4
ERGE Ui,

AWFETI, HHid L FHOFE T — XL E DR
TRETF—R%2E5DHNESI2T5Z T, MiE2E(LEE2
Z e I RN BER DT R B K D127 b, E\WHRIIZE LT
TW3. TD7WH, MRS 2FHEMBUEL UTLATD 4 D%
=4 OR

e L HIZRABI
I [Heinrich 16] {235

IWET 5. Bk
B} % iteration

A. H O NFSP. ¢ 3%

HziE, e = 0\/%6, n
(128 game steps).

CAITBWT, #lilid b F#
RBRCH/ET—R% a&b&lﬂi )

DEE T — 2T D
&bt%®(k$$&L

LA ITBWT, e 2EEIET, BELzbo.

B.BLXUOC., Thbb, #iid v FHDFET —XIZ
AL OBRTEZT—RE2EDRVEIIZL, E5
e ZEELEZHOD.

e DEEMIZIZ 0.1 2V, TNUHNDNA IR—=I8F A —
A 1% [Heinrich 16] (2> T\ 5.

FNFNDHEIZONT, 107 F'— Aﬁof%@j%ﬁ%%
5 MEHAIL 72 P %2 R 11TRT. e DBET 2R ETIE
(DMBPtﬁiiﬁy%iaV#,a%lﬁ@kbt%ﬁ,%
H D NFSP TIXMEREN KR E KBTS 5%, $REFETIIMAE
NERIZWET DL Z b5, 2k, @O NFSP Tl
BROFRE VNI EENL ), —~EHRTHYRETI LD
IRRE TR FYIHRIE I 1 A )\of UEDH, BEFIETIE
ZTDEIRIENEI ST, FEVPEATHHERERITSND
"o ThbD a%zem&

F7z, MEEICKT 5 e DB NS 720, 0.01,0.02,0.05,
0.1,0.2,0.5 @ 6 FHEHD ¢ IZH U ClAKRDOFEREIT-72. D
FEREA2X 1LIZRT.

BFEDOHRETI, ¢ ZEET S MREN RS HEAL, 20
LW e ORINIZHES T bbb, Zhid, BIFEORE
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# 1 RFBEICHBIT D, 107 7 — L1752 B O W PEREOE.
BRENCDE 5 AITOHEMRET, TOFHETLHL T VS,
JEHE O NFSP (A.) L HBEL T, AREAYE o =0.01 THREIC
EMHBLEDIZIE T 2MNIFTVWS.

E3 A PEE
A. (3.840.5) x 1072
B. (4+1)x 1072
C. || (26.8+£0.8) x 10721
D. [ (2.3+0.5) x 1072

—— original base
—e— original

T 10°4 proposed base

3 proposed

%)

[®)]

o

>

£

=

(0]

] 10—1 B

o

o

x

(0] T T I T T T

0.01  0.02 005 01 02 0.5

€ for e-greedy (log scale)
M 1: BHEITBIT D, 107 7= 5475 72 B0 W RO E.

ZHINZ base D3 BERRIE, AV Y F LD NFSP & [EkE, e A3
REITHET 2R EITB I BHERERLTNSD. ¢ =01 DFK
EE e MRETIREIZOVWTIE 5 ETOEREIT- 727
& DR %, TNLADO T —=XIZoWTIE 1 [T E
BAEIToAERE R R LT WS,

TIIEROFERE P IZEENTUE 57280, FRETV
TEDCHERNEIT S, EWHIEBIZHILTWS., £z, if
EFIETI, e 2BET 2 L MREVPLDUEL, € 510.02 125
0.1 DRNZH BIGEITRHCERICIERR S Nd WD KEH
REAEAA RTINS, T, PR OEE I ERE &7
Wb, HERERT DI L CERIEOMREE R L T2 <
BOEISEWIG 2 E U EHRTE 30 TRV E WS ERUZH
LTW3. e WRETEDLEITERELS DB T DI, &
HATEONE T —ZMHAT B & THAD » FEIFEH
57— ZOEMHE->T LR, Hhlid 08 OBREEE I
T57-0ThbEZOND.

5. &HWIC

AWFZETIE, NFSP O#flid b F8 D3 i 2 ¥ o 1
WK 2T 52 2L TWAZ EIZER L, b b
BOFE T — R HOBRTHZT -2 2500 & D
12952 8T, MEEBE LI 2 2 & A IITIER DT 2
DTN, LWHEHENLT, ZOFIEIZE > T NFSP
OMREZR ] ESHDZ N TELZ L 2ERMITRE L.

NFSP 1%, —#D R5geWHs — 25t Uiifbaa8 % v
THAMERDO R VIR P SR 2 e TED LW INHKRT
HETHD. 5%H NFSP OVEgEZ M LI &2zl 5 &

LIz, FEBUZ NFSP %4 O K 2 Rog 2 EHTr — A
WHUTHEATEZ BT TWVEEZN,

S Xk
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