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Advances in Deep Reinforcement Learning
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Issues with Deep Reinforcement Learning (DRL)
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Stage 1

Learning a program embedding space
from randomly generated programs
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Stage 2

Searching for a task-solving program
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Latent Program Search with Cross-Entropy Method

Cross Entropy Method
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Karel Tasks
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Qualitative Results
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/Zero-shot Generalization
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Human Debugging Interface

Interpretability
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