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Abstract

Hierarchical reinforcement learning (HRL) has been steadily growing in
popularity for solving the hardest reinforcement learning problems. However,
current HRL algorithms are relatively slow and brittle to hyperparameter
changes. This paper offers a solution to these slow and brittle HRL algorithms,
by investigating a novel method combining Scalable Evolution Strategies (S-
ES) and HRL. S-ES, named for its excellent scalability, was popularised by
OpenAI when they showed its performance to be comparable to state-of-the-
art policy gradient methods. However, S-ES has not been tested in conjunc-
tion with HRL methods, which empower temporal abstraction thus allowing
agents to tackle more challenging problems. We introduce a novel method
merging S-ES and HRL, which creates a highly scalable and fast (wall-clock
time) algorithm. We demonstrate that S-ES needs no hyper-parameter tuning
for the HRL tasks tested and is indifferent to delayed rewards. This results in
a method that is significantly faster than gradient-based HRL methods while
having competitive task performance. We extend this method using trans-
fer learning with the aim of increasing task performance and novelty search
with the goal of improving its exploration characteristics. The paper’s main
contribution is thus a novel evolutionary HRL method, namely Scalable Hier-
archical Evolution Strategies, which yields greater learning speed and compet-
itive task-performance compared to state-of-the-art gradient-based methods,
across a range of tasks.
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1 Introduction

Reinforcement learning (RL) [Sutton and Barto, 2018] is one of the three main
sub-�elds of Arti�cial intelligence (AI) and is used for sequential decision making
tasks. In RL one trains a policy such that an agent can take intelligent actions in an
environment in order to achieve some goal. Critically and unlike supervised learning
methods, RL does not require any data and learns through repeated interactions
with its environment. The fundamental ideas behind RL mirror those of Pavlovian
or classical conditioning in psychology [Sutton and Barto, 2018].

RL has been used to create arti�cially intelligent agents for tasks ranging from robot
locomotion [Haarnoja et al., 2018] to video games such as StarCraft [Vinyals et al.,
2019] and board games such as chess and Go [Silver et al., 2018]. Many such agents
use Markov Decision Process(MDP) or gradient-based learning methods, such as
Deep Q-Networks (DQNs) [Mnih et al., 2015] and the policy gradient family of
methods [Sutton et al., 1999a, Sutton and Barto, 2018]. Single policy (
at) RL is
generally used for relatively simple problems, however, problems can quickly become
complex by requiring multiple unrelated skills in order to be solved or having a
sparse reward signal. To solve the type of problem that current 
at RL cannot solve
(which in this paper we refer to as hard RL problems) one generally uses hierarchical
reinforcement learning (HRL). HRL algorithms are a class of RL algorithms that
excel at complex RL problems by decomposing them into sub-tasks, which mimics
the way we as humans build new skills on top of existing simpler skills. Gradient-
based RL methods are also used by HRL algorithms and have seen success in solving
some of the hardest RL environments such as Montezumas revenge [Vezhnevets et al.,
2017, Badia et al., 2020] and generating complex robot behaviours [Nachum et al.,
2018, Vezhnevets et al., 2017]. Another area of reinforcement learning that has
enjoyed recent success is evolution strategies (ES). These are a family of black-box
evolutionary optimization techniques, which Salimans et al. showed are competitive
with 
at gradient-based RL methods in the robot locomotion and Atari domain
[Salimans et al., 2017]. The success of such approaches has led to wider use of ES
for tackling RL problems, but it has yet to be used to solve hard RL problems.

ES has been used as a black-box optimizer for a multitude of problems such as
minimizing the drag of 3D bodies [Beyer and Schwefel, 2002], optimizing designs
in structural and mechanical engineering problems [Datoussa•�d et al., 2006], robot
locomotion [Salimans et al., 2017, Conti et al., 2017, Katona et al., 2021] and loss
function optimization [Gonzalez and Miikkulainen, 2020]. There are many di�erent

avours of ES [Beyer and Schwefel, 2002] each with a di�erent selection, mutation
and self-adaption properties, for example, CMA-ES [Hansen and Ostermeier, 2001]
and (1+ 
 )-ES [Beyer and Schwefel, 2002]. However, in this work, we are concerned
with the version proposed by Salimans et al., namelyScalable Evolution Strategies
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(S-ES) because of its proven performance in the domain of robot locomotion and
Atari game playing [Salimans et al., 2017]. All 
avours of ES follow the scheme of
sample-and-evaluate, where it samples acloud of policy variants around its current
policy's parameters, evaluates these sampled policies to obtain many �tness values
and uses this local knowledge of the �tness landscape to inform an update to the
current policy. S-ES speci�cally uses �tness to approximate the gradient and moves
the current policy parameters in the direction that maximizes the average reward.
Given that ES is both a black-box process and is a gradient-free method, it su�ers
from suboptimal sample e�ciency, however Liu et al. showed promising results
addressing this ine�ciency using trust regions which allow for more of a monotonic
improvement [Liu et al., 2019].

S-ES obtained results comparable to gradient methods on a set of standard Mu-
JoCo [Todorov et al., 2012] and Atari [Mnih et al., 2015] benchmarks [Salimans
et al., 2017]. However, there are many RL problems harder than these standard
benchmarks, some of which are near impossible to solve using 
at RL and oth-
ers that are unsolved using 
at RL. These environments can range from games
such as Montezuma's revenge [Mnih et al., 2015] which is challenging because it
requires long-term credit assignment, to robot locomotion, navigation and interac-
tion [Nachum et al., 2018, Florensa et al., 2017] which requires complex multi-level
reasoning.

One facet of gradient-based RL thatvanilla evolutionary algorithms do not require
is an explicit method to cope with the exploration vs exploitation trade-o�. Evo-
lutionary algorithms usually get around this issue because of the sheer size of the
population which is able to perform the exploration without being explicitly made to
explore. However, this does not always work for hard exploration problems [Lehman
and Stanley, 2011a] and one needs to include speci�c exploration mechanisms in or-
der to achieve good performance in these types of problems. One such mechanism is
called novelty search (NS) [Lehman and Stanley, 2011a, 2008], this was proposed by
Lehman and Stanley and is the process of searching explicitly for novel behaviours
instead of following the objective function. There are two reasons this approach
is e�ective: �rst, objective functions can be highly deceiving having many local
minima that can be challenging to escape. Second, objective functions provide no
reward for interim steps taken towards the objective. NS is able to avoid decep-
tive local minima, by simply rewardingunseenbehaviours and it is able to reward
not only the outcome of the behaviour but the intricacies of the behaviour itself,
which allows it to reward important steps taken towards the end goal. Conti et al.
have already shown that NS works well with S-ES and that it is able to be used
in conjunction with objective functions to create a classic RL style explore/exploit
trade-o� parameter [Conti et al., 2017].

7
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HRL has long held the promise of solving much more complex tasks than 
at RL
methods. It allows policies to abstract away large amounts of complexity and focus
on solving simpler sub-goals. One of the earliest and most popular HRL methods is
known as the options framework [Sutton et al., 1999b] which allows the controller
policy to select the most appropriate primitive policy from a pool of primitive poli-
cies, this primitive passes control back to the controller once its actions are completed
and the process repeats. Another competing HRL framework is feudal-RL [Dayan
and Hinton, 1993], this framework allows for communication between the controller
and primitives by having the controller set goals for the primitive to complete. Re-
cent feudal-RL methods such as FeUdal Networks for HRL (FuN) [Vezhnevets et al.,
2017] and HRL with O�-Policy Correction (HIRO) [Nachum et al., 2018] have shown
a lot of promise for learning sparse reward problems and hierarchies requiring com-
plex primitives, especially in the robot locomotion domain. HIRO in particular takes
the approach of using a two-level hierarchy (one controller and one primitive) where
the controller sets the goal and reward for the primitive. For example, the goal
can take the form of a position an agent must reach and the reward is based on the
agent's distance to the goal position. HIRO, FuN and most modern HRL algorithms
use gradient-based RL methods to optimize their hierarchy of policies [Vezhnevets
et al., 2017, Nachum et al., 2018, Sutton et al., 1999b, Badia et al., 2020] and to
the best of the author's knowledge, non-gradient based RL solvers, such as ES, have
not been extensively tested on hard RL problems that are typically reserved for
gradient-based HRL solvers.

HRL is not the only way to train RL agents on di�cult tasks, another option is
transfer learning. This is the process of initially training an agent to perform some
adjacent task and then transferring that knowledge to the di�cult task. This allows
the agent to get awarm start in the hard task by using the knowledge it gained
from the adjacent, but easier task. There are many ways one can transfer knowledge
to an RL agent, the simplest is to use the pretrained policy's parameters as awarm
start, however, this is only possible if the observation and action spaces of the two
tasks match. Another popular approach is to use the trained expert as ateacher by
providing the probability it would take certain actions in certain states. Finally one
could use the policy trained on the adjacent task to directly provide demonstrations
on the new tasks that can easily be used to train o�-policy RL algorithms. All these
approaches are used to boost an RL agents performance on hard tasks and can be
combined with the policies in an HRL system to improve the performance or sample
e�ciency of the learning process [Nachum et al., 2018, Florensa et al., 2017].

ES has multiple advantages over gradient-based RL methods, but two of these ad-
vantages make ES especially suited for hard RL problems. First, it is invariant to
delayed rewards and second, it has a more structured exploration mechanism [Sal-
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imans et al., 2017, Conti et al., 2017] relative to gradient-based RL methods. Its
robustness to delayed rewards is especially useful for hard RL problems as much of
the di�culty of these environments can come from the long term credit assignment
problem. Similarly, hard RL problems often have many large local minima, requiring
intelligent exploration methods in order to be solved. These advantages suggest that
ES and speci�cally S-ES should perform well on challenging RL problems, however
to the best of the author's knowledge S-ES has not yet been applied to hard RL
problems.

Furthermore, contrary to current state-of-the-art RL and HRL frameworks S-ES is
highly robust to hyper-parameter changes [Salimans et al., 2017], given that HRL
methods only introduce more hyperparameters, the brittleness of current RL meth-
ods [Haarnoja et al., 2018, Paine et al., 2020] greatly increases the amount of time
needed to tune the HRL methods that use them. The proposed framework aims to
address this by leveraging the robustness of S-ES to create a HRL method that needs
little to no hyperparameter tuning. Thus, we introduce a new method1 for training
two-level policy hierarchies, optimized using the S-ES method:Scalable Hierarchical
Evolution Strategies(SHES).

We compare SHES task-performance to other gradient-based HRL methods, also
evaluated on the same tasks [Nachum et al., 2018, Vezhnevets et al., 2017, Houthooft
et al., 2016, Florensa et al., 2017]. Additionally, we extend SHES with novelty search
and transfer learning in an attempt to improve task performance and learning speed.
The main objective is to demonstrate that SHES performs well on tasks that are
challenging for gradient-based HRL methods and hence that S-ES is suitable for
training hierarchies of policies. Our SHES method addresses various RL and HRL
de�ciencies by leveraging the bene�ts of S-ES to create an HRL method requiring
minimal hyper-parameter tuning, that is able to learn faster than current gradient-
based HRL methods and is competitive with state-of-the-art HRL methods (in terms
of task performance) across four hard RL task environments.

1.1 Research goals

This work aims to address the lack of fast, scalable and performant HRL algorithms
through the introduction of a new HRL method: Scalable Hierarchical Evolution
Strategies. This method also address the brittleness of current HRL methods to
hyperparameter changes [Nachum et al., 2018, Vezhnevets et al., 2017, Paine et al.,
2020], given S-ES' high robustness to parameters. This thesis will go on to test
two extensions to the proposed framework with the goal of improving the overall
performance and exploration characteristics of the framework.

1https://github.com/sash-a/ScalableHrlEs.jl
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1. Create an evolutionary HRL framework that can scalable to numerous CPUs,
such that when given enough computing power it is faster (in terms of wall
clock time) than gradient based methods

2. Create an evolutionary HRL framework which is competitive with state-of-
the-art gradient based methods on relevant benchmarks (see chapter 4) and
can generalise across multiple tasks (outlined in chapter 4)

3. Investigate the impact of novelty search and transfer learning on the frame-
works exploration, task performance and sample e�ciency, with respect to the
benchmark tasks described in chapter 4

1.2 Contributions

1. A novel evolutionary HRL framework, which excels at locomotion and naviga-
tion style problems

2. One of the few HRL frameworks that is robust to hyperparameters and requires
little to no tuning

3. A fast HRL algorithm that can be used when when wall clock time is critical

4. An open source, fast and e�cient implementation of this framework, S-ES and
all environments used in the Julia language

1.3 Scope

This thesis is primarily focused on providing the HRL space with a high task perfor-
mance evolutionary method for complex locomotion and navigation problems, which
is able to address some of the shortcomings of current gradient based HRL methods.
Because of the number of hierarchical environments, evolutionary methods and HRL
paradigms that exist we limit the scope of this thesis speci�cally to:

ˆ Locomotion based, continuous control environments

ˆ Evolution strategies as the evolutionary method

ˆ Feudal-RL as the HRL paradigm

Due to this limiting of scope there is much room to extend this work and explore
this research question without some or all of these limitations.

10
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1.4 Structure

This thesis is structured as follows. Chapter 2 provides related work and fundamen-
tals required for the understanding of this research. It explores previous work in
the �elds of hierarchical reinforcement learning, transfer learning for reinforcement
learning, evolution strategies and novelty search. Chapter 3 provides an overview
on the design and implementation of the framework. Chapter 4 details the design
of the environments used to evaluate the framework and their signi�cance to the
wider RL community as well as comparing them to similar environments. It also
provides a visualization of the results of our experiments. Chapter 5 presents and
discusses the results of the experiments conducted, which compare the framework
and some extensions to existing methods and the results of tuning the most sensitive
and important hyperparameters. Chapter 6 concludes and gives future directions
for this work.

11
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2 Background

This section introduces arti�cial neural networks (ANNs), reinforcement learning
(RL) with a speci�c focus on hierarchical reinforcement learning (HRL) and evolu-
tionary computation, speci�cally focusing on evolution strategies (ES).

2.1 Neural networks

Arguably one of the most impactful catalysts for AI research was the 2012 break-
through usage of arti�cial neural networks (ANNs) for image recognition in the
image net competition [Krizhevsky et al., 2012]. The ANN approach well outper-
formed existing approaches and moved the �eld of AI research out of anAI winter .
ANNs are a very rough approximation of how the neurons in our brains connect
and interact, however they are mainly very good function approximators and with
enough hidden layers can theoretically approximate any function [Hornik et al.,
1989]. ANNs with many large layers are called deep neural networks (DNNs) and
are widely used in state-of-the-art image recognition and natural language process-
ing methods [Vaswani et al., 2017, Zhai et al., 2021, Dosovitskiy et al., 2021, Tan
and Le, 2021, Kolesnikov et al., 2020, Cui et al., 2020].

At a basic level, they consist of connections (weights), nodes and activation func-
tions, these can be seen in �gure 1. Where the input layer (green) takes in two
values, these values are passed through the connections to the hidden layer (blue)
while being multiplied by the weights associated with the connections. All values
passed to the same node are summed and then passed through a non-linearactivation
function, commonly this is a sigmoid or some kind of recti�ed linear unit [Nair and
Hinton, 2010]. After activation, the hidden values are passed to the output node
(yellow), through their connections and multiplied by the corresponding weights.
Similar to the previous layer, all values passed to the same node are summed, how-
ever, depending on the task the output node may not use an activation function.
This small example shows how ANNs perform a forward pass (inference).

There are many di�erent types of neural networks, the one seen in �gure 1 is a feed-
forward, fully connected neural network. Meaning that connections form an acyclic
graph by only connecting nodes to other nodes closer to the output, more formally:
every node in the layern � 1 is connected to every node in layern. Convolutional
neural networks have seen success in image recognition tasks [Tan and Le, 2021,
Kolesnikov et al., 2020, Cui et al., 2020] and is what Krizhevsky et al. used in
the 2012 breakthrough. However recently a new architecture called the transformer
[Vaswani et al., 2017] has also seen a lot of success in this area [Zhai et al., 2021,
Dosovitskiy et al., 2021], this architecture was originally used for natural language
processing [Vaswani et al., 2017] and followed the success of recurrent architectures
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Figure 1: A simple example of a neural network with two input nodes (green), �ve
hidden nodes (blue) and one output node (yellow)

in this domain [Dhingra et al., 2018, Graves et al., 2005]. This shows how many
di�erent types of architectures exist for ANNs, in this work we are simply concerned
with fully connected feed-forward models as seen in �gure 1, however since all other
architectures are simply de�ned by a weight matrix there is no reason the proposed
method could not also use these architectures, although larger models may require
more samples to be taken and thus take more time to train.

The most common way for an ANN to learn is through a process called backpropa-
gation. More broadly this is the process of passing the error signal (di�erence in the
output and expected output) backwards from the output to the input layer and is
done using partial derivatives to guide the weight update in the direction of lowest
error.

However, this is not the only way in which ANNs can learn, they can also use evolu-
tionary methods (discussed in more detail in section 2.3). There are many di�erent
types of evolutionary methods, but generally, they use a population of ANNs and
move the weights directly to or in the direction of the highest performing ANN or
ANNs. This can be quite bene�cial in terms of hardware constraints since large
scale backpropagation based learning is highly dependent on graphics processing
units (GPUs) which the largest models need hundreds of and require large amounts
of memory in order to track the gradients, while evolutionary methods usually run
on the central processing unit (CPU) which is comparably cheaper and require no
gradient tracking.

2.2 Reinforcement Learning

Reinforcement learning (RL) is one of the three main sub-�elds of arti�cial intelli-
gence, the other two being supervised and unsupervised learning. RL di�ers from
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Figure 2: Simple example of the 
ow of an RL algorithm or an MDP. The agent
observes it's environment stateSt and interacts with its environment through action
A t , the environment provides the agent with a rewardRt+1 and the agent observes
the updated environmentSt+1 . (Image from Bhatt [2018])

these �elds by requiring no data since learning occurs through interactions with its
environment. Following the structure seen in �gure 2 an agent interacts with its
environment through actionsA t and receives rewardsRt for those actions while ob-
serving the e�ects that those actions had on the stateSt of the environment. It is
important to note that the current state St is independent of past states, in other
words, it captures all relevant information about the world. The goal of the agent is
to maximize the rewardRt provided by the environment through the actionsA t it
takes. This process is known as a Markov Decision Process (MDP) and underpins
most RL algorithms.

A problem unique to RL is theexploration vs exploitationtrade-o�. For an RL agent
to perform well, it should take actions it knows have yielded high rewards in the past,
however to discover such actions it needs to try new actions which may yield this
high reward. Thus an agent needs toexploit its current knowledge, but alsoexplore
the space of possible actions. The problem that arises is that the agent cannot
focus solely on exploration or exploitation, it must �nd a balance between both to
maximize its reward. A common strategy is to start by favouring exploration and
move towards favouring exploitation as the agent learns more about its environment.

The �nal basic RL concept that will be explained is on-policy and o�-policy learning.
On-policy learning attempts to improve the policy that is interacting with the envi-
ronment, whereas o�-policy learning attempts to improve a di�erent policy from the
one used to interact with the environment such that one policy learns and another
policy generates experience. O�-policy learning generally requires extra complexi-
ties such aso�-policy correction , however, it is usually much moresample e�cient
meaning that while learning it requires fewer interactions with the environment as
it can re-use the generated experience, which is stored in areplay bu�er.
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Modern RL generally uses ANNs and DNNs as opposed to a tabular approach and
is usually referred to as deep RL. It is heavily based on Markov Decision processes
(MDPs) and has shown to be useful in solving challenging problems from achieving
expert performance in the DOTA video game [Berner et al., 2019] to learning how
to walk [Fujimoto et al., 2018, Haarnoja et al., 2018, Yu et al., 2018]. Modern RL
also commonly uses temporal di�erence learning, which allows the agent to learn
by bootstrapping the current estimate of the value of a state. In this work, we
are most concerned with the twin delay deep deterministic policy gradients (TD3)
method [Fujimoto et al., 2018], which is an o�-policy, actor-critic style method and
when published achieved state-of-the-art results in the standard Atari and MuJoCo
domain [Fujimoto et al., 2018].

There are many more aspects to RL which are out of the scope of this section, the
goal of this section is to provide information on the parts of RL most relevant to
this work. In the following sections, we discuss hierarchical reinforcement learning
and the many forms it takes and transfer learning in RL.

2.2.1 Transfer learning for Reinforcement Learning

Transfer learning is a promising way to accelerate the learning process of a rein-
forcement learning agent. Provided that one of the research goals of this work is to
create a run-time e�cient HRL algorithm, transfer learning is a logical extension to
speed up learning. There are multiple di�erent transfer learning methods [Zhu et al.,
2020, Hawasly and Ramamoorthy, 2013] for use in RL, but the key idea behind all
is that transfer learning attempts to take knowledge from a set of source domains
and transfer it to a target domain.

One popular RL method is called imitation learning, this is where an agent learns
from demonstrations and attempts to mimic its teacher. This is likely one of the
most popular forms of transfer learning for RL, however, a policy is trained in a
supervised learning manner, instead of through gathered experience. Another option
for transfer learning in reinforcement learning is to learn the world dynamics in a
source domain that are still applicable in the target domain. This allows the agent
to use the learned dynamics to speed up training or as a source of extra information
about the world. Two other transfer learning approaches are teacher policies and
teacher value functions. These allows a policy toconsult a trained policy or value
function, which can predict the outcome of its actions thus teaching the policy which
actions are best to take. Transfer learning can also be used in the HRL domain and
have shown success when it is used to pretrain lower level policies [Florensa et al.,
2017]. This will be discussed more in section 2.2.2.4 and is especially relevant to
this work as it can be combined with the proposed method for potentially improved
learning speed and higher task performance.
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2.2.2 Hierarchical Reinforcement Learning

The concepts behind HRL are based on the ways we interact with our environment.
When picking up a ball one does not think about which muscles to move to grasp
that ball, at least at a high level one is only thinkingI must pick up this ball. HRL
tries to mimic this behaviour by breaking down a given task into logical sub-tasks
(primitives). Each primitive has its own policy and communicates with a higher-
level controller policy. The hierarchy of controllers and primitives can have multiple
levels with multiple controllers/primitives in each level or only a single level with a
single primitive and controller. The former has the bene�t of allowing more �ne-
grained control by breaking up the task as much as possible, but for many tasks, it
can be di�cult to de�ne numerous primitives and controllers. Taking the approach
with a single controller and primitive is a more common and modern approach
and is what this work will focus on, it allows the task to be broken up into two
simpler subtasks, which do not need as much engineering time when compared to
multilevel hierarchies, but still provides performant hierarchies [Nachum et al., 2018,
Vezhnevets et al., 2017, Florensa et al., 2017]. More importantly than how many
controllers/primitives a hierarchy will have is how the controllers will control and
communicate with the primitives. There are two prevailing, yet contrasting ideas of
how to handle the controller primitive interaction, namely the Options framework
[Sutton et al., 1999b] and Feudal-RL [Dayan and Hinton, 1993].

2.2.2.1 Options framework Likely the most common way of handling the
controller-primitive interactions in a HRL method is the Options framework [Sutton
et al., 1999b], introduced by Sutton et al. in 1999b. Unlike many RL methods
the Options framework is not based around an MDP [Bellman, 1957], but rather a
semi-Markov decision process (SMDP) [Sutton et al., 1999b], this allows for actions
to take varying lengths of time as seen in �gure 3, a feature which is critical to this
framework. The key conception behind the Options framework is an option, this
encapsulates the idea that certain actions are composed of sub-actions. An option
could be something as simple as twitching a muscle or something as complicated as
scoring a goal, this allows the output of all policies in the Options framework to be
considered options thus allowing primitives and controllers to behave in the same
manner.

Initially, control of the agent is given to the root policy in the hierarchy, given the
current state, this policy will then decide to pass control to one of its child policies.
If the new policy is a primitive it directly takes actions in the world, otherwise, this
process is repeated until a primitive policy is given control. Once a policy is active it
remains active until a termination condition is met, at which point it passes control
back to its parent policy, this is why SMDPs are crucial to the Options framework as

16



Scalable Hierarchical Evolution Strategies Sasha Abramowitz

Figure 3: The relationship between an MDP, SMDP and Options over an MDP,
showing how the options framework allows policies to smoothly interact over varying
lengths of time. Each dot is an agent taking an action in the environment. In the
bottom image the large white circles would be a controller policy and the black dots
would be a primitive policy that interacts with the environment at regular time
intervals. (Image from: Sutton et al. [1999b])

the parent policy has performed a single action during the multiple timesteps that
the child policy is active.

The Options framework allows for parent policies to abstract away the temporal
details of their children as they are merely concerned with the outcome of activating
the child policy. It does not require any communication between child and parent
policies as parent policies simply decide which is the most appropriate child policy
to activate, but do not pass any extra information to that child policy other than
the current state. The Options framework has shown excellent results [Bai et al.,
2015] in classic HRL domains such as RoboCup [Kitano et al., 1997]

2.2.2.2 Feudal RL A competing HRL framework is Feudal-RL [Dayan and Hin-
ton, 1993], this was introduced in 1993 by Dayan and Hinton to speci�cally tackle
navigation style problems and has seen a rise in popularity with the advent of deep-
HRL methods. The feudal-RL literature uses slightly di�erent terminology to what
is used in this work, instead of controllers and primitives, feudal-RL has managers
and sub-managers or workers. This is an apt description because relative to the
Options framework, there is much more inter-policy communication similar to how
managers communicate desired outcomes with their employees. This is the key
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Figure 4: An example of a single level feudal-RL hierarchy. The manager (con-
troller) and its workers (primitives) are passed an observationot from the environ-
ment, using ot the manager passes a goalgt to its workers who produce actionsat

which a�ect the environment. The environment passes a rewardr t to the manager
who then rewards its works with rewardsr 1

t and r 2
t given the updated observation

it receives from the environment. This should serve to highlight the fact that it is
the manager's job, not the environment's, to reward the workers.

idea behind feudal-RL: managers not only select the sub-manager as in the Options
framework but also assign them a goal and reward.

Initial control is given to the root policy or the highest manager in the hierarchy
(in �gure 4 this is the policy labelled manager), this manager then sets goals for
its sub-manager (the policies labelled workers in �gure 4). This process repeats
until a leaf policy in the hierarchy is activated, which directly interacts with the
environment. Each policy is usually activated for a constant number of steps until
it passes control back to its super-manager. Each step a policy is rewarded by
its super-manager, this allows for one of the key ideas behind feudal-RL:reward
hiding. Reward hiding is simply the fact that a manager must reward its active sub-
manager even if its performance does not satisfy the goals set by its super-manager.
This creates a separation of concerns and allows lower-level managers to master a
skill before high-level goals are achieved. The second principle behind feudal-RL is
information hiding, this is the fact that certain managers can observe more or less
of the state depending on their needs. Higher-level managers will usually observe a
coarse-grained view of the state, while lower-level managers will usually have a �ner-
grained view of the state. Information hiding is not as prevalent in modern iterations
of feudal-RL, but reward hiding is a key ingredient that is still very important in
these methods [Nachum et al., 2018, Vezhnevets et al., 2017].
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One of the biggest drawbacks of the feudal-RL approach is that it creates a non-
stationary problem for the manager to solve. In RL a non-stationary problem is
one where the underlying values are constantly changing and thus the best action to
take also constantly changes. This is the case for managers in a feudal-RL system
since their sub-managers are learning at the same time as they are, thus constantly
changing their behaviour. This is of course a drawback because it makes the manager
policies harder to learn, however it is also an issue for o�-policy algorithms which
will be discussed in the following section. This drawback stems fromreward hiding
since each primitive is given the freedom to only optimize for its goal and not its
manager's goal. Therefore one of feudal-RLs strengths also contributes to one of its
weaknesses.

2.2.2.3 Data e�cient hierarchical reinforcement learning HIRO is cur-
rently the state-of-the-art feudal RL method [Nachum et al., 2018]. It was tested
on the same complex locomotion environments used in this paper (chapter 4) which
require the agent to learn both how to control the body of the robot and how to
navigate the robot around obstacles. It uses a simple two-level hierarchy of one con-
troller ( � c) and one primitive (� p), where the policies are represented by ANNs with
parameters� c and � p respectively. As in feudal RL, the controller communicates the
goal to the primitive, however, HIRO takes this a step further by making the primi-
tive goal (gt ) the entire state space (st ) of the agent, thus the goal of the primitive is
to exactly match all the environment's state (s) to the goal passed by the controller.
This makes HIRO exceedingly general as it requires minimal human e�ort to devise
a new goal for each new environment since all goals are the same since the goal is
simply the euclidean distance between the current statest and the goalgt . However,
this does come at the cost of being harder to learn [Nachum et al., 2019] and limits
the types of ways the primitive can be rewarded to only the distance between the
goal gt and the environment's current statest . As general as HIRO's goal encoding
is, it does still require human engineering since ranges must be speci�ed for each
value in the state. In a future work Nachum et al. improve on their approach to
HIRO by learning an optimal representation for the goalgt at the same time as
learning to solve the problem [Nachum et al., 2019]. Nachum et al. showed that this
approach does improve task performance when compared to passing the entire state
as in HIRO and gives similar performance to an optimal goal encoding.

A single episode of HIRO runs similarly to the process described in the feudal RL
section (2.2.2.2), the main di�erence being HIROs static goal transition function
h(st ; gt ; st+1 ). This is necessary because HIRO was tested on navigation style envi-
ronments and the goalgt produced by the controller (every 10 steps) is relative to
the agent's current position, thus the static goal transition function simply trans-
forms this to be relative to the agent's new position each step that the controller is
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not active.

h(st ; gt ; st+1 ) = st + gt � st+1

Since the primitive goalgt is the entire state and is relative to the agents current
state it follows that HIROs reward is:

r (st ; gt ; st+1 ) = �jj st + gt � st+1 jj

One of HIRO's main contributions is that it provides the HRL space with a highly
sample e�cient method. To accomplish this sample e�ciency it uses twin delay
deep deterministic policy gradients (TD3) [Fujimoto et al., 2018] to train its poli-
cies, which is an o�-policy temporal di�erence RL technique making it quite sample
e�cient. However, this introduces a problem: because HIRO uses an o�-policy
learning method it requires a replay bu�er which would ideally store the transition
tuples from old rollouts, but the primitive behaviour is constantly changing, as such
learning from old experience in the replay bu�er will likely lead to issues since newer
iterations of the primitive will take di�erent actions leading to di�erent transition
tuples. Nachum et al. addresses this by creating a novel method calledo�-policy cor-
rection. This method achieves a more stable replay bu�er by relabeling the controller
action (or goal gt ) to a new action egt such that the transition tuple in the replay
bu�er (which was produced by an old primitive) is more likely to be produced with
the current primitive. More formally given a transition tuple (st ; gt ;

P
Rt :t+ c� 1; st+ c)

HIRO re-labelsgt to egt such that the probability � p(at :t+ c� 1jst :t+ c� 1; egt :t+ c� 1) is max-
imised (where� p is the current primitive policy).

2.2.2.4 Stochastic neural networks for HRL Stochastic neural networks for
HRL (SNN4HRL) is a hierarchical method that is most closely related to the options
framework, that leverages pretrained policies to improve sample e�ciency when
learning multiple complex skills that utilize similar primitives [Florensa et al., 2017].

This framework takes the opposite approach to HIRO by separating the training of
primitives and controllers. Initially, multiple primitives are trained (pretrained) to
learn a diverse set of skills. This is done using a simpler reward than the target
environments. Once primitives are trained they can be used for multiple di�erent
environments by training one controller which learns when and for how long to
activate each primitive. It is important to note that once thepretraining of primitives
is complete they no longer learn, meaning that the controller must simply learn which
primitive is best in which scenario, but primitives cannot specialize into speci�c
scenarios. As the name implies one of SNN4HRL's main contributions is the use of
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stochastic neural networks [Ginzburg and Sompolinsky, 1994] as policies, they claim
their increased expressiveness greatly bene�ts the task performance gains observed,
however, their use is beyond the scope of this work.

The general HRL methods followed in SNN4HRL are typical to the options frame-
work, but is in stark contrast to HIRO, which learns a controller and primitive
simultaneously and a new primitive for each task. Each method has its bene�ts,
pretraining for multiple tasks can reduce the number of samples required, thus in-
creasing sample e�ciency, but because the primitives are frozen once pretraining is
complete they are unable to specialize to speci�c scenarios and may end up produc-
ing sub-optimal results in certain circumstances.

The way in which SNN4HRL pretrains its primitives is not uncommon in HRL
[Heess et al., 2016] and is not incompatible with HIRO and feudal-RL frameworks
in general. It is simply a matter of generating a simpler representation of the hard
environment and using that environment to train one or more primitives. Once
the primitives have mastered the simple environment they are frozen and can be
transferred to any HRL framework by allowing the controller to activate or instruct
the primitive(s). This is a form of transfer learning and a similar method will be
investigated as a way to improve both the sample e�ciency and performance of the
method this work proposes.

2.2.2.5 Hierarchical reinforcement learning environments A large issue
facing the HRL community is that there seems to be a lack of standardised environ-
ments, especially for HRL methods that target locomotion and navigation problems.
However, there has been some recent e�ort in tackling this in the form of more grand
challenge problems [Guss et al., 2019a,b, Kuttler et al., 2020]. The use of standard-
ised environments is commonplace in 
at RL. The MuJoCo [Todorov et al., 2012]
suite of physics-based locomotion tasks and the arcade learning environment [Belle-
mare et al., 2013] has become an excellent benchmark for 
at RL methods, however,
equivalent benchmarks do not yet exist for HRL. Many of the current environments
(which can be seen in �gure 5) were created to show the e�ciency of a speci�c method
against other methods, which lead to many environments being created with minor
variations on existing environments. This gave rise to environments that lack bench-
marks and are being slowly forgotten, but more grand challenge style environments
should solve this issue and provide some standardised HRL benchmarks.

A contributing factor to the lack of standardised environments is that there are
many di�erent areas where HRL is applicable and thus many di�erent environments
that can and have been created to simulate these areas. One area that has seen
much attention is complex robotic tasks. These kinds of tasks require that an agent
can both control the �ne motor functions of the robot and perform some complex
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(a) [Florensa et al., 2017] (b) [Heess et al., 2016]

(c) [Nachum et al., 2018] (d) [Peng et al., 2019]

Figure 5: Image (a) is the snake gather environment used in SNN4HRL [Florensa
et al., 2017]. The snake must gather green food and avoid red food. (b) is the
humanoid slalom task by Heess et al. where the humanoid must run as fast as
possible through the green areas without falling over. (d) is HIRO's [Nachum et al.,
2018] ant push environment, the ant must push the red block out of its way to reach
its goal. (d) is the T-rex dribble environment used by Peng et al., the T-rex must
learn to dribble the ball towards the 
ag.

22



Scalable Hierarchical Evolution Strategies Sasha Abramowitz

tasks such as navigating a maze or moving an obstacle. This also naturally lends
itself to HRL style control since primitives can be created to learn motor control and
higher-level controllers can direct the primitives in such a way that they perform the
desired complex actions. However, many di�erent environments have been created to
show the performance of agents in these kinds of areas. SNN4HRL used a maze and
food gathering style task [Florensa et al., 2017] with multiple di�erent robot bodies.
HIRO used a subset of SNN4HRLs environments and added more complex mazes
with moving walls [Nachum et al., 2018]. An extension to HIRO, Near-Optimal
Representation Learning [Nachum et al., 2019] uses environments that require agents
to move block-like objects to speci�c locations. In work by both Heess et al. and
Peng et al. agents learn to play football-like games by dribbling balls to certain
locations. To add to this certain works use the same environments, but with di�erent
robots making it impossible to compare results as a humanoid or T-rex style robot
has many more joints than an ant or snake style robot, greatly increasing problem
di�culty. An example of these environments can be seen in 5.

All this is meant to show how fragmented the landscape of HRL environments is
and that there is a lack of standardised benchmarks making it di�cult to compare
multiple di�erent methods against one another. It should be noted that many dif-
ferent environments are not necessarily a bad thing, however, the fact that many
papers use slightly modi�ed versions of each environment and most papers do not
use the same environments as previous papers is where the problem lies.

As mentioned above grand challenge style environments may address this issue as
they are di�cult to solve and as such can survive as a benchmark for multiple years.
Two of the most signi�cant RL grand challenge style problems are theMineRL and
NetHack environments [Guss et al., 2019a,b, Kuttler et al., 2020]. The MineRL
is an exceedingly challenging problem based on the popular Minecraft game [Guss
et al., 2019a,b]. This game is open-ended and allows the player to perform many
diverse actions, such as building, mining, farming and �ghting. Theopen-endedness
of Minecraft leads to a very challenging game since the agent can take many di�erent
actions in a large world, along with this the agent needs to be rather sample e�cient
as the environment is not particularly fast to simulate. However, given the multitude
of skills required to complete this environment, it lends itself very well to being
tackled by an HRL algorithm. The NetHack environment is based on the very
challenging role-playing game of the same name. The challenge of this game comes
not only from the fact the player has very many actions that it can take, but also
that the player requires certain items (such as keys) to progress to certain areas,
meaning that it is challenging in terms of long term credit assignment. This game
is considered to be an incredibly hard game by human standards [Kuttler et al.,
2020], which means it's an excellent testing ground for RL agents. One of the most
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Figure 6: The broad process that most evolutionary algorithms follow: the popu-
lation is initialized and run through the evaluation, selection and mutation loop, in
order to apply selective pressure onto all individuals that should lead to improved
overall task performance. This process is repeated until a termination condition is
met.

signi�cant things about this game is that it is procedurally generated, meaning that
each run generates a new world for the agent to explore, which forces the agent
to learn general skills that transfer to any possible world that could be generated.
NetHack has the added bene�t of being ASCII rendered meaning that it is fast to
simulate, thus not requiring expensive hardware to run and allowing quick iteration
on algorithms.

These grand challenge environments provide an excellent benchmark for HRL al-
gorithms and are hard enough to remain a relevant benchmark for several years.
However, this work is heavily based on previous locomotion HRL methods and as
such experiments are performed using some of the locomotion environments men-
tioned above.

2.3 Evolutionary computation

Evolutionary computation is a family of optimization techniques that are strongly
or loosely inspired by biological evolution and Darwin's survival of the �ttest [Eiben
and Smith, 2015a,b]. Genetic algorithms [Whitley, 1994, Vose, 1999], swarm intelli-
gence [Brambilla et al., 2013, S�ahin, 2004, Dorigo and Di Caro, 1999] and evolution
strategies [Beyer and Schwefel, 2002] all fall under the evolutionary computation
banner and all loosely follow the process outlined by �gure 6, however, each has
speci�c tasks to which they are best suited. Genetic algorithms take the most in-
spiration from biological evolution relying on operators such as mutation, selection
and crossover to evolve its genotype and have been extensively used in areas such
as autoML [Acton et al., 2020, Real et al., 2019] and neuro-evolution [Stanley and
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Figure 7: A visual depiction of ESs guess and check approach. Where the white
dot is the current policy (� = 1) and the black dots are theguessesor perturbations
of the current policy. The red regions are areas of high reward. Notice how the
policy updates in the direction of the highest reward experienced by theguesses.
(Image from Karpathy et al. [2017])

Miikkulainen, 2002, Stanley et al., 2009]. Swarm intelligence is inspired by biological
systems, such as ant colonies [Dorigo and Di Caro, 1999] and works by giving many
agents simple rules and allowing them to interact locally, which often leads to emer-
gent global intelligence. This has seen success in swarm robotics [Brambilla et al.,
2013, S�ahin, 2004] and forecasting problems [Schumann et al., 2019]. Evolution
strategies (ES) is likely the least based on biological evolution processes and mostly
a mathematical optimization process with loose inspiration from biological evolu-
tion. It works similarly to genetic algorithms, but has a more simplistic mutation
operator and usually no crossover. ES has many applications such as minimizing
the drag of 3D bodies [Beyer and Schwefel, 2002], optimizing designs in structural
and mechanical engineering problems [Datoussa•�d et al., 2006], robot locomotion
[Salimans et al., 2017, Conti et al., 2017, Katona et al., 2021] and loss function
optimization [Gonzalez and Miikkulainen, 2020].

In the following sections, we discuss evolution strategies, their history as an opti-
mization technique, the current state of the art evolution strategies. We go into
depth about Scalable Evolution Strategies (S-ES) upon which most of this work is
based. We go on to introduce novelty search and quality diversity, both are power-
ful behavioural diversity and exploration vs exploitation techniques for evolutionary
computation.

2.3.1 Evolution strategies

Evolution strategies are a family of evolutionary computation techniques �rst pub-
lished by Rechenberg in 1965 [Rechenberg, 1965]. More speci�cally ES is a black box
optimization approach that uses a population of individuals along with a guided ran-
dom search in order to optimize a given objective. Individuals are encoded as a list
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of parameters, similar to other evolutionary computation methods. Early ES were
relatively simple and had only two rules: �rst, randomly add a small perturbation
to all parameters of every individual and second, only keep a new set of parameters
if it improves performance. This can be simpli�ed to aguess and checkapproach as
seen in �gure 7. Initially, the ES guessesnew parameters (the black dots in �gure
7) and then checksto see if those parameters improve the task performance.

More rigorously, in each generation of a general ES, a population of� individuals
(encoded by parameter vectors� 2 Rn ) are mutated to produce a population of

child individuals. These individuals are evaluated according to an objective function
and assigned a �tness value. The
 child individuals are added to the� parents then
the 
 worst performing individuals are discarded from the population to keep it a
constant size. This outlines the typical (� + 
 )-ES [Beyer and Schwefel, 2002].
Another popular classical form of ES is (� ,
 )-ES where instead of adding the

children to the � parents and performing selection on the combination of the two, the
parents are forgotten and replaced by the best performing children each generation.
This requires that 
 > � and if hyperparameters are not tuned well can lead to
divergent behaviour.

In any ES the distribution from which noise is sampled in order to perturb an
individual plays a pivotal role. The most commonly used distribution is the Gaussian
distribution, as this was shown very early on to have desirable performance [Beyer
and Schwefel, 2002]. Since ESs are usually applied to high dimensional problems,
a multi-variate Gaussian is used. The distribution is closely tied to the mutation
strength parameter� as they both play a critical role in the convergence of the ES.
The mutation strength is the magnitude at which each parameter is perturbed and
is similar to a learning rate from deep learning. If the mutation strength� is too
high then the ES will likely diverge and if� is too low then the ES will likely take too
long to converge or will not be explorative enough to �nd areas of high performance.
In the case of a Gaussian, the mutation strength is the standard deviation of the
distribution and in the case of a multi-variate Gaussian, it is its covariance matrix.
Since mutation strength is so important to the task performance of an ES, mutation
strength adaption methods have been developed which change the mutation strength
over the course of evolution. Rechenbergs one-�fth rule has been shown to work well
here for some problems [Beyer and Schwefel, 2002], however a more performant
subset of ES have emerged in order to solve the mutation strength problem called
self-adaptive ES. These are ES that evolve their own hyperparameters along with the
problem-speci�c parameters. This is most commonly used on the mutation strength
to ensure that it is at a near-optimal value in every generation, however, it can be
applied to any hyperparameter of the ES.

Since 1965 there have been many variants of ES, three of the most popular being
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covariance matrix adaption evolution strategies (CMA-ES) [Hansen and Ostermeier,
2001], natural evolution strategies (NES) [Wierstra et al., 2014] and Scalable evo-
lution strategies (S-ES) [Salimans et al., 2017, Conti et al., 2017]. CMA-ES is a
self-adaptive ES that automatically adapts its mutation strength, represented by a
covariance matrix, allowing for optimization of the mutation strength of each pa-
rameter of the ES. A large downside of this approach is that it can be slow for large
search spaces as adapting a large covariance matrix is computationally expensive.
NES are a family of evolution strategies that utilize an estimated natural gradient
[Wierstra et al., 2014] in order to stabilize their search direction. S-ES is simpler
and like NES approximates a gradient, however, unlike NES it does not approximate
the natural gradient, but rather the stochastic gradient and uses modern techniques
such as virtual batch normalization [Salimans et al., 2016] which greatly improves its
task performance [Salimans et al., 2017]. All of the methods mentioned above have
shown state-of-the-art performance in at least one domain [Wierstra et al., 2014,
Hansen and Ostermeier, 2001, Salimans et al., 2017, Conti et al., 2017].

2.3.1.1 Scalable Evolution Strategies S-ES was popularised by OpenAI when
they showed that its performance was comparable to the state-of-the-art policy gra-
dient methods on robot locomotion and Atari game playing tasks [Salimans et al.,
2017]. Interestingly it was also used to test how well novelty search [Lehman and
Stanley, 2008, 2011a] works on hard problems requiring large ANNs [Conti et al.,
2017]. S-ES is very similar to (� + 
 ) � ES. It has a population size of a single indi-
vidual (� = 1). Individuals are encoded by a vector of parameters (� 2 Rn ) which,
in the case of this work, are the weights and biases of an ANN. The main policy
is mutated 
 times by samplingnoise vectors� i for i = 1; :::; 
 from an n-variate
Gaussian distribution and adding them to� t .

� t i = � t + �� i j � i � N (0; I )

where � is the mutation strength, � t i is the i th perturbation of the main policy's
parameters (� t in the t th generation) andI is an n x n identity matrix representing
the diagonal of the covariance matrix of the n-variate Gaussian. Conceptually the
mutation process can be thought of as creating a cloud of
 points around � t in
parameter space. All
 individuals are evaluated and assigned a �tness value, but
instead of removing the
 worst performing individuals like (� + 
 )-ES, S-ES instead
uses this information to approximate the gradient and in the process removes all
variants of � t , similar to natural evolution strategies [Wierstra et al., 2014]. This is
done by weighting each individual's parameters by the �tness it achieved, summing
the weighted parameters and moving� t in this direction.
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Algorithm 1: S-ES
1 Input: Learning rate � , noise standard deviation� , initial policy

parameters�

2 for t = 0,1,2... do
3 Sample� 1; :::� n � N (0; I )

4 for i = 1,...,n do
5 Compute �tness Fi = F (� t + � i � � )
6 end

7 Set � t+1 = � t + �
1

n�
P n

i =1 Fi � i

8 end

This on its own is not a particularly novel approach to ES, in many ways, it is a
simpler version of NES [Wierstra et al., 2014], the main contribution comes from
the way in which the algorithm is parallelised which provides what Salimans et al.
claim is a linear speedup. Given that S-ES operates on complete episodes and
each perturbed policy is not concerned with the performance of other policies it is
embarrassingly parallel Herlihy et al. [2020], thus the approach to parallelising S-ES
aims to minimize the amount of communication across processors on a CPU and
nodes in a cluster. This is achieved by sharing random seeds instead of sharing
the entire noise vector (� i ) used to perturb the parameters� t . Thus one can share
a large noise vector (of over one million items) with only a single numberi which
greatly reduces communication bandwidth. In practise this is done by creating a
large randomly generatednoise table in memory and sharing it across each node
only once, thus each seed becomes an indexi into this noise tablerepresenting a
subarray starting from i until the length of parameter vector j� j. This allows for
very quick access to the random numbers on all nodes during training and updating
of the policy.

The speed-up of the parallelised version was shown to be linear in trend up to
1440 cores at which point testing stopped. However, it is unlikely that S-ES is
perfectly linear as there are unavoidable sequential parts of the algorithm that would
not allow this. When given all 1440 cores S-ES was able to solve the humanoid
MuJoCo environment (see �gure 8) in 10 minutes [Salimans et al., 2017], compared
to Asynchronous Actor-Critic (A3C) which took a day to obtain the same results
[Mnih et al., 2016]. This speed allows S-ES to be applied to much harder tasks
without time being a limiting factor in experimentation.

Parallelism was not the only contribution of Salimans et al. while the parallelism
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Figure 8: The MuJoCo humanoid, is one of the common benchmarks for RL
algorithms. The agent must learn to walk as far forward as possible while using as
little energy as possible.

greatly improved the speed at which S-ES could solve RL problems, Salimans et al.
also brought two improvements from modern RL that greatly improved performance,
namely the ADAM optimizer [Kingma and Ba, 2014] and virtual batch normalization
[Salimans et al., 2016]. Both algorithm 1 and 2 have been simpli�ed for readability,
but in the �nal line of both of these algorithms, the policy is updated directly by the
perturbations weighted by the �tness it achieved, however in practice this value is
used as the approximate gradient and fed into the ADAM optimizer as if it was a real
gradient, in informal experiments this greatly improved performance. Virtual batch
normalisation was the key improvement that allowed S-ES to match the performance
of policy gradients. Virtual batch normalisation normalises the input observations
based on a reference set of observations, in S-ES the reference observations are
updated using random observations throughout training. Usually, virtual batch
normalisation is quite expensive however in the case of S-ES its performance impact
is negligible given the number of steps taken during an episode.

Salimans et al. state that one of the main advantages of S-ES is its more structured
exploration when compared to trust region policy optimization (a 
at RL method
by Schulman et al.) [Salimans et al., 2017]. This is likely because S-ES has a
fundamentally di�erent method of exploration to most gradient-based RL methods.
There is no explicit exploration hyper-parameter, simply a mutation strength�
which determines how far, in parameter space, the child parameters should be from
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Algorithm 2: Parallelized S-ES
1 Input: Learning rate � , noise standard deviation� , initial policy

parameters�

2 Initialize: n workers each with access the samenoise tableand initial
parameters� 0

3 for t = 0; 1; ::: do
4 for each workeri = 1; :::; n do
5 Sample� i ; seedi � N (0; I )

6 Compute �tness Fi = F (� t + � i � � )
7 end
8 Share all �tnesses and perturbations (Fi ; seedi ) between alln workers

9 for each workerw = 1; :::; n do
10 for i = 1; :::; n do
11 Reconstruct each� i using seedi
12 end

13 Set � t+1 = � t + �
1

n�
P n

i =1 Fi � i

14 end
15 end

the parent parameters� t . This can be thought of as a brute force style of exploration,
by moving to a region of high reward and exploring the surrounding region for even
higher reward. This is especially bene�cial to HRL because environments which
require a hierarchical approach are often di�cult because they have sparse rewards,
which usually requires special exploration methods in order to be solved.

2.3.1.2 Improving sample e�ciency Since ES is a black box method that
is invariant to temporal details (meaning it requires no temporal discounting) it
naturally takes many samples in order to learn a highly performant policy [Sigaud
and Stulp, 2019]. S-ES is no exception to this, it attempts to approximate the
gradient from multiple rollouts of slightly perturbed policies. Each of these rollouts,
of course, increases the number of samples taken leading to its poor sample e�ciency.
S-ES does make up for this with its excellent scalability to multiple processors and
thus short wall clock execution times when given enough CPU cores, in many cases
being faster than gradient-based RL methods [Conti et al., 2017]. However, there
has been work that aims to address this sample ine�ciency. Most notably Liu
et al. introduced a method for integrating trust regions into S-ES. Trust regions
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[Schulman et al., 2015] are an optimization technique distinct from line search (of
which gradient methods are a subset) which seek to optimize the functionF through
a simpler function eF in a region where eF is approximately equivalent to F . One
of the most notable uses of trust regions is TRPO [Schulman et al., 2015] an RL
algorithm that was used as the base of comparison for S-ES by Salimans et al.. Liu
et al. showed that this provided S-ES with a monotonic improvement and improved
its sample e�ciency while having minimal impact on the scalability and speed of
S-ES [Liu et al., 2019]. In three out of the �ve environments tested S-ES with a
trust region was more sample e�cient than one of the most popular gradient-based
RL algorithms: proximal policy optimization (PPO) [Schulman et al., 2017]. This
method was not used in this work but is a testament to the fact that S-ES can be
a sample e�cient algorithm.

2.3.2 Novelty Search

Novelty search [Lehman and Stanley, 2011a] falls under a broader category of algo-
rithms called behavioural diversity [Mouret and Doncieux, 2012]. These algorithms
do exactly as the name implies, they explicitly search in the behaviour space for
diverse behaviours, by making novelty the objective of an evolutionary algorithm.
Novelty search allows an algorithm to avoid any deception (local minima/maxima)
that may have been caused by the �tness function itself [Lehman and Stanley, 2011a].
This can clearly be seen in the middle of �gure 9, where a typical �tness function,
such as distance to the goal, guides most solutions directly towards the goal and
gets stuck on the walls without being able to reach the goal, this represents a local
minima/maxima in the �tness landscape. However, novelty search is able to reach
the goal and explore the maze much more evenly as can be seen on the right of �gure
9. This is the main bene�t of novelty search it is an excellent tool for encouraging
exploration in evolutionary algorithms. In theory, novelty search can be added to
any evolutionary algorithm where a domain-speci�c novelty metric can be de�ned
as it is a drop-in replacement for an objective function.

Novelty search determines the behaviour of an individual using a domain-speci�c
behavioural descriptor. This is a disadvantage of novelty search as it may require
domain knowledge to create the behavioural descriptor and in some cases, it may
not be possible to create one at all. A behavioural descriptor is commonly a vector
that is able to describe an agents behaviour throughout an episode, for locomotion
tasks this may be the path an agent has walked throughout the episode or simply
its ending position. Once a behavioural descriptor has been obtained it is compared
to the k nearest individuals (in behaviour space) and given a novelty score based on
its distance to these individuals. If it is novel enough it is added to anarchive and
used as a basis of comparison for new behaviours.
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Figure 9: (Lehman and Stanley [2011a]) Thehard map made by Lehman and
Stanley used to show how a �tness function can be deceptive, the goal is for an
agent to get from the large circle to the smaller circle. Left: the map with no results
on it, middle: the results of a �tness function, where each dot is the ending point of
the agent, right: the results of novelty search.

To explain more in-depth as to why this works, consider the locomotion behavioural
descriptor mentioned earlier: the ending position or the path of the agent. Initially,
an agent that simply falls over would get a high novelty due to the lack of similar
behaviours in the archive. But this would quickly become less novel and newer
agents would have to learn to walk further and further away in order to obtain
higher novelty, as most agents will have ended up close to the starting position.
This would also encourage agents to walk in di�erent directions, thus ending up in
novel locations, which in many cases is desirable.

Novelty search has a key disadvantage since it optimizes only for the novelty of
an individual it does not guarantee good performance, in fact, a purely novelty
based algorithm will often perform worse than a purely objective-based algorithm
for non-deceptive tasks. This has led to the creation of quality-diversity based
algorithms, which merge novelty search and objective search in order to gain the
advantages of both. One can think of novelty search forming the exploration side of
the exploration-exploitation trade-o� in a quality diversity algorithm.

2.3.2.1 Quality diversity Quality diversity algorithms [Pugh et al., 2016] are
evolutionary algorithms that, as the name implies, search for diverseand high-
quality behaviours. This is in contrast to novelty search which only searches for
diverse behaviours. That being said quality diversity algorithms do use novelty
search in order to maintain diversity. The simplest form of a quality diversity al-
gorithm would simply use novelty in place of the current speciation technique, such
as a multi-objective evolutionary algorithm [Mao-Guo et al., 2009] with one objec-
tive being novelty and the other being a domain-speci�c �tness function. However,
algorithms have been developed which extend this relatively simple multi-objective
quality diversity method, namely MAP-elites [Cully et al., 2015] and novelty search
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Figure 10: (Conti et al. [2017]) The deceptive walker task used in NSRA-ES to
show the types of environments where novelty search is most bene�cial.

with local competition (NSLC) [Lehman and Stanley, 2011b]. MAP-elites keeps
track of the best solutions in terms of numerous user-de�ned objectives, whereas
NSLC tracks novelty globally, but separately compares objective �tness in a local
niche.

In this work, we will use a very naive implementation of novelty search, which
attempts to directly tackle the exploration/exploitation trade-o�. By normalizing
both objective �tness and novelty to the same scale one can simply weigh novelty
highly when exploration is more important, conversely when exploitation is more
desirable objective �tness can be weighted higher. This allows one to tackle the
exploration-exploitation trade-o� in a more traditionally RL manner, such as using
an � -greedy approach or simply increasing exploration when a policy seemsstuck.

2.3.2.2 Novelty and Scalable Evolution Strategies Conti et al. extended
S-ES by integrating novelty search in a similar way to the naive method mentioned in
the previous paragraph. It was done to test how novelty search would scale to large
ANNs and deceptive locomotion problems like the one seen in �gure 10. Along with
this, it adds a new method of directed exploration to ES, as prior to this directed
exploration was not possible with ES [Conti et al., 2017].

Conti et al. introduced three methods one purely novelty search: NS-ES, and two
quality diversity methods: novelty search reward ES (NSR-ES) and novelty search
reward adaptive ES (NSRA-ES). This family of methods modi�es S-ES slightly by
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adding a population ofmain policies, but still retains S-ES's scalability and speed.
A main policy is selected as the policy to be optimized in the current generation
based on its novelty in previous generations, such that higher novelty leads to a
higher selection chance. This encourages each policy to explore di�erent areas of
the search space thus providing a more accurate novelty metric.

NS-ES is simply S-ES with a novelty reward instead of an objective reward. NSR-
ES is S-ES with a hyperparameter de�ned weighting between objective and novelty.
This works by initially normalizing the �tness and novelty of each individual such
that they are on the same scale (for example [0; 1]) and then multiplying �tness by
w and novelty by 1� w. NSRA-ES is a bit more intricate in how it works, initially
w = 1 so all the weighting is given to objective �tness. If aftern generations there
has been no improvement in the �tness of an individual thenw is reduced by 0:05,
this puts more weighting on novelty thus encouraging the agent to explore and ideally
escape the local minimum. If the agent improves on its previous best, indicating
that it is escaping the local minima, thenw is increased by 0:05.

NSR-ES and NSRA-ES showed high task performance on both a deceptive loco-
motion task and a subset of the Atari suite of games, improving on both gradient
methods and vanilla S-ES for most tasks tested. However, this does come at the cost
of sample e�ciency since this family of methods requires more than one main policy,
the performance of all but the best main policies are essentially discarded as they
only serve to improve the novelty calculation. That being said, when performing
10� the number of steps the NS-ES family of methods only took around 2 hours to
complete their tasks, whereas gradient-based solvers took one or multiple days to
learn from 10x fewer samples [Conti et al., 2017].

2.3.2.3 EvoRBC Another method that makes use of novelty search is Evolu-
tionary Repertoire-based Control (EvoRBC) [Duarte et al., 2016, Gomes et al., 2018]
it is an evolutionary algorithm intended to control robots with arbitrary locomotive
complexity. It achieves this by mapping desired behaviours to primitives, so that the
low-level actions of a primitive are abstracted away from the controller. Mapping is
done in such a way that the controller needs to only specify an angle and a distance
and the closest matching primitive will be selected to carry out the action, this could
be seen as a variant of the Options framework (discussed in section 2.2.2.1) [Sutton
et al., 1999b]. In order to abstract away the low-level components evoRBC needs to
generate a large number of primitives (called a repertoire) so that the controller has
access to a primitive for every action, it may want to take. The repertoire is gen-
erated using MAP-elites, although other similar implementations have simply used
novelty search [Gomes et al., 2018, Gomes and Christensen, 2018]. In the original
implementation of evoRBC [Duarte et al., 2016], both the primitives and controller
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used NeuroEvolution of Augmenting Topologies (NEAT) [Stanley and Miikkulainen,
2002]. However, Gomes et al. found that decision trees worked signi�cantly better as
controllers [Gomes et al., 2018, Gomes and Christensen, 2018]. The use of decision
trees provided not only a performance boost, but the controller became much more
understandable as ANNs are a black box method. This is likely because controllers
simply have to make discrete choices between each policy, decision trees would be
unlikely to work if the controller needed to pass any information to the primitive.

2.4 Summary

In this section, we discussed the basics of neural networks, the use of evolution strate-
gies (ES) as an optimization technique and the sub-�eld of reinforcement learning
(RL) known as hierarchical reinforcement learning (HRL).

ES are a set of black-box optimization techniques that apply a guess-and-check
approach to optimize some set of parameters, often belonging to an arti�cial neural
network. We discuss in depth the scalable evolution strategies (S-ES) method, which
is notable as it is highly scalable leading to fast (run-time) solutions when compared
to gradient-based methods. Along with discussing evolution strategies we also cover
novelty search, an exploration anddeception avoidancewhich can allow evolutionary
RL algorithms an exploration-exploitation trade-o� in the style of a gradient-based
RL algorithm.

Most of the focus of the HRL section is Feudal reinforcement learning, a HRL method
that allows communication between parent and child policies in a policy hierarchy.
The framework proposed by this work is based on a modern iteration of Feudal
RL, namely HIerarchical Reinforcement learning with O�-policy correction (HIRO).
This framework brings an o�-policy approach to HRL thus greatly improving sample
e�ciency when compared to other methods and achieving state-of-the-art results on
the four environments that are used in this work. We also investigate transfer
learning and its application in RL and HRL.

While novelty search has been shown to work for simple deceptive problems, such
as navigating a maze [Lehman and Stanley, 2011a], it has not been shown to work
in complex HRL environments. It provides an interesting way to improve explo-
ration for problems, which by their nature are particularly hard exploration prob-
lems. Transfer learning for HRL provides a possible avenue for both improving the
sample e�ciency and performance of HRL methods, thus transfer learning will be
investigated as a potential alternative to a purely feudal RL approach.

As of yet, S-ES has not been extensively tested on hard HRL problems, especially in
the navigation and locomotion domain. The reason for this is likely twofold: �rst,
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S-ES's poor sample e�ciency would be compounded in hard HRL task environments
and second, Salimans et al. showed that S-ES was competitive with gradient-based
methods, but importantly it did not achieve higher performance in all cases thus
providing little incentive to use S-ES as a policy optimizer in HRL algorithms. Merg-
ing S-ES with an HRL method also has the potential to bring S-ES's advantages
(indi�erence to delayed reward, robustness to hyperparameters and scalability) to
HRL algorithms. This would complement the current state-of-the-art HRL algo-
rithms as while they are sample e�cient, they are much less scalable and thus have
long run-times. As such the following section describes a method for using S-ES in
a feudal reinforcement learning context.
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3 Method

In this section, we present our framework for learning hierarchical policies using S-
ES, which we call Scalable Hierarchical Evolution Strategies (SHES). We show how
current gradient-based HRL methods needed to be adapted in order to work with
S-ES and explain the important design choices taken, such as choice of the primitive
reward function, the goal encoding, controller architecture, how policies are mutated
and how noise is sampled.

At a high level SHES operates using two policies, a controller and a primitive. The
controller is responsible for outputting a goal position that a robot is required to
reach and the primitive directly takes actions in the world in order to reach this
goal. The controller and primitive receive di�erent rewards, but are trained at the
same time using Scalable Evolution Strategies (S-ES) [Salimans et al., 2017]. We
test SHES using environments where an ant robot needs to navigate around an area
to achieve some goal.

3.1 Policy Hierarchy

SHES is a Feudal RL [Dayan and Hinton, 1993] style method where a higher-level
policy sets goals for and provides rewards to a lower-level policy. In the original
feudal RL work Dayan and Hinton, use a multilevel feudal hierarchy, but SHES
uses a two-level hierarchy consisting of a higher-level controller policy� c and a
lower-level primitive policy � p, similar to HRL with O�-Policy Correction (HIRO)
[Nachum et al., 2018], which is a more recent iteration of feudal RL. The controller is
responsible for setting goals and cannot directly perform actions in the world, while
the primitive directly controls the agent by taking actions in the world with the aim
of achieving the goals set by the controller. More formally, given a statest from the
environment the controller produces a goalgt 2 Rd, where d depends on the goal
encoding (see section 3.3 for more information regarding SHES' goal encoding). The
controller producesgt everyc steps, wherec is a hyperparameter known as controller
interval. In the interim, the goal is transformed using a static function such that it
is always relative to the current state, an example of this can be seen in lines 8 and
9 of algorithm 4. The controller interval c is kept as a hyper-parameter since it has
been observed that learningc often leads to it degenerating into the simplest cases
wherec becomes 1 or the maximum episode length [Vezhnevets et al., 2017].

The controller's time between actions provides it with a level of temporal abstraction
which, in the case of the environments tested in this work, allows the controller
to plan a path without worrying about how the agent will follow this path. The
primitive is passed the goalgt and the statest and is tasked with reaching the goal.
It samples an actionat � � p(st ; gt ) from its policy which is applied to the agent. The
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controller receives a reward from the environment, however, it is also responsible for
rewarding the primitive. As discussed in section 3.2 the primitive is sensitive to
this reward and thus it should be chosen carefully. In HIRO, FeUdal Networks for
HRL (FuN) [Vezhnevets et al., 2017] and this work, the primitive reward is based
on its distance to its goalgt , however, all such previous work makes use of di�erent
rewards [Nachum et al., 2018, Vezhnevets et al., 2017].

In a strict feudal RL setting, rewards are not shared between controller and primitive.
For example, if the primitive reaches the goal set by the controller, but this does not
provide a high environmental reward then the primitive will receive a high reward,
but the controller will not, this is known as reward hiding and was discussed in
section 2.2.2.2. Both this work and HIRO follow this strict style of primitive rewards,
however, FuN does not as it shares rewards between its primitives and controllers
[Vezhnevets et al., 2017], this was decided against as it introduces a hyper-parameter
to balance primitive and controller reward scales.

Our method is similar to HIRO, though SHES di�ers in its lack of o�-policy cor-
rection, its primitive goal encoding and the use of S-ES to train the primitive and
controller. The main di�erence between SHES and S-ES being that there are now
two policies that co-evolve instead of a single policy. SHES stores a set of parame-
ters for both the controller � c and primitive � p. Every generation it createsn new
pairs of controllers and primitives by perturbing the parameters� c and � p. The
perturbation is done by adding a small amount of noise sampled from an n-variate
Gaussian to the parameters� c

i = � c + � c � N (0; � 2). It should be noted that S-ES
and as a result SHES uses antithetic or mirrored sampling [Ren et al., 2019] of the
noise vector in order to reduce variance, this will be discussed further in section 3.7.
The primitive is perturbed similarly using a di�erent noise vector which is sampled
from the same Gaussian� p � N (0; � 2). When the perturbation is performed using
random seeds, as it is in this work, it allows for the sharing of common random num-
bers at negligible extra memory cost when compared to a single policy S-ES. The
sharing of common random numbers using random seeds was shown by Salimans
et al. to allow for near-linear speedup when scaling up to 1440 CPU cores [Salimans
et al., 2017]. Seeing as SHES shares these random numbers in the same manner as
S-ES we expect SHES to have similar speedup characteristics to S-ES, which would
provide SHES with one of its main bene�ts: a scalable and fast HRL algorithm.

Every pair of the perturbed controller and primitive is evaluated in the environment
such that the controller is given a �tness equal to the cumulative environmental
reward and the primitive is given its �tness as its cumulative reward from its con-
troller. Both primitives and controllers are separately ranked and shaped according
to their �tness using the method discussed in section 2.3.1.1. The ranked and shaped
�tnesses are then used to approximate the gradients for the controller and primitive,
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which are separately optimized using the ADAM optimizer [Kingma and Ba, 2014]
and updated in the same manner as S-ES.

In a feudal RL method the controller and primitive learn simultaneously, this means
that the controller is required to learn not only how to solve the problem, but also
how best to recommend goals to the current iteration of the primitive. This amounts
to a non-stationary problem for the controller since while it is trying to learn how to
recommend goals to the primitive, the primitive is learning how best to accomplish
its goals, thus constantly changing its behaviour. These non-stationary problems
are particularly challenging, hence Nachum et al. developed an o�-policy correction
method for HIRO in order to combat the non-stationary problem and allow for o�-
policy training leading to better sample e�ciency. We found that a special method to
combat this problem was not necessary for SHES as S-ES's robustness to noise makes
this problem trivial to solve. The controller can simply interpret the primitives
changing behaviour as noise, however, this does come at the cost of sample e�ciency.

Algorithm 3: SHES
1 Input: Learning rate � , noise standard deviation� , rollouts n, initial

policy parameters� c and � p

2 for t = 0,1,2... do
3 for i = 1,2,...,n do
4 Sample� c

i ; � p
i � N (0; I )

5 f c
i ; f p

i = F (� c
t + � c

i � �; � p
t + � p

i � � )
6 end

7 � c
t+1 = � c

t + �
1

n�
P n

i =1 f c
i � c

i

8 � p
t+1 = � p

t + �
1

n�
P n

i =1 f p
i � p

i

9 end

3.2 Primitive Reward

The manner in which the primitive is rewarded can have a large impact on the
overall performance of SHES, at the most basic level the reward needs to incentivize
the agent to reach a target. In the literature, there are many di�erent ways that the
primitive reward has been formulated [Vezhnevets et al., 2017, Nachum et al., 2018,
Coumans et al., 2013], from this and our own informal experiments we've found the
main components of a well-performing primitive reward are incentive to reach the
target consistently and quickly while avoiding local minima.
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Algorithm 4: Controller/primitive evaluation ( F from algorithm 3)

1 Input: primitive ANN pnn, controller ANN cnn, controller interval c,
environment env, max environment stepsn

2 abs gt = [0, 0]

3 controller reward, primitive reward = 0, 0

4 for t = 0,1,...,n do
5 obs = getobs(env)

6 if t mod c == 0 then
7 gt = cnn(obs)

8 abs gt = gt + agent position
9 gt = abs gt - agent position

10 setaction(pnn(gt , obs))

11 step(env)
12 controller reward += controller reward(env)

13 primitive reward += primitive reward(cnn, env)

14 end
15 controller reward, primitive reward

HIRO uses the most simple primitive reward, by rewarding the primitive with its
negative distance to the goalgt [Nachum et al., 2018], this encourages the agent to
move to the target quickly, however, it introduces a challenging local minima where
the agent can simplydie instantly (by falling over) thus avoiding accumulating
anymore negative reward. FuN rewards its primitive based on the cosine similarity
of the path the agent has taken since the goal was suggested and the straight line
from the agent's position to the goal [Vezhnevets et al., 2017]. This encourages the
agent to be very consistent which makes it more predictable for the controller, but
this reward puts little emphasis on speed. Another possible reward that is used in
both pyBullet [Coumans et al., 2013] and MuJoCo [Todorov et al., 2012] locomotion
environments is the agent's velocity towards the target, while this does encourage
fast movement this often comes at the cost of consistent paths, making it di�cult for
the controller to recommend positions. Rewarding the agent based on the percent
of the total distance it covered (since the position was recommended) plus a bonus
for reaching the target was found to be the best performing primitive reward and is
what SHES uses.
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Rp
t = 1 � dt=dc + (1 if d t < L else 0)

wheredt is the euclidean distance between the agent and the goalgt at timestep t,
dc is the distance at timestepc (the most recent time-step at which the controller
recommended a goal) andL is a distance threshold (L = 1 in the case of this work).
This improves upon simply rewarding the primitive with the negative distance by
allowing it to be positive if the primitive performs well thus avoiding local minima
and normalizing the distance thus making it agnostic to target distance. Also, adding
an extra reward for being close to the target incentivises the agent to reach the goal
as quickly as possible in order to maximize the amount of time it receives this extra
reward.

3.3 The Primitive Goal

SHES manages the primitive goal similarly to HIRO, in that a new goal is recom-
mended once everyc steps by the controller and for the nextc � 1 steps this goal is
transformed using a �xed goal transition function. In each step the current goalgt

is concatenated onto the primitive's observations as seen on line 10 of algorithm 4.
In SHES the primitive goal gt is the vector from the agent's position to the target
recommended by the controller. However, the SHES goal di�ers from the HIRO goal
in that it only recommends anx and y position in space, whereas in HIRO the goal
passed to the agent is the entire state space, such that the primitive must attempt
to match the position of all of the agent's joints as well as the overall position of the
agent. This approach is very general, but it limits types of primitive rewards that are
usable and it is often more challenging for the primitive to learn this representation.

Similar to primitive rewards we found goal encoding to have a large impact on
performance. The most obvious goal encoding to use would be a vector from the
agent's position to the goalgt . We found that this did not work since the values are
not normalized, thus the primitive ANN performs worse because of non-normalized
input data [Sola and Sevilla, 1997]. However, normalizing the goal vector comes
with its own issue since the agent no longer has any notion of distance to the goal
gt . We solve this by concatenating distance onto the normalized goal, the distance
to the target which is scaled down to an appropriate range (by dividing it by 1000).

This simple normalized vector goal encoding can be improved upon, taking inspi-
ration from pyBullet's directional encoding [Coumans et al., 2013] we encode the
primitive goal as the sin and cos of the angle from the agent to the goalgt . This
was done by allowing the controller to output a relative vector from the agent to
the target and transforming this vector into an angle from the agent to the target,
the sin and cos of this angle is the goalgt that is passed to the primitive. Similar
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to the normalized vector encoding this also provides the primitive with no notion of
distance to the target and as such, we pass the scaled distance to the target along
with this goal encoding. This angle encoding can be seen as a normalization step.

3.4 Transfer learning based SHES

Transfer learning presents another option for learning hierarchies of policies and as
such will serve as an apt comparison to SHES, it could also be seen as an extension
to SHES. There are many di�erent options when it comes to transfer learning for
RL and HRL [Zhu et al., 2020, Hawasly and Ramamoorthy, 2013, Schaal, 1999] but
the approach used for this paper will be akin to pretraining in supervised learning.
In order to keep the comparison as fair as possible for SHES, S-ES will be used to
train all policies, communication between policies will occur in a feudal RL manner
and it will use the same hierarchical layout, we will call this method SHES-TL.

The pretraining will take place only for the primitive as one cannot pretrain a
controller without already having a trained primitive. Thus training is split into
two parts, �rst the primitive pretraining and then combined training where the
controller makes use of the pretrained primitive. Pretraining will be done in such a
way that it allows all the controllers from each of the environments tested to use the
same primitive, thus improving sample e�ciency since the primitive can be trained
once for many similar tasks. In feudal RL information is passed from the controller
to the primitive in order for the controller to indicate how it would like the primitive
to act. To make this a fair comparison the communication needs to be taught to the
primitive during pretraining so it understands the communication during controller
training. Given a primitive observationo made up of the environment observationoe

and the controllers communicated instructionsoc, pretraining needs to automatically
generate the controller's instructionsoc in a way that promotes generalisation to
any instructions the controller could provide. This is done by obtaining the upper
and lower bounds for each value in the controller instructionsoc and randomly
generating them from a uniform distribution at the same interval that a controller
would provide its instructions. One can view this as using feudal RL to train the
primitive using a completely random controller. We train the primitive in the ant

agrun environment (section 4.1.2). Once the primitive has achieved the desired
performance it is saved and used as the primitive for controllers during training on
hierarchical environments.

During hierarchical training there are two options as to how the pretrained primitive
can be treated, its weights can be unfrozen or frozen meaning that it either continues
to learn with the controller or it keeps its performance from the pretraining stage.
Informal experiments showed that a frozen primitive performed substantially better
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than an unfrozen primitive and as such, this is what will be used when comparing
to SHES. We use the same pre-trained primitive in all environments when training
SHES-TL.

This method has some bene�ts over feudal RL training. First, since the primitive
does not learn at the same time as the controller it removes the non-stationary
problem thus making it an easier problem for the controller to optimize. Second,
the pretrained primitive is very general as it was trained using what is essentially a
random controller. Third, because of its generality, it can be reused across multiple
similar tasks, which in turn improves the sample e�ciency of the method. However,
pretraining is not without its drawbacks. First, it is likely to use more samples when
considering both the pretraining and hierarchical training, because the primitive
and controller are not trained at the same time. Second, the generality that the
primitive gains from pretraining may impact the overall performance in hierarchical
environments where it could be bene�cial for a primitive to specialize to the similar
instructions it is given each episode by the controller.

As alluded to earlier there are multiple di�erent ways one could measure the sample
e�ciency of a pretrained RL method. The question is whether to count the pre-
trained samples, this becomes especially tricky when the pretrained primitive can
be used across multiple environments. In this work, we will discuss results that both
include and exclude primitive pretraining samples.

A limitation of pre-training is that the primitive observation space during pre-
training must match its observation space during hierarchical training. Since the
observation spaces of task environments used in our experiments di�er, one cannot
train a primitive with the exact same observations as required in each of the en-
vironments. As such we extract the common observations for all the environments
and create a pre-training environment using these observations. The common ob-
servations happen to be all observations directly related to the agent and not the
environment, thus a simple environment is suitable for pretraining. This required
that the primitive's observations in the hierarchical environment are sliced so the
primitive only receives the observations it was pre-trained with. This mandates
manual selection of observations and gives transfer learning an advantage as the
primitive only receives the observations it needs for learning. Given this advantage
and transfer learning mitigating the non-stationary problem, SHES-TL is a suitable
comparative method for SHES.

3.5 Novelty based SHES

HRL is generally applied to problems that are too di�cult for 
at RL to solve,
and one of the most common threads in di�cult RL problems is that they arehard
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exploration problems. Thus it is quite natural to try and improve the exploration
capabilities of methods being applied to harder RL problems, such as SHES. This
is done in much the same way that Conti et al. added novelty search to S-ES in the
form of Novelty Search Reward Adaptive ES (NSRA-ES) [Conti et al., 2017], which
is discussed in chapter 2.3.2.2.

When considering the types of problems that novelty search was applied to and
the types of problems that will be used to test SHES, novelty search seems like
a logical extension to add to SHES. Consider the deceptive walker task used to
display the exploration capabilities of NSRA-ES as seen in �gure 10, this is quite
similar to the maze environment that will be used to test SHES (section 4.1.4).
Another reason to pursue this avenue is that novelty search hasn't been used in this
way for HRL problems. Evo-RBC used novelty search to generate a repertoire of
diverse primitives [Duarte et al., 2016], but in this work, it is intended to be used
as a means of improving the exploration capabilities of the controller. We name
the novelty search extension to SHES developed in this work Scalable Hierarchical
Evolution Strategies with Novelty Search (SHES-NS).

The behaviour classi�cation for SHES-NS is the ending position of the agent, this
is what is added to the archive and used to obtain the novelty of an individual.
Thus using the ending position of the agent encourages the controller to recommend
positions to the primitive which the agent has not yet explored. Novelty is applied to
SHES similarly to the NSRA-ES method (section 2.3.2.2) [Conti et al., 2017], where
there is a weightingw which determines the in
uence of objective-based search as
opposed to novelty search and if the agent's performance stagnates for more thann
generations thenw is decreased. Our method di�ers from NSRA-ES in two ways,
�rstly we set a minimum w value of 0:5 and instead of increasingw when the agents
performance improves we immediately set it to 1. Both of these are because it was
observed that without these changes the agent would often degenerate into states
where novelty was the only objective (w = 0), and it never escaped from this state,
these changes help alleviate this problem. There is also the question of what measure
to use to determine when the �tness is stagnating. The logical options are to use
the maximum or mean �tness of the individuals in a generation or the �tness of the
main policy. SHES uses the mean �tness of the individuals in a generation although
an argument could be made for either of the other options and prior testing showed
little di�erence.
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Figure 11: Sensor example in theAnt Gather environment. Two black lines enclose
an area correlated with a position in the input vector. The closest object of interest
between the black lines is given an intensity based on its distance to the agent and
is added to its input vector position. If no objects are between two lines or within
sensor range the value of the input vector at the related position is 0.

3.6 One Hot Controller

Using aone-hot inspired encoding for the output of the controller helps simplify its
problem-space via matching the output of the ANN controller to part of its input. To
explain the one-hot inspired encoding consider the output of the controller network
(� c) is a vector o 2 R d such that each element ofo corresponds to one ofd equally
spaced angles around the agent, this can be seen as the black lines in �gure 11. In
the same style of one-hot encoding popularly used as the output of image classifying
convolutional neural networks [Potdar et al., 2017] the element with the highest value
oh is selected and used to determine the point that the controller will recommend.
To use �gure 11 as an example,d would be 10 and each element in the output vector
o would correspond to one of the black lines. If each line isk units long, given the
highest output oh 2 [� 1; 1] the controller recommends the pointoh � k units along
the relevant line, wherek is a hyper-parameter representing the maximum distance
from the agent that the controller can recommend.

This isn't a vital part of SHES, but it is especially relevant to one of the environments
tested and can be used in agent-environment sensory interactions, as such it is
treated as an extension and SHES does not normally use this encoding. This ANN

45



Scalable Hierarchical Evolution Strategies Sasha Abramowitz

architecture choice only works well for environments with sensors, since the input
to the ANN is similar to its output. For example, if the agent observed a vector
representing absolute positions of objects (instead of their sensor readings) this style
of ANN architecture would not perform well. Only one of the three environments
tested uses agent sensors and as such the one-hot encoding is only used for this
environment. When one-hot encoding is not used the controller simply outputs a
vector representing the relative (x; y) position from the agent's current position that
the agent should move towards.

3.7 Mutation Policy

Since S-ES only optimizes a single policy the choice of what to perturb and when
to perturb it is trivial, however, given SHES' policy hierarchy there are numerous
choices of how to perturb the policies. One can view the di�erent options of how to
perturb the policy hierarchy as either a many-to-many, one-to-many or many-to-one
relationship between the number of controllers and primitives that are perturbed.

The many-to-many scenario occurs when each time a controller is perturbed a prim-
itive is perturbed alongside it. One can observe this in algorithm 3 on line 5 where
F evaluates a perturbed controller� c

t + � c
i � � and a perturbed primitive � p

t + � p
i � � .

This is similar to, but crucially not exactly the same as, concatenating the controller
and primitives parameters and treating it as a single policy in regular S-ES, if this
was exactly the case then it would not be possible to perform feudal RL's reward
hiding, since there could only be one reward.

The major bene�t of this approach is that it decreases the wall-clock time and in-
creases the sample e�ciency since both the primitive and controller are able to learn
at the same time. The many-to-many style does introduce a major disadvantage:
a potentially high performing controller could su�er from a badly perturbed primi-
tive. The combination of a high performing controller and low performing primitive
would lead to a low reward for the controller, consequently, the controllers would
be informed to move away from (in parameter space) this intelligent controller that
appeared to perform poorly because of its assigned primitive. Nonetheless the prim-
itive does still bene�t from this outcome as it would also receive a low reward,
allowing it to inform the optimization step of its true poor performance. In later
generations, the primitive becomes more stable and thus has less of an impact, but
this e�ect can be quite prevalent in early generations.

A related, but more subtle issue the many-to-many scheme introduces is that con-
trollers are being unfairly compared to one another. During the optimization step
controllers are ranked by their �tnesses, however, a controller's �tness is heavily
in
uenced by the performance of its primitive thus controllers are being unfairly
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ranked since each controller has a di�erent primitive variant, therefore, controllers
are not being compared to each other on equal grounds. Both of these problems can
be mitigated, but not entirely solved, by increasing the number of times the con-
troller and primitive are perturbed within a generation, which decreases the in
uence
of a single controller with a badly performing primitive.

The other two options are a one-to-many or many-to-one approach. This would
occur when only perturbing the primitive while using the main controller and only
perturbing the controller while using the main primitive. Thus during each step,
we optimize either the controller or the primitive. One could apply this scheme to
algorithm 3 by changing line �ve to either:

f c
i ; f p

i = F (� c
t + � c

i � �; � p
t )

or

f c
i ; f p

i = F (� c
t ; � p

t + � p
i � � )

This shows that either the controller is being perturbed (top) or the primitive is
being perturbed (bottom), but never both at the same time.

The biggest issue with this approach is that it would require two generations in order
to optimize both the primitive and controller, as one would have to alternate between
each approach in order to optimize both. This may not be an issue since the approach
may speed up learning, but it is at the very least ine�cient. However, it brings with
it the advantage of a more fair learning environment for the controller as it lacks
the conceptual drawbacks of the many-to-many method described in the previous
paragraph since all controllers are optimized using the same primitive and thus
are on a level playing �eld. In practice SHES uses the many-to-many approach as
the stability bene�ts of the many-to-one/one-to-many approach did not outweigh its
need for more samples and the performance of the many-to-many approach stabilizes
when creating enough perturbations of the controller and primitive in a generation.

3.8 Noise Sampling

S-ES uses antithetic sampling in order to reduce the variance of the algorithm. This
is commonly called mirrored sampling in the ES literature [Ren et al., 2019, Brock-
ho� et al., 2010] since for any perturbation S-ES samples both +� and � � , for a
given Gaussian noise vector� . SHES needs to adapt this to a hierarchical context
with two policies instead of one. Since the controller and primitive both sample their
own noise vectors (� c; � p) an obvious way to perform antithetic sampling in SHES
is to evaluate the pair of negatively perturbed policies (� � c; � � p) and positively
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perturbed policies (+� c; + � p), although this leaves out two potential combinations
when combining the positive perturbations with the negative perturbations, which
in theory should further reduce the variance. In spite of this, during informal exper-
iments, we saw very little increase in task performance when using all four possible
combinations of perturbations. To add this to algorithm 3 one would repeat line
�ve, four times, each time using di�erent signs for� c

i and � p
i .

Interestingly using four perturbations did lead to a minor speed increase because
of how it allows one to simplify the �nal matrix dot product when approximating
the gradient. To demonstrate this consider a simpli�ed version of the gradient
calculation: N � F whereN is a vector of noise vectors (ann � k-matrix) and F is
a vector for �tnesses (ak � 1-matrix). Since antithetic sampling is usedN contains
multiple pairs of the same noise vector� � , as such one can simplify the dot product
by summing the �tness values associated with the same noise vectors. For example,
given noise vectors +� and � � associated with �tnessesf + f � , one can remove� �
from N and replace thef + with f p � f n in F , thus reducing the �rst dimension of
F by 1 and second dimension ofN by 1, but the resulting dot product will remain
the same. Thus when perturbing four times instead of two one can simplify the dot
product even further, since there are four �tness values using the same noise vector.
For large dot products this greatly reduces the complexity and time to compute by
reducing thek dimension of each matrix by a factor of four, hence SHES performs
four perturbations instead of two.

3.9 Speedup

One of the main bene�ts of S-ES is its speed and scalability, and it is important that
SHES maintains these bene�ts in order for the algorithm to be a bene�cial addition
to the space of HRL algorithms. Salimans et al. claim that their implementation
of S-ES achieves alinear speedup. This means that the number of cores used will
decrease the run-time of the program by a factor of the total number of cores. S-ES
as a whole is embarrassingly parallel (meaning it can be easily separated into sub-
tasks), however, there are certain parts of the algorithm that must be performed
serially, namely ranking and optimization. Thus, due to Amdahl's law [Gustafson,
1988], one would not expect a perfectly linear speedup. It is expected that when
testing the speedup of S-ES (implemented for this work) we will observe a sub-linear
speedup with a linear trend, meaning that increasing the core count does increase
the speed, but it is unlikely to be a one-to-one relationship.

As mentioned previously SHES should have the same speedup properties as S-ES,
since the only signi�cant di�erence, in terms of overhead, is communication. How-
ever, the di�erence in communication is minimal, since S-ES communicates an extra
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three numbers (one 32 bit 
oat and two integers) for each evaluation in order to
represent the performance of two policies instead of one: the �tness of the primitive,
the noise seed for the primitive perturbation and the number of samples used by the
primitive. Given the small amount of extra data needing to be sent between nodes
in a cluster, we do not expect the extra communication of SHES to signi�cantly
impact its speedup.
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Figure 12: Visualization of the observations that are available from the ant robot.
A total of 29 observations are available, starting with the torso position and rotation
and ending with the rotation and velocity of the other joints of the ant.

4 Experiments and Results

This chapter details the experiments that have been run to show the task per-
formance of SHES compared to other algorithms and shows the results of these
experiments.

4.1 Environments

This section describes the environments used to obtain the task performance of
SHES. These four environments (ant gather, ant maze, ant push and ant fall) are
especially suited for hierarchical learning since they require two distinct and easily
separable skills, namely: locomotion and navigation. Another reason to use the
chosen environments is that they have already been used to evaluate previous HRL
methods, thus providing a benchmark to gauge the relative performance of SHES.
The environments are implemented in the MuJoCo physics engine [Todorov et al.,
2012] this is done for ease of comparison to previous methods which used the same
environments, the only di�erence between the environments used in this work and
previous works is that these environments2 are written in the Julia language [Bezan-
son et al., 2017] while the previous works used the python implementation of the
environments.

4.1.1 Quadruped robot

The robot used in this experiment, which can be seen in �gure 13, is a quadruped
robot that will be referred to as an ant since this is how it is often referred to in the
literature. The ant is a relatively simple robot having four legs connected to a torso
in the middle, with each of the four legs having two actuation points. This robot

2https://github.com/sash-a/HrlMuJoCoEnvs.jl
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Figure 13: The quadruped or ant robot is used in all of the environments in this
work. It has four legs connected to a torso, with each of the four legs having two
actuation points.

is a good middle ground of the 3D robots available from the MuJoCo suite, falling
between the more complex humanoid and the less complex swimmer. The humanoid
was used in HRL related work by Peng et al. and Heess et al., the swimmer was
used in work by Florensa et al., however, the ant is by far the most popular robot
for HRL locomotion style tasks being used in at least �ve other signi�cant works in
the �eld [Florensa et al., 2017, Nachum et al., 2019, 2018, Vezhnevets et al., 2017,
Heess et al., 2016].

As can be seen in �gure 12 the ant has a total of 29 observations which are supplied
to the ANN as a vector. The �rst three elements are thex, y and z positions of the
ant's torso, the following four elements are the torso rotation as a quaternion, the
following 8 elements are joint angles and the �nal 14 elements are joint velocities.
To move the ant, it takes an action vector of length eight with each of the values
corresponding to a torque to be applied to either a hip or knee joint along the four
legs of the ant. The hip joints of the ant exist at the join between each leg and the
torso and the knee joints are present at the bend in each of the legs as can be seen
in �gure 13.

The ant used in this work is modi�ed from the standard ant found in MuJoCo,
this was done in order to match the evaluations done by HIRO so the results could
be fairly compared. The gear range for all of the joints has been reduced from
[� 150; 150] to [� 30; 30] this makes the ant easier to control as each input has less
impact on the amount the joint moves, thus making movements lessjerky and more
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smooth, contributing to a more natural and functional gait.

4.1.2 Ant Flagrun

The 
agrun environment is the most simple of all the environments used and does
not serve as a testbed for the hierarchical side of this work, but rather as an envi-
ronment for pretraining the primitive for harder tasks. However, it does come with
a limitation, a primitive that has been pretrained on 
agrun cannot be provided
with the full set of observations from the environment it is transferred to since the
observations are not available in 
agrun. Thus, when using a pretrained ANN it only
receives a slice of the observations from its new environment which only correspond
to the ant's 29 observations and a target position. This makes the learning process
easier for the primitive since it does not need to concern itself with other observa-
tions, however, it also makes the approach less generalisable to other environments
since observations must be carefully sliced to provide the pretrained primitive with
the correct observations in the correct order. This environment di�ers from the hi-
erarchical environments in that it has no boundaries and is completely open, giving
the ant more space to move around and not impeding any possible targets that are
suggested.

Ant 
agrun requires that the ant reach a target (
ag) every c time steps, which is
uniformly randomly generated by selecting a point at least 1 and at mostd units
away from the ants current position. The reward for this environment is the same
as the controller provides to the primitive in SHES:

Rt = 1 � dt=dc + (1 if d t < L else 0)

where dt is the current distance to the target at time stept, dc is the distance to
the target at the time it was recommended andL is a constant threshold (1 for the

agrun environment). This reward translates into 1 - the normalised distance to the
target plus 1 if the agent is close enough to the target, which encourages the agent
to reach the target as soon as possible and remain close to it. The environment
terminates at 500 steps or when the ant falls over.

There are existing benchmarks for similar versions of this environment, however,
they mostly use a humanoid robot and a di�erent reward, thus it is di�cult to
compare existing results to this environment and is beyond the scope of this work.

4.1.3 Ant Gather

In the ant gather environment, depicted in �gure 14 the goal of the ant is to collect
as many food items (green) as possible and avoid the poison items (red). For each
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Figure 14: The ant gather environment where the green spheres represent food
items and the red spheres represent poison items.

food item the agent comes into contact with it receives a +1 reward and for each
poison item it comes into contact with it receives a -1 reward. This is a rather
sparse reward and the ant has to initially explore the surrounding area to obtain
any reward.

At the start of an episode the agent is placed in the middle of an enclosed environ-
ment of size 10x10 units. The food and poison items are randomly placed around
the agent with a minimum distance from the agent being 2 units, thus not allowing
the agent to get afree reward by placing the food or poison on top of the agent.

To observe the position of the food and poison items, the agent is given two proximity
sensors one of which returns depth values for food items and the other for poison
items. An example of this sensor can be seen in �gure 11. A sensor has tenbins,
thus ten depth readings, for each of the two sensors, are appended to the ant's joint
observations (see �gure 12). If a food item is within one of the bins of the sensor and
within the sensor range then the corresponding element in the observation vector is
given a depth value based on the food items distance to the ant:

depth = 1 � d=r

whered is the distance of the food item to the ant andr is the range of the sensor.
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Parameter name Parameter value
number of apples 8
number of poisons 8

activity range 10
catch range 1

number of bins 10
sensor range 6
sensor span 2�

Table 1: Parameter names and values for the ant gather environment. These are
the same values used by Nachum et al. for HIRO [Nachum et al., 2018]. The sensor
span corresponds to how much vision the sensors give the agent with 2� giving full
360� vision.

This means that the closer the item is the higher the value, thus the agent needs
to learn to associate eachbin with its corresponding direction. If two of the same
item type fall into the same bin then only the closer item's depth is added to the
observation vector.

As can be seen in table 1 many variables can contribute to the di�culty of the
environment. Likely the most di�cult is the catch range, where lower values force
the agent to be closer to the item to pick it up. Sensor span can also make the
environment challenging, the lower the span the less agent can see, forcing it to turn
around to see items in its blind spot.

4.1.4 Ant Maze

In the ant maze environment depicted in �gure 15, the agent must learn to walk
from one corner of theu-shapedmaze to the other. The agent spawns in the same
corner each time, however during training target positions are randomly sampled
from points in the maze, thus teaching the ant to reach general positions in the
maze. During testing, the agent must reach the end position in the opposite corner
of the maze. More formally the agent spawns at (0; 0) and during training must
reach a point uniformly sampled fromgx � (� 4; 20) and gy � (� 4; 20) such that
the point is reachable within the maze. However during test time the agent is only
evaluated by its ability to reach (0; 16), the red dot in �gure 15.

The agent receives no special observations related to the walls in this environment,
thus it needs to implicitly learn the layout of the maze. Other than the normal ant
observations shown in �gure 12 the ant maze environment provides the agent with
the position of the target and the current time step. The reward provided during
training time is the negative L2 distance to the target: �

p
(gx � x)2 + ( gy � y)2
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Figure 15: A top-down view of the ant maze environment. The ant starts in the
bottom left corner and the evaluation target is the red dot in the top left corner,
however, this is separated by a wall in the middle. The purple dot represents the
controller's recommended position and the blue dot is the training target position.

where gx and gy is the goal/target position. Whereas during test time the agent
receives a test reward of 1 if it is within anL2 distance of �ve on the ultimate step
of the episode, otherwise it is given a test reward of zero. The episode only ends
after 500 steps, even if the ant falls over the episode continues until the 500th step.

This environment is challenging because the ant will have to �nd its way out of
the obvious local minima of walking into the wall when the target position is on
the other side of the maze. Couple this with the fact that the target position is
randomly generated each episode and it becomes di�cult to learn the general layout
of the maze and consistently reach the target.

4.1.5 Ant Push

This environment is very similar to the ant maze environment (section 4.1.4) however
it requires that the ant learn to push a block out of the way before it can reach the
goal. As can be seen in �gure 16 the ant must reach the red dot directly in front
of it, however, it is blocked by the large red square. Thus the ant must learn to
�rst move to its left, then push the red block, which is the only moveable block,
to the right to access the target location at the top of the environment. The agent
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Figure 16: A top-down view of the ant push environment. The ant must reach the
red dot at the top of the maze, but is blocked by the moveable red square, thus the
ant must learn to �rst push the square to the right so it can access the area with
the red dot. The pink dot near the ant is the goalgt .

is initialised at (0; 0) and must learn to reach (0; 19), however a moveable block is
placed at (0; 8). Unlike ant maze the evaluation and training targets are the same,
consequently, the ant is always required to reach (0; 19).

The agent receives an extra observation of the target position (0; 19), but it does not
have any sensors so it must implicitly learn the layout of the maze. The ant receives
extra observations for the red block in the form of itsxy position and its velocity.
The same reward is used during train time as in ant maze:�

p
(gx � x)2 + ( gy � y)2

wheregx and gy is the goal/target position. Similar to ant maze, the ant is considered
to have successfully solved the maze if it is within �ve units of (0; 19) on the �nal
step of the episode and will be given a test reward of 1 otherwise it receives 0. Even
if the ant falls this environment does not end, it only ends on the 500th step.

This environment is challenging for two reasons: �rst, the agent needs to be able
to explore around the obvious local minima of simply walking forward, thus getting
close to the target, but not as close as possible. Second, the environment requires
that the agent learns to interact with the moveable block. Thus the agent needs to
learn to move left to avoid the local minima and then learn to push the block in the
correct direction to reach its goal.
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Figure 17: A top-down view of the ant fall environment. The agent must reach the
red dot on the other side of the chasm. This is achieved by pushing the red block
into the chasm and walking over it.

4.1.6 Ant Fall

This environment is very similar to the ant push environment, however, instead of
having to push a block to the right to reach the goal, the agent must push the block
left. As can be seen in �gure 17 the agent must learn to push the block into the
chasm to cross it so that it can reach its goal (the red dot in �gure 17). Thus the
agent must �rst move upwards to be behind the block and push the block into the
chasm allowing it to cross over the chasm and reach the goal on the other side.

The agent receives the same observations as in the ant push environment except that
the target position it must reach is (0; 27; 4:5), as it needs an elevation for the target
given that there are di�erent reachable areas (on the z-axis) in this environment.
Training reward, test reward and termination conditions are also the same as ant
push.

While this environment is very similar to ant push, it is a notably more challenging
environment as can be seen by the results of HIRO [Nachum et al., 2018] (tables 5
and 6). This is likely because the block needs to be pushed much further for the
agent to be able to reach its goal thus making it pivotal for the agent to learn to
interact with the block without falling over. Couple this with the fact that the agent
also has to travel further in this environment making it important that it learns a
fast-moving gait and one can see why this is a more challenging environment than
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Hyperparameter Value 1 Value 2 Value 3
Target distance 2 4 8
Interval 10 25 100
Controller distance 2 4 8
Learning rate 0.001 0.01 0.1
Sigma 0.002 0.02 0.2
Episodes 3 5 10
Policy per generation 240 512 1000

Table 2: Values for all the hyperparameter tuning experiments. Each value is
tested ten times in all four environments. The bolded values are the base values
used when not testing that parameter.

ant push.

4.2 Experiments

4.2.1 Hyperparameter tuning

To provide useful recommendations for users of SHES, hyperparameter searches are
performed for the most important parameters, which can be seen in table 2. Each
parameter test is repeated ten times on each of the four environments, thus 40 times
total. This allows for a clear picture of how each parameter behaves across all of
the environments. To tune the hyperparameters a simple grid search is performed,
which exhaustively tests each parameter value against a base set of parameter values.
Table 2 details all the hyperparameters tuned and the values which were used to
tune them. All tuning runs are run for 10 hours on a single node or until 3000
generations, thus some curves may end early as certain parameters allow for faster
run-times, which allows the experiment to reach the 3000 generation limit before
the 10-hour deadline. Table 7 shows the chosen parameters after the grid search was
completed. The hyperparameter tuning experiments are also used to test the claim
made in the introduction: SHES will be robust to hyperparameter changes given
that it uses S-ES, which is contrary to current HRL methods.

4.2.2 Determining SHES performance

The performance of SHES will be judged from three perspectives: test reward,
train reward, sample e�ciency and wall clock time. Test reward di�ers for the four
environments, for ant maze, ant push and ant fall it is simply one if the agent is
within �ve units of the goal on the ultimate step of the episode otherwise zero, this
is then repeated ten times (to obtain the mean test reward) and an average is taken
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to better understand the consistency of the performance. Ant gather has a di�erent
test reward, it is the highest cumulative reward the agent achieved throughout the
episode. Nachum et al. refer to this metric as success, while this aptly describes
the maze, push and fall environments, test reward is a more descriptive term when
also considering the gather environment. Train reward is also used when comparing
di�erent variants of SHES as it is a more descriptive reward. Reporting the relative
sample e�ciency and learning speed of SHES is an important factor in determining
its usefulness and thus these values will be reported alongside train and test rewards.

Once the most optimal hyperparameters are obtained SHES will be run ten times
on each environment, with di�erent random seeds, to avoid random results in
u-
encing the performance. From these results average test reward will be compared
to gradient-based methods [Nachum et al., 2018, Vezhnevets et al., 2017, Florensa
et al., 2017, Houthooft et al., 2016] results which can be seen in tables 3, 4, 5 and
6. All experiments are run 10 times to show that the performance of SHES is re-
peatable and to have statistical con�dence that one method performs better than
another. To gain this statistical con�dence, we use a Mann{Whitney U test and
report the P-valuesfrom this test.

Once SHES has been compared to existing HRL algorithms, we will show the per-
formance of the transfer learning and novelty search extensions. These extensions
will be compared using the training reward instead of the test reward, which is used
when comparing SHES to gradient-based methods. For the transfer learning exten-
sion, sample e�ciency is di�cult to measure as it is questionable whether to include
the samples used to train the primitive since the same primitive is used throughout
all four environments. As a result, we graph the transfer learning extension ignoring
the samples/time taken in the pretraining phase.

To show the scalability of SHES, experiments have been conducted using di�erent
numbers of cores from 1 to 600. All experiments are performed on a cluster with
each node having an Intel Xeon 24 core CPU at 2.6GHz, 64GB of RAM and nodes
are connected by FDR In�niBand.

4.3 Results

This section displays the results obtained from our experimentation in the form of
tables and graphs. Given that our main comparison is to the HIRO method we use
results from the HIRO publication [Nachum et al., 2018] and also rerun a subset of
their experiments using their o�cial repository3. The graphs and tables are followed
by an explanation of some of the exact values in the graphs and hypothesis testing
to determine if the results are statistically signi�cant.

3https://github.com/tensorflow/models/tree/master/research/efficient-hrl
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To obtain training curves for HIRO we have rerun their ant gather, maze, push
and fall experiments, these are labelledHIRO (ours) in the graphs and the original
results are labelledHIRO (Nachum et al.). We speci�cally do not plot HIRO training
curves against samples in the same graph as SHES training curves, as it is di�cult
to see the HIRO training curve given its higher sample e�ciency, however, we do
plot the HIRO training curves against time. HIRO was run on the same hardware
as SHES, but a single node with a 24 core Intel Xeon CPU at 2.6GHz and an Nvidia
V1004.

Interestingly the results of our HIRO experiments di�er from the results of the
original experiments, even though we are reproducing their experiments as described
in their o�cial repository. Unfortunately, ant gather was not made as reproducible
as ant maze, push and fall thus the poor performance on the environment, out of ten
runs only two runs got more than 0.5 test reward. Ant push and fall were made to
be more reproducible, however, the test rewards from our experiments are notably
lower than those reported by Nachum et al. [Nachum et al., 2018]. Interestingly the
ant maze test reward matches the original reported value.

4https://www.nvidia.com/en-us/data-center/v100/
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4.3.1 Hyperparameter Tuning

(a) (b)

(c) (d)

Figure 18: Results of tuning the target distance parameter of SHES across all
environments. The values used are two four and eight.
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(a) (b)

(c) (d)

Figure 19: Results of tuning thecontroller interval parameter of SHES across all
environments.
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(a) (b)

(c) (d)

Figure 20: Results of tuning thepolicies per generationparameter of SHES across
all environments. This parameter has a high impact on sample e�ciency and run-
time, thus some runs can �nish 3000 generations before the 10-hour time limit.
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