
2008 Reinforcement Learning Competition
Concluding with workshop at ICML 2008 in Helsinki, Finland
Training Phase: Ongoing
Testing Phase:  June 1st - 30th 2008
Meetup:   July 9th 2008 (at ICML)

Planning Committee: Shimon Whiteson (Chair), Adam White, Rich Sutton, Doina Precup,
Peter Stone,  Michael Littman, Nikos Vlassis, Martin Riedmilller, Brian Tanner (Tech. Chair)

The Second Annual Reinforcement Learning Competition invites researchers from around the world to apply their 
latest methods to a suite of exciting and diverse challenge problems.  The aim of the competition is to facilitate direct 
comparisons between learning methods on important and realistic domains.   This competition can stimulate 
development and verification of increasingly practical algorithms on events like:

Mountain Car: A generalized version of the classic RL problem: drive an underpowered car up a steep 
mountain road.  
Tetris: The hugely popular video game!  Hundreds of binary observations (bitmap), 6 actions.  
Helicopter Hovering: Based on the work of Andrew Ng and collaborators,  learn to control a remote control 
helicopter, large continuous state space and multi-dimensional continuous action space!  
Keepaway: A challenging task that requires a team of three robots to maintain ball possession while two other 
robots attempt to steal it.   
Real-Time Strategy: A game, based on popular real-time strategy games, which poses exciting new 
challenges for the reinforcement learning community. Variable observations and actions!  
Polyathlon: The agent will face a set of potentially unrelated continuous observation, discrete action MDPs 
with minimal task knowledge and no prior training. Test your black-box learning algorithm!

The competition’s focus is on-line evaluation, cumulative reward is the evaluation criteria in all problems.  The 
competition is split into training, proving, and testing phases.  The problems are varied slightly between each phase.  
Training and proving phases are on-going and are used to create a live score-board of team performance. In 
the test phase, each team will have one chance to run their algorithm on the final problem.  Come to the website 
and check the scoreboard!  Over 95 teams have registered already!

The competition will culminate at the International Conference on Machine Learning in Helsinki, Finland, where the 
winners will be announced and competitors will be invited to attend and present their methods.  The event will also 
feature invited speakers and discussions about evaluation and future competitions in reinforcement learning.

http://rl-competition.org
More info and sign up at


