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Abstract

Existing studies on provably efficient algorithms
for Markov games (MGs) almost exclusively
build on the “optimism in the face of uncertainty”
(OFU) principle. This work focuses on a dif-
ferent approach of posterior sampling, which is
celebrated in many bandits and reinforcement
learning settings but remains under-explored for
MGs. Specifically, for episodic two-player zero-
sum MGs, a novel posterior sampling algorithm
is developed with general function approxima-
tion. Theoretical analysis demonstrates that the
posterior sampling algorithm admits a v/T-regret
bound for problems with a low multi-agent de-
coupling coefficient, which is a new complexity
measure for MGs, where T denotes the number
of episodes. When specialized to linear MGs, the
obtained regret bound matches the state-of-the-art
results. To the best of our knowledge, this is the
first provably efficient posterior sampling algo-
rithm for MGs with frequentist regret guarantees,
which enriches the toolbox for MGs and promotes
the broad applicability of posterior sampling.

1. Introduction

Multi-agent reinforcement learning (MARL) focuses on the
sequential decision-making problem involving more than
one agent, each of which aims to optimize her own long-
term return by interacting with the environment and other
agents (Zhang et al., 2021). Today, MARL has a diverse
set of real-world applications, including Go (Silver et al.,
2016; 2017), autonomous driving (Shalev-Shwartz et al.,
2016), Poker (Brown & Sandholm, 2019), and Dota (Berner
et al., 2019), just to name a few. Due to the large state
space of these practical problems, function approximation
(with neural networks) is often used in these applications for
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the generalization across different state-action pairs. While
there is a long line of related works on the theoretical under-
standing of single-agent RL with general function approx-
imation (Jiang et al., 2017; Sun et al., 2019; Wang et al.,
2020; Jin et al., 2021a; Du et al., 2021; Dann et al., 2021),
the theory of MARL with general function approximation is
substantially less explored. In this paper, we aim to explore
this topic in the context of two-player zero-sum Markov
games (MGs) (Shapley, 1953; Littman, 1994).

The goal of learning in a two-player zero-sum MG is to learn
the Nash equilibrium at which the policy of each player
maximizes her own cumulative rewards, provided that the
policies of other agents are fixed. Intuitively speaking, Nash
equilibrium characterizes the point from which no agent
will deviate. Since the reward and the state transition are
determined jointly by the actions of both agents, in addition
to the unknown environment, each agent must also handle
the dynamics of other strategic agents. Due to this game-
theoretical feature, algorithms designed for MDP cannot be
directly extended to the MARL case. However, recent stud-
ies (Jin et al., 2021b; Huang et al., 2021) have shown that
with an innovative asymmetrical structure, similar theoreti-
cal results can be established for the two-player zero-sum
MG with general function approximation.

Nevertheless, despite a handful of recent progress on the
theory of the two-player zero-sum MG with general func-
tion approximation, the existing works are mainly confined
to algorithms based on the optimism in the face of uncer-
tainty (OFU) principle. In contrast, the theory of posterior-
sampling-based algorithms is less developed (in the fre-
quentist setting). Various empirical studies indicate that the
OFU-based algorithms can be far too optimistic for average
instances and is inferior to posterior sampling algorithms,
including Chapelle & Li (2011) for bandit, and Osband et al.
(2016) for RL. Recent works in the context of contextual
multi-armed bandit and single-agent RL demonstrate that
there is no statistical efficiency gap between OFU and pos-
terior sampling algorithms (Dann et al., 2021; Zhang, 2021).
However, whether we can design model-free posterior sam-
pling algorithms in MARL that achieve similar theoretical
guarantees remains open.

In this paper, we are interested in the application of poste-
rior sampling in the two-player zero-sum MG with general
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function approximation and self-play (which means that the
learning agent can control both players). Our main result
indicates that, similar to the single-agent case, posterior
sampling algorithms can achieve comparable theoretical
guarantees as to the OFU-based algorithms. Our contribu-
tions are summarized as follows:

* A provably efficient posterior sampling algorithm is de-
signed under the self-play framework for the two-player
zero-sum MG with general function approximation. To
the best of our knowledge, this is the first posterior sam-
pling algorithm with frequentist regret guarantee in the
context of Markov games;

* The single-agent complexity measure of decoupling coeffi-
cient, first introduced in Dann et al. (2021), is extended to
the multi-agent setting, Moreover, a number of examples
with provably small multi-agent decoupling coefficients
are identified;

* The proposed algorithm is rigorously proved to obtain a
/T -regret for problems with low multi-agent decoupling
coefficient, where 7' is the number of episodes.

It is noted that the sampling procedure of the proposed al-
gorithm may not be computationally efficient. The lack of
computational tractability also appears in the works of Jin
et al. (2021b); Huang et al. (2021), as well as previous works
with general function approximation in the context of single-
agent RL (Jiang et al., 2017; Jin et al., 2021a; Dann et al.,
2021; Du et al., 2021). It is an interesting future research
topic to identify cases where efficient sampling is possible.
Moreover, we do not take credit for the asymmetrical struc-
ture in our algorithmic framework. The main contribution
here is to extend the posterior sampling algorithm to MGs
under the self-play framework.

1.1. Related Works

There have been a lot of works focusing on designing prov-
ably efficient algorithms for zero-sum MGs. For the tabular
setting, Bai et al. (2020); Bai & Jin (2020); Liu et al. (2020)
provide O(poly(|X|, |A|, |B|, H) - VT) regret guarantees
for the proposed algorithms, where |X| is the number of
states, |.A| and |B| are the number of action spaces of two
players, respectively, H is the episode length, and T is the
number of episodes. Then, Xie et al. (2020); Chen et al.
(2021) study two linear-type MGs and design algorithms
with O(poly(d, H)-\/T) regret, where d is the dimension of
the linear features. Recently, Jin et al. (2021b); Huang et al.
(2021) further propose efficient algorithms for zero-sum
MGs with general function approximation.

Our work is also closely related to another line of work on
posterior sampling algorithms. In the context of contex-
tual bandit, due to the impressive empirical performance of
Thompson Sampling (Chapelle & Li, 2011; Osband et al.,
2016), there have been significant efforts in developing its

theoretical analysis, including Russo & Van Roy (2014) in
the form of Bayesian regret and Kaufmann et al. (2012);
Zhang (2021) in the frequentist setting. For the Markov De-
cision Process (MDP), the seminal work Osband & Van Roy
(2014) considers the Bayesian regret and proposes a gen-
eral posterior sampling RL method. The randomized least-
squares value iteration (RLSVI) algorithm (Osband et al.,
2016) is shown to admit frequentist regret bounds for tabu-
lar MDP (Russo, 2019; Agrawal et al., 2020; Xiong et al.,
2021) and linear MDP (Zanette et al., 2020). Beyond the
linear setting, a recent work (Dann et al., 2021) proposes a
conditional posterior sampling algorithm to solve the MDP
with general function approximation.

A recent posterior-sampling-type work by Jafarnia-Jahromi
et al. (2021) considers the infinite-horizon zero-sum MGs
with average-reward criterion in the tabular setting, with
a focus on the Bayesian regret, whose analysis technique
is fundamentally different from ours. To the best of our
knowledge, there is no posterior sampling algorithm with a
frequentist regret guarantee to date for MGs.

2. Problem Formulation

Markov Games (MGs) generalize the standard Markov De-
cision Processes to the multi-agent setting. In this work,
the episodic two-player zero-sum MG is considered, which
can be formally denoted as MG(H, X, A, B,P,r). Here
H denotes the length of each episode, X is the (possibly
infinite) state space, A and B are the action spaces of two
players (referred to as the max-player and the min-player),
respectively, Py, (+|z, a, b) is the transition measure of the
next state from the current state z with two actions (a, b)
taken at step h, and 7" (z, a, b) is the corresponding reward
received with actions (a, b) taken for state x at step h.

Specifically, in this MG, each episode ¢ starts from an initial
state z;. At each step h, two players observe the current
state 7, take actions (al', ') individually, and observe the
next state =7 ~ P, (-|z", a”, b}"). The current episode
ends after step H and then a new episode starts. Without
loss of generality, each episode is assumed to have a fixed
initial state } = z!, which can be easily generalized to

having z; sampled from a fixed but unknown distribution.

Also, for the ease of presentation, the reward " (z, a, b) is
assumed to be deterministic and in the interval of [0, 1] for
any (x, a,b) in this paper, while the algorithm designs and
theoretical results can also be applied for stochastic bounded
rewards with slight modifications.

Policies and Value Functions. With A 4 denoting the
probability simplex over the action space .4, a Markov pol-
icy p of the max-player can be defined as p := {up :
X — Aa}neqm- Similarly, we can define a Markov policy
vi={vy : X = Ap}peim) for the min-player.
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Given a policy pair (i, /), the value function V) : X — R
at step h is defined as

H
Vhﬂal/(x) =E,, [Z P (:Eh,,ah,,bh') I = :C]

h'=h

and the Q-value function Q)" : X x A x B — Ras

H
ﬁyu(x’ a, b) - E%V |: Z Th/ (.rh/’ ahl, bhl> |

h=h

(z",a™ ") = (2, a, b)] ,

where the expectations are taken over the randomness of the
environment and the policies.

For a clean presentation, we use the notation P, (with a
slight abuse) so that [P, V](z,a,b) = Ey/p,, (2,06 V (@)
for any value function V. Similarly, the notation D is
adopted so that [DQ] (z) := E(q,t)~r(.,.|2)Q(7, a, b), for
any policy pair 7 = (u,v) and action-value function Q.
With these notations, the Bellman equations are given by

Q" (@,a,0) = [ + PaViY] (2, 0,b);
V}ft’y(l') = [Dphxuthftyu] (‘T)

Best Response. For any policy of max-player u, a corre-
sponding best response for the min-player can be found,

denoted as v'(p), such that V,f"/f(“) (z) = inf, V" (z)
for all (x, h). This value is the best favorable result for the
min-player if the max-player announces that she will play
strategy p. Similarly, for a min-player policy v, there exists
a best response for the max-player, denoted as ' (v), such

that Vh‘ﬁ’”(x) = sup,, V;/""(x) for all (z, h). To simplify
the notation, we use

Vit (@) = Vi 0 (@), Qi (w,a,b) = QU W (2, a,b);
v f),v v (),
V}j’ (z) = V}f ), (x),Q}Tl’ (z,a,b) := QZ ) (z,a,b).

Nash Equilibrium. Moreover, there exists a set of Nash
equilibrium (NE) policies (u*, v*) (Filar & Vrieze, 2012)
that are optimal against their best response such that

VAT (@) = sup, VT (2), VI (2) = inf, VI (2),

for all (z, h) € X x [H]. For this NE, the following famous
minimax equation holds:

sup,, inf, V" (z) = Vh“*’u* (z) = inf, sup, V" (x)

for all (x,h) € X x [H|. For simplicity, we denote
Vii(x) :== V'Y (z) and Qj (z) := Q) " (). Note that

although there might exist multiple NE policies, the NE
value function is unique for a zero-sum MG.

Performance metrics. A max-player’s policy p is said to be
e-close to the NE if it satisfies V*(z1) —V#T(2!) < e. Note
that we have V* (1) — V¥ (2!) < V*(2!) — Vi T(2!) for
all min-player’s policy v as the best response is the strongest
opponent for the max-player. The main goal of this paper is
to find an e-close policy for the max-player and her regret
over T episodes can be defined as

Reg(T) =Y [V (a1) = V' (1),

t=1

where pi; is the policy adopted by the max-player for episode
t. Note that we can switch the roles of two players to learn
a policy v that is e-close to the NE for the min-player.

2.1. Function Approximation

As mentioned in Sec. 1, real-world applications of RL often
encounter the challenge of a large state space where storing
a table as in the classical Q-learning is generally infeasi-
ble. To overcome this challenge, function approximation
is proposed and proven to be efficient with many practical
successes. Following similar attempts in MDP, we aim to
approximate the (J-value functions for the MGs considered
in this work by a class of functions 7 = F; X --- X Fg
where Fj, C (X x A x B — R).

For f € F, a NE can be induced and the corresponding
policy /5 of the max-player is defined for all (z, k) as

(@) = argmax,,c o, mineas p”f (@, )0

The induced value function for all (x, k) is then given by
Vin(z) = max,ea, mingea, w i (x,-).

Moreover, for a fixed max-player policy 1 and a function
f € F, the induced value function of the best response of
the min-player is defined for all (x, k) as

Vfuh(‘r) = minVEAB Mh(x)Tfh($a Yy ')V~

This is mainly for the min-player to choose her policy, given
the max-player’s policy . Details can be found in Sec. 3.
As common in Perolat et al. (2015); Jin et al. (2021b); Huang
et al. (2021), two types of Bellman operators are defined as
(ﬁbf) (.73, a, b) = [Th + thfah-i'l] ($7 a, b)7
(ﬁz“f) (l’, a, b) = |:Th + thﬁh+1:| (SL’, a, b)
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The corresponding Bellman residual are denoted as
En(fiz,a,b) = E(f", [ 2,a,b)
= f"(x,a,b) — (Thf)(z, a,b);
& (fiw,a,0) = EX(f", [z, a,b)
= f"(z,a,0) = (T} f)(,a,b).

Sometimes the state-action pair (z, a, b) may be replaced
with a trajectory ¢ = {(z"", a™ ,b"" | #"" )} _ | which indi-
cates that the corresponding state-action pair at step h, i.e.
(2", a”, b"), is taken as input.

2.1)

Recent advances show that RL with function approximation
is, in general, intractable without any further assumption
(Krishnamurthy et al., 2016; Weisz et al., 2021). It is thus
common to adopt additional assumptions over the function
class in the literature on general function approximation
in MDPs, especially the realizability and completeness as-
sumptions (Wang et al., 2020; Jin et al., 2021a; Dann et al.,
2021). As MGs are natural extensions of MDPs, the gener-
alized realizability and completeness assumptions are also
adopted in this work. Note that Assumptions 1 and 2 are also
required by other recent works on MGs with general func-
tion approximation (Jin et al., 2021b; Huang et al., 2021).

Assumption 1 (Realizability). For the Nash equilibrium, it
holds that Q}, € Fy,Vh € [H]. Moreover, for any f € F,

it holds that Q"' € F,,Vh € [H].

The realizability assumption states that the function class F
is large enough so that it contains the -value function of
the NE and also the Q-value function of any induced policy
and its best response.

The completeness assumption is more restrictive where the
main drawback is that completeness is non-monotone, mean-
ing that adding one function into F may violate the assump-
tion. However, it is the key to handling the variance of
sampling in the literature and analysis without completeness
seems very challenging.

Assumption 2 (Completeness). For any f,g € F and the
induced policy py, it holds that T)'' g € F,,Yh € [H].

Additionally, the following boundedness assumption' is
considered, which is natural for bounded rewards and a
finite episode length.

Assumption 3 (Boundedness). There exists 3 > 1 s.t.
f(x,a,b) € 0,8 —1],Y(f, h,x,a,b) € F x [H] x X x
A x B.

3. Algorithm

The proposed Conditional Posterior Sampling with Booster
algorithm is presented in this section. “Conditional”

'(B—1) is usually assumed to be either 1 or H in the literature.

refers to the design of ¢(f"|f"*1,S;) (the denominator
in Eqn. (3.2)), which allows us to use the true Bellman oper-
ator Ty, in the analysis even though we do dot know it in the
executed algorithm. “Booster” is a synonym for exploiter
(Jin et al., 2021b) in the context and refers to the asymmetric
structure as the second agent aims to assist the main agent’s
learning. Another reason is that when we wrote this paper,
one of the authors had a fever due to the booster vaccine,
and another author tested positive for covid.

Algorithm 1 Conditional Posterior Sampling with Booster

1: Input: function class: F, learning rate 7, horizon 7', prior
parameter \.

2: S is initialized to be empty.

3: for Staget =1,...,7 do

4:  Main agent: u; < Main(F,n, S¢—1,T, N\);

5:  Booster agent: vy < Booster(F,n, St—1, e, T, \);

6:  Execute the policies (u¢,v:) and collect the trajectory
(zi,ai,b8,78, -z af b, rfT) to obtain S;.

7: end for

3.1. Overview

The existing algorithms with frequentist guarantees are con-
fined to OFU-based algorithms. Algorithmically, these algo-
rithms typically maintain a confidence set C whose compo-
nents are empirically consistent with the Bellman equation
so far. Then, an optimistic function f € C is selected to
approximate the true value function through some optimiza-
tion subroutine (Jin et al., 2021b; Huang et al., 2021). In
contrast, the posterior sampling algorithm starts with a prior
po(+) over the function class F and collects trajectories to
compute the likelihood; they together lead to a posterior
distribution p(-) over F. Then, a function is sampled from
the posterior distribution to approximate the target. In ad-
dition to the difference in algorithm structure, the analysis
techniques for the posterior sampling algorithm are also
different, particularly due to the lack of explicit optimism
from the planning step.

A frequentist theoretical guarantee of posterior sampling
algorithms has been lacking for a long time, even in the con-
text of contextual bandit. Recently, Zhang (2021) and Dann
et al. (2021) show that adding an extra optimistic term can
lead to frequentistly optimal posterior sampling algorithm
in contextual bandit and MDP, respectively. However, in the
MARL setting, the multi-agent nature leads to complicated
statistical dependence across the players. In particular, in
addition to the environment, the agent will also be affected
by other strategic agents. Therefore, the situation is more
complicated even in the two-player case and the algorithms
designed for MDPs cannot be directly extended to MGs. To
overcome this issue, inspired by Jin et al. (2021b); Huang
et al. (2021), we leverage the innovative asymmetric struc-
ture to pick the max-player and the min-player as the main
agent and the booster agent, respectively, where the booster
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agent, as the name suggests, aims to assist the main agent’s
learning.

Our algorithm is summarized in Algorithm 1 where the
main agent’s algorithm and the booster agent’s algorithm
are given in Algorithms 2 and 3, respectively.

Algorithm 2 Main(F,n, D, T, \)
1: Draw f ~ p(-|D) where the posterior is given by Eqn. (3.3);

2: g (x) = argmax, e , Minveay w' P (x,-, )v,Y(x, h);
3: Return py.

3.2. The Main Agent

The main agent’s goal is to learn a e-close policy for the
max-player, i.e., V*(z!) — V#T(z2!) < e. With function
class F available, she aims to find a function f € F to
approximate the Nash @)-value function, i.e., Q*, which can
be used to solve the Nash policy via the minimax equation.
The following optimistic prior and temporal difference error
likelihood are carefully crafted to induce a desired poste-
rior distribution over F, which is further used to sample a
suitable function f.

Optimistic prior. The following prior py(-) over the func-
tion class JF is adopted for the main agent:

Hpo fh

where A > 0 is a tuning parameter, and p?(-) is a distri-
bution over F,. Note that other than the standard prior
of po(f) = HhH:1 ph(f"), an additional optimistic term,
i.e., exp(AVy.1(x'), is involved in the prior, which plays
an important role of encouraging exploration for the main
agent.

Po(f) oc exp(AVy 1 ( 3.1

This prior is referred to as an optimistic one because it fa-
vors large values for the initial state. Also, technically, it
compensates for one extra term arising in the value decom-
position in Lemma 1 when the optimism is not inherently
available as in OFU-based algorithms. Similar techniques
are also adopted in the design of posterior sampling for
MDPs (Dann et al., 2021) and contextual bandits (Zhang,
2021). Furthermore, Zhang (2021) argues that in the context
of contextual bandit, such an optimistic component is neces-
sary to design optimal posterior-sampling-based algorithms
in the frequentist setting.

Also, apart from the optimism itself, the global optimism
mechanism, meaning that we only add an optimistic term
in the prior distributions at the initial value, is the key to
achieving improvement in the feature dimension for linear
MGs. We will return to this in Sec. 5.3.

Likelihood for the main agent. If we denote the history up

to the end of episode ¢ as Sy = {z", a", b", 71} 1) ne s

a likelihood over S, is specified as

exp (—Lh(fh,fh+1; St))
P(Self) H s Epnopn exp(=nLt(f", f7H158,))

3.2)
{L"(-)}H_, is a collection of squared loss functions as
t
2
LA 8 = S0 [l o) = ok = Vpa @2)]
s=1

which is a proxy to the squared 7;-Bellman error. The
likelihood in Eqn. (3.2) introduces a special denominator,
which is motivated by that for MDP (Dann et al., 2021).
We will see that the denominator is the key to handling the

variance of sampling, but that is also why we need the strong
completeness assumption. We will discuss this in Sec. 4.3.

Posterior distribution for the main agent. Given the prior
distribution and the likelihood, the posterior at the end of
episode ¢ can be naturally expressed as

Hq fh fh+1 t);

P(f[St) o< exp(AVy 1 ( (3.3)

where

ROFMY exp (—n LM (£, f2H1 S,
q(fh|fh+17st):po(f )exp (—nL"(f", "5 S1))

Egn—py exp(—nLP (7, 1 5,)

Algorithm 3 Booster(F,n, D, jiy, T, )
1: Draw g ~ p"f (-|D) where the posterior is given by Eqn. (3.6)

2: Vh(x) = l/f,g,h(m) = argminueAB :u’}r,hgh(x7 Yy ')V,V(w, h)
3: Return v.

3.3. The Booster Agent

As aforementioned, the main agent aims to learn an e-close
policy. However, given the competing nature of MGs, this
task is not feasible if her opponent is naive. Thus, inspired
by Jin et al. (2021b); Huang et al. (2021), the second learn-
ing agent is set to be the booster agent. As opposed to the
main agent, the booster agent does not aim at find her e-
close policy. Instead, her goal is to assist the main agent’s
learning. Specifically, she examines the adopted policy of
the main agent and tries to find the best response for it (since
the best response is the strongest opponent). In this way,
the underlying weakness of the main agent is exploited,
which facilitates the learning of the NE. To better illustrate
the role of the booster agent, we consider the following
decomposition of the regret:
Vlm Wt ( 1’1 ))

Reg(T) = (Z Vi(a') -
VM T( )) )

main agent
booster agent

34
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The technical advantage of involving V{**""* (2') in the main
agent part is that we can apply the value-decomposition
lemma from Jiang et al. (2017) as in Lemma 1 because
(11t v¢) is the executed policy pair for trajectory collection
(see Lemma 1 for details). In this case, the non-negative
booster agent part is zero if we can find the best response to
1 exactly. Motivated by this observation, the booster agent
keeps learning to approximate the best response to the given
max-player’s policy based on the historical trajectories so
as to minimize the booster agent part. Due to the different
goals, the design philosophy of the booster agent is different
from that of the main agent. Especially, she takes a different
but also optimistic prior (for the min-player) and a different
format of the likelihood.

Optimistic prior of the booster agent. An optimistic prior
is adopted for the booster agent, defined as

H
P (g) o< exp(=AVy ( H

(3.5)

Intuitively, the booster agent favors small values for the
initial state, which is optimistic for the min-player. The
motivation for such an optimistic prior will be clearer after
the value decomposition lemma, i.e., Lemma 2, is presented.
The reason why we only modify the prior will also be illus-
trated in Sec. 5.3.

Likelihood for the booster agent. As the booster agent
mainly focuses on approximating the best response policy
to w instead of finding NE, a different squared loss function
is specified as:

t

Z[gh(mg7 Z)bh) h -

s=1

h h h h
L,u(g ng +1§ St) = V:h+1 (xs+1)] s

which can be viewed as a proxy to the squared 7,-Bellman
error. Consequently, a corresponding likelihood can be
obtained by replacing L" in Eqn. (3.2) with L.

Posterior distribution for the booster agent. With the
prior and the likelihood, the posterior distribution for the
booster agent can be obtained as:

H
p#(g|St) S8 exp )‘VM H g ‘gh+17 St)a

h=1
3.6)
where

p6(g") exp (—nLi(g", " b))
Egnpn exp(—nLii(g", g"*1; 5t))

" (g"1g" ", 5e) =

Note that sometimes we also employ the notation
q(g"|g" Y, 1, Si) = ¢*(g"|g" ", S¢) when we need to use
the superscript h.

3.4. The Learning Process

With the main agent and the booster agent specified, the
training proceeds as the following. For each episode ¢,
the main agent first samples one f; € F according to the
posterior distribution p(-|S;_1 ) and adopts the induced Nash
policy as

Pt n(T) <= fig,,n(T) 1= argmax,c o , Minyeay w' fli(x, -,
forall (z,h) € X x [H].

Then, the booster agent samples some g; € F from her
posterior distribution p#*(-|S;_1) computed from S;_; and
1. The approximated best response is computed according
to g; and py as

Ven(T) = v, g, n(x) = argmin, e a7, pot (z, - v

forall (z,h) € X x [H].

Finally, both players execute (u¢, v¢) for episode ¢, resulting
in a trajectory (. This collected trajectory is then added to
S; and used to compute the policy for the next episode.

4. Sketch of the Main Ideas

In this section, a sketch of the main ideas is provided for the
proposed algorithm and the theoretical proof.

4.1. Value-Decomposition Lemmas

It is known that the immediate regret in one episode can
be related to the Bellman residuals in the single-agent set-
ting (Jiang et al., 2017), and this technique is well-adopted
in the literature (Jin et al., 2021a; Dann et al., 2021; Du
et al., 2021). For our setting, with regret decomposed as
in Eqn. (3.4), the immediate regrets of the main agent part
and the booster agent part can be related to the 7 -Bellman
residuals and the 7#¢-Bellman residuals, respectively, as
we show below.

Lemma 1 (Value decomposition for the main agent.). Let
W = iy and v be an arbitrary policy taken by the min-player.
It holds that

v - v

<ZEw6hf O+ V@) - Vi),

Lemma 2 (Value decomposition for the booster agent.).
Suppose that . = py is taken by the max-player and g is
sampled from the posterior by the booster agent. Let v be
taken as in Sec. 3.4. Then, it holds that

thy(ml) - Vl‘m(xl)

H
= - Z]Eu,ug}‘:(ghagh+1» ¢)+ Vglfl(xl) - Vl“’f(xl)
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We remark that these two lemmas also account for the extra
optimistic terms in the prior distributions. The proofs of
these two lemmas are deferred to Appendix E.

4.2. Multi-Agent Decoupling Coefficients

In the previous subsection, we convert the problem of bound-
ing Reg(T) to bounding the summation of Bellman residu-
als. However, the posterior distribution is more related to
the squared Bellman residuals. Therefore, we need some
structural information to relate the growth of the cumulative
Bellman residuals to the growth of the cumulative squared
Bellman residuals. To this end, the multi-agent decoupling
coefficient is introduced, which is an extension of the single-
agent version in Dann et al. (2021), as follows.

Definition 1 (Multi-agent decoupling coefficient). Given an
MG(H, X, A, B,P,r), afunction class F, a time horizon
T, and a parameter p > 0, the multi-agent decoupling

coefficient dc(F, MG, T, 1) is defined to be the smallest
integer such that

M=
M~

e, g7 (0™,

>

1t=1

>
Il

-
o~

MmL‘

oll
> [oe et et )]

s=1

K
+77

<u i

>

3

where T, is a policy pair (5, , vy, 4.) induced by (fs, gs)
as introduced in Sec. 3.4. The set of these distributions
induced by f,qg € F is denoted as Dr.

Equipped with the multi-agent decoupling coefficient, it
remains to bound the cumulative squared Bellman resid-
vals 020 [Ex &7 (902", a” bhﬂ2 by connecting it to
the likelihood LZ i (g", th S¢—1) used in the posterior
distributions. '

4.3. Connection to Likelihood

We focus on the main agent and the booster agent is similar.
We consider the L" (g, g*1; ¢,) (when we only evaluate
the loss with only one trajectory, we directly use the notation
(s). Taking expectation, we have

[Er.En(ge 2", a", bh)]2 + 02,

4.1)
where o2 is the expectation of (75, f"+1 (2 al bh) — 7 —
Vinr1(z871))? or the variance, which is hard to deal with.
However, the denominator in the likelihood allows us to
rewrite the algorithm by replacing L" (gl g"*; ¢,) with
the following excess loss:

Eﬂ'sLh(gt y g h+1’ Cs)

ALh(fh fh+1.<- ) = Lh(fh fh+1§Cs)
— (T (ah, ah bty — ot — Vi (2 h1y)2,
(4.2)

whose expectation is the desired [Er & (g:; 2", a”, b")] %,
After resolving the issue of variance, the analysis follows
from the online aggregation techniques. However, the com-
pleteness assumption is required to analyze the introduced
denominator (see the proof of Lemma 11 and Lemma 17).

4.4. More Intuition

We emphasize that the feature of the self-play setting that the
learning agent can control both the max-player and the min-
player plays a central role in the algorithm design and anal-
ysis. This allows us to decompose the regret into two parts
as in Eqn. (3.4) and further employ the asymmetric struc-
ture to handle two parts. The analysis in the single-agent
case essentially relies on the Markov property of transition,
(conditional) sub-Gaussianity of the noise of transition, and
the fact that the regret in one episode is upper bounded by
the sum of Bellman residuals. We note that both the main
agent and the booster agent retain these properties sepa-
rately. Therefore, the techniques from MDP can be applied
but with some additional efforts to handle the game nature.

4.5. Complexity of 7

For optimization-based algorithms, the complexity of the
function class F is usually characterized through the cardi-
nality |F| or the covering number (Jiang et al., 2017; Wang
et al., 2020; Jin et al., 2021a;b; Huang et al., 2021). On the
other hand, the posterior sampling algorithm employs a prior
distribution py over F, which allows the algorithm to favor
certain parts of it. Accordingly, our theoretical result de-
pends on the complexity of F through the prior preference,
which is characterized by the following quantity.

Definition 2. For a policy iy, f € F and for any function
g € Fni1, we define

Fil(e,g) ={g € Fn:sup, 4 |€,7 (9,952, 0,b)] < €},

containing the functions that have small 7;5 ! -Bellman error
against g’ for all state-action pairs. We then define

Fu(e) = supger > I (1/pG (Ff(e,9"1))

h=1
and
K(€) = supper fipy(€).
Under Assumption 2, it is assumed that x(e) < oo, which
is supported by the following two specific examples.

For the finite function class with completeness, with a uni-
form prior p2(f) = 1/|Fx|, we have

H

k(e) < Zln | Fn]

h=1

= In|7],
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due to the realizability assumption. For an infinite function
class, by replacing |F| with its covering number, similar
result can also be ontained.

For a d-dimensional parametric models 3, = {gg € R? :
0 € Qp} where §, is compact, we can generally assume

. 1 / _
that sup, In P CR T E] < dlIn(c'/e) for some con
stant ¢ depending on the prior. If we further assume that gy
is Lipschitz in 6 (e.g., linear MG (Xie et al., 2020)), then

we can assume that In ———+1——— < ¢codIn (¢ /¢) for

AT g = 0l (e/o
some constants ¢y and ¢; depending on the prior and the
Lipschitz constant L. In this case, we have

k(e) < coHdlIn(cq /fe).

5. Main Results

In this section, we state the main theoretical result of this
paper and interpret it using several examples.

5.1. Theoretical Guarantee

We now provide an upper bound for the overall regret.

Theorem 1 (Overall regret). Let Assumptions 1, 2
and 3 hold. If nf% < 0.5 and A\3?> > 1 hold,
and let de(F,MG,T) be an upper bound for the
sup,, <1 de(F, MG, T, ), and we further take \ =

Tr( L)

m, n= ﬁ, then, it hOldS that

EReg(T) < O (5\/ de(F, MG, T)H(%)T +de(F, MG, T)) .

Notably, if the multi-agent decoupling coefficient is prov-
ably small, Algorithm 1 admits a v/7-regret. According
to the decomposition in Eqn. (3.4), Theorem 1 can be es-
tablished once we can bound the main agent part and the
booster agent part.

Theorem 2 (Bound of the main agent). With the same con-
ditions as Theorem 1, it holds that

T
Z]Estfl]EftNPt]Egtwpgt [Vl*(xl) — v (xl)]

t=1

<0 (ﬁ\/dc(]-‘, MG, T)n(%)T + de(F, MG, T)) .

We then turn to the booster agent and provide an upper
bound for the regret induced by approximating the best
response policy.

Theorem 3 (Bound of the booster agent). With the same
conditions as Theorem 1, it holds that

T
> s BBy [V (@) = VI (2]

t=1

<0 (ﬁ\/dc(f, MG, T)x(8/T)T + dc(F, MG, T)).

The detailed proofs can be found in the appendix.

5.2. Bounds for the Multi-Agent Decoupling Coefficient

In this subsection, we provide several examples whose multi-
agent decoupling coefficient is provably small. The proof
can be found in Appendix F.

Linear MG. The first example is the MG with linear
function approximation (Xie et al., 2020). In this case,
there exists a feature map ¢(z,a,b) € R? and it holds
that r"(x,a,b) = o¢(z,a,b)" 0" and P*(2'|z,a,b) =
é(x,a,b) " pp,(x") for some unknown 67 € R? and yuy,(-) €
R? satisfying max{|| 0% ||, [|unl/} < V/d. We have the fol-
lowing upper bound for the multi-agent decoupling coeffi-
cient.

Proposition 1 (Linear MG). For a d-dimensional MG with
Fn = {on(,-)T0" : ||0"| < (H +1— h)Vd} and
lo(z,a,0)|| < 1,Y(z,a,b) € X x A x B, then for all
w < 1, it holds that

de(F, MG, T, ;) < 2dH(2 + In(2HT)).

Note that Jin et al. (2021b) considers a more general setting
of linear function approximation whose multi-agent decou-
pling coefficient is also provably small due to Proposition 3.
Also note that as a special case, tabular MG is a linear MG
of dimension d = | X||A||B].

Generalized Linear MG. We then consider the generalized
linear MG. In this case, we have (f" — T}" fo11)(z,a,b) =
o(¢(x,a,b)T6") for any 1 induced by some function in
F and f € F where o is differentiable and strictly in-
creasing. We further assume that o’ € (c1,c2) and
max{||¢(z, a,b)|, ||6"||} < R for some ¢y, cz, R > 0.
Proposition 2 (Generalized Linear MG.). For a generalized
linear MG, with F = {(x,a,b) — o(¢(z,a,b) "0 : |0 <
H+/d}, then for all i < 1, it holds that

de(F, MG, T, ) < 2dH(c3/c?)(2 + In(2HT)).

We can also derive an upper bound for the multi-agent de-
coupling coefficient through multi-agent Bellman Eluder
dimension introduced in Jin et al. (2021b).

Proposition 3 (Reduction to multi-agent Bellman Eluder
dimension). Let Il = Dr be the set of probability mea-
sures over X x A x B at each step h obtained by following
(f,vyg) for some f,g € F. If for all e > 0 we have

dimBE(}'7H,e) < Eln(l/e),

then for all n < 1, the multi-agent decoupling coefficient
satisfies:

de(F,MG,T, 1) <41+ In(T))EH.
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Similar to the single-agent case, the multi-agent decoupling
coefficient exhibits an additional factor of H due to the for-
mulation of summation over all steps instead of maximum
as in the multi-agent Bellman Eluder dimension case. This
formulation can offer advantages when the complexity of
the function class varies with time steps i. Combining this
with Theorem 1, the regret bound of our algorithm matches
that of OFU-based algorithms. However, we do remark that
the results of Jin et al. (2021b); Huang et al. (2021) are in a
high-probability fashion, which is stronger than the bound
in expectation.

5.3. Interpretation of Theorem 1

We now illustrate Theorem 1 by concrete examples. The
first example is for the finite function classes.

Corollary 4 (Finite function classes with completeness).
Let F be a finite function class satisfying Assumptions I,
2 and 3 with 8 = 2. Assume that the prior is uniform
ph(f) = 1/|Ful, and | F| = T15—, | Fn|. Withn = 0.1 and

_/ Th|F]|
A= m, we have

EReg(T) = O(v/de(F, MG, T)T In(| FJ).

Note that it is straightforward to generalize this result to
the infinite function classes by replacing the cardinality |F|
with its covering number N (F,¢) with an appropriate
choice of e. We then illustrate Theorem 1 by considering
the MGs with linear function approximation.

Corollary S (Linear MG). For the linear MG, if we assume
that the prior is uniform, we have k(e) = O(HdIn(1/e)).

Withn = %3 and X = Tre(H/T7)

T +mEHT)) We have

EReg(T) = O(H?dV'T In(HT)).

Compared with Xie et al. (2020), our algorithm improves the
regret bound for linear MGs by a factor of v/d. We remark
that the improvement is mainly due to the global optimism
mechanism instead of a step-wise one. Specifically, we
add an optimistic term only in the prior distributions at the
initial value as in Eqn. (3.1) and Eqn. (3.5). On the contrary,
OMVI from Xie et al. (2020) establishes optimism at every
step (see lines 8 and 9 of their pseudo code). The main
bottleneck is that due to the temporal dependency, OMVI
needs to construct uniform concentration for the optimistic
bonus function at every step, whose covering number leads
to the extra v/d factor. See Eqn. 5 and Lemma 18 of Xie
et al. (2020) for details.

Recently, Xiong et al. (2022) adopt the dataset splitting trick
from MDP (Xie et al., 2021) to resolve this issue in the
offline setting where the trajectories are independently col-
lected by some behavior policy. However, their technique

cannot apply directly in online setting as the policy used to
collect new trajectory depends on the history. Also, we re-
mark that while the OMVI is also computationally efficient,
both our posterior sampling algorithm and GOLF of Jin et al.
(2021b); Huang et al. (2021) are only information-theoretic.
Therefore, it remains open whether we could close this gap
by designing computationally efficient algorithm.

6. Conclusion

In this paper, a self-play posterior sampling algorithm is pro-
posed for two-player zero-sum Markov games with general
function approximation, which is the first to the best of our
knowledge. A new complexity measure, multi-agent decou-
pling coefficient, is introduced to characterize the complex-
ity of function class. Rigorous theoretical analysis showed
that the proposed algorithm could achieve comparable re-
gret bounds compared with other OFU-based algorithms
for problems with low multi-agent decoupling coefficient,
which extends the results in the single-agent RL.

As existing algorithms with general function approxima-
tion are computationally inefficient in general, one impor-
tant direction for future works is to design computationally
tractable algorithms for MGs (and MDPs). Another interest-
ing open question is how to extend the posterior sampling
algorithms for general-sum Markov games.
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A. Equivalent Algorithms

We will consider a slightly more general posterior sampling algorithm with an extra parameter a € (0, 1]. We recall that the
posterior defined in Eqn. (3.3) is

H
p(f1S¢) oc exp(AVy1(z")) T a(f"1 £, Sh),
h=1

where
pi(f") exp (—nLM(f", f7+1S,)

h| ph+1 S,) = .
S = g exp (LR (P, 777 5,)

Equivalently, we may consider the excess loss
AL, PG =(fM (2,0, 00) =18 = Vi (z “1))2
— (T " (2 a0y — P — Vi (2871))2, (A1)

R A I é

where we employ the notation that (s = {[z", a”, b, rh]}E_ . We then define the potential function as

t—1
O (f) =—Inpf (f) +and_ ALM (£, F"7:¢)

o=t - (A2)
+ aln]thNpg exp (—nz AL" (fh, frr Cs)) )
s=1
where o € (0, 1] is the extra parameter to facilitate the proof. We also define
Afi(ah) = Viala') = Vi ().
Then, we obtain a generalized posterior distribution on F:
Pe(f) o exp ( Z(I)h + /\Afl(acl)> , (A.3)
where it is equivalent to the posterior given in Eqn. (3.3) when o = 1.
We then recall the posterior distribution of the booster agent defined in Eqn. (3.6) is given by
#(g]S¢) o< exp(=AVy ( H " (g" 19", Sh),
h=1
where N ,
S5 = (g") exp (—nLh (g™, "1 5,))
Egnpn exp(—nLi:(g", g" 15 Sp))
Similarly, we define the excess loss for the booster agent:
ALy (9", g" ¢ =(g" (2, af, bY) — i — Vg’zﬂ(w”“))2 "
— (Ta'g" M (@, al 00) — vl = Vi (i th)>2. '
and
Agy(at) = V{1 () = Vi (ah),
and use the following notation (with slight abuse of notation) for the potential function:
t—1
O (g, ) = —np (g") +and_ ALE (g%, 9" ¢)
s=1 (A.5)

-1
+alnEg. nexp (—17 Z ALZ (Qh, "t Cs)) ,
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since the analyses for Algorithm 2 and Algorithm 3 are separate so the meaning of ®/(-) will be clear from the context.
Finally, we obtain a generalized posterior function for the booster agent:

P (g) o< exp < Z@ (g, p +)\Ag#( )) ) (A.6)

The main motivation to use AL" (") (ALZ(-)) is that the variance will be cancelled during our theoretical analysis as it
is equivalent to the case where we know the Bellman operator. This is possible because the novel denominator term is
introduced in the likelihood as in Dann et al. (2021).

B. Useful Lemmas and Additional Notations

In this section, we provide several useful lemmas and additional notations that are useful later. We start with the following
definitions. First, we further define a quantity similar to Definition 2, which will be used for the analysis of the main agent.
Definition 3. For any [’ € Fy11, we define the set

Fnle, f)) = {f € Fu: sup |Ex(f, [ 2,a,0)] < €}

z,a,b
containing the functions that have small Ty-Bellman error against ' for all state-action pairs. We then define the quantity

= sup Zln fh+1))

fery,

which is the probability assigned by the prior to functions that approximately satisfy the Bellman equation w.r.t. f for all
State-action pair.

Note that %1 (¢) < x(€) because

A 1 =l 1

k1(€) = sup In < sup sup In _ (o)
Sp ) e gy S SRR D I s

Definition 4. For o € (0, 1), we also use the notations:
Al (€)= (1= a) B gl (Fale, £77) 7207,
and k7 (1,¢) = lim,_,1- k" (a, €) where it holds that

h
ki(l,e)= sup In——m——— < o0,
! frtleFn pg (‘Fh (67 fh+1))

and

Similarly, we define
(0 €) = (1= @) E s ponpg (F (6 F141) 7/ 07,

and KJZ(L €) = limg_yq- mﬁ(a, €), Then, it holds that

HZ(l,E) = sup hlﬁ < 00,
frrier Po(Fh (e fi)

and
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Lemma 3. For any fixed g € F and max-player’s policy | := g for some f € F, we define a random variable for all s
and h as follows:

fh ( h h+1 gs) = 2"7ALZ (ghagh—Hst) - lnEw?JrlNIP’thi},ai}) eXP( QUALh ( h h+1 Cs)) .

Then, for all h, we have

t—1
Es,_, exp (Z & (gh,gh“,(fs)) =1

A special case is that f = g where we have

ALy (f* " ¢ = AL 70 C).

Proof. This lemma is from Zhang (2005) and is also proved in Dann et al. (2021). ]
Lemma 4. Let v be a probability distribution. Then, E,, f — H (v) is minimized at v(z) x exp(— f(x)).

Proof. This is a corollary of Gibbs variational principle whose proof can be found in Van Handel (2014), Lemma 4.10. [

Using Lemma 4, we can obtain the following key lemma as used in Dann et al. (2021).

Lemma 5. It holds that

H H
Efnp, <Z Y (f) = AAf! (=) + 1nﬁt(f)> = nfEfep() <Z O (f) = AAS (') + 1np(f)> ;
h=1
H
Egpp (Z @} (g,p) — AAg), (=) + Inp}’ (9)) = infEgp() (Z — Mg, (z") +1np(g)> :
h=1

(B.1)

where we remark that the definitions of ®(-) in two equations are different.

In what follows, we derive a lower bound of LHS of Eqn. (B.1), and an upper bound of RHS of Eqn. (B.1) for the proof of
Theorems 2 and 3.
C. Proof of the Theorem 2

In this section, we provide the proof for Theorem 2. The proof provided in this section basically follows the same line
of that of single-agent RL because essentially the algorithms employ the same properties of the problem as discussed in
Section 4 and for the main agent, and the Bellman residuals is free of the min-player’s policy.

Lemma 6. For all functions f € F, we have

Byt opngfanan o AL (£ 750,6) = (€ (fiakalt 00))
and )
h (¢h phtl 2 _ 4P h
E bt (o oy AL (1 F1416)" < = (n (fialal b))
Proof. We define the random variable
Z = Mg, ag, b)) — vl = Vip (@),

Let E be conditioned on [z”, a”, b"

s§77sy s

]. Then, the randomness is from the state transition and we have
EZ = &,(f; 2", al, o).

We also have
ALMf" " () = 2° — (2 - EZ)*.
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and
E[Z%? — (Z —EZ)?} = EZ? —var(Z) = (EZ)? = (En(f; 2", al, b1))2.

Also note that Z € [~ 3,8 — 1] and max Z — min Z < f3 if it is conditioned on [z”, a”, b"], this implies that

§717s1 s

E(Z? — (Z -EZ)?)* < —B*(EZ)>.

Q| W~

Lemma 7. If the learning rate 1 is sufficiently small such that n3? < 0.8, then for all functions f € F, we have
lllExFlNPh(.\xg,ag,bg) exp (—T}ALh (fh, fht1 Cs))
< ExQ+1NIP’h(~|mQ,ai},bg) eXp (_UALh (fh7 fh+1a CS)) -1
< ~0.259 (& (f320al 1))

Proof. Withn3? < 0.8, forall f € F, we have
—nALM(fM, ¢ <08

This implies that
exp (—nALM(f*, [ ¢)
< 1—pALM(f" P C) + 06T AL (FR S G2,

where we use the fact that 1(z) = (e* — 1 — z)/z? is increasing in z and 1/(0.8) < 0.67. Therefore, we have
In ]Exéa#rlwph(.lx?’a?bg) exp (—nALh (fh’ fhtt Cs))
< ]Ez’;+1~zph(.|zg,ag,bg) exp (_”ALh (fh’ i, Cs)) -1
S E ntt g g an piy — DAL [P G) +0.6T2 AL (f", f4,¢)°
< —0.25n(En (", 1712
where the first inequality is because In z < z — 1 and the last inequality is because Lemma 6 and (%nb20.67) < 0.75.

Lemma 8. It holds that

lgf ]EstflEf"’p(')

H H
Z(I)?(f) —AAf? (a:l) +lnp(f)] < e +dan(t —1)He* — Zlnpg (Fn (6,Qh4q)) -
h=1

h=1

Proof. Consider any fixed f € F. For any fh e Fh that depends on Ss_1, we obtain from Lemma 7 that

~ ~ 2
Be. exp (—nAL" (7, 140,¢,)) =1 < 02508, ((z.0) = Taf" (2, a,b)) < 0.
We let .
Wth = ]EStEpr(.) In thNpg exp (77 Z ALh(hoa fh+1a Cs)) ’

s=1
and recall that

pe(f") exp (*n S AL (fh, e Cs))
Efppexp (- i AL (L 06))

@t (7177 80) =

‘We have

R exp (—nist AL (1 116 )
We—Wi i =Es.Erope) ln]thN h

Po ]Ef/Np(’; exp (_77 Zj;ll AL (f/7fh+1,<t)) exp (—nALh (ho’chrl’CS))
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= IESsEf~p(-) In th,\,q‘};(,‘chrl’SS_l) eXp (_UALh (fh7 fh+17 Cs))
< ES Epr() (E ol (-] frH1, S, )exp (—nALh (fh7fh+17<8)) _ 1) <0

where we use Inz < z — 1. By W(? = 0, we know that

t
W =W+ wh-wk ] <o,

s=1

equivalently,
t
EStEfNP(') lnthNPg exXp <_nz ALh(fha fh+17 CS)) S 0
s=1

This implies that for any p(-), we have

H
Es, 1 Efup() [Z ) (f) = AAS! (=) + 1np(f)]
h=
1 H t—1
=Es, \Epop(y |—AASY (1) +an ) Y ALY (17 ¢
h=1 s=1

H t—1
) ; p(f)
+ahglln]th~pg exp (nZALh (fh,f“l,cs)) +1n po(f)]

“AAf (2 —l—ZanZ (&n (f;2,a,5)” +1n p(f)],

<Es, ,Eso
1=f~p() po(f)

where we use the definition of the potential function in first equality. Since p(-) is arbitrary, we can take f" € F,(e, Q1)
for all h € [H]. We then have

|fh(a:,a,b) - QZ(xaa7b)| = ‘fh(x7a” b) - TQZ+1($,a,b)| < €,
forall (z,a,b,h) € X x A x B x [H]. Then, we have

[En(fr2,0,0)] < |f" (@, a,b) — Q5 (w,a.b)] + sup Vi (2) — Vi ()] < 2,

where we use ot
* / . . *
Vinr(a) = Vi ()] = [supinf D, , f*7(2") — supinf D, , Q11 ()]
w 3

< supsup Dy, (S (@) = Qhya (2))] < e,
o v

where the first inequality is because of
|inf f —inf g[ <sup|f —g|.
A A A

By taking p(f) = po(f)I(f € F(¢))/po(F(€)), with F(e) = [ ], Fn(e, Q5 ), we obtain the desired result. O
Lemma 9. [t holds that
H
E s (r) mpe(f) 2B s, mpy(f) + (1= a)Epp, Y Iy (f*)
h=1
o H
25 2 B e (£ 117) (€.1)

H

+ (1 —-0.5a)Efp, Inpy (fl) +(1-a) ZEfNﬁt Inp; (fh) :
h=2
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Proof. To show the first inequality, we just subtract all terms of RHS from LHS to see that it is a KL-divergence which is
non-negative. The second inequality is equivalent to

H
Efp, npe(f) > 05Epop, npr (f1) + 0.5 Epop, Inpe (£, 7).
h=1

This follows from

H
0.5E s, Inpy(f) > 0.5 Epp, npy (", f"*") I(his a odd number )

h=1
and
H
0.5E fp, mPy(f) > 0.5E up, Iy (f1) + 0.5 By, Inpy (£, f+1) I(h is an even number )
h=1
which is a result of the non-negativity of mutual information. O

Lemma 10. It holds that

H
Es, \Ef~p, (Z OF(f) = AASf (21) + 1nﬁt(f)>

h=1

> Est—lEfNﬁt

“AASY (1) + (1 - 0.50) In N (fl)]
Po

o (f1)
A
EH: Es, ,E [ tii ALM (7, 11 ¢) +1 pe (" ) 1 (C2)
+ 0.5 o Erep, 2 ’ )+
Z allg f~p 775:1 npg (fh)pg-‘rl (fh+1)
By,
H t—1

+ Z Es,_ Ef~p,
h=1

_ L p chrl
alnEz nexp <—nZALh (fh7f}+1’<5)> +(1-—a)ln pgig(f’”)l)} )

s=1

Ch

Proof. We use the definition of the potential function and apply Lemma 9. The desired result follows from some calculations.

O
Lemma 11. Ifn3% < 0.4, it holds that
A > —)Egs, Ef,p, AL (), (C.3)
t—1 9
By, >0.25an Y Es, Ejup Er, (En (f;2,al,bl)) (C.4)
s=1
Ch > —ame(2b + €)(t — 1) — k2 (a, €). (C.5)

Proof. The bound of A comes from the non-negativity of KL-divergence and « € (0, 1]. To prove the lower bound of By,
we define

5? (fh7 .fh+1a CG) = QUALh (fh7 fh+17 Cs) - lnEerHNph(.‘wQ,aI;’bg) exp (_277ALh (fha fh+17 Cs)) .

Then, for all h € [H], we have

t—1
Es, , exp (Z &b (1, f"*%@)) =1,
s=1
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according to Lemma 3. Then, by Lemma 4, we have

t—1 N h fh+1
E ~Pt - g ha h+1a s +1In bt (f 7f ) ]
g | 2 6 NI G) i e
t—1 h fh+1
inf By el (fP P ) 4 In p(f f )
S ;é; UL P (F)pg ™ (1)

t—1
= — lnthNngfh+l~pg+l exp <Z 52 (fh, fh_H, Cs)) ,

s=1

where we use the fact that Lemma 4 implies that the inf is achieved at

-1
p (" ) ol (f") i (£ exp <Z gh (fh7fh+17ﬁs)> ,
s=1

and the expectation is equal to

= Sl gh(ph pht
eXp S= é-s f 7f 7<S
—Bp(pn priny E Es(fhafh+l7§s)+Ep(fh,’fh+1)1n ( 1 (c ) — _lne
s=1

where ¢ = Epn pnE i1 ne1 exp (Zi: g (fh, fhr, Cs)> is the normalized constant. It then follows that

t—1 o eh phtl
Y Dt f 7f
Est—l]EfNﬁt [21 _52 (f} 7fh+1> CS) +1n pg (fh<) pgﬂ (f2+1)‘|

t—1

> —E&fl lnth,Nngf’L+1Npg+1 €xXp <Z g? (fha fh+17 Cs))
s=1

>

t—1
— ln]E.fh'Nngf}L+1~pg’+lEst—l exp <Z g? (fh, fh+17 Cs)) =0,

s=1

where we use the above result in the first inequality and use the convexity of — In(+) in the last inequality. We then have

pe (F7, 1) ]

t—1
By =0.50Es, ,Epp, (1Y 2AL" (f*, f"*1.¢,) +1In

= pe (7 gt ()
t—1
> 0'5aESt—1E4f~ﬁt Z —In Ex2’+1~IPh(<|mQ,aQ,bg) exXp (—QnALh (fh’ fh+1a Cs))
s=1

t—1

1
> —0.504772 i(fh(f;x?,aﬁ, )2,
s=1

where we use the definition of ¢/ ( fh et Cs) in the first inequality and we use Lemma 7 in the last step.

‘We now turn to the lower bound of C},. We have

=1 . B (fh+1)
Ef"‘ﬁt alnthNpg €Xp _UZALh <fh’fh+17<s> +(1 —OZ) In
s=1

: o - h(Fh phtt p" (")
Z(l—a)lﬁfEprh EIHEJF}LNPQ@XP —TI;AL (f o f 7<s) +In

ot ()

-1 —a/(1-a)
=—(1-a) lnthHNpgﬂ (th~pg exp <—nZALh (fh7 fht <8)>> 7
s=1
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where we use the fact that the inf is achieved at

-1 —a/(l-a)
ph (fh+1) x p(})H-l (fh+1) (E‘fhwpg' exp <nz ALh (fh7 fh+1, Cs))) )
s=1
We now consider a fixed f* € Fj, (e, f#+1). It holds that

[ALP (£, f77 )| < (& (foal ) +28 |6, (28, al)] < 28+ ¢)
To show this, we recall the definition

AL (fh,fh“;cs) (fh (xs,as,bg) S (x h+1))2
o (7-hfh+1 (xg7as7b?) - ’I’ Vf h+1 ( b )) )

and we subtract and add T, f**1 (2", a”) inside the first term to obtain

ALM(F*, 7 G) = En(foat, al)® + 28n(f, 28, ) (T f1H (2l al) — rd = fP7 @),

It follows that

t—1
E phply XD (—nz ALM (f", f’l“,CS)) < w5 (Fn (e, f"11)) exp(=n(t — 1)(28 + e)e).

Thus, we have

Ch > aBs,, InE s nap (Fr(e, f17)) exp(=n(t — 1)(28 + e)e)
= —ane(2B+€)(t — 1) + aEs,_, InE ;.11 napf (Fale, f17)
> —ane(2 + €)(t — 1) — 57 (o)

where we use the definition

—a/(l-«
kMo, e) = (1—a) lnthHNpgﬂpg (Fn (e,th)) f=a)

We are ready to prove Theorem 2.

Proof of Theorem 2. Let m; denote the distribution induced by p; x v4 and define

t—1

2
5? = )‘gh(ft;l'?va?a b?) - 0~2504772Ews (gh(fﬁx?»a?’ b?)) :

s=1

Then, we have

T

A2
> Es, \Efinp Eg,pit E¢oom, Zah < —dc(]-' MG, T,0.25an/\).
t=1 h=1
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For arbitrary v; induced by pif, and g;, according to the value-decomposition Lemma 1 we have

H
ESt—lEftht gtwp“‘/\(vl ( ) ‘/1%7% (1‘1)) - EstflEftNﬁtEgtNﬁ:‘t ECtNm Z 5th
h=1
H t—1 9
< _AESt—lEftNﬁtAftl (xl) +0.25am Z ZESt—lEftNﬁtEﬂs (gh(fﬁ $?7 a?v b?))
h=1s=1
H H
<Es,_,Efp, (Z Oy (f) = AAS (21) + lnmf)) +ane(26+€)(t = DH + Y ri(ae)
h=1 h=1
H H
=Es,_, infEy, (Z BL(f) = AAS () + 1np(f)> +ane(2 +)(t = DH + Y s (a,¢)
h=1 h=1

< Ae+ame(e +4e+208)(t — 1)H Zlnpo (6,Qh41)) —l—Zfﬁlae

where the first inequality also uses the definition of A f!(21); the second inequality comes from Lemma 10 and Lemma 11;
the equality is because Lemma 5, and the last step comes from Lemma 8. Summing over ¢, we obtain that

T
ZESt—l]Eft"‘ﬁtEgtNﬁgt (Vvls< (xl) - Vlut’yt (‘rl))
t=1
1 ( A
<eT+/\an(56+2ﬁ) Hf—ZInpO (€,Qh41)) )\Zn a, € +—dc(.7-' MG, T,0.25an/))

< O(B\/de(F,MG,T)x(B/T?)T + dc(]—‘, MG,T)).
Here in the last step, we first let « — 1~ and note that

—1npg (]:(6, Q;+1) < ’{}f(lve)a

H
—Zlnpo (6,Qhq) + Zﬁ’f(l,e) < 2x(e).
h=1
Then, we take € = %, A= %, and 7 = ﬁ. This concludes the proof. O

D. Proof of the Theorem 3
In this section, we provide a proof for Theorem 3.
Lemma 12. For any max-player’s policy j and all functions g € F, we have
Ew?“fvph('|$?7a?7b';)ALZ (gh’gh+1’ Cq) (5# (97 Ts asvbg))
and
4p? )
EngrlNIP’hHmQ,aQ,b.’;)ALZ (gh7gh+1a Cs) < 7 (SH (,97 J)’ a bh))
Proof. The proof of this lemma only employs the Markov property of the transition and the range of function g € F. By
replacing the notations in the proof of Lemma 6, we conclude the proof. O
Lemma 13. Letting n3? < 0.8, then for all functions g € F and any max-player’s policy 1, we have
B0 g far,an o) 5P (0L (9", 9", C5))
SEpbit o ar o) 5P (1AL (6", 6", 6)) — 1
< —0.25n (& (f,ac al bh))
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Proof. The proof of this lemma only employs the range of function g € F. By replacing the notations in the proof of
Lemma 7, we conclude the proof. O

Lemma 14. It holds that

Es, \Ef~p, 1anEng() lZ@ gy ) — /\Ag}” (3;1) +1np(g)]
h=1
H

e DS, By S (77 e 011)
h=1

Proof. Consider any fixed g € F. For any §" € F” that depends on S,_; and t.» and for any p ¢ we obtain from Lemma 7
that
2
E¢, exp (—nALZf (gh,gh"'l, CS)) — 1< —-0.257E, (gh(ama) — ﬂl“fghﬂ(x,a, b)) <0.

We now fix some ¢. For all s < ¢, we define

Wgh = ESS]EfN;[)t+1Eg~p(‘) lnEghwpg €xXp < Z AL“f ~h7gh+17 C/)) ’

and recall that

(3" )exp( Nyl ALY (3" h“v(fs))
E§/~pg exp( nzt ! ALh (§I7gh+1’CS)) .

at (7" 1 9" g, Seca) =

We have
W Wh 1= ES Ef~Pt+1( ) InkE- Ghmegh (|gh g, Se_1) €XP (—UALZf (ghagh+1;Cs))

S Es Epp, () (Eghwh( lg"t1 s, Ss— 1)exp( nAL (9", hH’CS)) ) =0

where we use Inz < z — 1. By W(? = 0, we know that

t
W =W+ wh-wk ] <o,

s=1

equivalently,
t
Es,E¢epiir()Egapy In Egh,wpg exp (—?7 Z ALZf (gh, gh'H, §5)> <0.
s=1

Note that ¢ is arbitrary. This implies that for any p(-) and any ¢, we have

H
Es, 1 Efup () Egrp() lz O}(g, 1u5) — Mg, (=) + lnp(g)]

h=1
H t—1
= Est—lEfNﬁt(')EgNP(') 7)\Ag#1‘f (xl) +QWZZALZJ” (gh’thrl’CS)
h=1s=1
& — p(9)
+aZlnEéh,NPh exp —nZALZf (gh,th’Cs) +1In
Pt k 0 — Po(9)
< p(9)
< Es,  Efnp (1 Egap() | MG, (2 +Z“”Z (&7 (g5 as’bg)) +1np0(g)].

Since p(-) is arbitrary, we can take g" € F' (e, Q) +1) forall h € [H]. We need to show that g™ admits a small 7;"-Bellman-
residual. We have
19" (@,a,b) = Q1 (x,0,b)| = |g" (2, 0,b) = T Qpfy (.0, D) < e
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forall (z,a,b,h) € X x A x B x [H]. Then, we have
€8 (g3 ,a,b)| < 19" (z,0,b) — Q1T (@, a,b)| + sup V) 11 (2) = VIS ()] < 2€,

where we use : :
) . . ) !/
1% 1 (@) = V(@) = |H,}f Dyvg(x') = meu vQyi ()]

SSBP|D;L,V( ( ) Q}L+1( /))‘ <e,

where we use the fact that
inf f —inf g| < su —q|.
|1 1 9‘ =8 P|f 9|

By taking p(f) = po(f)I(f € F(e uy))/po(F (€, puf)), with F(e, pug) = [, fﬁf(e,QZi’I), we obtain the desired
result. O

Lemma 15. For any max-player’s policy i that is induced by some f € F, we have

H
Eypt (o) P (9) 20, pn Bl (g) + (1 — a)Eype > Il (g

H
% S Eyope gl (9", 9" ) (D.1)
h=1
H
+ (1 = 0.50)Eype Inpl (g') + (1 — ) ZEQNﬁ’Z Inpy (g").
h=2

Proof. The proof of this lemma only relies on the non-negativity of mutual information and KL-divergence. By replacing
the notations in the proof of Lemma 9, we conclude the proof. O

Lemma 16. It holds that

Est—lEftht g~py <Z (I)h )\Ag}“ (171) + ln;[)é” (9))

- P (9")
> Estfl]EftNﬁtEQNﬁf _)\Agﬂt (J,‘ ) + (1 o 0.5@)1 1,1
po (9")
A/
N h+1
(g g D.2)
+ZO50¢]ESt Erop E grplt [UZQAL gh,gh+17Cs) +In ( >< htl (gh)“)]
h=1

’
Bh

H - NTI |
o oh " (9
+ 3 Es, Efnp, By [a InEgn pp exp <—nZAth (gh’gm,gs)) +(1-a)ln M] .
h=1 =1 0

Ch

Proof. We use the definition of the potential function and apply Lemma 15 (note that it is valid for any u¢, f € F). O
Lemma 17. IfnB3? < 0.4, it holds that

A > _)\Est—lEfprt g~ph't Agut( )a (D.3)
t—1

B}, >0.25an Y Eg, Ejup By puBr (€1 (fi2l,al, b’;)) (D.4)
s=1

Ch, > —ane(2b+€)(t — 1) — Es,_,Ey, 5,5, (c, €). (D.5)
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Proof. The bound of A’ comes from the non-negativity of KL-divergence and « € (0, 1]. To prove the lower bound of By,
we define

g? (ghvgh+1a i, CG) = QUALZ, (gh7gh+17 CS) - lnEmg‘*'lwph(.h:hvah)bh) €xp ( 277ALM, (gh7gh+17 CS)) )

where p; is an arbitrary policy induced by some f; € F. Then, for all h € [H], we have
t—1
ESt—l exXp (Z 5? (ghathrl»Cs )
s=1

according to Lemma 3. Then, by Lemma 4, we have

t—1 »
Npitt [Z 75? (ghagh+17.ut7<.s) +1In 2(7 (g 9 ) ‘|
s=1

h) ph ht1 (gh+1)

t—1 h h+1
p (9" g"th)
> inf By |32 €8 (5" "4 ) + o
o 2 ph(g") pyt (g )

t—1
—In EQ}LNnggh’+1~pg+1 €exXp (Z E? (gh7 gh+17 i, <s)> )

s=1
where the last step is from some simple calculations and the fact that Lemma 4 implies that the inf is achieved by
t—1
plg", ") o (g")ps T (") exp (302, € (9" 9" e, G6)).

This implies that

b ophtl pe (f" )
Es, \EfpEyss Z (S G) I T ey

t—1

2 _Est—lEf’\‘ﬁt In EgthgEgh,+1~pg+l exp (Z g? (gh7gh+1a Mty Cs))
s=1
t—1

> — hlE’ghmpgEgh+1~p6"+1EfNﬁtESt—1 €xXp (Z g? (gh7gh+1a Mty Cs)) = 07

s=1

where we use the convexity of — In(-). With this result, the definition of B}, and the definition of £ (g", ¢" ™, 111, (), we

have
p (g gh+1) 1
i (g

By, = 0.50Es, ,Ej,p,Eq s lnzmﬂ (6" 9" ) +1 B T ()

t—1
> 0'504ESt_1]Eft~ﬁtEg~ﬁﬁt Z — 1nEm2‘+1~Ph(~|xQ,a?,b§) exp (_QHALA}L (gh,thrl7 Cs))
s=1
t—1 1
> —0. 50‘772 Est 1EfNPtE9~PME (S”t(g,xs,a’;,rg))
s=1

where we use Lemma 13 in the last step.

We now turn to the lower bound of C},. For any max-player’s policy p, we have

t—1 g
Egpn |f1 lnEgthg, exp <—UZ ALZ (§h,9h+17 CS)> +(1- a)l s ‘|
s=1

« - ho(gh ghtl p" (g")
~ +
T _alnIEg;ng exp | —n E ALy, (g g ) +In———2— =y )
s=1

Po

>(1—a)infE, n [

D h

-1 —a/(l—a)
-(1-a) InE i1, = (IE heoplt €XP <—nZALZ (gh79h+17Cs)>> 7
s=1
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where we use the fact that the inf is achieved at

-1 —a/(l1—-a)
p" (g") o pp T (o) (Eghwpg exp <—WZALZ (gh,gh“,Cs))) :
s=1

We now consider a fixed g" € F; 1 (e, g"*t1). Using the same arguments as in the proof of Lemma 11, it holds that

|ALL (g", ", ¢)| < (& (g, 2L, Q)) +2b |l (9,2 al)| < e(2b +€).

It follows that
t—1
E gh s €XD (—77 S OALE (g 9", Cs)> < i (Fh (,9")) exp(=n(t = 1)(2b + €)e)
s=1

Thus, we have
Cr > aEg, \Efp, lnthHNpgﬂpg(f,‘:t(e, ")) exp(—n(t — 1)(2b + €)e)
= —ane(2b+€)(t — 1) + aEs, ,Esp, 1nEgh+1~pg+1pg(f5t(e, g"thy)
> —ane(2b+€)(t — 1) —Eg, | Ef,p, k" (0 6),
where we use the definition

—a/(l—a)
nﬁ(a, e)=(1-a) lnIEthNngpg (]:;Lt (e,thrl)) .

We are ready to prove Theorem 3.

Proof of Theorem 3. Let m; denote the distribution induced by p; X 14 and define

t—1

2
52? —)\gut(gtvm?,a?,b ) 0250"’721}37& (gt,mf,af,b?)) :

s=1

According to the value-decomposition Lemma 2, we have

H

s s h

EStflEftNﬁt]EgtNﬁft )‘(Vlut . (xl) - Vlut T(xl)) - EstflEftNﬁtEgtNﬁf:t ECtNm Z 6t
h=1

H t—1
" 2
= —/\EstflEftht qth#t Agt 1( 1) + 0.250&77 Z ZESt—lEftNﬁteqprt]Eﬂ's (g}lLt (gt, J)?, af, b?))
h=1 s=1
H
< ESt—lEftNﬁtEgtNﬁt (Z é?(gta ,U't) - AAgﬁtl (1,1) + lnp/;t (gt)>
h=1
H
+ane(2b+€)(t —1)H + Eg, ,Ef,~p, Z ;‘izt (ay€)
h=1
H
= Est—lEftNﬁt H;f EQNP <Z g Nt AAgéffl (zl) + 1np(g)>
h=
H
+ane(26 +€)(t —1)H +Egs, Ef,~p, Z ,%Zt (o, €)
h=1
H H

< N+ ame(e+4e+28)(t — 1)H —Es, \Ej,op, Y Inpg(Fule, QD) +Es, \Epinp, Y 5, (€,
h=1 h=1
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Summing over ¢, we obtain that

T
Z Es, 1 Efinp Eginpe (Vlut’yt (‘rl) - Vlut’T(xl))
t=1

1 (T 1) "
< €T+ om(5e +2)——— H—fZESf 1Ef,wp121np0 (Fle, Q1))

T H

A
ZESt Etp, Z/ﬁm a,€) + —dc(}' MG, T,0.25an/))
Ao h=1

< O(B\/de(F, MG, T)x(B/T2)T + de(F, MG, T)).

The last step is proved as follows. We find an upper bound for Eg, | E¢, 5, Zthl Zthl K/Zt (a, €). We note that for all i,
k)t (, €) is increasing w.r.t. o with the limit £ (1,€) < k(e) < co. By monotone convergence theorem, we know that

T H T
Es, Efmp Y hip,(a,6) = Es, Ej, o, ZZH 1) =Y Es, By php () < Tre).

t=1 h=1 t=1 h=1 t=1

We also have
T

H
Es, \Efup, Y —Inpf (fh(€> ZLL)) <Es, Efinp, Y b (€) < Thile).

t=1 h=1 t=1
It follows that

T H T H
=Y Es, Epep, > Ipl(Fa(e, Qu)) + Y Es, Ejp, Y rl,(1€) < 2Tk(e).
t=1 h=1

t=1 h=1
Now we first let « — 17. Then, we take ¢ = %, A=,/ % n= 4[32 This concludes the proof. O

E. Proof of the Value-Decomposition Lemma
Proof of Lemma 1. Let ;1 = p1y and v be an arbitrary policy taken by the min-player.
Vi'(z!) = Vi (@)

H
=Y B Vin(a®) =@, 6" 6 = Vi (") + V(@) = Vit

By minDy 0 f(a") = r(z", 0", 6") = Viggr (") + Vi (@) = Via(ah)

IN

oD [ (") =" (@, a0 = Vg (@) + Vi (2h) = Via(ah)

By f"(@",a" %) — " (2", a" b") = Vijgr (") + Vi (21) = Vya(ah)

NG
=
=

En(f MO + Vi (at) — Via(at),

>
Il

1

where the first equality comes from the value-decomposition Theorem (Jiang et al., 2017) (can be verified easily by telescope

sum and VH+1 = 0); the second equality is because of the definition of 1 = 1 5 (7) = argmaxmingea, o' f(z, -, )v;
HEA A

the inequality comes from the fact that 4 = py and v may not be argmin,, D,, ./ f (x™). This decomposition accounts for

the use of an optimistic prior in Algorithm 2. O
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Proof of Lemma 2. Suppose that p1 = p is taken by the max-player and g is sampled from the posterior by the booster
agent. Let v be given by v = argmin,,, V}/'(x) for all (z, k). Then, we have:
Vit (@t) = v ()
=V (ah) = Vi @) + Vi) - Vi ()

JEH}V]D)M)I,g(:L‘h) Sl (AT L I Ve

g,h+1($h+1) + VlM’T(xl) - ‘/t(;fl(‘rl)

H
h=1
H
= ZE/‘ Lg"(z" a ) — P2l el b — Vq’fh+1(xh+1) + Vf”(xl) — Vg’fl(:rl)
h=1
H

EuwEf (9" 9", ) + Vit (ah) — VI (ah).

This decomposition accounts for the use of an optimistic prior in Algorithm 3. O

F. Proof of the Decoupling Coefficient Bounds
In this section, we provide proofs for the decoupling coefficient bounds. We need the following lemma.

Lemma 18 (Elliptical Potential Lemma, Lemma 10 of Xie et al. (2020)). Suppose {¢,}>0 is a sequence in R? satisfying
llbe]| < 1. Let Ag € R4*4 be a positive definite matrix, and Ay = Ay + Zle $:¢; . If the smallest eigenvalues of Ay is
lower bounded by 1, then

det Ay T.o1 det Ay
< SN ; < .
log (detA()) - Z¢Z AJ71¢1 - 210g detAo

1€[t]

Proof of Proposition 1. We first note that the completeness assumption is satisfied in linear MG case whose proof can be
found in Huang et al. (2021). Now we consider two arbitrary 8", "1 whose norms are bounded by H+v/d and f € F. We
also define a function g € F s.t. g" = g(6") and g"*' = g(6"*!). By Assumption 2, we can find some " (f) € R? with
16"(H)|| < HVd s.t. T (¢(z,a,b)T0"H1) = ¢(x, a,b) 70" (f). Therefore, we have

g}#:.f (95$7a7b) = ¢(‘T7a>b)—r<9h - eh(f)) = d)(xaavb)—rwh(ﬁ g)a

where w"(f,g) € R? satisfies ||wh(f,g)|| < 2HVd. We denote ¢" = E. [¢p(z" a" b")] and ®F = I +
St ol al b)p(x", a”, b") T where A > 1is a tuning parameter. Then, we have

t—1

Er, (&1 (gt ol 0})] = 1Y Br, [E07 (9130, al)’]

s=1

t—1
_wh (ftagt)—r éL_Mwh (ft7gt)TZE‘n's |:¢ (mhaahabh)gb(‘r ah bh) i| h(ft7gt)
s=1

W (fi,90) " O — o (i, 90) " 0w (i, 90) + AprdH?
1 T —1
<1 (¢1) (®ry) ~ of + 4pAdH?

where the first inequality uses Jensen’s inequality and Hwh( ft,0t) H < 2H+/d and the second inequality comes from the
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fact (a'b) < (||a||¢,th,71 Hb||(¢?71)_1) < %(HaHi?ﬁl + ||b||?¢’?;1)‘1)' Summing over ¢ € [T] and h € [H], we have

t—1
]Em: [5;;“ (gt;l'?,a?,bh NZETrS |:(€Hff (gh T, ?)2]

1 s=1

i In(det(®2) — dIn()\)
2

dIn(\ +T/d) — dIn())

2

M=
M=

~
Il

1

>
Il

IN

+ 4/MdH2T}
h=

(

=

IA
=

+ 4uNdH?T),

where we use the Elliptical Potential lemma in the first inequality and the second inequality uses

trace(®%)

In det(®%) < dln , and, trace(®!) < \d + T.

By setting A = min{1, 2 —2>—1}, we conclude the proof. O

Proof of Proposition 2. We assume that ¢c; < 1 < co. Otherwise, we can scale the feature maps and the link function
accordingly. By similar arguments with the completeness assumption as in the proof of Proposition 1, we have

&yl (9w, a,b) = o(p(x,a,0) " 0") = o (¢(x, a,b) 0" (f)).
By the Lipschitz property, we have
crl(@, a,b) "w(f, g) < |€) (952, a,0)| < eald(x,a,0) Tw(f, g)l,

for some w(f,g) € R? satisfying w(f,g) < 2HVd. We denote ¢{ = E. [p(z",a" b")] and & = X +
S o(ah, al b e(ah al, b")T where A > 1 is a tuning parameter. Then, we have

‘n't [5# ‘ (9t7$t 7at7 ,UZ]E |:(€Hft gt; T h)2:|
t—1

< 62|wh (ftagt)T ¢?| - ucfwh (fugt)—r ZEws {¢ (ﬂfha ah’ bh) o (xhvah, bh)T} w” (ft9¢)
s=1

< eolw (fi,90) " OF — pEwh (fir, 90) " ®F_ w" (fi, 9¢) + 4ucENdH?

3 1
<15 (68) " (@) o) + dpciAdH>.
Hey
Summing over ¢ € [T] and h € [H], we have
T H t—1 ,
ST e [ (gl al )] — 0SB, [0 (905 al)’]
t=1 h=1 s=1
o\ 2 [n@et(®h) —dIn(N)
< };CQ e +4dpacy
dIn(A+T/d) — dIn(\
< He( nA+ T/ )2 al )—|—4,u)\c%H2dT).
2ucy
Setting A = min{1, m} concludes the proof. O
1

In what follows, we prove the reduction of Bellman-Eluder dimension to the decoupling coefficient. The proof is almost the
same as that of Dann et al. (2021) with minor modification. We start with the following lemma from (Dann et al., 2021).
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Lemma 19. Let 7, - -+ , m;_1 denote the measures over X X Ax B obtained by following the policy induced by ( fs, gs)S 1 €
F x F at stage h and {dl, ,dar} be the set of unique measures in decreasing order of occurrences and let (N;)M, be

the number of times a measure appears in the sequence. If the e-BE dimension for the distribution set D r and the function
classes:

{g" =T g fge F}.
is F and |€z,a,b~7r,,5;jft (g¢; x,a,b)| > €. Then, it holds that

ZEI,a,bNﬂ’S |:5;;ft (gt; z,a, b)2:| Z w? (Ex,a,bwﬂ't [g}ljft (gt;$, a, b)]>2

F.1)
Ni lle'f:dl/\ZG[Efl]

where wl* = M
t M_N; therwi
sisb— otherwise.

Proof of Proposition 3. Denote eZs =Ezn g pn 5;;“ (g¢; 2, a,b), the LHS is upper bounded by

T H T H
ZZefthH—FeTH—i- Z Zeﬁtﬂ{eft>e}.

t=1 h=1 t=E+1h=1
For each h € [H], the RHS is bounded by

t—1

T
ﬂzzfts erzﬁ/ E(1+In(T Z wlel T{el > ¢}
t=1 s=1

s= M t=FE+1

T

Z enI{el > €},

1
Zt E+17 t=E+1

2E(1 + In(T))

where the last inequality is because

1
T N
. We

which is due to

Every time a measure 7; appears in the £ — 1 most common measures, one of V; increases. Otherwise, ) .-  IV; increases

by 1. Hence,
T T
DI
t

=1

o~ | =

+Z§g (1+In(T)).

N
Il
-

~



