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Abstract In this article, we present a survey of recent deep learning techniques and their applications to games. Deep
learning aims to learn an end-to-end, non-linear mapping from the input to the output through multi-layer neural networks.

Such architecture has several significant advantages as compared to traditional machine learning models. There has been a

flurry of recent work on combining deep learning and reinforcement learning to better evaluate and optimize game policies,

which has led to significant improvements of artificial intelligence in multiple games. We systematically review the use of

deep learning in well-known games.
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FHLFE T AlphaGo FEIHBFTI T3 15 4ok — Bk
AR R TARMT (4=t JUBE. X FE IBM [
W5 (Deep Blue) #2)7 i W B b G BB T R B 27 5%
IEGF A4, B — IR AR R A 7 A T
Rem G, 5 AR P ZE, AlphaGo [k
KRR BRI T HERH TR BE 2 S k. ARSTN
—/NEE TR A BESR A AR B A S AR R R I N .

1 REF3 (Deep Learning)

TR 2 21 R 3 RN TR R I — Bl A% 57 >
B HR W VA 2l I 2k 2 2 10 22 0 25
(Neural networks) LAik 2 B4 )57 S HOR. W WL
Z |2 W 4 g R s £ 2N (Multilayer percep-
tron, MLP). &M% (Convolutional neural
network, CNN) Flifh #1484 (Recurrent neural
network, RNN) 4. 2 S48 B¢ 11 BB 71 80 4F
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AV a2 57 A IR (E Rl € 53 iy s S =2 B |
ZRAAE SR R R B, WS 3 L RE Dl
MM R =2 M 2% (RS M 2% 2 —
ABIGN). T L 2 AR 48 STk 3] 45 AR 2]
2006 4, £ 6% K%K Hinton MILHEIEF T
RBEEAS M (Deep belief networks, DBN). A
FH AR B 27 S 0] w2 A 2% 1 5 — J2 1R AT 20 ) T 45,
NI BE 88 B Dy L I 25 FL AT 220 28 199 2% G5 ) 1) BIR T 28 35
JR252 Hl (Restricted Boltzmann machine)®. 2Ll
AR P AR B 2 IR 2 TR N R T VA R -1~ FeAth
(RIVRBE W 2% G5 RT3 LR, SRR R 22 (MR 90
RS T A B 2 SO0 TR R A R i 3 B ) DA K
JRAA N 507 105 R S RO R4 R T 38 IR 2
SR (¥ 2 5] Ak 77 105000 RS B AL (Activation
function)M. B Y25 505 A UE 5 AE I B 58
il U EXT K JE AL (Graphics processing unit,
GPU) flmtEfeit & (High-performance comput-
ing, HPC) MIAEH]), WAL= 4 iz N T AT
BREAH G U, IR AR Z AT FIE T BEOR
HERE. R N T 7 55 60, 465 P AR A B b ) 1R 500 2R
(Image classification)!? | #JfAfl (Object detec-
tion) 1314 JA4 2 (Video classification)!*®), 1%
FEAT (Sense parsing)*6) FIBH AL (Shadow de-
tection) ') T B K TE SR 51 (Speech recog-
nition )8, #y 4 §il | (Prosody contour predic-
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tion )M F1 ) 4 i M (Prosody contour predic-
tion ) MO FISCAR FVES )45 1 (Text-to-speech syn-
thesis) 2021, [ AR5 5 AL P AL 0 BT (Pars-
ing)122l, PLE$FH ¥ (Machine translation)2=24 #
R SCSzABEE (Contextual entity linking)129) A
KB yE 28 S B3 M (Sentiment analysis)!26)
Ff BAZ (Information retrieval)27-281 & {4
T2 B DT IR P 2 X I Sk S 15 29300,

SR, EH KEINGREARLAAERTHOL R, IR
JEE 27 STAE TR o) iU (73 2ANIm ) EAEAE A R4 1Y)
BRI AT AAH AL G A B 2 ) IR, R
IR eAT e T FRATTIA A S R KBy LI &5 =
e A ) IR JEAR L AR Stk 2 ) IR fg 0 DA KT
X KA H 1) T 4 ek

1.1 #wmXfim=¥ 3 (End-to-end Learning)

& GE L2 27 2] BT AR AT AT 70 A 2 A7 g A
Yoo XU R o B vp IE AL 38 2 2 B o2
(Error propagation), K — /M H A 25 AR 4
Z BRI 2R 45 SR AT RE. 90 e — > M AR
FARAE 5 AR B 1] b AR SR 7 VE 2 MR Iy
] (Tokenization). inlPEFr{T: (POS tagging). fiJi%k
34T (Parsing) # X4 #7 (Semantic analysis) 55
MALHPIR. AEIXFERRE T, B NP B Ml
LI AR SS, e SRR I IIERREAS. A
[ FR) 272 AT 55 i KB R IR A AR v B3, T
DR R RO (A AR R ) R
Hox R 5 AT 55, BT AL — A SRR 2 S AT 5%
H (A agES T ), FRIEEEN (Feature extraction) 4
PR — AU T IR AL D B 11 A YR B 5
AMAET, nTIIZRm 2R3 7R (Trainable hier-
archical representation) HU T TilE L FHIE R TR,
A — )2 RN AR IR P AR 2 5 25 AL 38 1)
e ZE A EoRBEAT PR A, MO A A T H s R £ i A
B S —J5 1, LERBE S X g — A T U ZR AN
AT EAR 127 2] BARFINGRFEA (48R, ¥RBE 2
W n] DLA B AR 1A 45 b 8] 2 DI 2R e m) H Ax
PR, XAEAN e LEAT BRI SIS 56 FH Tk 5 241
5 ) HARPRIC N ZRAEA, A fig 205 A F B R i 7
Fric i 4.

Bl 1 JoR T — AN ERR AR P A IR B2 27 2 1)
yu il JATTRT U 31— A 2 2 1 A B 28 9 245 20k ]
oK i ) S b o7 > AN (U R B ) 380 - (U0 Rk
HME 7)) PRI
1.2 3EZ %3 (Non-linear Learning)

TR JSE 25 ) B L HE B 22 J2 A 28 I 2 SR N
06 1A 50 i N B S 25 (TN H AR A eR AL R 5
IR 2% SRR - 3 FR A 205 H BR i e kA2
e, AEAEBLSE R, MRS 21 H bn i e AT

e ARENER). ERE ML S h, & 2R
PO | BRI NESTE ] VS D e A i
ARL LA I B T Bl 1 2 A s, B T2 0
s, XKoot B nah % EhN%E (Invariant). 51
0T PEMGRE, R ) S5 B PRI R T
I TR TR, 5 9 28 2 T AN 5 I 27 vh 4
ICHE G T4 MBS AL PR R AR, 1T A2 A 8 41 P o i 2 17
YERTT — JEph e 2% B AN T A5 21 5¢ T W0 AR R E
AE i) F 132 S6F T SCA B, IR 2 o) S R S R I
A R IE R 7R (Word representation), 2 & (1M
28 J2 T MTR] 5 A0 2o A e 1 AR e SR I HS 35 ) R
ik, A FRRFAE A A R — 2 A 22 19 2% iy N A T
FRBNR T SCE RFAE 1) & AR ER FF, B Py
J2 FR A 22 19 % 5 A 1 P TA AT i e B, (B IR ) 1Y
W 3¢ 2 KE 0T S 1) R BCER S BUAT B s A AR A g
71, W\ RE W 3 T B8 /D ) 22 8 (2D H i 9 4% 45 )
KIS F4 I R A3 30 X B R Rk RE ST
RN TR REAT 55 A LR, IR 2 W 4% 1) R IA AR
TS TR 8 W 455 0 25 > AT B ) 9 8 RS JE R
JE AR BT A e R il AT i 2% > B0,
A A S22 PRI 2 I % v B AT I T R A R IE SR 7,
TATT— ARy W J 2 1 9 286 i R R 2 2 k). TR,
TR ST A R AR i N 3 TR) R AR G At AR 457 e 55
BRI SRR I AL (AEZetE Kernel), AR A 22 I
JEE 2 S R3],

1.3 W[ R4 (Scalability)

Sl PN 35 SR PN S U A ]
GRFEAR, MGPEA R D2 FEGERLE (Over-
fitting) ). IX A LE A R HOK 5 (R A v ks B
R R A AL 2 2 T K R A ) v i
PESEH TH R, BARMES NI = ) Hk (i SVM
(Support vector machine) I Logistic regression)
W RE A% 77 7% (Kernel method) k2% 3] AR £k 4%
e, (HIXFERTH R TR A 200 O(N?), N b
NSRBI FE AR, 8 F KRN, SRR ) 5002 B AR
PNAEE . R ) G722 B T RENLER T
B¥% (Stochastic gradient descent), AXA T vHE I
SRFEAR IR R, LR AT A AN T 388 3 A7 1) ) 25
FEAS, AT AT EA S35 MR F SR B 4R [N, J
AL 3% 5% (Backpropagation) PR HhvF 5 A~
WO 23 FRIRR ., JF AR VI 28 25 A7 R A% 3 2 IS = Ry
EZS )BT B DI GRREA K B 0, A% G5 B 2 ) 5.
VR B AT AE R 25 26 9 (Diminishing return)
LS. B, IR B ) S SR W] ARG Rl
R AR 0 3G I IAS W) S (AR T, XM F R TR
J2 W 2% Sl i) RAE I R IE e Ty, 1RER B2 2] n] DA ]
T 0 5 BRI ST R I B A A A5 15 381,

DL EFRATT ] A 20 T IR 2 ) i SR AC S AR AR
ROMIN HT, $6R R AR TRATT S B e 4 B A U0
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figE, BiFr “BuiiFxk” (Game playing), /& A T
BRI 2 0] . e A O ) 5 i B R R AN AN A
N LA RGERM 7 Eskilll-r &, tikt5Epl
PR M KDL H AT LI ik LU AR AN [R] 16 23 2K 07
5, AT LU 3 A BT AR (2 ) TRk,
RRCASE 0 AN A %, B 3l R RIRT i I e 25 XL
NEEEE 22 NFRIT0E R AR O 195, T 1 2% 3O mT 4 o3
H e BEZE (Perfect information games, 4[]
HEE ML) RARSE 15 B SR (dn4h o M ZEAR). B
BN TR e SEA AR OB T8 R AL, XA
(1) 48 2R 2 () A7 B )3 XK (40 Tic-Tac-Toe) H1E%
AR WA I R R A N, S A 2% R AT AT R
AR 5L IS S, JUHE stk 2
(Reinforcement learning) )57,

SRAL S ST AR B IR AR IR B o). e e ML AR )
—ANTE LR 3, HAE AR OB P SR ) B9 —40,
R 223 xR b H B o E I SEVA A B TRk A .
e an#r AlphaGo 2 Hif i 80 de 4 FE LS9 (i
CrazyStone 5 Zen) HU@F oAt 7 ) 5 5K Rig
% (Monte-Carlo tree search, MCTS) fH&5 4. 4H
EE T AR B 2 S R B 2 20, sy o) SRVE KR
A SRR S5 IR A (Exploration vs. ex-
ploitation) F47 7 145 H 43 B (Temporal credit
assignment). — MR > BEVE TN A HE A
[ 1) ]P0 —4>SE0g (Policy); 2) ffif $3)—
AN Te) R FR) s DG SRS . YR B 2 S AR R R Y, AR AT
Jee T Y R A 2 > A i i R R X A ) L (1)
wWE 1 pioR).

21 FERIE¥3 (Deep Reinforcement

Learning)

SR 5 20 A% G2 (R BIE 9 B A o ) SRR AL R R

Input: 1st Hidden layer:
stacked 4 frames
16 filters

2nd Hidden layer: .
Convolution+ReLU Convolution+ ReLU Fyll-connected+RelU  Full-connected + linear
32 filters

(Tabular representation) 24k 1 p& 4T (Linear
function approximation)®?. -F B 5 g KA AR
A = (1 G P e S ok A, 67 B PR A% 1 3R 7 R 2 ik
(AT AL AR AN 1), VR 5 27 20 B R 5 Ak 27 o 32 1t o
X i FRT S A et 1 pR B ARL, M IT A A5 5 AL 5 ) g
% figp e S TSI T 5 2 1 ) (B Qe 2k AR
B BPIRAS). S5 — 710, A T A el 3 b L
B> AT By R BER PR3k 1] @ (Partially observ-
able Markov decision problems, POMDP), 5&4t%#
SR B T A b A 1 B 4 AU i 16 5 A
(b dn A R bR [ s AR RO I £ 4 A 45 o — AR
BRIR), AR B A s, 034, PRI S A 46
A R YR B 2R ) AR IE B 8 i D 2 3] 7 4
(M7, DI A g A k%% 2] POMDP Hr [fpR &
FoonI=A3 0 DLYR RE 2% TR Ak 1) R Ak 2 ) BT, b
TPR AR B A2 2] IR sk A ) I 258 mT 2
ik [30].

2.2 FREBLFIAERERFHEA

T JUAR, IR S B A 27 3] BOBOR 2 3 W ] A
DS 4 AN CEATE LIPS ZHE P15 AT B i
BURFE 2 2 e R AE T RE K R I 2R Bl v 2 >
HARZ LRI AR, DAITTIA 31 5 A R TG AR R R
57 2RO A — AN BT IR U ) i, FRATT 7 O TE
AN TN H AR AT AT UIZRECE R HL K ?
F M ERRSA?

BN RTATEL— S SCHR A+ DL IR 1k A 1 KA
PR B Al 2 SIAETT R P IR A . BATTRBL, 2R IE
F TN B R Ko, FC H SRR 2 A
T ACIRZS RS R BEMIBH VR P B E (Value) 5R
R (MRS AN SR ), FLUSRBn AR AR R I Tt
SENLETIERR R (b B2 17 21 1IR3 - 3
P =2 %), o ST 4 RAE AL 2 i sk IR 2
FIHEME A F L.

3rd Hidden layer: Output layer:

256 units 1 output per action

O(s,a;) or n(s,a)
n
n

4x4
stride 2

O(s,ax) or 7(s,ax)

K1 AR I 2527 >0 I )57 e 2130 A5 SRS P LS

Fig.1 A convolutional neural network learns a mapping from game screens to game policy
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3 FEEFRERK

Arcade % 3] 315 (Arcade learning environ-
ment, ALE) J&— 4~ N TR G050 T2 HIvFl
&, AR EUT B 5 7 2 AT ImageNet Bk
{144, ALE $24t 7 —AMHEF] 2600 (ATARI 2600)
B RIR L 50 AMWERR (K2 B0 5 k) 441X
L X A L AEAH A (1) 55 160 1235 = 210 R & 1
Bk b, BEAMEEA 128 M. NIRRT AR
BIEAS IR, B2 AR 18 Ml REMBhAE. Hhrlfix Lt
PER, — A BTy A S5 o 2 () N Rl R A R
AN M 2 FE A PR, X LTl b IR L A o =)
JE 5 R e Al o S R RE N i 4R L [ IS
I P LR (R B 4 2 ) 2 A MRS IO R,
[ ISt e NG FR) e JEE SR PR 32 il 5 L (Reward))
g S E LR

28 M s AL o o) SEVEBRE FOME R # (Value
function) " DUH—iKFAKE IR, RPHE A%
FIRS Y — AR — AR + SIERIRCX . fltn
Q-learning 57110 gt —sk R Kl R —MRE+
ENAEBCR AR, XA AE 2 > R A R 2 5K
B

Q(s¢, ar) = Q(s¢, ar) + afr+
Y ml?x Q(8t41, b) — Q(st, ar))

o sy, aq, e FEAES t N ZIHENORA . BhE A2
Jili, i FEAESE ¢+ 1 IS ZIRPRAS. AR RAG LR
T RCIRAS MBI ER AR Z G DL AT BER
IS RN EYIK (B 697 N ol § V8 =R ]
IR R ANAE T A X 5K KSR P s 143 8], oA
TR 3P A H R T BRI R
I L ECE Bk A T2 (Generalization): 7£H
207 TA BRI TERR SRS LT, 43 o R &
P HPIR A 22 1) vh ] BE B S A Foek I AR sy =)
i Bz AT VR S B, BN (R 40
(1) HAx e bR A3 — L8 A\ S5 H s, IRl
R EATHE) 2R s HOE I, AR 30 A H A5
BRI, B, fEZev R Haa i, —ANEhPER
(EEERIe T AV

Q(s, a; 0) = 0" (s, a)

Hrp 0 hnre sz IS4, o) 2w XAERE + 3)
YEMIBCXS b RRRTE e 2. 2 11 bR BT v M I
TET AR 0 v g v B EON v U R, R RLIX
SRR R 2R P 2 & ok R AR A 27 SIE e . B[R AF £
K211 Bellemare 255 5675 ALE _EAFR T4tk pk
BOEALLF) SARSA SR LR DUFR B i a8 F i N L
WP IRFIESE: 1) B0 5E 0 A S M He, XH4f
AP A B R R R A 2 I, IR X
) 1 R AR 5 1 g 2 i U AR i T ) 2E AR (BASIC) #r

TEAE; 2) FEFEACRFAEAR () BEA VS In B AR AIE ) C
X G, XA SR T BASS FRESE; 3) 1 kHe
WheRe Pk, Jfad SR80 et b k4T
32K, TR FH 22 Wi 1) 5 A HE W7 1K L8 40 44 1) A B
. BraE LT AR A B LRI R T 4
Y AR ] (1) DISCO HRFAESE; 4) Xy e i [fi 447
JR U 75 (Locality-sensitive Hashing), JfK fir
AR YE R R LSH RRpE4EM . b A 178 5 42 T
fEHR$EH T Contingency awareness [ 7715, 758
SRR AR IR B SO T BUANRFAE, H T3 oR BE
TR A 0 2 B DU BN (W52 0] Belle-
mare 5B 5 XA H T @ I E A tug-of-war sketch
Kk DY RAFEE R kT BRIk UL, T
S A eR BT BL ) R A 2 ) SR e e 99 T N K I
. WA, N TR R EOFA S — 5 5 (1) 5
1.

AR, TR 8 I 49 R A FH AR Sk R R LA e Ak
XN Q(s, a; 0), IR IFE m il bR 2 ) 235 R
J3. ATRMELR, 7E 2013 4F T, M2 L E AL
2 BT N EAH A B, b — ANl 4h & IBM
Watson Research Center [ Tesauro {3 F| H
SR AE SN T PR ) 2 K i OB L (Backgam-
mon) 81 TATTLE M fR] o bt o BT IR BE 2% X AE SR AL A% X
ePR S R R RS, DA B 3K 6 e i A2 e A T 4 L
BRI

1) YNZRAEE P . of 2500 LI JEARE 1P 2
WA tH LI RAH DGR FPIRES + AT ShECRT 73 Bl AH AL
(AE, MR B2 AL B CR. AR, 5 R 2% ST AN )
(I, sEA 2 2 IF A A el T2k 0 H bx
B, EAN 7 B FE A AT Pk ). W] ) 2
M ARE + SRR B ST I, XA T
P | 5 (1) 2 BB (1) 503 W] e 25 5 i 380 FL AR S +
SIVERCO E. X 7] g2 T BUX LR A + 3 1 Bk
(A T R AR T DR 5. XA A I i i
FEC I AR, R ECE S RN
PRI A3 P ) T AN B2 AR 208
[F]J% (Experience replay) LA HARME 72 (Target
Q-separation). Ze56 R A EAE, B — AN
(R EHE AU, 2 28 a7 HC A S s A B A
b2 FR A0 G BCKE T AT SR04 RS S5 8
Y& (s, a, r, 8') AR —ADFH, AWiFRZh D. X
ANFFAAERRR T HT Q BRI B 2 43k 3 430 FH 25 85/
CAER N

L(0) = E(s, a,r, sh~u(m[(r+
v max Q(s', b5 0) — Q(s, a; 0))*]

Hh U(D) RRELKITFH) D E—A 35 Wb
BUOT i, ST 38950 2 A1 4 28 56 [RDCHT A T $0080 1 AH
RN, A2 2 B2 1AL R 0 A (Lid) BFPRAS. &5
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(DA AE 1S 5 Ak 27 ) SEL Re s I o 25 1) S s
2] (s, a, v, 8, ALY 2] ARG AR E. HARH
(152, B0 22 A 50 2 2z 27 S 1EE . A T4
>3k A 7E 22 50 01RO 22 A ATS R A2 — AN BT AR TR
Ir] .

2206 M TEOHL AT ALk 22 S s RS e, H T H A
{i (r+y max, Q(si41, b; 0)) FARIHE Q(s, a; 0)
Z IR A OGE, INZRrh PRz vl e e e, — N2
(AR R T7 52 o Bl — A BBh i ol 26 9 29 o 2B 1l H b
fH. LR Q-M4% (Deep Q-network, DQN) fiff
i

L(0) = E(s, a,r, sh~u(my[(r+
v max Q(s', b5 07) — Q(s, a; 0))°]

Hrr 6= Z2HTIWHE HARME (Target) FIZ%, B H
23 I 5 2w I R VAR eR U 2 8 0 [ 2500
RIE Q-W 4% a2 22 56 [ T8O H A5 AE 73 25 P9 A~ B AR
454, el il Q-learning >k Il 254 B4 28 N 2%
(CNNs), FHAEHEIEF] 2600 JiF k% FEUAG T E K%
W IRBE Q- 483 s A T 380 50 4 A SR I ke
A, DeepMind ] Schaul S04 T 256 [F1BUERAF
TR EIR L Q- W ZS AEMEIA R AR e, Ath
ATTAR AR A B8 22 1R Bt AL 228 A A AR I (1) 22 4 A i
(Temporal difference error) [F{RZs — BhERX L.

Iy b Ak B AR E P T L) 7 T K A
VA B A 2] BRI R 2 ) Guo A5 HI g
[P0 S A R 1 4 2R A D 8 T S SR I R R ) o
TP 28 5 B4 0 009 286 JU) 3 o 5 A 2R 1520 fe it
iSRRI R R 4T B3 A5 R K 21 Schul-
man 55 WAE A SRS A0 AL (Trust region policy
optimization) SRAFIR 4% B He 2 5 54

2) filivhfw 2= 1 i) . AEARUE DQN o, SR KA
3z ST A AR [ B R S AT PP, B 4, IX A 43
O A Sy B R AT AR, B TR AN
73X A il v) G2 A0 U1 2R & 13 A& 1. Double DQN
RIJT VR MRARR T B FEAN DA, AT FRAR T o 8 O %2
T DQN 5% e0]

L(0) = E(s, a,r, sh~u(my[(r+
YQ(s', argmax Q(s', b; 0); 07) — Q(s, a; 0))’]

5 DQN #fltk, Double DQN HHllZk M 4% 0 [1BE
R <SR AR AR, 0 DY H AR
1i5°%). Double DQN 2 H Hi AR A& i S 1k 11
HI.

WEIEE AT 55— A I B foe L ¥ 18 o s A7 A
A B, T REAS IR A AR L B0 A A B A
T K. 2N WUR 2230 Q* (s, a) MIBHIZ—
A PR R R IR [P 2 24 Fii AR A s I
KSR AL w0 (s), A TP B 1E a.

BARORFF 42 7 — B I AN SEBR, Bellemare 5542 H
[ DUR & A X — B 1 (Consistent Bellman
operator), AA— SV @S T R P Ip
XA — SRS SR LIRS E AT I AR, (HAR
BT AR AR, X R 2 BURAL AR AL )
P Bk A 2 ) ) 22 BE R OK. FEURBEamAL 22 2 ) 35K
XA ZERR AT LLgAR Q EAS TH I GE v m ZE 0 T2 2T 1)
52, Consistent Bellman operator FrA# H Bl 1)
$&5 T DQN TEAEE Rk 113 45 56

DeepMind ] Wang 542t T8 “ye}” i
Z M 45408 (Dueling network). BEZEH 73 85 T U Ak
AR AR bR R B IR A R I S AR A ek 2, 31X
A3 EA SR A T, AR SEIL
A4 B R S AL R OO T-98020 AN [R] i Bl 4 B0 Ak 1 22
RA BT,

3) TR AIMLGENE I . AT R B v Ak A ) Bk
IR 366 V1 b 28 IR 5% >R Ak B R Ak B HE 38 ) i 1 R )
B A E M (Partially observability), Hall Deep
recurrent @) network (DRQN). DRQN [FJ5EAlH754%
& DQN HfeZe, X &7 CNN By — MK
FE11c1Z (Long short-term memory, LSTM) itk
W R IAETEIS R, DRQN G585 4F Hb Ab 258
oyl g PR,

4) e Il ZRid E. LT DQN W7k /EH
GPU mfE oL T 7 22 H 8 R II [H] 4 g 2% > Wifer
Hr—Fh AEIA R R, . DeepMind f¥) Mnih 2542 H T
FePALHEE - PR K J5 % (Asynchronous advan-
tage actor-critic, A3C) LAInPRIZRPS]. ik Ep
il 16 4~ CPU, %3] Pl kb {752 4 K.

5) ZALS 2 M RE. DQN Hid T —F &
(127 2], LR A3 (1) I 48 HREH TNk, fsil
() — LSBT 5T 2% 8T )R 22 AN 23 ) U1 A 1
IRPBERRZ P 2% .45 o — AW 2%, DLASEFH [R] — 94 2% Do
Z AR~ 00,

R I H AR TE R Xk, HE I R i ke oy R
ST AR R AR T AR AR K BRI PRI 55
Forb AR 22 SEARURN 57 R o B4 S FH A 1 oAt 1) 17T
LIPS

4 [EtH

FI A2 I e R 2 se 2 B iz 2 —. Atk
oAb AL AR ([ B G A R G P AL ), IR T
R, Jey T ) FE IR R DPAG AR A . Bl G B
FH 25 I 8% R A R AR A T R, AT
AR R 1R 7 2] DA SR i e v SEATL R AL, AR iy =
SEUEBH, B R AR ] B 2 R AL AL (1) 5 s
{H R B E IR AR MERY . F LR R, 82 DRk B AL )
S A AWK 2 2%, P EAMLEDIR S ELE
IE A2 A KR, A S A AL 8 U IR ) 4h SR s 1 N 53k



5 10 FRPRIESE: RPESA SR N 681

2 S A, A ASHERA () S AE R il 2 )1 25
HH R ) P 8 D0 8% S 0 BB AR AT S B TIIN. hy T R ARIX
AHEE, BEFUEATAR R T N SR A AR R e
W28 (RN R AR, DR A 8 N SR rh 43 250 ML 1) 1B 36 AT
REREAL P A AR 2 TN, WS AT AE AN S
Tl e A S TR SRS B A A DA SR A 2 2] BT 4R R
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