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JRSCEESE: http://prhub.com.cn/verl-project/verl/pull/6044

MTHE

« —A13E: FE fully async % F BRI GenRM/DisRM EphE R

- ESE: A PRARRT fully async AP KIAFEN GPU KRR FRE], X&EALR
TFHWBREXREE, BEERARZAZITREGRE: Wl RM EIEMINLEEFHA
Rollouter. Aft2 &l standalone 3. WUAIRE K use_trainer_do_validate R a1,
BIWAE ANRIZHIA rm_resource_pool L R|EZ2F EA BB EITR], EATEEATL
SHEETETRPRNALE,

THRES B

RAPABESRPEERMSNEMRZEIIFT, EX2RP GRPO #EALERN / IR NEH
A (GenRM/DisRM) &R E, Issue #5949 84 FullyAsyncRollouter B ZmAY
self.use_rm = False, BMEREXBIEAEMBZHEESFE, WTEBHA GPU RER, &
PR EEMMIX—MRE|, AP st B RARR,

SCEL AR

1. 88X FullyAsyncRollouter %4t (fully_async_rollouter.py) : MEZE False KA
need_reward_model(config) BIARE use_rm, FHIEkr= ERFF 2
enable_resource_pool=True (colocate 2N EF# Rollout XFREEmMAEZE) . HFRK
R 8 _init_reward_loop EMAFI create_reward_loop_manager, 33t
run_in_executor 82 RewardLoopManager, 18 rm_resource_pool %k B RIEE 4R5d A
None, [EBtEZ create_reward_model_class AZH %,

2. AZE FullyAsyncTrainer (fully_async_trainer.py) : #3% create_reward_model_class
= fE _init_models T2 if self.use_rm: 4% (RM ®& Rollouter &38)
_init_reward_loop BR A H#, BAXFE use_trainer_do_validate=True Bt813E
RewardLoopManager,

3. BB TR (separation/utils.py) : ¥¥ Role.RewardModel Al
(training_roles) : 8K, FXHBE Actor. Critic £#ZF trainer_pool; ¥%
Role.RewardModel fE roles 3| & B, FIEMHILEY assert WIEH GPU FRELE,

4. NOERIPHERE (fully_async_main.py) : EXIREEZRAT GenRM A
use_trainer_do_validate=True, N E#FE#H NotImplementedError, #%3infTH Ray
actor B,



5. MRECE: ¥ test_async_genrm_config_on_cpu.py A& GPU BYECE I3 B 70 MR,
;3 run_fully_async_policy_genrm.sh 3g33aENINIRMEA (3 3K H100, Actor 0.5B.
Judge 3B, GRPO &%, 4 3200 rollout steps IIFULER) ; A __init_ .py MR B F
2N

R

« verl/experimental/fully_async_policy/fully_async_rollouter.py (3R F35%eE; K5
source; E® core-logic; 5 _create_reward_loop_manager,
_create_reward_model_class) : ZAOZEEXMH: ¥ use_rm MEEZRED False BRABISELE
IREX, Mh0 standalone EARE, AR _create_reward_loop_manager fo%
_create_reward_model_class, ZENhEEEAND,

- verl/experimental/fully_async_policy/fully_async_trainer.py (13t H5 K&, 25|
source; £ core-logic; &5 _create_reward_model_class) : kB imEek: B
RM worker group 813, ¥ RM £ 4L X ¥F Rollouter; EIHMEEK _init_reward_loop X
TE use_trainer_do_validate Bt81%E, FyibE £ #0441k,

. tests/experimental/fully_async_policy/test_async_genrm_config_on_cpu.py (iR #p
MR ; 25 test; LA test-coverage; &5 _make_config, TestNeedRewardModel,
test_rm_disabled, test_rm_enabled) : #3EHE TR XA, WIEEC BEARNTAORT S 3848,
FaRAKR GPU 88N AL & IE# M

. tests/special_e2e/run_fully_async_policy_genrm.sh (#3k £5MR; 25| test; LA
test-coverage) : IREIFEYINIREA, E~ 3 GPU L£3imfT GenRM (Qwen2.5 0.5B +
3B) WEARRZEMSKEE,

. verl/experimental/separation/utils.py (#3k 9 B)%k; 35| source; EA! core-logic;
&5 create_resource_pool_manager) : RIFMEIEFE: ¥ RewardModel Al
BERFIMLIOE GPU FIR, #afk GenRM LT A GPU,

« verl/experimental/fully_async_policy/fully_async_main.py (3R F55%Re&; 35| source
; KR entrypoint) : NOBIARNMIRIPERE, FRIE use_trainer_do_validate 5§
GenRM REIE A, #H Ray actor ZFFE,

XPE/E5 . FullyAsyncRollouter.init, FullyAsyncRollouter. create_reward_loop_manager,
FullyAsyncRollouter._create_reward_model_class,

FullyAsyncTrainer. create_reward_model_class, FullyAsyncTrainer._init_models,
create_resource_pool_manager, need_reward_model,
FullyAsyncTrainer._init_reward_loop

RPERAD B

verl/experimental/fully_async_policy/fully_async_rollouter.py

BOEE X ¥ use_rm MEBZRED False BRASIAEC B LB, 3N standalone BERKI =,
WS _create_reward_loop_manager f8%¥ _create_reward_model_class, ZEANTNEEH
FAO,

# fully_async_rollouter.py % O0EE: 514 use_rm 5% RewardLoopManager 83

from verl.trainer.ppo.utils import Role, WorkerType, need_reward_model



class FullyAsyncRollouter(SeparateRayPPOTrainer):
def __init__(self, config, tokenizer, role_worker_mapping, resource_pool_manager, ...):
# ... ZRIAIADSEILARAS ..
# R4 self.use_rm = False
#IE: MEESSRERTREA reward model
self.use_rm = need_reward_model(self.config)
if self.use_rm:
# B ERXR X colocate, ER rollout KARE1E
assert self.config.reward.reward_model.enable_resource_pool, (
"GenRM/DisRM in fully async mode requires standalone mode (enable_resource_pool=
True). "
"Colocate mode is not supported because async rollout never pauses."
)
# ... HARGELL ...

async def init_workers(self):
# ... REMBKL ...
self._init_async_objects()
self._create_worker_classes()
await self._create_reward_loop_manager() # &#[E 2 _init_reward_loop
await self._init_async_rollout_manager()

async def _create_reward_loop_manager(self):
" =25 8|3 RewardlLoopManager, itk Rollouter A ZEIHER A Server,
TODO: rm_resource_pool RN3B3¥ FIFWIRER, LRIEHRmIL A None AN,
from verl.experimental.reward_loop import RewardLoopManager
loop = asyncio.get_running_loop()
# #E3¥ run_in_executor # % RewardLoopManager WER asyncio.run() FREEAEIR
self.reward_loop_manager = await loop.run_in_executor(
None,
lambda: RewardLoopManager(config=self.config, rm_resource_pool=None),

def create_reward_model_class(self):
# B EKXT RM B8 RewardLoopManager &3, TEB|Z worker group
pass

verl/experimental/fully_async_policy/fully_async_trainer.py

Nk EimEeR: B RM worker group 8122, ¥ RM B 582X F Rollouter; [EMEEK
_init_reward_loop {XFE use_trainer_do_validate BBz, FyikE £ ¥taik.

# fully_async_trainer.py #EE: 22 create_reward_model_class fa# & RM worker group

AbELe

class FullyAsyncTrainer:
def create_reward_model_class(self):
#ESSEAT, EER B Rollouter 38 RewardLoopManager &2,
# IEEBREZ A2 RM worker group, B F A,



pass

def _init_models(self):
# ... REMSEKL ...
#E%: RAEX use_rm f1 rm_wg BIRIEIL B RR,
# EHRBER B worker group RENAE T T,
# - ZH: if self.use_rm:
# - self.rm_wg = self.all_wg[str(Role.RewardModel)]
# - self.rm_wg.init_model()
self.actor_wg = self.all_wg|[str(self.train_role)]
self.actor_wg.init_model()

# ... BRI ..

async def _init_reward_loop(self):
# RA use_trainer_do_validate=True B, 4B AT EENZEE 8 RewardLoopManager
# (BRIEA RRETRIRENTE) ; TRBkE, & Rollouter &4—&3E,
if self.config.async_training.use_trainer_do_validate:
print("[FullyAsyncTrainer] Init reward loop")
super()._init_reward_loop()

tests/experimental/fully_async_policy/test_async_genrm_config_on_cpu.py
PG ETNER XM, EELE AT AR S 2, AR GPU WaemhR B B EF 1,

# test_async_genrm_config_on_cpu.py *gEMR3% 5

from omegaconf import OmegaConf
from verl.trainer.ppo.utils import need_reward_model

def _make_config(reward_model_enable=False, enable_resource_pool=False):
"HEe/NEE, ATMIR reward model E""
return OmegaConf.create({
"reward": {
"reward_model": {
"enable": reward_model_enable,
"enable_resource_pool": enable_resource_pool,
"n_gpus_per_node": 2,
"nnodes": 1,
"model_path": "dummy/model",
"rollout": {
"name": "vlim",
"tensor_model_parallel_size": 1,
"gpu_memory_utilization": 0.5,
"skip_tokenizer_init": False,

b

"custom_reward_function": {"path": None, "name": None},

)

class TestAsyncRollouterRMAssert(unittest. TestCase):



"""BSIF FullyAsyncRollouter RHECE M =358 (CRZffbzEEE) "

@staticmethod
def validate_async_rm_config(config):

"&£ I, Rollouter.__init__ F#J RM &&ZE""
use_rm = need_reward_model(config)
if use_rm:

# B R LFUER standalone resource pool
assert config.reward.reward_model.enable_resource_pool, (

"GenRM/DisRM in fully async mode requires standalone mode (enable_resource_pool=
True)."

)

return use_rm

def test_rm_enabled_standalone_passes(self):
# EFABELE: RM FFE + standalone IR

config = _make_config(reward_model_enable=True, enable_resource_pool=True)
assert self._validate_async_rm_config(config) is True

def test_rm_enabled_colocate_fails(self):
# $ERECE: RM FRERMER standalone, Rk Ris

config = _make_config(reward_model_enable=True, enable_resource_pool=False)
with pytest.raises(AssertionError, match="standalone mode"):

self._validate_async_rm_config(config)
N D ¥vE ALK
‘l:l:" ‘]/e\ |X *ﬁ /_f'f—

o FIRMEE AL NS : gemini-code-assist[bot] 31 fully_async_rollouter.py #
RewardLoopManager B rm_resource_pool FE%mt% A None, X7
separation/utils.py FEX KRR LEZE, TTRESFERFTRPRESE OOM, e E & FHa
KRARR, XIEANBRRFIEE,

. use_trainer do validate FEEMSIL: wuxibin89 AN GenRM £ RN TR, 5
use_trainer_do_validate M 3%; 18 xiefan46 BN S04 % I FE B HE A S F K Ray
actor &M% (viim_server. reward_loop_worker &4 EE) , HBEEIERM PR

#6151, yyDingl B EZ—/AMBRAM &, HEDCRNEGLEIRRSSE actor (Ao
rollouter. trainer_rollouter. reward_model) X2MARR,

« rm_resource_pool B 434 None 5833 FWIRDELZ4E (design): 1EH BAN R EURIE AR
PR &, 1F#E xiefan46 RIEEER; FEFRAN #6151 SH M PR AR,

. use_trainer_do_validate 5§ GenRM #$ % (design): EEl PR ¥ HEAMBRIZIALDE,
E#E#YE NotImplementedError, #Hm/TIEE IR, KEAEZEM actor 42 H £,

R 5 B0
. RS

. RRADELT: RewardLoopManager B rm_resource_pool BRI %S None, 1F A

resource_pool_manager.get_resource_pool(Role.RewardModel), X+ S KEEF



IERIFE R RER 5 EH#ARTRAE, 51K OOM = CUDA iR,
- BE#RASMRE: ERBFUB A enable_resource_pool=True, {FA{#E A colocate E=R,
HIARER B R, BERXAERIEIATESERS], EXREAAZRNAF XK

breakage,
« use_trainer_do_validate Z2H: Y 2HA GenRM i, ZHAFRMNKZE

use_trainer_do_validate=True, f2FFEEME NotImplementedError, FRiEIZE
o XBRER TETIIRE, EHLERERITARTEEA, THEPHLRIEE,

- BH W ILERE: RewardLoopManager.__init__ REMEA asyncio.run(), B{E
Rollouter &3 run_in_executor EHEIMAE TR AR, waEEMBRIER, EENIE

HEENRSMBED,

« AP ¥ fully async AP IR DGR EE reward.reward_model.enable=True #n
reward.reward_model.enable_resource_pool=True /& GenRM/DisRM, ¥ phHER

ERBAEMS GPU £, B ERBMR (CREES use_trainer_do_validate £H)
- A% EEZE/ 3% GPU (Rollout. Train, RM £—) , FRMEIEE T X

Role.RewardModel B9XE 3 EC BRI,

- BRI R: LAY RS EE P RER N EARRRF, BBRE T FREREGF actor & 5F
RBRBEAGRS, PUtESLTEN EARANEMRAE (0 #6151) KER,

« RFEARIE: FIRMERED , Ray actor BHFE , BLERE| (standalone &%) ,

use_trainer_do_validate 2

RIS
« PR #6151 [fully_async] draft: explore use_trainer_do_validate + GenRM support: BH1E
& xiefan46 TEITIEHIRE, ERNELARR actor BFRFREE, 5 YT PR B PN

HHEAME X,



