Acta Informatica (2018) 55:627-647 @ CrossMark
https://doi.org/10.1007/s00236-017-0304-7

ORIGINAL ARTICLE

Looking at mean payoff through foggy windows

Paul Hunter! - Guillermo A. Pérez'(® -
Jean-Francois Raskin!

Received: 22 April 2016 / Accepted: 18 September 2017 / Published online: 11 October 2017
© Springer-Verlag GmbH Germany 2017

Abstract Mean-payoff games (MPGs) are infinite duration two-player zero-sum games
played on weighted graphs. Under the hypothesis of full observation, they admit memoryless
optimal strategies for both players and can be solved in NP N coNP. MPGs are suitable
quantitative models for open reactive systems. However, in this context the assumption of
full observation is not always realistic. For the partial-observation case, the problem that asks
if the first player has an observation-based winning strategy that enforces a given threshold on
the mean payoff, is undecidable. In this paper, we study the window mean-payoff objectives
introduced recently as an alternative to the classical mean-payoff objectives. We show that,
in sharp contrast to the classical mean-payoff objectives, some of the window mean-payoff
objectives are decidable in games with partial observation.

Keywords Quantitative games - Partial observation - Verification - Synthesis - Game theory
1 Introduction

Mean-payoff games (or MPGs, for short) [13] are infinite duration, two-player, zero-sum
games played on weighted graphs, useful for modelling reactive systems with quantitative

objectives and designing algorithms to synthesize controllers for such systems [6]. Like other
verification games played on graphs, two players move a token around the graph for an infinite

Work partially supported by the ERC inVEST (279499) project.

Guillermo A. Pérez was supported by F.R.S.-FNRS fellowship.

B Guillermo A. Pérez
gperezme @ulb.ac.be

Paul Hunter
phunter @ulb.ac.be

Jean-Francois Raskin
jraskin@ulb.ac.be

Département d’Informatique, Université libre de Bruxelles (ULB), Brussels, Belgium

@ Springer


http://crossmark.crossref.org/dialog/?doi=10.1007/s00236-017-0304-7&domain=pdf
http://orcid.org/0000-0002-1200-4952

628 P. Hunter et al.

number of steps. One of the players selects a label, after which the second chooses an edge
with this label. The token is then moved along the selected edge. This infinite interaction
between the two players results in an infinite path in the graph. The objective of Player 1 is
to maximize the limiting average payoff of the edges (defined by the weights that annotate
them) traversed in this infinite path, while Player 2 tries to minimize this average. It has
been shown in [3,13] that both players in an MPG can play optimally using memoryless
strategies, and as a consequence, those games are known to be solvable in NP N coNP. The
question of whether they can be solved in polynomial-time is an important open question,
and although pseudo-polynomial-time algorithms to solve these games are known [5,23], the
lack of efficient algorithms clearly limits the development of tools.

In the version of MPG described above, the game has full observation: both players have
complete knowledge of the history of the play up to the current position of the token. For
many applications such as controller synthesis, it is often more natural to assume that players
have only partial knowledge of the current state of the game. In practice, players may model
processes with private variables that other players (processes) may not see, or controllers
that acquire information about their environment using sensors with bounded precision, etc.
Unfortunately, it has been shown in [10] that MPGs with partial observation are undecidable.

Window mean-payoff (WMP) objectives were recently introduced in [9] as an alternative
to the classical MP objectives. In a WMP objective instead of considering the long-run average
along the whole play, payoffs are considered over a local bounded window sliding along the
play. The objective is then to make sure that the average payoff is at least zero over every
window. The WMP objectives enjoy several nice properties. First, in contrast to classical MP
objectives, we have a polynomial-time algorithm for determining WMP games. Second, they
can be considered as “approximations” of the classical MP objectives in the following sense:
(i) they are a strengthening of the MP objective, i.e. winning for the WMP objective implies
winning for the MP objective, (ii) if a (finite memory) strategy guarantees an MP with value
& > 0 then that strategy also achieves the WMP objective for a window size that is bounded
by a function of ¢ and the game and strategy memory sizes. We remark that, indeed, this is a
very weak type of “approximation”. However, one cannot hope for much better considering
that in [15] it was shown the existence of a polynomial-time approximation scheme for MP
objectives would imply that MPGs are solvable in polynomial time.

From a practical point of view, WMP objectives present several advantages. First, they
are algorithmically more tractable: in the setting of full-observation games, WMP games
can be solved in polynomial-time while the classical MP objectives are only known to be in
NP N coNP. Second, WMP objectives provide stronger guarantees to the system designer:
while classical MP objectives only ensure good performances in the limit (long run), variants
of WMP objectives provide good performance after a fixed or bounded amount of time. As
we show in this paper, these advantages transfer to the setting of games with incomplete
information, and this is highly desirable for practical purposes. Indeed, to apply synthesis in
practice, our models should be as close as possible to the systems that we want to simulate.
As classical MPGs with partial observation leads to undecidability, it is natural to inves-
tigate WMP objectives, and in this respect there are two pieces of good news: first, they
lead to decidability, and second, there is a potential of algorithmic support with symbolic
implementation.

1.1 Contributions

In this paper we consider the extension of WMP objectives to games with partial observation.
We show that, in sharp contrast with classical MP objectives, some of the WMP objectives
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are decidable for such games. As in [9], we consider several variants of the window MP
objectives. For all objectives, we provide complete complexity results and optimal algorithms.
More precisely, our main contributions are as follows:

— First, we consider a definition in which the window size is fixed and the sliding window is
started at the initial move of the game, this is called the direct window objective. For this
definition we give an optimal EXP-time algorithm (Theorem 3) in the form of a reduction
to a safety game. Additionally, we show that this safety game has a nice structure that
induces a natural partial order on game positions. In turn this partial order can be used
to obtain a symbolic algorithm based on the antichain approach [12]. This shows that
WMP objectives allow us not only to recover decidability but they also lead to games that
have the potential to be solved efficiently in practice. The antichain approach has already
been applied and implemented with success for LTL synthesis [4], omega-regular games
with partial observation [2], and language inclusion between non-deterministic Biichi
automata [11].

— Second, we consider two natural prefix-independent definitions for the window objec-
tives, the (uniform) fixed window objectives. We also give optimal EXP-time algorithms
for these two definitions (Theorems 5 and 6) when weights are polynomially bounded in
the size of the game arena. For these objectives, we show that the sets of good abstract
plays (i.e. observation-action sequences) form regular languages whose complements can
be recognized by non-deterministic Biichi automata of pseudo-polynomial size (Proposi-
tions 3 and 4). These automata can then be turned into deterministic parity automata that
can be used as observers to transform the partial-observation game into a full-observation
game with a parity objective.

— Finally, we show that, when the size of the window is not fixed but rather left as a param-
eter, then for all the objectives that we consider the decision problems are undecidable
(Theorem 2).

2 Preliminaries

Weighted game arenas A weighted game arena with partial observation (or WGA, for
brevity) is a tuple G = (Q, g7, X, A, w, Obs), where Q is a finite set of states, g; € Q
is the initial state, X' is a finite set of actions, A C Q x X x Q is the transition relation,
w : A — Z is the weight function, and Obs C P(Q) is a partition of Q into observations.
Let W = max{|w(z)| : t € A}. We assume A is total, i.e. for every (¢, 0) € Q x X there
exists ¢’ € Q such that (g, o, ¢') € A. If every element of Obs is a singleton, then we say
G is a WGA with full observation and if |Obs| = 1 we say G is blind. For simplicity, we
denote by post, (s) = {¢' € O | 3g € s : (¢, 0,q") € A} the set of o-successors of a set of
states s C Q.

In this work, unless explicitly stated otherwise, we depict states from a WGA as circles
and transitions as arrows labelled by an action-weight pair: o, x € X x {—=W,..., W}.
Observations are represented by dashed boxes and colors, where states with the same color
correspond to the same observation.

Abstract and concrete paths A concrete path in a WGA is a state-action sequence
qo000q101 ... where for all i > 0 we have ¢; € Q, 0; € X and (g;, 07, ¢i+1) € A. An
abstract path is a sequence 0pop010] ... where o; € Obs, ; € X and such that there is a
concrete path gooogqi0o7 ... for which g; € o;, for all i. Given an abstract path v, let y ()
be the set of concrete paths that agree with the observation and action sequence. Formally
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y () = {qo00q101--- | Yi = 0 : g; € o; and (g;,0,qi+1) € A}. Also, given abstract
(respectively concrete) path p = 0oy ... and integers k, £ we define p[k ... 4] = ok ... o0,
pl... k]l =pl0...k],and p[£...] = 0¢0¢0¢+1 - - ..

Given a concrete path m = qpo0q107 . . ., the payoff up to the (n + 1)-th element is given
by

w(rl...n]) = Z:’_l w(gi, 0is gi+1)-

If 7 is infinite, we define two mean-payoff values MP and MP as:

MP(7r) = liminf,,_ 5 %w(rr[. ..n])  MP(x) = lim SUP, s 00 %w(n[. ..n])
Plays and strategies A play in a WGA G is an infinite abstract path starting at o; € Obs
where g; € o7. Denote by Plays(G) the set of all plays and by Prefs(G) the set of all finite
prefixes of such plays ending in an observation. Let y (Plays(G)) be the set of concrete paths
of all plays in the game, and y (Prefs(G)) be the set of all finite prefixes of all concrete paths.

An observation-based strategy for Eve is a function from finite prefixes of plays to actions,
i.e.A3: Prefs(G) — X.Aplay ¢ = 09gogo|0] ... is consistent with Az if o; = A3(Y¥[...i])
forall i. We say an observation-based strategy for Eve A5 has memory p if there is a set M with
|M| = , an element my € M, and functions o, : M x Obs — M and«, : M x Obs — X
such that for any play prefix p = 0¢0yp ...0, we have A3(p) = «o,(my, 0,), where m,, is
defined inductively by m; 41 = ay, (m;, 0;) fori > 0.

Objectives An objective for a WGA G is a set Vi of plays, i.e. Vg C Plays(G). We say
plays in Vi are winning for Eve. Conversely, all plays not in Vi are winning for Adam. We
refer to a WGA with a fixed objective as a game. Having fixed a game, we say a strategy A
is winning for a player if all plays consistent with A are winning for that player. We say a
player wins a game if (s)he has a winning strategy. We write V instead of Vg if G is clear
from the context.

Given WGA G and a threshold v € Q, the mean-payoff (MP) objectives MPSup; (v) =
{¢ € Plays(G) | V7 € y(¥) : MP(xr) > v} and MPInfg(v) = {¢ € Plays(G) | Vr €
y () : MP(r) > v} require the mean-payoff value be at least v. We omit the subscript in
the objective names when the WGA is clear from the context. Let v = £, w’ be a weight
function mapping ¢ € A to b - w(t) — a, for all such ¢, and G’ be the WGA resulting from
replacing w’ in G for w. We note that Eve wins the MPSup;, (0) (respectively, MPInfs: (0))
objective if and only if she wins MPSup (v) (resp., MPInfg (v)).

3 Window mean-payoff objectives

In what follows we recall the definitions of the window mean-payoff (WMP) objectives
introduced in [9] and adapt them to the partial-observation setting. For the classical MP
objectives Eve is required to ensure the long-run average of all concretizations of the play
is at least v. WMP objectives correspond to conditions which are sufficient for this to be
the case. All of them use as a main ingredient the concept of concrete paths being “good”.
Formally, given i > 0 and window size bound {nax € No = N\ {0}, let the set of concrete
paths x with the good window property be

GW(O, i, bmax) = {x | 3j < lmax : w(x[i..G + HD =v- jh

As in [9], we assume the value of ¢, is polynomially bounded by the size of the arena.
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The following definition will be useful later. It also provides some intuition for what kind
of objectives we will now define.

Definition 1 (Open and closed windows) Consider an abstract path ¢ and a positive integer
n. We say a window of length ¢ is open at g € y (y[n]) if there is some concretization x of
Yl...n] with g = x[n] such that

x ¢ GW@n —¢,0).

For the first of the WMP objectives Eve is required to ensure all suffixes of all concretiza-
tions of the play can be split into concrete paths of length at most £, and average weight at
least v. The MP objectives are known to be prefix-independent, therefore a prefix-independent
version of this first objective is a natural objective to consider as well. We study two such
candidates. One which asks of Eve that there is some i such that all suffixes—after i—of all
concretizations of the play can be split in the same way as before. This is quite restrictive since
the i is uniform for all concretizations of the play. The second prefix-independent version of
the objective we consider allows for non-uniformity.

The formal definition of the fixed window mean-payoff (FWMP) objectives is given below.
For convenience we denote by ¥ plays from Plays(G) and concrete plays by 7, i.e. elements
of y (Plays(G)).

DirFix(max) = {¥ | VT € y(¥), Vi > 0:m € GW(0, i, €max)}
UFiX(bmax) ={¥ |3 2 0,Vm e y(¥),Vj =i :m € GW(O, J, max)}
FiX(€max) ={¢ | Y7 € y(¥),3i > 0,Vj > i : 7 € GW(O, j, {max)}
For the FWMP objectives, we consider £« to be a value that is given as input. Another
natural question that arises is whether we can remove this input and consider an even weaker

objective in which one asks if there exists an £y,x. This is captured in the definition of the
bounded window mean-payoff (BWMP) objectives.

UDIrBNd = { | Imax € No, ¥t € y (W), Vi > 0: 1 € GW(O, i, fmax)}

DirBnd = { | ¥ € (), Imax € No, Vi > 0: 7 € GW(0, i, £max)}
UBNd = {¢ | Imax € No, Ji > 0,V € y(¥),¥j >i: 7 € GW(O, j, fmax)}
Bnd = {y | V7 € y(¥), Imax € No, i > 0,¥j > i : 7 € GW(O, j, £max)}

Notice that we have defined window objectives with respect to a fixed threshold of v = 0. As
with the mean-payoff objectives, this is no loss of generality since the more general definition
using a given threshold v € Q can always be reduced to the v = 0 case.

3.1 Relations among objectives

Figure 1 gives an overview of the relative strengths of each of the objectives and how they
relate to the mean-payoff objective. The strictness, in general, of most inclusions was estab-
lished in [9], and Fig. 2 provides an example for the remaining case between Fix and UFix.

In general the mean-payoff objective is not sufficient for the FWMP or BWMP objectives,
e.g. see Fig. 3. Our first result shows that if, however, Eve has a finite memory winning strategy
for a strictly positive threshold, then this strategy is also winning for all BWMP objectives;
and for all FWMP objectives—with a sufficiently large £nax. A specific subcase of this was
first observed in Lemma 2 of [9].
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DirFix C UFix C Fix

! | |

UDirBnd C DirBnd C  UBnd - Bnd C MPInf (C MPSup)

Fig. 1 Implications among the objectives

Fig. 2 Blind WGA where, for any {max € N, the only possible abstract play is in FiX(¢max) but not in
UFix(€max)

Fig. 3 Perfect information WGA where Eve wins both MP objectives but none of the FWMP or BWMP
objectives

Proposition 1 Given WGA G, if Eve has a finite memory winning strategy for the MPInf(¢)
(or MPSup(¢)) objective, for ¢ > 0, then the same strategy is winning for her in the
DirFix(W|M|?|Q|%/e)c game—where M is the amount of memory used by her winning
strategy.

Proof In [10] the authors show that if Eve is only allowed to play finite memory strategies
then she wins the MPInf(v) game if and only if she wins the MPSup(v) game, forany v € Q.
We show the claim holds for MPInf(¢). Let A3 = (M, my, oy, @, be the deterministic Moore
machine representation of Eve’s finite memory winning strategy. Consider the product of the
arena with Eve’s finite memory winning strategy, G x M, constructed in the obvious manner,
i.e. every path in G x M corresponds to a concrete path consistent with her strategy. Clearly
all cycles in G x M have weight of at least ¢, otherwise Adam can create a concrete path
with mean-payoff value less than ¢ by “pumping” the cycles with value less than €. As any
pathin G x M corresponds to concrete plays consistent with Eve’s strategy, this contradicts
the fact that the strategy is winning for her. By the Pigeonhole Principle we have that for any
path in G x M: if a window opens at step i, then after i there is a sequence of length at most
[M||Q| — 1 that is not involved in any cycle. Now, since every cycle has weight ¢ > 0, after
at most

WM
MZ&'W[“Q

&
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steps the window will have closed. It follows that for all ¥ € Plays(G) consistent with her
strategy:

Vo eyW),Vi>0:7 € GW(@, )

which concludes our argument. O

3.2 Lower bounds

In [9] it was shown that in multiple dimensions, with arbitrary window size, solving games
with the (direct) fixed window objective was complete for EXP-time. We now show that in
our setting this hardness result holds, even when the window size is a fixed constant and the
weight function is given in unary.

Theorem 1 Let {10x € Ny be a fixed constant. Given WGA G, determining if Eve has a
winning strategy for the DiIrFiX(€max), UFiX(€max) or the FiX(€max) objectives is EXP-hard,
even for unary weights.

Proof We give a reduction from the problem of determining the winner of a safety game
with partial observation, shown in [7] to be EXP-complete.

A partial-observation safety game is played on a non-weighted game arena with partial
observation G = (Q, q;, X, A, Obs). A play of G is winning for Eve if and only if it never
visits the unsafe state set U < Q. Without loss of generality, we assume unsafe states are
trapping, i.e. (u,0,q) € A and u € Y imply thatu = q.

Let w be the transition weight function mapping (u, o, g) € Ato—1ifu € U and all other
t € Ato0. Denote by G, the resulting WGA from adding w to G. It should be clear that Eve
wins the safety game G if and only if she wins MPInfg  (0), DirFixg,, (¢max), UFiXG,, (€max)s
and FiXg,, (€max)—for any £max. That is, all objectives are equivalent for G,. m]

In [9] the authors show that determining if Eve has a winning strategy in the k-dimensional
version of the UDirBnd and UBnd objectives with full observation is non-primitive recursive
hard. We show that, in our setting, these decision problems are undecidable.

Theorem 2 Given WGA G, determining if Eve has a winning strategy for any of the BWMP
objectives is undecidable, even if G is blind.

Proof We provide a reduction from the universality of weighted finite automata which is
undecidable [1]. A weighted finite automaton is a tuple N' = (Q, X, q;, A, w). A run of the
automaton on a word x = 007y ...0, € X* is a sequence r = qoqi ...q, € Q7 such that
(gi, 0i,qi+1) € Aforall 0 <i < n. The cost of the run r is w(r) = Z::ol w(qi, Oi, Gi+1)-
If the automaton is non-deterministic, it may have several runs on x. In that case, the cost of
x in N (denoted by N'(x)) is defined as the minimum of the costs of all its runs on x.

The universality problem for weighted automata is to decide whether, for a given automa-
ton V, the following holds:

Vx € X" : N(x) <0.
We construct a blind WGA, G s, so that:

— if \V is universal, then Eve has an observation-based winning strategy for the objective
UDirBnd,

— if A/ is not universal, then Adam has a winning strategy for the complement of the
objective Bnd.
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Fig. 4 Gadget which forces Eve to play infinitely many #

L U{#}1,0 2,0

length

Fig. 6 Blind gadget to simulate the weighted automaton N\

As shown in Fig. 1, UDirBnd C Bnd and all the other BWMP objectives lie in between
those two. So, our reduction establishes the undecidability of all BWMP objectives at once.

Our reduction follows the gadgets given in Figs. 4, 5, and 6. When the game starts, Adam
chooses to play from one of the three gadgets. As the game is blind for Eve, she does not
know what is the choice of Adam and so she must be prepared for all possibilities. Note also
that as Eve is blind, her strategy can be formalized by an infinite word w € X U {#}®“. Let us
show first that the two first gadgets force Eve to play a word w such that:

(C1) There are infinitely many # in w, and
(C2) There exists a bound » € N such that the distance between two consecutive # in w is
bounded by b.

Assume that Eve plays a word w = #w#w #ws# ... #w,#... that respects conditions
C; and C,, with each w; € X*. First, if Adam decides to play in the first gadget (Fig. 4),
then either Adam stays in state ¢; forever, and he does not open any window, or he decides
at some point to go from ¢q; to g2, whereupon he does open a window. However, after at
most b steps Adam has to leave ¢, for g3 at the next occurrence of the # symbol, the bound
b is guaranteed by C». After at most b additional steps, the open window will be closed as
the self loop on g3 is labelled with the weight +1. So in this case, Eve wins the objective
UDirBnd. Second, if Adam decides to play in the second gadget (Fig. 5), then he can go from
g4 to g5 on the # symbols. The windows that open on those transitions will all close within b
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Looking at mean payoff through foggy windows 635

steps according to condition C, and the game moves back to g4. So again, Eve wins for the
objective UDirBnd.

Now assume that Eve plays a word w that violates either condition C; or condition C>.
First, if w violates C1, then Adam chooses the first gadget (Fig. 4), and just after Eve has
played her last #, Adam moves from g to g2. As there will be no # anymore, Adam can
loop on ¢ and the window that he has opened will never close. Hence, Adam wins for
the complement of the objective Bnd. Second, if w violates C; then there exists an infinite
sequence of indices i} < ip < -+ < i, < --- suchthat |w; | < |w;,| <+ < |w;,| <---
Then Adam can read this sequence of sub-words using runs of the form g4(gs)*q4. Each
such run will open a window that closes at the end of the sub-word. But as the sequence of
lengths of the sub-words is strictly increasing and infinite, Adam wins for the complement
of the objective Bnd.

Now, we will assume that Eve plays a word w = #w#...#w,#... that respects con-
ditions C; and C», and we consider what happens when Adam plays in the third gadget
(Fig. 6).

Assume first the automaton N is non-universal. Then by definition, there exists a finite
word w; € X* such that all runs of A on w; have a non-negative value, i.e. N'(w;) > 0. In
that case, w = (#w;)® is a finite memory winning strategy for Eve for the objective Bnd.
Indeed, regardless of which run on w Adam simulates, the mean payoff of the outcome is at
least %2 > 0 as each new # brings +% and we know that AV'(w;) > 0. So Eve wins for the
objective UDirBnd by Proposition 1, as Eve obtains a strictly positive mean payoff bounded
away from zero with a finite memory strategy.

Finally, assume that automaton N is universal and let us show then that Adam has a
winning strategy for the complement of the Bnd objective. Indeed, if Eve plays a word
w = #wiHw#ws# .. #w,#... that respects conditions C; and C,, then we know that
N (w;) < 0 for each i < 0. On such word, Adam can follow runs in the gadget of Fig. 6. As
the length between two consecutive # is at most b, we know that the mean payoff of the run
constructed by Adam is less than or equal to _TO'S. It follows that Adam wins the complement
of the Bnd objective as claimed, as Bnd objective implies the mean-payoff objectives (as
shown in Fig. 1). O

4 Solving DirFix games

In this section we establish an upper bound to match our lower bound of Sect. 3.2 for
determining the winner of DirFix games. We first observe that for WGAs with full observation
the DirFix(¢max ) objective has the flavor of a safety objective. Intuitively, a play 7 is winning
for Eve if every suffix of 7 has a prefix of length at most ¢,,x With average weight of at least
0. As soon as the play reaches a point for which this does not hold, Eve loses the play. In
WGASs with partial observation we need to make sure the former holds for all concretizations
of an abstract play.

We construct a non-weighted game arena with full observation G’ from G. Eve’s objective
in G’ will consistin ensuring the play never reaches locations in which there is an open window
of length £1,x, for some state. This corresponds to a safety objective. Whether Eve wins the
new game can be determined in time linear w.r.t. the size of the new game (see, e.g. [22]).
The game will be played on a set of functions F which is described in detail below. We then
show how to transfer winning strategies of Eve from G’ to G and vice versa in Lemmas 4
and 5. Hence, this yields an algorithm to determine if Eve wins the DirFiX(£max) objective
which runs in exponential-time.
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Theorem 3 Given WGA G, determining if Eve has a winning strategy for the DirFiX(€max)
objective is EXP-complete.

Let us define the functions which will be used as the state space of the game. Intuitively,
we keep track of the belief of Eve as well as the windows with the minimal weight open at
every state of the belief.!

For the rest of this section let us fix a WGA with partial observation G and a window size
bound fmax € No. We begin by defining the set of functions F as the set of all functions
f:0—> {1, ..., lmax} = {—W - €max, . .., 0}) U{L}. Denote by supp(f) the support of
f, i.e. the set of states ¢ € Q such that f(g) # L. For ¢ € supp(f), we denote by f(q);
the value f(q)(i). The function f; € F is such that f;(qy); = 0, forall 1 <1 < €px, and
fi(g) = Lforallg € O\ {gqr}. Given f| € Fando € ¥, we say f» € F is a o-successor
of fi if

— supp(f2) = post, (supp(f1)) N o for some o € Obs;
— forall g € supp(f2) and all 1 < j < €yax we have that f>(g); maps to max{—W -
Lmax, min{0, ¢(g)}}, where ¢ (g) is defined as follows
min i1 +w(p,o, if j>2
pesupp(/ T ea, f1(p)j—1 (p,o,q) ifj
t(q) = fip)j—1<0

min w(p,o,q) otherwise.
PeESUPP(fA(p,o,q)€A

Lemma 1 The number of elements in F is at most 2/Qtmax108(W-tmax)

Proof
S
- (zlog(wmax)) Ol
— 2/ Ol -bmax-1og(W-£max)
Hence, the result holds. O

We extend the supp operator to finite sequences of functions and actions. In other words,
given p' = foop fio1 € (F - X)*, supp(p’) = sgopsio] ... where s; = supp(f;) for all
i > 0. In an abuse of notation, we define the function supp~' : (Obs- £)* x F — (F- X)*
which maps abstract paths to function-action sequences. Formally, given p = ogogojo1 -+ - €
Prefs(G) and ¢ € F with supp(¢) € oo, supp~'(p, ¢) = fooo fio1... where fo = ¢
and for all i > O we have that f;4 is the o;-successor of f; such that SUPP(fi+1) € 0j+1.
Both supp and supp~—! are extended to infinite sequences in the obvious manner.

The following two results enunciate the key properties of sequences of the form (F - X)*.
Intuitively, the set of all those sequences corresponds to the windowed, weighted unfolding
of G with information about reachable states as well as open windows.

Lemma 2 Let p = 000y .. .0, be an abstract path, ¢ € F such that SUpp(¢) < og and
supp~ (o, 9) = fooo... fu € (F- X)* A state ¢ € Q is reachable from some state
qo € supp(e) through a concrete path qooy - . .q, € y(p) if and only if g € Supp( fn).

! The terms belief and knowledge are used to denote a state from any variation of the classic “Reif construc-
tion” [19] to turn a game with partial observation into a game with full observation. Other names for similar
constructions include “knowledge-based subset construction” (see e.g. [10]).
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Proof (=) We proceed by induction. We will show that for all 0 < j < n, forall g; €
supp(f;) there is a concrete path gooy . ..q; such that gx € of forall 1 < k < jand gp €
supp(¢). Note that for j = 0 the claim trivially holds. Assume the claim holds for j. From
the definition of o-successor and supp~! we have that supp(fj+1) = post(,j (supp(fj)) <
0;+1. This means that for all g;1 € supp(fj+1) there must be some g; € supp(f;) such
that(¢;, 0}, qj+1) € A.Henceany g; isreachable from some g ; viao; which, by inductive
hypothesis, is in turn reachable from some go € SUpp(¢) via a concrete path of the desired
form.

(<) We now show—once more by induction on j—that for all 0 < j < n, if there
is a concrete path ooy ...q; such that go € supp(¢) and g; € of forall 1 < k < j,
then g; € supp(f;). The claim holds for j = 0. Assume that it holds for some ;. From
the assumptions we have that (g, 0;,¢g;+1) € A and gj+1 € ok+1. Further, we know that
q; € supp(f;) by inductive hypothesis. Hence, g;11 € post, (SUpp(f;)) < oj+1 which
means that g1 € sUPP(fj+1). O

Lemma 3 Let p = 000y .. .0, be an abstract path, ¢ € F such that SUpp(¢) < oo and
supp (o, @) = fo00 ... fu € (F- X)*. Given state p € supp(fy) and 1 < £ < €y such
that £ < n, then there is a window of length £ open at p if and only if f,(p)¢ < O.

Proof Instead of directly providing a proof of Lemma 3, we prove a more general result
below. Consider the three conditions stated in Claim 4. We shall prove that C1 = C2 = C3
= C1. Since C1 corresponds to having a window of length £ open at p from supp(¢), the
desired result follows from transitivity.

Claim Let p = 000y ...0, be an abstract path, ¢ € F such that supp(¢) S oo and
supp~!(p, @) = foo0... fn € (F - X)*. Given state p € supp(f,) and 1 < £ < €max
such that £ < n, let A = n — £. The following three statements are equivalent.

C1. There is a concrete path gooy ... g, € y(p) with g, = p and gp € supp(¢) and

m

Z w(gj.0j,qj+1) <0
j=n—t

foralln — ¢ <m < n.

C2. fu(p)e <O0.
C3. There is a concrete path gooy . ..q, € y(p) with ¢, = p and gg € Supp(¢) such that

(@) fi(qj)j—» <Oforallx < j <n,and
®) fi(gr) j—r + wlqk, ok, Gk+1) = fi+1(qr+1)k—r+1 forall A < k < n.

(C3 = C1) We will apply induction on m. From the definition of o-successor we have that
Sat1(@r+1)1 = min{0, w(gx, oa, ¢r+1)}. From assumption (a) we know that fy+1(ga+1)1 <
0. Thus, the claim holds for m = A. Assume it holds for m. To conclude the proof, we now
show that the claim holds for m + 1 as well.

m+1
Z IU(qj, 0j, qj+1) = fm(Qm)mf)L + w(q;n7 Om, ‘Im+l) ind. hyp
j=n—{t
= fim(@mIm—r+1 from (b)
<0 from (a).
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(C1 = C2) We show, by induction on m, that forall . <m < n
m
Sm+1(G@m Im—-r+1 < Z w(Qja aj, Qj+1)~
J=x
The desired result follows. As the base case, consider m = A and note that by definition of
o-successor we have that

Sar1(gr+1)1 = min({0} U {w(p, o, ¢a41) | p € SUPP(f3) A (P, 03, gag1) € A))
< w(gqx, Ox, Grt1)-

Thus the claim holds. Assume that the claim is true for m. From the definition of o -successor
we have that

Smr2@ni2)r—m+2 < St 1@mtsDm—2r+1 + W @mi15 Omi 1, Gmi2)-

From the inductive hypothesis we get have that the right hand side of the inequality is
equivalent to

m+1

Zw(CIj,UjJ]jH)-

j=

Thus the claim holds for m + 1 as well.
(C2 = (C3) We inductively construct a concrete path gooyp . ..qn,y(p) with g, = p and
qo € supp(g) such that

1. fuk(gn-k)e—kx < Oforall0 <k < ¢, and
2. ok @n-t)e—k = W(Gn—tk+1, On—k+1>Gn-k) + fn—kr1(@n-t+1)e—k+1 foralll <k < .

As these conditions are equivalent to (a)—(b) from C3, the result follows. Note that for
k = 0 we have that (1) holds trivially since p € supp(f,) and f,(p)¢ < O by hypothe-
sis. If f—k(gn—i)e—k < O then, by definition of o-successor, it follows that there is some
q" € supp(fu—k+1) S Op—k+1 such that f,_11(¢)e—ry1 < 0 and fr i (gn—i)e—k =
W(Gn—k+1> On—k+1> Gn—k) + fu—k+1(@n—k+1)¢—k+1. In other words, ¢’ is the source of the
minimal o, -transition of a state from SUPP(fy—x+1) t0 gn—k. Let gn—x+1 = q’. Con-
tinue in this fashion defining every ¢; up to g,—¢. Now, from Lemma 2, we have that g,
is reachable from some state in SUPP(¢) via a concrete path of the desired form. Any such
path is a valid prefix for the sequence g, —¢0,,—¢ . . . g» We constructed above. O

Formally, the arena G’ = (F, f;, X, A’). The transition relation A’ contains the transition
(f1,0, f2) if f> is the o-successor of fi. Eve, in G’, is required to avoid states Y = {f €

F 1 3q € supp(f) : f(@)tmn < 0}

Lemma 4 If Eve wins the safety objective in G, then she also wins the DirFiX (€.x) objective
inG.

Proof Assume )’ is a winning strategy for Eve in G'. We define a strategy A for her in G
as follows: A(p) = A/(supp~'(p, f1)) for all p € Prefs(G). We claim that A is winning
for her in G. Towards a contradiction, assume v € Plays(G) is consistent with A and that
Y ¢ DirFiX(€max)- Recall that this implies there are n € N, ¢ € Q such that there is a window
of length €. open atg € y (¥[n]). By Lemma 3 we then get that f,, from supp~! (v, f1) =
fooo fio1 ... isinl. As supp_1 (¥, f1) is consistent with A, this contradicts the assumption
that A’ was winning. |
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Lemma 5 [f Eve wins the DirFiX(€max) objective in G, then she also wins the safety objective
inG'.

Proof Assume A is a winning strategy for Eve in G. We define a strategy A’ for her in G’ as
follows: 2/ (p") = A o obsosupp(p’) for all p’ € Prefs(G’). We claim that A is winning for
her in G'. Again, towards a contradiction, assume ¥’ € Plays(G’) is consistent with A’ and
that v visits some f € U. This implies, by Lemma 3, that there is a window of length £,ax
open at some ¢ € SUpp(f) in ¥ = obs(supp(¥’)). As A is total, for any o € X Eve plays
then there is valid o -successor of ¢ that Adam can choose as the next state. Hence there is
some y € Plays(G) consistent with A such that x and v have the same prefix up to i, , where
q € y(xlig]), and there is a concretization 7 of x such that [i;] = ¢g. As x is consistent
with A and x ¢ DirFiX(£max), this contradicts the fact that it was a winning strategy. O

4.1 A symbolic algorithm for DirFix games

We note that the state space of the construction G’ presented in Sect. 4 admits an order such
that if a state is smaller than another state, according to said order, and Eve has a strategy to
win from the latter, then she has a strategy to win from the former. In this section we formalize
this notion by defining the order and, in line with [4,8], propose an antichain-based algorithm
to solve the safety game on G’.

We define the uncontrollable predecessors operator UPre : P(F) — P(F) as

UPre(S) ={p' € F Yo € X,3¢' € S: (p/,0,q9") € A}.

For S € P(F), we denote by uX.(S UUPre(X)), the least fixpoint of the function F : X —
S U UPre(X) in the pu-calculus notation (see [14]). Note that F is defined on the powerset
lattice, which is finite. The following is a well-known result about the relationship between
safety games and the UPre operator (see e.g. [16]).

Proposition 2 Eve wins a safety game with unsafe state set U if and only if the initial state
of the game is not contained in uX.(U U UPre(X)).

Definition 2 (The partial order) Given f/, g’ € F wesay f' < g’ if and only if supp(f’) €
supp(g’) and

Vq € SUpp(f/),Vi ef{l,. .., lmax},3j € i, ..., lmax) : f/(Q)i > g/(Q)j-

An antichain is a non-empty set S € P(F) such that for all x, y € S we have x £ y.
We denote by 2( the set of all antichains. Given a,b € 2, denote by a T b the fact that
Vx € b,3y € a:y < x.For § € P(F) we denote by S| the set of minimal elements of S,
thatis [ S] ={x € S| Vy € §:y < x implies y = x}. Clearly |S] is an antichain.

Given S € P(F) we denote by S1 the upward-closure of S, thatis St ={t e F | § <t}.
We say a sets € P(F) is upward-closed if S = S1. Note that [ S|4 = §4 and therefore, if
S is upward-closed, the antichain | S] is a succinct representation of S.

Lemma 6 The following assertions hold.

1. U is upward-closed.
2. If S, T € P(F) are two upward-closed sets, then S U T is also upward-closed.

The usual way of showing an antichain algorithm works dictates that we now prove the
UPre operator, when applied to upward-closed sets, outputs an upward-closed set as well.
Unfortunately, this is not true in our case. The following example illustrates this difficulty.
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Example 1 Consider the WGA from Fig. 3 and let £,,,x = 2. We note that the function f
such that f(go) = L and f(q1)1 = 1, f(q1)2 = 0is in UPre(lf). We also have that for the
function g such that g(qo) = L and g(q1)1 = 0, g(g1)2 = 1 we get that f < g. Itis easy to
verify g ¢ UPre(U). Hence, UPre(Y{) is not upward-closed.

However, we claim that one can circumvent this issue by ignoring elements from /. Thus
we are able to prove that, under some conditions, UPre does preserve “upward-closedness”.

Lemma 7 Given upward-closed set S € P(F) and f,g € F\U, if f € UPre(S) and
f < g, then g € UPre(S).

Proof We have that for all o, there is h, € S such that (f, o, hy) € A’. By construction of
A’ we also know that there is i, such that (g, o, i,) € A’, and furthermore, since supp(f) <
supp(g), we get that

supp(hs) = post, (supp(f)) No
C post, (supp(g)) No
= Supp(is)

for some o € Obs. Note that:

1. since f, g ¢ U, then f(p)ey = 8(P)em, = 0 forall p € supp(f); and
2. ia(q)l = ha (q)l for allq € Supp(h6)~

From (1) and since f < g, there is a function & : {1, ..., €max} — {1, ..., €max — 1} such
that for all 1 < x < €pax we have that a(x) > x and f(p)x = g(p)a(x) holds for all
p € supp(f). Observe that for all g € supp(sy) and any 2 < x < €pax, We have that

ho(q)xy = min  ({O}U{f(p)x—1 +w(p,o,q) | f(p)x—1 <0}
PESUPP(f)

min ({0} U {g(p)a(xfl) +w(p,o,q) | g(p)ot(xfl) < 0}
pesupp(f)

o (@ax—1)+1-

v

v

It follows that 4, < i, and that, since S is upward-closed, i, € S. Thus, we have shown that
for all o, there is i, € S such that (g, 0, i,) € A/, which implies that g € UPre(S). O

We define a version of the uncontrollable predecessors’ operator which manipulates
antichains instead of subsets of F.

lUPrej(a) = |{p e F\U|Vo € ¥,3¢ €a, T e F:(p/,o,r) e A Ag' <71'}]

Given a, b € 2 we denote by a U b the least upper bound of a and b, i.e.a b = |{q' €
F|q €aorq’ e€b}].Itiseasy to check that (a Ub)t = at Ub* forany a, b € 2.

Theorem 4 Given WGA G, Eve wins the DirFiX(£max) objective if and only if {q}} Z
uX.([U] u [UPre](X)).

Before proving the above theorem, we first argue the following holds.

Lemma 8 Given upward-closed set S € P(F), |[UPre|(LS]) = [UPre(S) \ U].

@ Springer



Looking at mean payoff through foggy windows 641

Proof We first show that if f € [UPre]([S]) then f € UPre(S) \ Y. We have that f ¢ U
andVo € X,3¢" € [S],3r) € F: (f,0,r)) € A andq’ < r}. Since S is upward-closed
and ¢’ < r, we know that r) € S. Hence, we getthatVo € X,3r, € S: (f.0,r}) € A/,
which implies that f € UPre(S) \ U.

Next, we show thatif f € [UPre(S)\U] then f € {p’ € F\U |VYo € X,3q' € a,Tr €
F:(p,o,r')e Aandq’ <r'}. Weknow that f ¢ Y andVo € X,3r' € Q : (f,0,1) €
A’. By definition of | S|, we know there is ¢,» € | S| such that g,» < r’. Thus, we get that
Yo € X,3r, € S§,3q € |S]:(f,o,r')e Aland g < 7.

Finally, we note that if f € [UPre|(|.S]) then not only is it true that f € UPre(S) \ U,
but furthermore f € [UPre(S) \ ¢/]. Indeed, if this were not the case, then there would
be g € [UPre(S) \ U] such that g < f and f # g. Then, by the argument explained in
the previous paragraph, this would contradict minimality of f in [UPre]([.S]). Similarly, if
f € [UPre(S) \ U] then f € [UPre](LS]), as otherwise, by the argument from the first
paragraph of the proof, minimality in the first set would be contradicted. Thus, the claim
holds. O

We are now ready to present our proof for the theorem.

Proof of Theorem 4 We note that for any upward-closed set S € F such that i/ € S we
have, from Lemma 7 that &/ U UPre(S) is again upward-closed and a superset of /. In fact,
it holds that

U UUPre(S) = (lU] u lUPre(S) )1
= (U] u [UPre](LSDH*t from Lemma 8.

It is easy to show by induction that u X.(U UUPre(X)) = (MX.(LZ/IJ LU |UPre] (LXJ)))T.
Thus, {q;} 2 uX.(lU] u [UPre](LS))) if and only if g; ¢ uX.@/ U UPre(S)). From
Proposition 2 and Lemmas 4 and 5 we know this is the case if and only if Eve has a winning
strategy in the safety game in G’ if and only if she wins the DirFix(£m,x) objective in G. O

5 Solving Fix games

Since Fix games are a prefix-independent version of DirFix games, it seems logical to
consider an analogue of the full-observation game from the previous section with a prefix-
independent condition. Indeed, the reader might be tempted to extend the approach used to
solve DirFix games by replacing the safety objective with a co-Biichi objective in order to
solve UFix or Fix games. However, we observe that although Eve winning in the resulting
game is sufficient for her to win the original Fix game, it is not necessary. Indeed, an abstract
play visits states from ¢/ infinitely often if and only if for infinitely many i there is a con-
cretization of the play prefix up to i which violates GW (i, £max ). Nevertheless, this does not
imply there exists one (infinite) concretization of the play which violates GW(i, £yax) for
infinitely many i. Figure 7 illustrates this phenomenon.

For the reasons stated above, we propose to solve Fix games in a different way. We first
introduce the notion of observer. Let A be a deterministic parity automaton.> We say A
is an observer for the objective V if the language of A is V, i.e. L(A) = V. In [7], the
authors show that the synchronized product of G and an observer for V is a parity game with

2 We refer the reader who is not familiar with parity automata or games to [22].
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Fig. 7 Forn > {max + 1 the abstract path (og . ..0,)® is winning for the Fix condition but infinitely often
visits an unsafe state in the construction from Sect. 4

full observation which is won by Eve if and only if she wins G. Thus, it suffices to find an
algorithm to construct an observer for FiX(£max) to be able to solve Fix games.

For convenience, we start by describing a non-deterministic machine that accepts as its
language the complement of FiX(¢max). Note that all elements of FiX(€max) start with the
observation {g;} so it suffices to describe the machine that accepts any word w € (X - Obs)®
such that {g;} - w € Plays(G) \ Fix(€max). The construction is similar to the one used in [7]
to make objectives of partial-observation games visible. Intuitively, at each step of the game
and after Adam has revealed the next observation we will guess his actual choice of state
using non-determinism. Additionally, we shall guess whether or not a violating window starts
at the next step. The state space of the automaton will therefore consist of a single state from
0, anegative integer to record the weight of the tracked window, and the length of the current
open window.

Formally, let AV be the automaton consisting of the state space F = Q x {1, ..., €pax} X
{=W - £max, ..., —1} U {L}; initial state (g7, 1, L); input alphabet X" = X x Obs; and
A" C F x X/ x F. The transition relation A” has a transition ((p, i, n), (¢, 0), (¢, j, m)) if
(p,o,q) € A,q €o,

w(p,o,q) ifw(p,o,q) <0
m=yn+w(p,o,q) ifn#LAn+w(p,o,q) <0OAi < lmax
1 otherwise,

i i+1 ifm=n+w(p,o,q)
J = :
1 otherwise.

We say a state (g, i,n) € F is accepting if i = €pax and n # L. The automaton accepts a
word x if and only it has a run (qo, io, no) (00, 01) (1, i1, n1) (01, 02) ... on x such that for
infinitely many j we have that (¢;, i;, n;) is accepting.

Proposition 3 The non-deterministic Biichi automaton N accepts a word ¥ € Plays(G) if
and only if ¥ ¢ FiX(€max).

Proof

(=) Assume N accepts ¥. Let r = (qo, io, n0) (00, 01)(q1, i1, n1)(01, 02) . .. be one of the
accepting runs of the automaton on . By construction of A" we have that ggopqi01 -+ - €
y (¥). Let 7, denote this concrete play and J = {jo, ji, jo, ...} be an infinite set of indices
suchthat jy < jry1and(qj,,ij,nj)isacceptingforallk > 0.Suchasequenceis guaranteed
to exist since r is accepting. One can easily verify by induction on the definition of A” that
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for all k > 0 it holds that 7, ¢ GW(ij, — £max, €max). It follows that Vm > 0,3n > m :
7, ¢ GW(n, £max), which concludes our argument.

(<) Assume that v = o0gopoi0] -+ ¢ FiX(€max). Let 7 = gooogio1 € y(¥) be the
concrete play such that for infinitely many i it is the case that 7 ¢ GW (i, £1ax). We describe
the infinite run of A/ on v that accepts. Let J = {jo, j1, j2, ... } be an infinite set of indices
such that ji + €max < Jji+1 and w1 ¢ GW (i, €max) for k > 0. The sequence is guaranteed
to exist because of our choice of . Observe that this implies there is a run r = (qo, io, n0)
(00, 01) (q1,i1,n1) (01, 02) ... of the automaton where for all kK > 0 we have thatnj, | =
w(gj,, o), qjp+1) and forall 1 < £ < £y then

Njitt = Njti—1 + W(G 45 Ojits Gjte+1)-

Furthermore, in this run it holds that for all k > 0 we have i j, 4 ¢,.,. = €max. Hence, said run
is such that for all k > 0 the state (G4 max > ©ji+Emax > ™Lji-+omax) 1S accepting. We conclude
that the automaton accepts . O

At this point we determinize N and complement it to get a deterministic automaton with
state space of size exponential in the size of A/ yet has parity index polynomial w.r.t. the size
of Q (see [18,20,21]). The synchronized product of G and the observer yields a parity game
with the same size bounds. The desired result then follows from the parity games’ algorithm
and results of [17].

Theorem 5 Given WGA G, determining if Eve has a winning strategy for the FiX(£max ) objec-
tive can be decided in time exponential in W and the size of G.

Corollary 1 Given WGA G with unary encoded weights, deciding if Eve has a winning
strategy for the FiX(€max) objective is EXP-complete.

6 Solving UFix games

In order to determine the winner of UFix games, we proceed as in the previous section by
finding a non-deterministic Biichi automaton that recognizes the set of bad abstract plays.
However, in this case the situation is more complicated because a bad abstract play might
arise from a violation in the uniformity, rather than because of a concrete path with infinitely
many window violations. Figure 2 illustrates this issue. To overcome this, we first provide an
alternative characterization of the bad abstract plays for Eve. Consider some v € Plays(G).
We say w € y () merges with infinitely many violating paths if for alli > 0, there are j > i,
k > j + €max and some x € y(¥[...k]) such that w[k] = x[k] and x ¢ GW(J, €max). We
refer to j as the position of the violation and to & as the position of the merge. Our next result
formally states the relationship between concrete plays merging for multiple violations and
UFix games.

Lemma 9 Given WGA G and € Plays(G), there is m € y(¥) merging with infinitely
many violating paths if and only if ¥ ¢ UFiX(€max)-

Proof
(=) Assume there is a w € y () merging with infinitely many violating paths. We have
that there are two infinite sequences of indices J = {jo, ji,...} and K = {ko, k1,...}

such that j, < jey; and jg + €max < kg, for all £ > 0, and for which we know that

there is concrete path x; € y(¥[...k¢]) such that x[j; ... je + £max] realizes an open
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window of length £yax and x¢[ke] = m[k¢], for all £ > 0. Observe that for all £ > 0
we have that x; - w[ke...] € y(¥) and that xp - wlke...] ¢ GW(j¢, €max). In other
words, V& > 0,3a € y(),Im > £ : a ¢ GW(m, €nax) which implies that ¢ ¢
UFiX(£max)-

(<) Assume ¥ ¢ UFiX(€max). We have that there is a infinite sequence of indices J =
{Jjo, j1, ...} such that jp < jr41, forall kK > 0, and for which we know there is a concrete
play mx € y (i) such that 7 ¢ GW(jx — €max, £max), for all k > 0. Observe that for all
i > 0 the set y(y[i]) is finite and bounded by |Q|. Thus, by the Pigeonhole Principle we
have that, for alln > O there is n, € {7y, | 1 <m < |Q|-n} C y(¥) which merges with at
least n violating paths. Consider an arbitrary n;. If n; merges with infinitely many violating
paths then we are done and the claim holds. Otherwise it only merges with a finite number
of violating paths, say a. From the previous argument we know there is an Naj €V (¢) that
merges with at least a| = a; + 1. Clearly n; and Na| are disjoint at every point after a}, lest
n1 would merge with a new violating path. We inductively repeat the process, if 1, merges
with infinitely many violating paths then we are done. Otherwise it only merges with some
finite number of violating paths, say a;. In that case we turn our attention to Ml - Note that
since Q is finite this process can only be done a finite number of times. Indeed, after having
discarded at most | Q| — 1 concrete plays (which are disjoint after some finite point) it must
be the case the last remaining possible concrete play has the desired property or we would
have a contradiction with our assumptions. Thus, there is some concrete play = € y () that
merges with infinitely many violating paths. O

We now construct the non-deterministic Biichi automaton N~ that recognizes plays which
contain a concrete path merging with infinitely many violating paths. The idea is that we
non-deterministically keep track of two paths: one that will eventually witness a viola-
tion and then merge with the other, which ultimately serves as the witness for the path
that merges with infinitely many violating paths. When the two paths merge, the automa-
ton non-deterministically selects a new path to witness the violation. This is achieved
by guessing a state in the belief set of Eve, as these states represent the end states of
any concrete play consistent with the abstract play so far. To avoid the double exponen-
tial associated with taking the Reif construction before determinizing the automaton, we
instead compute the belief set on the fly using a Moore machine that feeds into our non-
deterministic automaton. By transferring the exponential state increase to an exponential
increase in the alphabet size, the overall size of the determinized automaton (after compo-
sition with the Moore machine) will be at most singly exponential in the size of our game
and W.

More specifically, denote by B the machine that, given ¥ = ogogoi0] - -- € Plays(G)
as its input yields the infinite sequence ogopspojoysy--- € (Obs - X - P(Q))® such that
so = {q/} and for all i > 0 we have s;+] = post, (s;). One can easily give a definition of
B—which closely resembles a subset construction— with a state space at most exponential
w.r.t. G. Observe that B realizes a continuous function, in the sense that every prefix of length
i of the input uniquely defines the next s; | annotation. Thus, the annotation can be done on

the fly.
Formally, N’ consists of the state space F' = Q x QO x {1,...,lmax} X {—W -
Cmax, - - -» —L}U{L, T}; initial state (g7, g7, 1, L); input alphabet X" = X x Obs x P(Q);

and A" C F x X" x F. The transition relation A" has a transition ((p, p’, i, n), (o, 0, s),
(q.q',j.m)if (p'.0,q") € A,q€s.q €o,
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w(p,o,q) if (p,o,q) € AANw(p,o,q) <0
_ n+w(p,o,q) if(p,o,q) e AAn#LAn+w(p,o,q9) <0Ai < €nax
"7 (o) EANMETVp£p)An £ LAT = b
1 otherwise,
lhax ifm=T
j=1i+1 itm=n+w(p,o,q)
1 otherwise.

We say a state (g, ¢/, i,n) € F’is accepting if ¢ = ¢’, n = T. N accepts a word x if and
only it has a run (go, g, io, 10) (00, 01, $1) (g1, 41, i1, n1) (61,02, 52) ... on x such that for
infinitely many j we have that (¢;, q}, ij,nj) is accepting.

Proposition 4 The non-deterministic Biichi automaton N” accepts a word a = B(Yr), where

Y € Plays(G), if and only if ¥ ¢ UFiX(£max).

Proof

(=) Assume N accepts a. Let r = (qo, gjio, no) (00, 01, 51) (g1, q]i1,n1) (01,02,52) ...
be one of the accepting runs of the automaton on «. By construction of N/ we have
that gjooqjo1--- € y (). Let m, denote this concrete play, J = {jo, ji,...} and
K = {ko, k1, . ..} be two infinite sets of indices such that jy < jy4+1 and jy + €max < k¢, for
all £ > 0, and for which we know that

— (Qk,» q,/q, ix,, Nk,) is accepting for all £ > 0, and
= Mjotlmax < 0A Ljet-lmax = Zmax~

Such sequences are guaranteed to exist since r is accepting. Assuming the correctness of
B, one can easily verify by induction on the definition of A" that for all £ > 0 we have that
7., at k, merges with a path having a violation at j,. It follows that r, merges with infinitely
many violating paths. From Lemma 9 we get that ¥ ¢ UFiX(€max).
(<) Assume that ¥ = ogopojo1 --- ¢ UFiX(€max). Let 71 = goooqio1 € y () be the
concrete play that merges with infinitely many violating paths (see Lemma 9). We describe
the infinite run of " on @ = B(v) that accepts. Let J = {jo, j1,...} and K = {ko, k1, ...}
be two infinite sets of indices such that j, < jy41 and jy + €max + 1 < k¢, for all £ > 0,
and for which we know that there is some x; € y(¥[...k¢]) such that w[k;] = xelke]
and for all jr < m < jx + €max + 1 we have w(x[jk...m]) < 0. The sequences are
guaranteed to exist because of our choice of 7. Observe that this implies there is a run
r = (qo, qpio, n0) (00, 01, 51)(q1, q1i1, n1)(01, 02, 52) ... of the automaton where for all
£ > 0 we have thatnj, .1 = w(gj,, 0j,,qj,+1) and for all 1 < b < £yax then

Mjytb = Njytb—1 + WG jo+b> Tjy+bs 4jp+b+1)-

Furthermore, we have that nj,, = T for all £iax < b < k¢ and g, = q,’%. Hence, said
run is such that for all £ > 0 the state (gy,, q,ik, ik, Nk,) 1s accepting. We conclude that the
automaton accepts . O

We recall that determinizing N’ and complementing it yields an exponentially bigger
deterministic automaton. Its composition with B, itself exponentially bigger, accepts the
desired set of plays and is still singly exponential in the size of the original arena and W.
Once more, the desired result follows from the algorithm presented in [17].
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Theorem 6 Given WGA G, determining if Eve has a winning strategy for the UFiX(£max)
objective can be decided in time exponential in W and the size of G.

Corollary 2 Given WGA G with unary encoded weights, deciding if Eve has a winning
strategy for the UFiX(€max) objective is EXP-complete.

7 Conclusion

We have studied partial-observation games with window mean-payoff objectives. In contrast
to the classical mean-payoff objectives, fixed window mean-payoff objectives are decidable
in such games. Furthermore, when the weights are given in unary, determining if Eve wins
a fixed window mean-payoff game can be decided in exponential time. We conjecture that
our techniques can be extended to show the problem is in fact EXP-complete even when the
weights are given in binary.
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