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num-players is the number of players in the population. Each player has a strategy, defined by:
PC:  Probability to cooperate in the first round.
PC/C: Prabability to cooperate in round n (n > 1)
given that the opponent has cooperated in round n - 1.
PC/D: Prabability to cooperate in round n (n > 1)
given that the opponent has defected in round n - 1.

infinite-strategies? defines the strategy space (possible values for PC, PC/C, PC/D).

of E 0 o—e—e—e—e—e—s

infinite-strategies? = on infinite-strategies? = off (num-strategies)
set-initial-players is used to set the initial population of strategies.
(initial-PC, initial-PC/C, initial-PC/ D)

pairing-settings determines the algorithm

PAIRING SETTINGS
@ used to form pairs of players. Each pair of

players play one match, which consists of

’ %\' a series of rounds:

%\% \k‘/'% X v\v * random pairings: Pairs are made at

random.

%:X) i{;rk" fi/ %;ﬁ ‘I’ « round robin: Every player is paired with \x% i%

every other player once.
X * ‘k‘k/%  children together: Players are paired
Anather %%C preferably with their siblings (and at &
oy A X\@ random among siblings). N W

THE GAME: ROUNDS AND PAYOFFS Opponent

rounds-per-match: Number of rounds Cooperate Defect
in a match. Each round is a one-stage ——————— L
game in which each player plays (:';?‘og:fr:;te \1 %?‘og:fr:;: ) prayer (ol LIsSIi: 1l CC-payoff | CD-payoff
according to its strategy (defined by —— versus — Defect DC-payoff | DD-payoff

the values of PC, PC/C, PC/D).

EVOLUTIONARY FORCES: THE FOLLOWING POPULATION

selection-mechanism determines the algorithm used to create the new .
generation. Higher payoffs Lower payoffs

* roulette wheel: num-players replications are conducted; in each replication, popSIlgtion \k \X%%% %%%%%% %
the probability of being selected for each player is proportional to its payoff.

* Moran process: In each generation, one player is chosen for replication
with a probability proportional to its payoff. The offspring replaces a randomly New
chosen player. entrants

winners take all: The player(s) with the highest total payoff i.e. the “winners”) New
are identified. Then, for num-players times a random winner is chosen to \X%%IIIIIII%% III population
be replicated.

tournament: For num-players times, two players are selected at random  mutation-rate: Probability that the strategy of any newly
and the one with the higher payoff is replicated. Ties are resolved at random.  created player is determined at random.
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