




 either white or black has a winning
strategy in checkers, or both players can enforce a draw.

English/french/Türing version?



Take two perfectly rational players with unlimited
computational power

Let them play on a checker board and check the result.
  Quadratic number of bits
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The two teams should play the same strategy in both games.
Whenever , the faulty team immediately loses.
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If  K-team wins otherwise J-team wins
Only way for the J-team to win for sure 
Similar trick to enforce 
Referee implementable by a finite-state machine with
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 is winning if all consistent maximal plays
are infinite (no global deadlock)
contains infinitely many -transitions, for each proces  (no
local deadlock)
contains at least one final state  for each process 
(reachability condition)

: given the description of the game,
decide if the team of players has a winning strategy.

: if the answer is no, what can be said?
What if players are allowed to randomize (and transitions are



 the graph of players connected by their shared
actions is acyclic.

[2013,Genest, G., Muscholl, Walukiewicz] the
existence of a winning strategy is decidable in the acyclic case.
Complexity is a tower of exponential
Reduction from halting problem for alternating Turing
machines with bounded space

[2014, Cheval, Gimbert] two-player
asynchronous games have a (computable) value. Extendable
to acyclic.

: Decidability is an open question. Sufficient

assumed deterministic)?


