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1. Introduction
1.1. What this paper does

In this paper I seek to answer the following question. Are there evolutionary dynamics which guarantee the elimination
of weakly dominated strategies in all finite normal form games? I make this quest more specific by restricting attention to a
class of stochastic myopic best-reply dynamics in the spirit of Kandori et al. (1993) and more specifically Samuelson (1994),
inspired by Foster and Young (1990).

Stochastic myopic best-reply dynamics are defined as follows. For a given n-player game, for each player position, there
is a finite population of individuals. Individuals, when given an opportunity to learn, play a best-reply to the empirical
distribution of play of individuals in the other player positions. Dynamics differ in the learning rate, the probability with
which individuals learn. I restrict attention to dynamics in which this learning-rate is a power-function of the payoff-
difference between their current strategy and the best reply. The reciprocal of this power is the individuals’ sensitivity to
payoff-differences. Individuals also experiment or make mistakes.

[ investigate the distribution of play, under such dynamics, in the invariant (long-run) distribution of the induced Markov
chain, in the limit in which the experimentation-rate tends to zero, population sizes tend to infinity, while their product
(the expected number of experiments in any given period) tends to infinity as well.
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A dynamics is then said to have property (W), for a given number of players n, if every weakly dominated strategy in
every n-player game is eliminated in the limiting long-run distribution of play induced by the dynamics.

In the main Theorems 4 and 5 of this paper I provide a necessary and sufficient condition for a stochastic myopic best-
reply dynamics to have property (W). This condition is in terms of the sensitivity of the learning-rate to payoff differences.
If this sensitivity is greater than a certain threshold, which depends on the number of player positions, then all weakly
dominated strategies are eliminated. If it is equal to or below that threshold then there is a game with the given number
of player positions and a weakly dominated strategy which survives evolution.

1.2. Motivation and related literature

While it is possible to argue that a rational player will not use weakly dominated strategies? (see e.g. Dekel and Fu-
denberg, 1990; Brandenburger, 1992; Borgers, 1994; Gul, 1996; and Ben Porath, 1997), evolutionary models have, so far,
mostly failed to support the elimination of weakly dominated strategies. The beginning was very promising, however. An
evolutionary stable strategy (ESS), as defined by Maynard Smith and Price (1973), for symmetric 2-player games only, does
not contain a weakly dominated strategy. In fact, van Damme (1991) shows that an ESS must be a proper equilibrium, as
defined by Myerson (1978). Thus, ESS is a very strong refinement of Nash equilibrium, at the heart of which is not least
the elimination of weakly dominated strategies. Thus, it was hoped that evolution could provide a strong tool which would
help an applied researcher to pinpoint much more accurately the plausible equilibria of any given game. The concept of
an ESS had only two shortcomings. First, it was only defined for symmetric 2-player games, and second, existence of an
ESS is not guaranteed in all games. Also the concept of an ESS, being a static one, does not explicitly model the dynamic
process of evolutionary selection. In essentially any model in which the dynamic process of selection was modeled directly,
evolution failed to generally eliminate weakly dominated strategies. An example of this is given in Nachbar (1990) and a
full discussion is provided in Samuelson (1993, 1994).

Samuelson (1993) shows that weakly dominated strategies can survive evolution in deterministic dynamic models such
as the replicator dynamics of Taylor and Jonker (1978). Samuelson (1994) in his Theorem 3 shows that they can survive
evolution in stochastic models such as that of Kandori et al. (1993), which is inspired by Foster and Young (1990). This is
somewhat surprising, as evolutionary models directly, through low-probability mutations in stochastic models, or indirectly,
by appealing to notions of stability to perturbations in deterministic models, allow for random mutation or experimentation,
which should serve a similar purpose to trembles in strategic refinements. Yet, this is not so.

In deterministic models weakly dominated strategies can survive evolution when all opponents’ strategies, against which
the weakly dominated strategy performs poorly, vanish much faster than the weakly dominated strategy does (see e.g.
Example 3.4 in Weibull, 1995).

In a stochastic finite-population model a la Kandori et al. (1993), weakly dominated strategies may feature in the sup-
port of the limiting invariant distribution of play because of the possibility of “evolutionary drift” (see Samuelson, 1994,
Theorem 3). Suppose play is currently in a state in which the following is true. First, a given weakly dominated strategy is
not played by anyone in the relevant player population. Second, this weakly dominated strategy is, however, a best-reply to
the aggregate strategy profile of the opponents in the current state. Thus, the weakly dominated strategy is an alternative
best reply in the given state, and if employed by one individual in the relevant population by mutation, there is no evolu-
tionary pressure to remove it. In fact one could have a series of single mutations in this population toward more and more
individuals playing the weakly dominated strategy. If nothing else changes, i.e. no other individual in any other population
changes strategy, evolutionary pressure does not bear on individuals using the weakly dominated strategy, as it continues
to be an alternative best reply in these circumstances.

Thus, Samuelson (1994) demonstrates that it is impossible for a stochastic best-reply model of evolution to eliminate
weakly dominated strategies in all games if population sizes are fixed and finite. This implies, in turn, that a necessary
condition for a stochastic evolutionary process to eliminate weakly dominated strategies in all games is that population
sizes are large (i.e. are taken to infinity). Loosely speaking, large populations have the effect that “evolutionary drift” is
less likely. Indeed, in his Theorem 5 Samuelson (1994) then shows that, for a particular 2-player game, a weakly dominated
strategy, which is not eliminated under the finite population model, is eliminated in the limit in which population sizes tend
to infinity.> While taking population sizes to infinity (without further qualification) is sufficient for evolution to eliminate the
weakly dominated strategy in that particular game, it is, however, not generally sufficient for the elimination of all weakly

2 The elimination of weakly dominated strategies is also at the heart of virtually every Nash equilibrium refinement based on strategic considerations.
Selten’s (1975) trembling hand perfect equilibrium and Myerson’s (1978) proper equilibrium are examples for this. Kohlberg and Mertens (1986) even made
it a requirement for a solution concept to be called strategically stable that it does not contain weakly dominated strategies.

3 In the special context of generic extensive form games, Noldeke and Samuelson (1993) show that similar stochastic models of evolution do not nec-
essarily lead to subgame perfect (i.e. undominated) equilibrium play if population sizes are finite. Hart (2002), in a slightly more biologically flavored
stochastic model of evolution, shows that large populations (tending to infinity), while the product of mutation and population size is bounded from be-
low, lead to the evolution of subgame perfect equilibrium play. Kuzmics (2004) shows that the same result can be obtained in the model of N6ldeke and
Samuelson (1993) if population sizes are taken to infinity, while the product of experimentation probability and population sizes tend to infinity as well.
Thus, both Hart (2002) and Kuzmics (2004) provide sufficient conditions for the evolutionary elimination of weakly dominated strategies in some contexts.
They do not cover all normal form games and, as they do not discuss the player’s sensitivity to payoff-differences when learning, do not provide necessary
conditions for the elimination of weakly dominated strategies.
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dominated strategies in all games. I show this by using another example, matching pennies with a weakly dominated
strategy. In this game it is necessary to take the limit in which population sizes tend to infinity and the experimentation
probability to zero in such a way that the expected number of experiments, which is the product of population size and
the probability of experimentation, also tends to infinity. Given this pre-condition, I then move on to show that the crucial
determinant for a stochastic best-reply model of evolution to eliminate all weakly dominated strategies in all games with a
given number of player positions is that the individuals’ sensitivity to payoff-differences (as verbally defined in the previous
subsection and formally in Section 2), when learning to play a best reply, is above or below a certain threshold that
depends on the number of player positions. If this sensitivity is above the given threshold then evolution eliminates all
weakly dominated strategies in all games with the given number of player positions. If it is below that threshold then there
is a game with the given number of player positions and a weakly dominated strategy in that game which is not eliminated
by evolution.

The structure of this paper is as follows. Section 2 states the model. Section 3 discusses Samuelson’s (1994) Theorem 5
as well as the conceptual difficulties involved in proving the main theorems of this paper by means of three examples. Some
preliminary results are given in Section 4. Section 5 proves the elimination of strictly dominated strategies in Theorems 1
and 2 before Section 6 provides the main results on the evolutionary elimination of weakly dominated strategies, Theo-
rems 3, 4, and 5, as well as an intuitive sketch of their proofs. Finally, Section 7 provides Theorem 6 showing that provided
evolution eliminates all weakly dominated strategies it will then also eliminate all strategies which are not rationalizable
(Bernheim, 1984 and Pearce, 1984) in the game obtained from the original game by removing all weakly dominated strate-
gies. That is Theorem 6 provides some evolutionary support for the so-called S®W -procedure of Dekel and Fudenberg
(1990) in the sense that strategies which are eliminated under the S°°W -procedure are also eliminated by evolution under
the assumptions stated in Theorem 6. Most proofs are relegated to Appendices A-F.

2. Model

For finite population sizes (m;, see below) the following model is essentially the same as the stochastic? best-reply model
of Samuelson (1994) and a special case of the evolutionary model of Kandori et al. (1993). The important difference to the
model of Samuelson (1994) is that I will assume that any individual’s learning rate depends on the difference between
the payoff of the strategy currently used by the individual and the largest payoff this individual could obtain in the given
situation. This is important when analyzing the limit in which population sizes tend to infinity.

The object of analysis in this paper is a (game/dynamics) pair (I, D), where I = (N, S, u) is a finite normal form game,
and D = (f, A, k) is a stochastic best-reply dynamics on I". The normal form game I = (N, S, u) is characterized by the set
of n players N = {1,...,n}, the finite set of pure strategy profiles S = X;_y Si (Si is player i's set of pure strategies), and
the vector of payoff functions u = (u1, ..., uy), where u; : S — R. The dynamics D = (f, A, k) is characterized by the vector
f=(f1,..., fn) of best-reply learning functions (to be specified below), one for each player, the vector A = (A1,...,Apn)
of conditional experimentation probabilities (to be specified below), and the vector k = (1, ..., k) of conditional learning
probabilities (in case of 2 or more alternative best replies, again to be specified below).

In the remainder of this section I will specify the details of the dynamics D = (f, A, k). Let each player i be replaced by
a population of individuals M(i) with population size m; = |M(i)|. Individuals are characterized by the pure strategy they
are playing. A state is a characterization for each individual in each population. Let the state space be denoted by 2.

Individuals in every period t play against every possible configuration of opponents. Between times t and t 4+ 1 each
individual in each population first receives a draw from a Bernoulli random variable either to learn with probability o or
not to learn, and then, regardless of the outcome of the first Bernoulli draw, receives a second draw from an independent
Bernoulli variable either to experiment with probability @ or not to experiment.

While p is assumed to be a constant, the learning rate o is assumed to be dependent on the payoffs obtainable by
the various strategies. Suppose the current state is some w € §2. Suppose a given agent in population M(i) plays strategy
s € S; in this state w. The probability that this agent will learn shall now depend on the payoff-difference between the
payoff the agent could get when playing a best-reply (against state w), and the payoff the agent receives currently. Slightly
abusing notation, let the payoff function u; be extended to the domain S; x §2 as follows. For a given state w € §2 let
PiS(w) denote the proportion of individuals in player position i who play pure strategy s € S;. Let P;(w) be the vector
of these proportions for player position i € N and let P_;(w) = XjeN, ji Pj(w). Then define u;(s, w) = u;(s, P_j(w)). Let,
furthermore, u}(w) = maxycs; u;(s’, @) denote the maximal payoff an individual in player position i could have achieved
given state w. Then the probability that an agent (currently playing s) switches to a best-reply given state w is given by
o (s, w) = fi(uj (w) — ui(s, )), where f; : Ry — [0, 1].

If an agent learns, the agent chooses a best reply to the aggregate behavior of individuals at time t. If there are multiple
best replies the agent chooses one according to the vector of conditional learning probabilities x = («1, ..., kp), with kj =
{Ki.1;}1;cs; a family of probability distributions such that «; 1, : T; — Ry with k; 1,(s) > 0 for all s € T; (full support) and
ZseTi kiT;(s)=1for all T; C S; and all i € N. If at state w the set of best-responses for players in position i is given by

4 This type of stochastic evolutionary model originated in Foster and Young (1990).
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T; C S; then an individual, conditional on switching to a best reply, switches to strategy s € T; with probability «; 1, (s). If
she does not learn, the agent continues to play her old strategy.

If the agent receives an experimentation-draw she chooses an arbitrary strategy according to the vector of conditional
experimentation probabilities A = (A1, ..., Ay) with A;(s) > 0 for all s € S; (full support) and Zsesi Ai(s) =1 for all i € N.
That is, conditional on experimenting, an individual in player position i switches to strategy s € S; with probability A;(s).
In the absence of an experimentation-draw the agent does not change her strategy. This completes the description of the
stochastic dynamics D = (f, A, k).

Throughout the paper I restrict attention to a subclass of all such pairs (I, D) of a game and a dynamics. [ assume
that f;, a function from the non-negative part of the real line into the unit interval, satisfies fj(0) =0, fi(x) > 0 for all
x>0, and that f; is weakly increasing. Typical functions for f; shall be a step function for which f;(x) = o (constant) for
all x > 0, a scaled identity function fj(x) = ax for some « that guarantees f;(x) € [0, 1] for all relevant x, or generally any
power function fj(x) = axf, again with « such that fij(x) € [0, 1] for all relevant x. Note that f;(0) =0 implies that when a
learning agent already plays a best reply she is assumed to continue playing it. This assumption, however, is not important
for the results of this paper.

For the learning-rate given by a power function fj(x) = ax?, I call % the sensitivity individuals display towards payoft-
differences. It is e.g. 1 if the function is linear, 2 if the function is proportional to the square-root function, and infinite if
the function is discontinuous at O.

A given game/dynamics pair, for a given experimentation probability ; and a given vector of population sizes m =
(mq,...,my), gives rise to a Markov chain on the state space 2 with transition probability matrix denoted by Qf]. The
transition probabilities also vary with different choices of f, A, and k. However, as I will study the limit of this process for
any fixed f, A, and «, but taking @ to zero and m; to infinity, I suppress f, A, and « in the notation.

The Markov chain induced by the above selection-mutation dynamics is aperiodic and irreducible. Hence, it has a unique
stationary distribution, which shall be denoted by 7", and satisfies

m m __ m
Ty Q w =T (1)
3. Motivating examples

A dynamics D is said to have property (W) for a given number of players n, if every pure weakly dominated strategy in
every n-player game is eliminated in the long-run distribution of play induced by the dynamics. In this section I use a series
of three examples of increasing complexity to demonstrate the conceptual difficulties in finding necessary and sufficient
conditions for a dynamics to exhibit property (W). In some of the statements in the discussion I appeal to theorems from
later sections.

The first example is a simple 2 x 2 game with a weakly dominated strategy that will be eliminated under any of the
stochastic best reply models of this paper as long as the experimentation probability tends to zero, even if population sizes
are finite. Thus, it demonstrates that while it may be difficult for evolution to eliminate weakly dominated strategies in all
games, there are games in which the elimination of weakly dominated strategies is easily achieved by any reasonable model
of evolution. The second example is Game G1 of Samuelson (1994), also called Game G1 in this paper. Samuelson’s (1994)
findings imply that, provided population sizes are finite, the single weakly dominated strategy in that game is not removed
by any stochastic best-reply model of evolution. In Theorem 5 Samuelson (1994), furthermore, shows that for any stochastic
best-reply model of evolution, if population sizes tend to infinity at the same time as experimentation probabilities tend
to zero, the single weakly dominated strategy is eliminated. In the third example, Game G2, finally, I demonstrate that this
result is not generally true in all games. Game G2 has a weakly dominated strategy that, under the conditions of Samuelson’s
(1994) Theorem 5 is not generally eliminated. It turns out, as discussed below, that, in order to obtain conditions under
which property (W) holds, conditions need to be placed on the relative speed with which the experimentation probability
tends to zero in relation to the speed with which population sizes tend to infinity. | demonstrate that it is essentially
necessary to take this limit in such a way that the product of experimentation probability and population size, which
corresponds to the expected number of experimentation draws in a population, needs to tend to infinity as well. This
discussion, thus, leads me to conclude that in order to obtain necessary and sufficient conditions for a dynamics to satisfy
property (W) I need to investigate exactly this limit.

3.1. Asimple game

Consider, first, the following 2-player game, denoted Game GO. This game has a weakly dominated strategy, which is
eliminated under any of the learning dynamics in this paper as long as the experimentation probability tends to zero, even
if population sizes are fixed and finite.

A S
1,1 1,0
w|0,1]|1,0

o
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Note that S is strictly dominated for player 2. Thus, under any learning dynamics D, by Theorem 2, we have that the
expected proportion of S-players tends to 0, in any limit in which @ — 0. But then W is actually strictly worse than B for
players in player position 1. Thus, by the same argument (see also Theorem 6), the expected proportion of W -players tends
to 0 as well, as long as u — 0. This is true whether or not wm; tends to infinity or some positive number or even to O.

3.2. Another simple example

Consider the following 2-player game (G1 in Samuelson, 1994), also denoted Game G1 here.

A S
B | 1,1 1,0
w1100

Player 2’s strategy S is strictly dominated, while player 1's strategy W is weakly dominated. Compared to the previous
example, in this example it is harder for evolution to eliminate the weakly dominated strategy W, as this strategy in the
limit will be essentially equally good in terms of payoff as the best strategy. In fact, Samuelson’s (1994) results imply that,
for this game and under any learning dynamics in this paper, weakly dominated strategy W survives evolution if population
sizes are taken to be fixed and finite.

Now consider the following (extreme) best-reply dynamics. For i =1,2 let fij(x) =0 if x=0 and fj(x) =0 >0 if x > 0.
Samuelson (1994) in his Theorem 5 shows that the weakly dominated strategy W is eliminated by this dynamics under
any limit in which the experimentation-rate (/) tends to zero and population sizes (m;) tend to infinity. Thus, this is true
regardless of the limiting behavior of the product of the two (um;).

Thus, so far it seems that um; — oo is not necessary to guarantee the elimination of weakly dominated strategies. Note,
however, that this is due partly to the fact that even in the case when W is a best reply, individuals who do not play it,
i.e. who play B, will not learn to play W, as they are already playing a best reply. If we changed the model to allow for
arbitrary switches between alternative best replies even when individuals already play a best reply, this result would no
longer hold. In that case we would need um; — oo in order to prevent W to essentially ever be a best reply. The next
example demonstrates that there are games in which um; — oo is necessary even if we do not change the model.

3.3. Matching pennies with a weakly dominated strategy

Consider the following 2-player game G2 (matching pennies with a weakly dominated strategy).
H T,

Hy | 1,-1 ] -1,1
Ty | -1,1 | 1,-1
w | -2,11]1,-1

Player 1's strategy W is weakly dominated. Note that player 2 is indifferent between player 1’s strategies T1 and W.
Consider the following best reply dynamics with Ay, = A7, =Ap, = 2, AT, =Aw = 4 Also fi(0)=0and fix)=1if x>0
for i =1, 2. Furthermore, when there are multiple best replies assume that individuals uniformly randomize between them
when learning. For all s€ S; and all i € N let Pu m : §2 = Ry denote the random variable that assigns to states w € £2 the
proportion of individuals in population M(i) who play strategy s. For convenience assume that mj, m, are odd numbers. Let
the state space be partitioned into four sets. Let

NW:ia)e.Q‘PlHl(a)) S APLR (@) > }

1 1
NE = {weQ‘P1Hl(a))>§/\P2H2(a))<2}

SE= {weQ‘PlH‘(w) 5

1
APLR (@) < }
and
swz{weQ‘P”ﬁ(w) — AP () > }

Given the symmetry in this game we must have 7, m(NW) =) m(NE) = ), m(SE) = wym(SW) = }‘, for all i and all
(odd) mq, my.

Now consider the following state, denoted w*, in which all individuals in population 1 play H; and all individuals in
population 2 play T,. Similarly, let @ be the state in which all individuals in population 1 play T and all individuals in
population 2 play T5.
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Lemma 1. For the game G2 and dynamics such that f;(0) =0 and fj(x) =1 for x > 0 for both i = 1,2 we have nl’f(a)*) >1-
™M1 = 3™ and T @) = (1= 0™ (1= 30" .

Proof. Note that for all ® € NW we have QlT(a) - w)=1- %/,L)ml(l - %/L)mZ, which converges to some positive y in
the limit, when @ — 0, while um; — §; € (0, c0). Then

() = Z 7} (@) Q) (0 — o)

we
> Z an(a))QE(a)aa)*)
weNW
1 \™ 1 \™ m
(mgn) (-3) 2 e

weNW

1 \™ 1 \™1
>(1-—= 1-- -.
(1=21) (=22) 5
The proof that 71;1‘ (@) >0 - %u)ml a- %,u)’”z}1 is completely analogous. O

Proposition 1. For the game G2 and dynamics such that fj(0) = 0 and fi(x) = 1 for x > 0 for both i = 1,2 we have

limy 0, jum;—s ELPm 1> 0if 8; € (0, 00).

Proof. By the law of iterated expectation we have

E[(Piim)est] =E[E[(Piim), +dPym |ox]]
> 7 @E[(Pyim), + APy | = @] + il (@) E[(Pyim), + APy im | = *]

m
> M @E[dPL W o = &] + 77 (w*)E[dP LW | = o]

>|1 ! " 1 L "1 11 1—A
/< _§M> ( —5H> 5<5( —p(l - W))>,

which tends to 4117/ for some y >0 as u — 0 and um; — §;, and where the last inequality follows from Lemma 1 and the
observation that ]E[dP}L'f,'Xla)t =w*] = E[dPllL‘,Mmllwt =0 = %(1 — m(1 — Aw)) by an analogous argument as in the proof of
Theorem 1. O

Thus, Game G2 has a weakly dominated strategies, which is eliminated under the given dynamics in the limit in which
um; — oo (by Theorem 4), but not in the limit in which um; — § < oo (by Proposition 1). The dynamics is as in Samuelson
(1994). Thus, this example demonstrates that Samuelson’s (1994) Theorem 5 does not extend to all games. That is, it is not
enough to look at the limit in which u — 0 while m; — oo without specifying the limiting behavior of the product um;. In
fact, this implies that taking @ — 0 and m; — oo together is not sufficient to yield a well-defined limit in general games,
i.e. the limit inferior and limit superior are not equal. In the main part of the paper I, thus, focus attention on the limiting
case in which the experimentation probability x tends to zero, while the expected number of experimentation draws pum;
in any given period tends to infinity. This provides a well-defined limit in all cases I consider.

4. Preliminary results

This section provides some preliminary results needed for the analysis, and, before that, some additional notation. Let
ieN and s € S;. Let A;(‘S denote the set of states in which the proportion of individuals at population M(i) playing strategy

s is 17’1—‘, Let <1>i’s = ngrmf A;;’s denote the set of states in which not more than a proportion of t individuals play s at player

population M(i). Let Pifm : 2 — R denote a random variable (given probability space (£2, nl’f)) such that Pifm (w) denotes

the proportion of s-players in population M(i) given state w. Thus P;fm (w) = mL, ifwe A;;'s .

Note that JTIT(Pifm <€)= n,’f((bé‘s). Throughout this section the conditional mutation-probability vector, A is arbitrary.
Hence, the results hold for any such A. Then A shall denote the probability A puts on pure strategy s € S;.

Let o) = (1, m}—u’ . m:_u) and let p;} — 0 mean that each component of pj} tends to zero.

Lemma 2. Let (I", D) be an arbitrary game/dynamics pair. Let s € S; be an arbitrary pure strategy of player i in the game. Then

1 A (AGH) < (1 =A™
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2. this bound is tight (achieved by some (I, D));
3. and limpm o T (Ag) =0.

Proof. Points (1) and (2) follow from Lemma 3 in Appendix A. From (1) it follows that limpm_w n,’f (A{)’S) < limpﬁ:_m(l -
Asp)™, which is equal to zero. This proves point (3). O

Note that the limit I am considering here is the only limit in which I can guarantee for any finite normal form game
and for any choice of learning functions f = (f1,..., fn), that every pure strategy is played by at least one person in the
game. To see this, suppose that u — 0 and um; — § < co. But then from point (2) of Lemma 2 it follows that for some
game, dynamics, and pure strategy s it is true that lim(1 — Asu)™ = lim(1 — Asmii)mi =e % > 0. Hence, under this limit,
one cannot guarantee that a strictly dominated strategy s is always played by at least 1 person. The following corollary is
immediate from Lemma 2.

Corollary 1. Let (I", D) be an arbitrary game/dynamics pair. Denote by ¥ the set of states, in which there is a population such that at
least one strategy is not played by any individual at this population, i.e.

v=JJas" 2)

i=1xeS;

Then

lim 7' (¥)=0. (3)
pE—0

5. Strictly dominated strategies

So far we know that, in the limit considered here, every strictly dominated strategy will be played by at least one person.
In this section I am interested in the expected number and proportion of people who play any given strictly dominated
strategy. Recall that P;f_m (w) denotes the proportion of s-players in population M(i) given state w.

Let s € S; be a strictly dominated strategy. Then the difference between the payoff derived from using strategy s and
the maximal obtainable payoff in a given state w must be positive. That is, uj(w) — u;(s, @) > 0. In fact we must have that
mingee (U] (@) — ui(s, w)) =a > 0. But then under the assumptions about f; we must have that there is a & > 0 such that
o (s, w) = fi(u} (w) —u;(s,w)) > ¢ for all w € £2. On the other hand, we, of course, have that o (s,w) <1 for all w € 2. In
the following the expectation E is always understood to be the expectation given the invariant distribution nl'f. Most proofs
are in Appendices A-F.

Theorem 1. Let s € S; be a strictly dominated strategy.” Then

is M)‘S

whs <E[Pin] < a0

Note that the expectation in Theorem 1 does not depend on the population size. Hence, in any limit in which @ tends
to zero, regardless of the limiting behavior of population sizes m;, we must have that the expected proportion of s-players
tends to zero. In the case of fixed population sizes this implies that not only the expected proportion, but also the expected
number of s-players tends to zero. In fact this also implies that in this limit (with fixed m;) the event that no individual
plays s has probability 1.

Theorem 1 has the following corollary, which I will also call a theorem, which is somewhat of an analogue to Propo-
sition 5.6 in Weibull (1995), due to Samuelson and Zhang (1992), which proves the same in the context of deterministic
payoff-monotonic dynamics.

Theorem 2. Let s € S; be a strictly dominated strategy. Then

lim E[P

n—0 ] =0

i,s
w.m

5 In fact this theorem extends to any pure strategy which is never a best-reply. In 2-player games a strategy is strictly dominated if and only if it is a
never best-reply. In more than 2 player games every strictly dominated strategy is obviously never a best reply, while there may be a strategy which is
never a best reply yet not strictly dominated (see e.g. Ritzberger, 2002, Example 5.7).
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Proof. Immediate from Theorem 1. O

Theorem 1, thus, implies, for the limit [ consider in this paper, where w tends to zero while um; tends to infinity, that
the expected number of s-players tends to infinity, while the expected proportion tends to zero.

6. Weakly dominated strategies

Let w € S; be a weakly dominated strategy which is not strictly dominated. Let w be in fact weakly dominated by some
mixed strategy x € A(S;). We then have that uf (@) — u;(w, w) > ui(x, w) — uj(w, w) > 0, where uf(w) is, as previously
defined, the maximal payoff a player in player position i could achieve, by playing a best-reply, given state w. Let S_; =
X#i Sj. Now, by definition, for any x € A(S;),

nxw) = Y s )P ().

S_i€S_;

where P;_i;,s,’i (w) = ]_[Hé, ]sl m(®), where s; is player j’s part of the strategy combination s_;. Given that we have that

Ui ) — ui(w, o) = Y (Ui 5-1) — Ui (W, s_)) Pl (@),

S_i€S_;

and, given that all elements in the sum are non-negative,

U (@) — (W, ) = (Ui, 5_i) — (W, 5_1)) P (@) (4)

forany s_j e S_;.

By definition of a weakly dominated strategy we know that there must be at least one strategy combination s_; such
that u;j(x,s_j) > uj(w, s_;). The prevalence of these strategy combinations will then be the determinant as to whether this
weakly dominated strategy will or will not survive evolution as modeled in this paper. For the given weakly dominated
strategy w € S; let A_j(w) C S_; be the set of all these strategy combinations against which x does strictly better than w,
ie. Aj={s_je S_ij|uj(x,s—;) > uj(w,s_j)}. Let P_l A- w) = s A P;Iré’ (w). The following theorem is somewhat of
an analogue to Proposition 5.8 in Weibull (1995), wh1ch proves the same in the context of 2-player games and deterministic
payoff-linear dynamics.

Theorem 3. Let (I, D) be an arbitrary game/dynamics pair. Let w € S; be weakly dominated. Then llmp -0 IE[P’ w Ml,,f"] =

Theorem 4. Let I" = (N, S, u) be an n-player game, i.e. IN| = n. Let the learning function f; for playeri be f;(x) = ax? forsome o>0.
Let w € S; be a weakly dominated strategy. If the sensitivity to payoff-differences satisfies % >n—1then limpzn_w E[P’ ml=

Theorem 4 provides sufficient conditions on the learning function f; under which any weakly dominated strategy in any
finite n-player normal form game is eliminated in the course of evolution. In fact this condition is also necessary in the
following sense.

Theorem 5. Let f;(x) = x? such that the sensitivity to payoff-differences satlsﬁes < n — 1. Then there is a finite n-player normal

form game, a set of learning functions { f;} i, and a weakly dominated strategy wfor player i such that llmplrg_m E[P/)_,m] > 0.

The proofs of Theorems 4 and 5 are given in Appendices E and F through a series of lemmas leading to the two proofs.
While making sure that every detail works out is somewhat tedious, the intuition behind these results is relatively straight-
forward, and shall be given here.

Consider an n-player game in which player i has a pure weakly dominated strategy w, weakly dominated by another
strategy x, which is always best. Suppose that there is only one pure strategy combination s_; =X i Si of the opponents
against which any player i's pure strategy w is actually strictly worse than x. Suppose, furthermore, that all opponents of
player i find their pure strategy s; strictly dominated. Suppose, finally, that all individuals in opponent-populations use an
extreme learning function fj(x) =1 if x>0 and f(0) = 0. This creates the environment that makes the survival of weakly
dominated strategy w most likely.5

6 I actually do not prove this statement, although I conjecture it is true. I find it sufficient to prove that this is the environment that makes the survival
of any strictly dominated strategy s; of the opponents least likely. This is made precise in Lemma 3 and then has consequences for the survival/elimination
of the weakly dominated strategy w as eventually used in Lemma 7.
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Then by Theorem 1 the expected proportion of individuals playing s; is of the order of . The expected frequency with
which a player i encounters opponent profile s_; is then of the order of 4"~!. Given, the above assumptions, the frequency
of opponent profile s_; is also the payoff-difference for players i between using x and w. Thus a player-i individual, currently
playing w will learn to use something else with probability given by f; evaluated at the frequency of s_;. In expectation
this frequency is of the order of u"~!. Applying fi(x) = ax?, the expected learning rate away from w is of the order of
wP@=D_ This is so, because the variance of this frequency is an order of magnitude smaller than the expectation. This
is demonstrated in Lemma 4 and is only true under the limiting condition wm; — oo. This is important in the proof, as
otherwise, by Jensen’s inequality the expected learning rate could be well below the learning rate evaluated at the expected
payoff-difference. The exact consequences of Lemma 4 which are used in the eventual proof of Theorem 4, and are derived
from Chebyshev’s inequality, are given in Lemmas 5 and 6.

Given all this, we thus have an evolutionary force away from w given roughly by this probability of the order of uf
Of course, through mutations we also have an evolutionary force towards w, which is roughly given by a probability of
the order of w. Thus, finally, if B(n — 1) < 1 the evolutionary force away from w is stronger than the one towards. This
leads to the elimination of the weakly dominated strategy. This is made precise in the proof of Theorem 4. On the other
hand, if 8(n — 1) > 1 the two forces are at best equivalent or the force towards w might even be stronger. Then, the weakly
dominated strategy w cannot be eliminated by evolution. This is made precise in the proof of Theorem 5.

Note that Theorems 4 and 5, for the special case of 2-player games, imply the following. If the learning-rate depends
on the payoff differences in a linear fashion evolution does not necessarily eliminate weakly dominated strategies. If this
learning function, however, is a power function with any power less than 1, evolution does eliminate all weakly dominated
strategies. The learning rate, thus, does not need to be discontinuous, but needs to have infinite slope at a payoff-difference
of 0.

(n-1),

7. S®°W -procedure

I now turn to a brief discussion about which other strategies will have to be eliminated by evolution as modeled in this
paper, supposing evolution eliminates all weakly dominated strategies. In the previous section I investigated under what
circumstances, for a given strategy w € S;, does E[P;;f"’m] tend to zero as ,OIT tends to 0. It is immediate that whenever
limym o E[P};'m] =0 then it must be true that, for any € € (0,1) we have an(P;Z‘m <e€)= nl’I’(dbé‘X) tends to 1 in the
limit. This means that with probability 1 the proportion of individuals playing this strategy w is below any € > 0. Given
this, however, it must be true that strategies which are strictly dominated once all weakly dominated strategies are thus
eliminated, must also be eliminated in the course of evolution.

Let I'! denote the game which remains when all such weakly dominated strategies are eliminated. That is, I"! is derived
from I" by reducing each player’s pure strategy set by all weakly dominated strategies, while the payoff function is the same
(with restricted domain). Let 511 denote the restricted strategy set for player i. If indeed all weakly dominated strategies are
eliminated, then strategies which are strictly dominated in I"! must also disappear in the limit I consider. In fact, this
argument can be iterated any finite number of times. A strategy which survives the iterated deletion of never best replies
is called rationalizable (Bernheim, 1984 and Pearce, 1984). Let a strategy which is rationalizable in the game obtained from
the original by deletion of all weakly dominated strategies be termed strongly rationalizable. We then have the following

Theorem 6. For i € N, let s € S; be a strategy which is not strongly rationalizable. Whenever limp‘n:_m E(P,J;JVZI) =0 for every weakly
dominated strategy w € S j for every player j, then

lim E(P}S,)=0. (5)

pE—0

Proof. Note that in I'! there is a payoff-wedge between strategy s and the strategy by which it is strictly dominated. But
as all the strategies which are available only on I" but not I} are played by a vanishing fraction in the limit, this payoff-
wedge is present with probability 1. But then a straightforward adaptation of the proof of Theorem 1 yields the result. This
argument can be iterated any finite number of times. O

While epistemic conditions for the use of what has been termed the S°°W -procedure, which stands for the deletion of
first all weakly dominated strategies and then iteratively all strictly dominated strategies, have been identified by Dekel and
Fudenberg (1990), Brandenburger (1992), Borgers (1994), Gul (1996), and Ben Porath (1997), the above theorem provides an
evolutionary justification for its use in the sense that every strategy which is eliminated by the S°° W -procedure will also be
eliminated by evolution under the stated assumptions. The plausibility of this justification depends only on the plausibility
of the degree of sensitivity in payoff differences required to eliminate all weakly dominated strategies.
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Appendix A. Lemma needed to prove Lemma 2

The following result states that the distribution of the proportion with which any given strategy is played for any given
game/dynamics pair under the invariant distribution first order stochastically dominates the distribution of the proportion
of a strictly dominated strategy under the most extreme dynamics.

Lemma 3. Let (I", D) with I’ = (N, S, u) and D = (f, A, k) be an arbitrary game/dynamics pair. Let (f, @) with [' = (N, S, 1) and
D = (f, A, k) be another game/dynamics pair with the properties that fl/J =1j forall j#1i, 4;(s',) = u;(s', ) for all s' € S; with
s’ #£s,and 11 (s, -) = uj(s, -) — A, where A is large enough to make s strictly dominated in r. Let furthermore fj = fjforall j #iand
f‘,-(O) =0and f‘,- x)=1ifx>0.Let j'rﬂ” and frﬂ” denote the invariant distributions induced by the two processes respectively. Then
AMPm > ) > A (P > 5h) forall j € {0, ..., my).

Proof. Let A/ = {w e 2| Pj’n(w) > mil} Then 0 (w, A)) = Yk jst)* (1 = ds )™ (), which is independent of . Thus
we can denote this expression by Q(Aj). Furthermore we clearly have that Q (w, A)) > Q(Aj) for all w. Then, an(Pifm >
D) =Y e TH@)Q@, AN 2 Y e p T (@) QA = QA) = AP ;S > £). D

Appendix B. Proof of Theorem 1

Let {2 x £2, Pr}7 denote a probability space, where Pr is such that® Pr(w, w') = an (a))(Q,T)w,w/ for all (w,w’) € 2 x £2.

Let (P;fm)t denote the proportion of s-players in population M(i) at time t. Let dP;fm denote the change in proportion
of s-players in population M(i) between times t and t + 1. That is,

(P,lLim)H-l = (Plﬁim)t +dp;fm' (6)
If (P;fm)[ is distributed according to the invariant distribution n;’] then so is (Piis’m)t+] and, hence, the expected value

E[dP;fm] =0. Also all these three random variables are measurable given the above stated probability space.
By the law of iterated expectations the last expectation can be written as IE[dP;fm] =E[E dP;fmI(P;fm)t], and hence

mj

: i : : k
0= 5Py = > (455 dpig | Pl = o ) )
k=0

Conditional on (P;f,m)t = ,1’1—‘1 the change dP;fm can be viewed as the difference of two random variables ml, and mL, again

both measurable given our specification of the probability space above, where X(w, ') is the number of individuals at
M(i) who, in the transition from w to «’, switch strategy from something other than s to s, and Y (w, @’) is the number
of individuals at M(i) who, in the transition from w to «’, switch strategy from s to anything other than s. Conditional
on (Pif,m)t = n’1—" X and Y are binomially distributed, i.e. X ~ Bin(m; — k, uis) and Y ~ Bin(k, o (s, w)(1 — ) + (1 — As)).
Given that s is a strictly dominated strategy we know that & < o (s, w) < 1. Given all this, the term
i,s i,s k
B(dPiial (Phon)c = )

is the difference between the expectation of these two binomial variables, divided by m;, and bounded from above by

. . k k.
(4P finl (Phin) = ) < hs = (61 =)+ 1)

and from below by
; ; k k
(Pl (Pl = o ) > i = o
Plugging the lower bound back into Eq. (7) we obtain
Dk i
0[50 —w+u] Y - (A7) = s ®)
k=0

7 As the state space is finite I omit the sigma-algebra, which can be taken as the set of all subsets of £2 x £2, in the description of the probability space.
8 Given the axioms of a probability measure this is sufficient to uniquely define Pr.
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which by the assumptions of the lemma and by the fact that Z;?;o o '"(A' 5y = IE(PM m) vields E(Pffm) < ﬁ

Doing the same with the upper bound yields E(ijm) > puis. O

Appendix C. Proof of Theorem 3

IAI

I shall prove the statement here under the assumption that limp’nj_m EP;?m "> 0. Note that if llmp —oEP, =0

then llmp _)OIE[P M'rf 1< limp m_ o B[Py m LA 1= 0 directly.
Reconsider Eq. (6), now for strategy w, (P,L W tr1 = (PM Yt +dP . Let B C £2 denote the set of states in which w

is a best reply for individuals at population M(i). The expectation ]E[dPMYm], which as in the proof of Theorem 1 must be
zero, using the law of iterated expectations, can be written as

E[dPyt] =7 (B B[Py [BY] + (1 — 7 (B™))E[dPy 5 | B <], )

where B¢ is the complement of BY in §£2. Much like in the proof of Theorem 1 the expectation IE[cIPM W |BW:€] can be
rewritten with the recurrent use of the law of iterated expectations as

E[E[dPy 7 [B™ A (Pi%) A (P ) -

Given BW:¢ w is not a best reply and we can, again as in Theorem 1, write this conditional expectation as the expectation of

the difference between two random variables ml and , with the same interpretation as in Theorem 1. Given Pﬂ m= L we
1

still have X ~ Bin(m; —k, ;tAy) as well as Y ~ Bin(k, a(w, @)(1—p)+pu(1—Aw)). Of course, o (w, w) = fi(uf (W) —u; (W w))
by the model assumptions. Given the definition of A_j(w) we have that min,_es_; ui(x,5_;) — uj(w,s_ )_ a > 0. Using

inequality (4), and the fact that f; is weakly increasing, we obtain that o (w, w) > f; (aP;f;,':\ ~(w)). Putting all this together
we obtain

. —i,A_; —i,A_
E[E[dP} 7 [B* A (Pht) A (Proin ) ] = B[Pt (filaProin ) (1 = i) + 1) = ] (10)
By the fact that w is weakly dominated we have that BY C ¥, and, hence, by Corollary 1 we have that limpzl_m nl”j(BW)
= 0. Hence, from Eq. (9) we have that limphn_)o ]E[dPi;Y}',llBW~C] = 0. But then, by inequality (10), we have that

lim E[PLY (fi(@Pjsn ) (1 — ) + 12) — ] <O,

pﬂao
which, given the assumption that llmp ~oEP, o A "> 0 and, hence, that llmpm_)o Ef; (aPM m ~y > 0 implies that
lim E[P5%, fi(aP; )] <O. (11)

pﬂao
In fact, given both random variables Pu m and f; (aPM m ~') are strictly non-negative, we must have that
lim E[P5%, fi(aP; )] =0.
PE—0

Given the assumption that any fj(x) > 0 for all x > 0 and that E[Pum 1 > 0 this implies that llmp -0 IE[P M'nf N

=0. O
Appendix D. Lemmas needed to prove Theorem 4

The following result about the variance of P;fm when s € S; is a strictly dominated strategy is used in the proof of
Lemma 5 below, which in turn is used in Lemma 6, which in turn is used in the proof of Lemma 7, which finally is used to
prove Theorem 4.

Lemma 4. Let s € S; be strictly dominated and let f; be such that f;(0) =0 and fi(x) =1 for all x # 0. Then V(PM m) = M

mi
Proof. From Eq. (6) we obtain
VI(Pm)esr] = VI(PLm) ] +2Cov[(Pin)- dPiSn] + VI[P 2]
As we assume that at time t behavior is governed by the stationary invariant distribution, we then have that

2 Cov[(P;'jm)t, dP}fm] + V[dP;fm] =0. (12)
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By definition

COV[(Pilfm)t’ dpiifm] = E[(Pifm)th;jm] - E[(P;fm)t]IE[dP;jm]

Given the assumption that time t behavior is governed by the stationary invariant distribution we have that ]E[dP}fm] =0.
Hence,

COV[(les,m)t’ dpifm] = E[(P;fm)tdpifm]‘
By the law of iterated expectation we have

E[(Pim) @P ] = EL(Pjiim) E[4P )5 (Piiom) 1]
Recall the argument given in the proof of Theorem 1 that dPif,m conditional on (Pif,m)t = mﬁl can be written as the difference
between two random variables mll and mll (given there). Under the additional assumption about f; this yields the result that
EldP}m|(Pyim)e = &1 = pas — £ and, hence E[(P};m)EIdP}nl(P)m)el] = asEL(Pym)i] — EL(P}m)?]. By Theorem 1

i,s

and the given assumption about f; we have that E[(P,; ;)] = iAs, and, thus, finally

Cov[(Piitm) dPyPn] = EL(Pyom), )" — E[(Pim)] = =VI(Pim), ]
Turning to the second term in Eq. (12) note that

V[dPyin] =E[V[dPjn| (Pyiim),]].

again, by the law of iterated expectation. Recall again that dP;fm conditional on (P;fm)t = -+ can be written as the differ-

m
ence between two random variables ml
1

n’,ii, and hence, the variance of their difference is the sum of their variances. Given the fact that

Y is a binomial random variable, the variance of ml, is given by m%(] — As)As. Similarly, the variance of mL, is given by

and mi, as given in the proof of Theorem 1. These are independent of each other,

conditional on (Pffm)r =

mﬁk
m?2

finally yields that

(1 — uArs)urs. The sum of the two variances is then given by mii(l — As)uAs regardless of the value of k. This then

, 1
V[P ] = E(l — Whs) UAs. (13)

Using both intermediate results in Eq. (12) we obtain the desired result. 0O

The next lemma is used in the proof of Lemma 6, which in turn is used in the proof of Lemma 7, which in turn is used
in the proof of Theorem 4.

Lemma 5. Let s € S; be strictly dominated and let f; be such that f;(0) =0 and f;(x) =1 for all x # 0. Then it is true that

: A 2
nl’f(P;fm<'uzs>< -
KA

Proof. The proof uses Chebyshev’s inequality and Theorem 1 and Lemma 4. A version of Chebyshev’s inequality can be
given as follows. If X is a random variable with mean E and variance V, then P(|X — E| > k) < kll Here, X = Piﬁm with

mean (A (given Theorem 1 and the assumption about f;) and variance V = %1;’“5) (by Lemma 4). And P = nl’f. Then

. A : A

il (Plitm < 152 ) = (Pl — 2 < =152
. 'u)\

< (|Pfin s > 152

2

MAs(1—pds) 1

2m; u2r2
201 i)

HAsm;

2
< )

HAsT;

<4

where Chebyshev’s inequality is used between the third and the fourth line. O
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Lemma 5 together with Lemma 3 implies the following lemma, which is used in the proof of Lemma 7, which in turn is
used in the proof of Theorem 4.

Lemma 6. Let s € S; be strictly dominated and let f; be any learning function. Then it is true that

A 2
(P;jm < 25) <——.
HArsm;

Proof. Immediate from Lemmas 6 and 3. O

The following lemma is used in the proof of Theorem 4.

Lemma 7. Let w € S; be a weakly dominated strategy for player i. Let f be arbitrary learning functions. Let s_; € A_;(w) be such that
for every j # i player j’s component of s_;, sj, is strictly dominated for player j. Then, for g € R,

) - (0 (-5 %)

j#i j#i L

Proof. Let 1(,) denote the indicator function, equal to 1 when the expression in the subscript (-) is true and zero otherwise.

o[ (1) [ 2[min (T172) T

J# J#i j#i
Ms
(195 el T e
j#i j#i Puin
M)\s . :
( J) E[P;l%]—E[P;;Y‘;n(]—1_[1(Pjs)>wtsj))i“
J# jAomT 2
Msl E[PLY, 1—]_[1
Phd=t
J;el
urs: \ P . isi MAs,
>(HTJ) E[P;;m—znz(%k ).

J#

which, given Lemma 6, yields the result. O

J#

Appendix E. Proof of Theorem 4

Eq. (9), in the proof of Theorem 3, still applies here. That is,

0= E[dPl%,] =71 (B*)E[dPLh ] + (1 — i (B))E[dP} 8]

where the notation is the same as in the proof of Theorem 3. By Lemma 2, point (2), and the fact that BY C ¥ (defined
in Corollary 1) we have that nm(B"") <c(1—tw)™ for some constant ¢ > 0 and some t € (0, 1). By the fact that dPM m €

[—1,1] we then have that nm(BW)IE[dPM " B"]> —c(1 —tu)™. Hence,

0> —c(—tw)™ + (1—c(1 —Tp)™)E[dP}|B™C]. (14)
Again, as in the proof of Theorem 3, by definition o (w, w) = f;(uj(w) — uj(w, )). Given the definition of A_;j(w) we
have that mins_,es_; uj(x,s—;j) — uj(w,s_;) =a > 0. Using inequality (4), and the fact that f;j(x) = axP, we obtain that

o(w,w) > aaﬂ(]—l#i ] SJ 2 (w))?, where sj € S; is player j's part of some s_; € A_;. Similarly to inequality (10), we here
obtain

4Pt 57T = B[EPI2A 5 A (P) A (P )]

S \P
E[P% <aaﬂ <]_[ P,Q’fg,,> 1—-p) +M) mw}

J#

WV
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. \P .
—adf(1 - M)]E[P% (]_[ Pigf,g) ] + UE[PLY ] — . (15)
J#i
Using this in inequality (14) we obtain

S \B
cd—t)m > (1-c—t)™)aa? (1 - M)E[P% (]‘[ P{;f,;;) }
i#i
+(1—c(1— tu)m")(uIE[P;;""’m] — Whw).

Now using Lemma 7 we obtain

A\
cd =)™ > (1—c(1 - ru)m")aaﬁ(l — W) (l_[ L) ]E[P;Lv‘r/n]
J#i
B
o - By Hhs; 2
(1—c-rw)™)ad’( “)(1__[_ 2 ) Z Phs;m;
j#i J#i !

+ (1= —T)™)(LE[PLY] — pdw).-
. . As; .
Rearranging and letting d = aa” ([];; <*)? > 0, we obtain that

¢ =)™ + (1 —c( = Tp™)(d(1 = pu" VP 2+ i)
d(1 — uwyp=Dk 4+ 1

3

E[P)h] <

or alternatively

c(l—Ttpu)™ ; 2 Aw
S + (1= =Tw™(d(0 = 1) ¥ s + 757

d(1 — 1) + S5t

Now as pj tends to 0, and under the assumption that g < n%] the denominator tends to d, while the numerator tends to 0.

To see that the numerator indeed tends to 0, note that under this limit, (1 — 7)™ tends to O at a faster rate than p® D8,

(1 —c(1—twr)™) tends to 1, and both Z#i ;u\%jm, as well as u’jﬁ‘ﬁﬂ tend to zero (the last because (n — 1) <1). O

Appendix F. Proof of Theorem 5

Let I' = (N, S, u) be such that [N|=n, Sj={A;, B;} for all je N, u;j(A;,s_j) =1 for all s_j € S_;, u;(Bj, B_j) =0 where
B_; is the strategy combination where each player j #i plays Bj, uj(Bj,s_j) =1 for all s_; # B_;, uj(Aj,s_j) =1 for all
s_jeS_jforall j#i, uj(Bj,s_j)=0forall s_;eS_; forall j#1i, fj(0)=0 for all j#1i, and fj(x) =1 for all x> 0 for
all j#i. Then w = B; is weakly dominated by A; for player i, while B; is strictly dominated by A; for all j. We will show
that the theorem holds for g = ﬁ Given that xf < xﬁ for all x € [0, 1] for all B > n1T1 the theorem must then also be
true for all B> L.

Eq. (9) still applies here:
0 =E[dP}%,] =l (B VE[aPf% B¥] + (1 = 7! (B")) [Pyt 8 <],

where the notation is as in the proof of Theorem 3. By Lemma 2, point (2), and the fact that B" C ¥ (defined in Corollary 1)
we have that JTIT(BW) <c(1—7w)™ for some constant ¢ > 0 and some T € (0, 1). By the fact that dP;;f’,"n € [—1,1] we then

have that an(BW)E[dP;;%BW] <c(1—1p)™. Hence,

0<c(d—tw)™ + (1—c(1 —T)™)E[dP}", |BY]. (16)
Inequality (15) here holds as an equality,
. . i\’ 4
]E[dpwnww’f] =(1- M)E[P% (]_[ P,;,,;,) } + HE[P;"] — thrw. (17)
J#

, i j,Bj -
As the covariance between P);'y, and [] i P}jm{ must be non-positive, we have that
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o[ ) < stinie] (1132 |
J# J#
By the obvious independence of the PJ’ J for all j # i, we have that
Jj.Bj ] B;
E[(Hpﬂ,ng) } TTEL(P)"]:

i Jj#

Jensen’s inequality (given 8 = % < 1) then implies that

E[(Plat)"] < (E[PLm])".

Given the particular choice of f;’s here, by Theorem 1 we have that E[P J B’] MAp;. Putting all this together into inequal-
ity (16), we have
0<c(l—Tw)™ +(1—c(1—T)™) ((1 WE[P] [ [(urs))? + wE[PY] - Mw>-

J#
Rearranging leads to
w (1 —c(1 =)™ pdy —c(1 — )™
E[P}'] > " n-1p Pty
(1 —c(=Tw)™)((1 - pyp [1j£(B)P + 1)

or equivalently

(1= c(1 = 7)), — cI=T
]E[pl w]> . i |
T A== Tym) (1 = ) B )P+ 1)

Given B = —— the right-hand side of the last inequality converges to >0. O

Aw
H#i ()LBJ- VP+1
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