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Best responses in Stag-Hunt game 
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Adjustment Process 
• 
• θt 

• uA(θt) = θt/N u(A,A) + (N- θt)/N u(A,B) 
• θt+1 = P(θt

P(θt) > θt Ù uA(θt) > uB(θt) & 
P(θt) = θt Ù uA(θt) = uB(θt). 
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N = population size. 
State space: = # of players who play A at t. 

), where 

• Example:  
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Noise

• Independently, each agent with probability 
2ε mutates, and plays either of the strategies 
with equal probabilities.

• ϕ*(ε) = invariant distribution for Pε.
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Invariant Distribution 

⎡α*N⎤ 
• DA= { N*}; DB= {θ|θ < N*}; 
• qAB = Pr(θt+1∈DA| θt∈DB); 
• qBA = Pr(θt+1∈DB| θt∈DA); 
• 

• pB(ε A(ε). 
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Invariant distribution, continued 
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• N* =  < N/2. 
θ|θ ≥ 

) = 1- p

θ ϕ 
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Invariant distribution, continued
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Proposition

If N is large enough so that N* < N/2, then 
limit ϕ* of invariant distributions puts a 
point mass on θ = N, corresponding to all 
players playing A.


