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ABSTRACT
Human-in-the-loop systems play a pivotal role in numerous safety-critical applications, ensur-
ing both safety and efficiency in complex operational environments. However, these systems
face a significant challenge stemming from the inherent variability in human performance,
influenced by factors such as workload, fatigue, task learning, expertise, and individual dif-
ferences. Therefore, effective management of human cognitive resources is paramount in
designing efficient human-in-the-loop systems.

To address this challenge, it is critical to design robust and adaptive systems capable of
continuously adapting models of human performance, and subsequently providing tailored
feedback to enhance it. Effective feedback mechanisms play a pivotal role in improving the
overall system performance by optimizing human workload, fostering skill development, and
facilitating efficient collaboration among individuals within diverse human teams, each with
their unique skill sets and expertise.

In this dissertation, the primary focus lies in exploring optimal and game-theoretic ap-
proaches for feedback design to enhance system performance, particularly in scenarios where
humans are integral components. We begin by studying the problem of optimal fidelity selec-
tion for a human operator servicing a stream of homogeneous tasks, where fidelity refers to
the degree of exactness and precision while servicing the task. Initially, we assume a known
human service time distribution model, later relaxing this assumption. We design a human
decision support system that recommends optimal fidelity levels based on the operator’s
cognitive state and queue length. We evaluate our methods through human experiments
involving participants searching for underwater mines.

We extend the optimal fidelity selection problem by incorporating uncertainty into the
human service-time distribution. This extension involves the development of a robust and
adaptive framework that accurately learns the human service-time model and adapts the
policy while ensuring robustness under model uncertainty. However, a major challenge in

designing adaptive and robust systems arises from the conflicting objectives of exploration



and robustness. To mitigate system uncertainty, an agent must explore high-uncertainty
state space regions, while robust policy optimization seeks to avoid these regions due to
poor worst-case performance. To address this trade-off, we introduce an efficient Determin-
istic Sequencing of Exploration and Exploitation (DSEE) algorithm for model-based rein-
forcement learning. DSEE interleaves exploration and exploitation epochs with increasing
lengths, resulting in sub-linear cumulative regret growth over time.

In addition to cognitive resource management, enhancing human performance can also
be achieved through tutoring for skill development. In this context, we study the impact
of evaluative feedback on human learning in sequential decision-making tasks. We conduct
experiments on Amazon Mechanical Turk, where participants engage with the Tower of
Hanoi puzzle and receive Al-generated feedback during their problem-solving. We examine
how this feedback influences their learning and skill transfer to related tasks. Additionally,
we explore computational models to gain insights into how individuals integrate evaluative
feedback into their decision-making processes.

Lastly, we expand our focus from a single human operator to a team of heterogeneous
agents, each with diverse skill sets and expertise. Within this context, we delve into the
challenge of achieving efficient collaboration among heterogeneous team members to enhance
overall system performance. Our approach leverages a game theoretic framework, where we

design utility functions to incentivize decentralized collaboration among these agents.
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CHAPTER 1

INTRODUCTION
Modern-day computers are getting faster and more efficient; allowing automation to perform
complex tasks [1]. Nevertheless, in numerous safety-critical domains, human involvement
remains essential to guarantee both safety and efficiency. These human-in-the-loop systems
have become ubiquitous, finding application in fields such as search and rescue [2—4], semi-
autonomous vehicle systems [5,6], robot-assisted surgery [7], and flight control [2].

The role of humans within these systems is notably application-dependent, ranging from
mere supervision to direct teleoperation of robots. For instance, in a search and rescue
scenario |2], human operators might be tasked with remotely controlling robots to conduct
search operations, aid in victim rescue efforts, and verify the findings of autonomous agents.

Nonetheless, these systems encounter a noteworthy challenge rooted in the inherent vari-
ability of human performance, which can be influenced by factors including workload, fa-
tigue, task learning, expertise, and individual differences. Furthermore, the prevailing goal
of maximizing the ratio of robots to human operators, often driven by cost considerations,
frequently results in increased workload conditions for human operators [8]. As a conse-
quence, the effective management of human cognitive resources becomes paramount in the
design of efficient human-in-the-loop systems.

To address this challenge, it is imperative to develop robust and adaptive systems that
can continuously learn and adapt their models of human performance. These systems should
utilize these learned models to actively provide customized feedback to humans, thus en-
hancing their performance. Effective feedback mechanisms can elevate the overall system
performance by optimizing the human workload, fostering the development of skills, and
facilitating efficient collaboration among individuals within diverse human teams, each with
their unique skill sets and expertise.

This dissertation primarily focuses on the exploration of optimal and game-theoretic

approaches for feedback design, with a specific emphasis on enhancing system performance,



particularly in scenarios where humans are integral components. The key objectives include:

(i)

(i)

(iii)

Feedback design for managing human cognitive resources: A central aspect of this re-
search focuses on designing feedback strategies that enable human operators to manage
their cognitive resources efficiently. Specifically, these strategies offer optimal recom-
mendations, based on the system state and cognitive state of the human operator, that

optimize the utilization of human cognitive resources for improved system performance.

Adaptive Algorithms for Robust Feedback under Model Uncertainty: Human perfor-
mance is inherently agent-specific, influenced by a variety of factors such as workload,
fatigue, and trust. Therefore, we delve into the design of robust and adaptable al-
gorithms. These algorithms possess the ability to continuously learn and refine their
model of human behavior, adapting and changing feedback based on updated human
models. Importantly, the proposed adaptive recommendations optimize worst-case per-
formance, and consequently, remain robust in the face of uncertainties in the human

model.

Role of feedback in fostering skill-development: Enhancing system performance can be
achieved through effective tutoring and skill development in individuals performing
the task. Therefore, we explore the role of feedback, extending beyond its immediate
impact on current performance, to nurture skill development among human operators.
Our objective is to use feedback as a means of providing effective tutoring, thereby

fostering continuous growth and improvement over time.

Feedback for Collaboration Across Skill sets: In scenarios where multiple humans with
diverse skill sets are involved, we explore how feedback incentives can be harnessed
to improve system performance. This involves achieving efficient team collaboration,
ensuring that each individual’s unique expertise contributes to the collective success of

the system.



To achieve these objectives, we begin by studying the problem of optimal fidelity selection
for a human operator servicing a stream of homogeneous tasks, where fidelity refers to the
degree of exactness and precision while servicing the task. Initially, we assume a known
human service time distribution model, later relaxing this assumption. We design a human
decision support system that recommends optimal fidelity levels based on the operator’s
cognitive state and queue length. We evaluate our methods through human experiments
involving participants searching for underwater mines.

We extend the optimal fidelity selection problem by incorporating uncertainty into the
human service-time distribution. This extension involves the development of a robust and
adaptive framework that accurately learns the human service-time model and adapts the
policy while ensuring robustness under model uncertainty. However, a major challenge in
designing adaptive and robust systems arises from the conflicting objectives of exploration
and robustness. To mitigate system uncertainty, an agent must explore high-uncertainty
state space regions, while robust policy optimizes worst-case performance and consequently
avoids these regions. To address this trade-off, we introduce an efficient Deterministic Se-
quencing of Exploration and Exploitation (DSEE) algorithm for model-based reinforcement
learning (RL). DSEE interleaves exploration and robust exploitation epochs with increasing
lengths, resulting in sub-linear cumulative regret growth over time.

In addition to cognitive resource management, enhancing human performance can also
be achieved through tutoring for skill development. In this context, we study the impact
of evaluative feedback on human learning in sequential decision-making tasks. We conduct
experiments on Amazon Mechanical Turk, where participants engage with the Tower of
Hanoi puzzle and receive Al-generated feedback during their problem-solving. We examine
how this feedback influences their learning and skill transfer to related tasks. Additionally,
we explore computational models to gain insights into how individuals integrate evaluative
feedback into their decision-making processes.

Lastly, we expand our focus from a single human operator to a team of heterogeneous



agents, each with diverse skill sets and expertise. Within this context, we delve into the
challenge of achieving efficient collaboration among heterogeneous team members to enhance
overall system performance. Our approach leverages a game-theoretic framework, where we
design utility functions to incentivize decentralized collaboration among these agents. We
show the existence of a unique Pure Nash Equilibrium (PNE) and establish the convergence
of the best response dynamics to this unique PNE. Additionally, we establish an analytical
upper bound on measures of PNE inefficiency, shedding light on the effectiveness of our
collaborative strategies.

In summary, this dissertation seeks to advance feedback design techniques, particularly
in the context of human-in-the-loop systems, by introducing optimal and game-theoretic
approaches. By focusing on enhancing human performance, fostering skill development, and
optimizing collaboration, this research aims to make significant contributions to the design

and implementation of more efficient and effective human-machine systems.

1.1 Literature review
In this section, we review the literature in areas relevant to this dissertation. We organize

the literature according to the broad topics of interest in this dissertation.

1.1.1 Control of Queues with State-dependent Servers

We start by studying the problem of optimal fidelity selection for a human operator
servicing a queue of homogeneous tasks. We model it as a control of a queue problem, where
the human acts as a server with its own cognitive dynamics.

Recent years have seen significant efforts in integrating human knowledge and perception
skills with autonomy [9]. A key research theme within this area concerns the systematic
allocation of human cognitive resources for efficient performance. Therein, some of the fun-
damental questions studied include optimal scheduling of the tasks to be serviced by the
operator [10], enabling shorter operator reaction times by controlling the task release [11],
and determining optimal operator attention allocation [12|. In contrast to the aforementioned

works, we consider a semi-Markov decision process (SMDP) [13] formulation to deal with



general (non-memoryless) service time distributions of the human operator. Furthermore,
while the above works propose heuristic algorithms, we focus on establishing the structural
properties of the optimal policy.

Some interesting recent studies with state-dependent queues are considered in [14,15]. In
these works, authors design scheduling policies that stabilize a queueing system and de-
crease the utilization rate of a non-preemptive server that measures the proportion of time
the server is working. The performance of the server degrades with the increase in server
utilization and improves when the server is allowed to rest. In contrast to monotonic server
performance with the utilization rate in [14, 15|, we model the service time of the human
operator as a unimodal function of its cognitive state. Our model for service time is inspired
by experimental psychology literature [16] and incorporates the influence of cognitive state
and fidelity level on service time.

The optimal control of queueing systems [17] is a classical problem in queueing theory. Of
particular interest are the works [18,19], where authors study the optimal policies for an
M/G/1 queue using an SMDP formulation and describe its qualitative features. In contrast
to a standard control of queues problem, the server in our problem is a human operator with
its cognitive dynamics that must be incorporated into the problem formulation.

Our mathematical techniques to establish the structural properties of the optimal pol-
icy are similar to [20]. In [20], the authors establish structural properties of an optimal
transmission policy for transmitting packets over a point-to-point channel in communication
networks. The optimal policy of their Markov decision process (MDP) [21] depends on the
queue length, the number of packet arrivals, and the channel fading state. In [22], authors
study structural properties of the optimal resource allocation policy for a single-queue sys-
tem in which a central decision-maker assigns servers to each job. In contrast to [20,22], a
major challenge in our problem arises due to SMDP formulation for non-memoryless service

time distribution and its unimodal dependence on the cognitive state.



1.1.2 Robust Control Policies with Uncertain Dynamics

In this dissertation, we also study the optimal fidelity selection problem in the presence
of uncertainty in human models. Specifically, we assume that the service time distribu-
tion of the human operator is unknown a priori and therefore, formulate a robust adaptive
SMDP. An SMDP accounts for the system uncertainty through probabilistic state transi-
tions. However, the obtained policy is sensitive to errors in the stochastic models [23,24].
The large uncertainty in the service time models, especially in the initial stage with limited
observation data may lead to sub-optimal policies. Existing methods formulate such con-
trol problems with model uncertainty as an MDP with an uncertain state transition model.
In [25], authors propose a constrained MDP framework with risk constraints. They opti-
mize Conditional Value-at-Risk (CVaR) [26] and propose an iterative offline algorithm to
find the risk-constrained optimal control policy. In [27], a chance-constrained MDP [28] is
proposed that provides a probabilistic framework for handling uncertainty in the transition
probabilities. Robust MDPs are studied in [29, 30| that solve for policies that optimize a
min-max criterion when the unknown stochastic model is assumed to lie within an uncer-
tainty set. The policies obtained from solving robust MDPs can be overly conservative when
implemented on the nominal system [27]. In our work, we consider a human agent with
non-memoryless service time distribution and thus formulate a robust adaptive SMDP to
deal with general service time distributions [18,19] and learn a policy that is robust in the
transient learning phase and converges to the optimal policy asymptotically.

In this dissertation, we show that the solution of the synchronous and asynchronous value
iteration (VI) methods [31] for robust adaptive SMDP converges to the optimal solution for
the uncertainty-free SMDP. While there exists a convergence analysis for the robust [32,33]
and adaptive [34] MDPs, such an analysis is missing for robust adaptive SMDPs to the
best of our knowledge. A key challenge that we address in comparison to MDPs is the
time dependence of the robust adaptive Bellman operator for SMDPs that requires a careful

comparison between optimal value functions for intermediate SMDPs at different time steps,



and the optimal value function for the uncertainty-free SMDP.

1.1.3 Efficient Algorithms for Model-Based Reinforcement Learning

In this dissertation, we introduce an efficient DSEE algorithm for model-based RL. RL
is used in solving complex sequential decision-making tasks in uncertain environments such
as motion planning for robots [35,36], personalized web services [37,38], and the design of
decision-support systems for human-supervisory control [39-41]. MDPs [31] provide a nat-
ural framework for optimal decision-making under uncertainty and are used to model and
solve numerous model-based RL problems. The objective of these problems is to simultane-
ously learn the system model and the optimal policy. While MDP formulation accounts for
environment uncertainty by using stochastic models, MDP policies are known to be sensitive
to errors in these stochastic models [17,42].

In many safety-critical systems, robust MDPs [29,43| are used to mitigate performance
degradation due to uncertainty in the learned MDP. However, to reduce the system uncer-
tainty, the agent must explore the environment and visit parts of the state space associated
with high estimation uncertainty. Most often, RL algorithms use simple randomized meth-
ods to explore the environment, e.g. applying e-greedy policies [44,45] or adding random
noise to continuous actions [46]. The objective of the robust MDPs conflicts with the ex-
ploration objective. To mitigate system uncertainty, an agent must explore high-uncertainty
state space regions, while robust policy optimizes worst-case performance and consequently
avoids these regions. Therefore, to balance the trade-off between learning the MDP and de-
signing a robust policy, we design a DSEE algorithm, in which exploration and exploitation
epochs of increasing lengths are interleaved.

There exist efficient algorithms for solving RL problems with provable bounds on the
sample complexity [47, Definition 1]. In [47], authors analyze the Model-based Interval Es-
timation (MBIE) algorithm that applies confidence bounds to compute an optimistic policy
and show that the algorithm is PAC-optimal [47, Definition 2|. They provide an upper bound

on the algorithm’s sample complexity given by O < (Il«ilil)«;lelg 10g(6*1)> which is the maximum




number of time steps until when the MBIE policy is not e—optimal with at least probability
1 — ¢, where |S|, |A], are the cardinality of the state space and action space, respectively,
~v is the discount factor, and €,0 € (0,1) are pre-defined constants. A similar bound on the
sample complexity is obtained for the R-max algorithm [48] which distinguishes the “known"
and “unknown" states based on how often they have been visited. It explores by acting to
maximize rewards under the assumption that unknown states deliver the maximum reward.
UCRL2 algorithm [49] relies on optimistic bounds on the reward functions and probability
density functions and enjoys near-optimal regret bounds. A review of model-based RL al-
gorithms with provable finite time guarantees can be found in [50, Chapter 38]. A major
drawback of these algorithms is that they consider optimism in the face of uncertainty and
hence, are not robust to the estimation uncertainties. Furthermore, these algorithms with
random exploration might lead to a bad user experience in applications in which the RL
agent seeks to learn human preferences for system optimization.

To address these shortcomings, we propose a DSEE algorithm for model-based RL in
which we design a deterministic sequence of exploration and exploitation epochs. The DSEE
approach has been used in multi-arm bandit problems [51-54] and multi-robot coordination
problems [55]. It allows for differentiation between exploration and exploitation epochs.
The announced exploration may lead to a better user experience for the agents (especially
for human agents) than random exploration at any time. For example, many personalized
web services calibrate their recommendations intermittently by announced exploration, i.e.,
through surveys and user selection. Another advantage of the DSEE algorithm is that it
allows for efficient exploration of the environment in multi-agent systems. Specifically, in
multi-agent systems, exploration can be well-planned to cover all regions of the state-space
through agent coordination which can be easily arranged due to the deterministic structure

of exploration and exploitation.



1.1.4 Resource Sharing Games

Another key focus of this dissertation is to incentivize collaboration in a team of het-
erogeneous agents. We connect the class of problems involving human-team-supervised au-
tonomy [3] with the common-pool resource (CPR) games [56,57|, and design utilities that
yield the desired behavior. CPR games [56,57] is a class of resource-sharing games in which
players jointly manage a common pool of resource and make strategic decisions to maximize
their utilities. Our CPR formulation has features similar to the CPR game studied in [57,58|.
In these works, authors utilize prospect theory to capture the risk aversion behavior of the
players investing in a fragile CPR [59] that fails if there is excessive investment in the CPR.
In the case of CPR failure, no player receives any return from the CPR. While our design
of the common review pool is similar to the fragile CPR, our failure model incorporates the
constraint that only serviced tasks can be reviewed. In contrast to the agent heterogeneity
due to prospect-theoretic risk preferences in [57|, heterogeneity in our model arises due to
differences in the agents’ mean service and review times.

While we use human-team-supervised autonomy as a motivating example, our problem
formulation can be applied to a broad range of problems involving tandem queues [60], where
servicing and reviewing of tasks can be considered as the subsequent stages of the queueing
network. Tandem queues are utilized to study problems such as resource allocation, inven-
tory management, process optimization, and quality control [61]. Existing game theoretic
approaches [62,63] to service rate control in tandem queues assume that a single server is
present at each stage of the tandem queue and each server has its independent resources. In
contrast, in our setup, multiple heterogeneous agents allocate their time at different stations
based on their skill sets and maximize the system throughput. Additionally, our mathe-
matical techniques are applicable to many problems involving the dual-screening process.
For example, in human-in-the-loop systems which are pervasive in areas such as search-and-
rescue, semi-autonomous vehicle systems, surveillance, etc., humans often supervise (review)

the actions (service) performed by the autonomous agents. In such settings, our framework



incentivizes collaboration among heterogeneous agents.

Game-theoretic approaches have been utilized for problems in distributed control [64],
wherein the overall system is driven to an efficient equilibrium strategy that is close to
the social optimum through an appropriate design of utility functions [65]. Price of Anarchy
(PoA) [66] is often used to characterize efficiency of the equilibrium strategies in a game. As-
sociated analysis techniques utilize smoothness property of the utility functions [67], leverage
submodularity of the welfare function [68], or solve an auxiliary optimization problem [69,70].
These approaches do not immediately apply to our setup. Instead, we follow a new line of
analysis to obtain bounds on PoA by constructing a homogeneous CPR game, for which
we show that the equilibrium strategy is also the social optimum (PoA=1), and relating its

utility to the original game.

1.2 Organization and Contribution

In this section, we present the organization of the remainder of the thesis and the con-
tributions of the work in each chapter.

Chapter 2: In this chapter, we study optimal fidelity selection for a human operator
servicing a queue of homogeneous tasks. The agent can service a task with a normal or high
fidelity level, where fidelity refers to the degree of exactness and precision while servicing the
task. Therefore, high-fidelity servicing results in higher-quality service but leads to larger
service times and increased operator tiredness. We treat the cognitive state of the human
operator as a lumped parameter that captures psychological factors such as workload, and
fatigue. The service time distribution of the human operator depends on her cognitive dy-
namics and the level of fidelity selected for servicing the task. Her cognitive dynamics evolve
as a Markov chain in which the cognitive state increases with high probability whenever she
is busy, and decreases while resting. The tasks arrive according to a Poisson process and
each task waiting in the queue loses its value at a fixed rate. We address the trade-off be-
tween high-quality service of the task and consequent loss in value of subsequent tasks using

an SMDP framework. We numerically determine an optimal policy and the corresponding

10



optimal value function. Finally, we establish the structural properties of an optimal fidelity
policy and provide conditions under which the optimal policy is a threshold-based policy.
The material in this chapter is from [41] and [39].

The major contributions of this work are threefold. First, we pose the fidelity selection
problem in an SMDP framework and compute an optimal policy. We formulate a control
of queue problem, where in contrast to a standard queue, the server is a human operator
with her own cognitive dynamics. Our model for service time distribution of the human
operator incorporates the influence of cognitive state and fidelity level on the service time.
Second, we numerically show the influence of cognitive dynamics on the optimal policy. In
particular, we show that servicing the tasks with high fidelity is not always optimal due to
larger service times and increased tiredness of the human operator. In fact, we determine the
optimal policy as a function of the queue length as well as the cognitive state of the human
operator. Our results provide insight into the efficient design of human decision support
systems. Third, we establish structural properties of the optimal fidelity selection policy and
provide sufficient conditions under which, for each cognitive state, there exist thresholds on
queue lengths at which optimal policy switches fidelity levels.

Chapter 3: In this chapter, we study the problem of optimal fidelity selection for a
human operator performing an underwater visual search task. Human performance depends
on various cognitive factors such as workload and fatigue. We perform human experiments
in which participants perform two tasks simultaneously: a primary task, which was subject
to evaluation, and a secondary task to estimate their workload. The primary task requires
participants to search for underwater mines in videos, while the secondary task involves a
simple visual test where they respond when a green light displayed on the side of their screens
turns red. Videos arrive as a Poisson process and are stacked in a queue to be serviced by
the human operator. The operator can choose to watch the video with either normal or high
fidelity, with normal fidelity videos playing at three times the speed of high fidelity ones.

Participants receive rewards for their accuracy in mine detection for each primary task and

11



penalties based on the number of videos waiting in the queue. We consider the workload
of the operator as a hidden state and model the workload dynamics as an Input-Output
Hidden Markov Model (IOHMM). We use a Partially Observable Markov Decision Process
(POMDP) to learn an optimal fidelity selection policy, where the objective is to maximize
total rewards. Our results demonstrate improved performance when videos were serviced
based on the optimal fidelity selection policy compared to a baseline where humans chose
the fidelity level themselves. The material in this chapter is from [71].

The major contributions of this work are threefold. First, we address the optimal fidelity
selection challenge by framing it as a control of queue problem, incorporating a hidden
workload state. We employ IOHMM and POMDP to derive the optimal fidelity selection
policy. Second, we compare the human fidelity selection policy with the optimal policy
and draw valuable insights into human behavioral patterns. Third, we illustrate that by
recommending the optimal policy, autonomous systems can effectively aid human decision-
making, leading to a substantial improvement in system performance.

Chapter 4: In this chapter, we relax the assumption of the known human service time
model in the optimal fidelity selection problem. We assume the parameters of the human’s
service time distribution depend on the selected fidelity level and her cognitive state and
are assumed to be unknown a priori. These parameters are learned online through Bayesian
parameter estimation. We formulate a robust adaptive SMDP to solve our optimal fidelity
selection problem. We extend the results on the convergence of robust-adaptive MDP to
robust-adaptive SMDPs and show that the solution of the robust adaptive SMDP converges
to the optimal solution for the uncertainty-free SMDP. Furthermore, we numerically illus-
trate the convergence of the synchronous and asynchronous robust adaptive policy to the
uncertainty-free optimal policy. The material in this chapter is from [17].

The major contributions of this work are fourfold. First, we pose the optimal fidelity se-
lection problem with uncertain human service time distribution in a robust adaptive SMDP

framework. Second, we continuously improve the service time distribution estimates using
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Bayesian parametric estimation [72] and utilize it to obtain a robust policy. Third, we for-
mally show that the solution of both synchronous and asynchronous value iteration methods
for the robust adaptive SMDP converges to the optimal solution for the uncertainty-free
SMDP. Fourth, we provide numerical illustrations that show the convergence of the robust
adaptive SMDP solution to the uncertainty-free SMDP.

Chapter 5: In this chapter, we propose a DSEE algorithm with interleaving exploration
and exploitation epochs for model-based RL problems that aim to simultaneously learn the
system model, i.e., an MDP, and the associated optimal policy. During exploration, DSEE
explores the environment and updates the estimates for expected reward and transition
probabilities. During exploitation, the latest estimates of the expected reward and transition
probabilities are used to obtain a robust policy with high probability. We design the lengths
of the exploration and exploitation epochs such that the cumulative regret grows as a sub-
linear function of time. The material in this chapter is from [73].

The major contributions of this work are twofold: (i) we propose a DSEE algorithm for
model-based RL problems and (ii) we design the lengths of the exploration and exploitation
epochs such that the cumulative regret for the DSEE algorithm grows as a sub-linear function
of time.

Chapter 6: In this chapter, we investigate the role of feedback in fostering human
learning in sequential decision-making tasks. Cognitive rehabilitation, STEM skill acquisi-
tion, and coaching games such as chess often require tutoring decision-making strategies.
The advancement of Al-driven tutoring systems for facilitating human learning requires an
understanding of the impact of evaluative feedback on human decision-making and skill de-
velopment. To this end, we conduct human experiments using Amazon Mechanical Turk to
study the influence of evaluative feedback on human decision-making in sequential tasks. In
these experiments, participants solve the Tower of Hanoi puzzle and receive Al-generated
feedback while solving it. We examine how this feedback affects their learning and skill

transfer to related tasks. We also explore various computational models to understand how
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people incorporate evaluative feedback into their decision-making processes. The material
in this chapter is from [74].

There are three major contributions of this work. (i) We investigate the impact of different
evaluative feedback strategies on the performance of individuals learning to solve ToH, a
widely studied sequential decision-making task. Furthermore, we explore how individuals
trained with different feedback strategies transfer their skills to a more challenging task.
(ii) Treating humans as noisy optimal agents, we study how various evaluative feedback
strategies affect their reward functions. Our research highlights the influence of different
forms of evaluative feedback on the implicit reward structure that explains human decisions.
(iii) We create a set of candidate computational models that may explain how humans
integrate evaluative feedback into their sequential decision-making processes. Our goal is
to identify the model that best explains human decision-making under evaluative feedback
conditions.

Chapter 7: In this chapter, we consider a team of heterogeneous agents that is collec-
tively responsible for servicing, and subsequently reviewing, a stream of homogeneous tasks.
Each agent has an associated mean service time and a mean review time for servicing and
reviewing the tasks, respectively. Agents receive a reward based on their service and review
admission rates. The team objective is to collaboratively maximize the number of “serviced
and reviewed" tasks. We formulate a Common-Pool Resource (CPR) game and design utility
functions to incentivize collaboration among heterogeneous agents in a decentralized manner.
We show the existence of a unique Pure Nash Equilibrium (PNE), and establish convergence
of best response dynamics to this unique PNE. Finally, we establish an analytic upper bound
on three inefficiency measures of the PNE, namely the price of anarchy (PoA), the ratio of
the total review admission rate (TRI), and the ratio of latency (LI). The material in this
chapter is from [75] and [76].

The major contributions of this work are fivefold. First, we present a novel formula-

tion of team backup behavior and design incentives, within the CPR game formalism, to
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facilitate such behavior. Second, we show that there exists a unique PNE for the proposed
game. Third, we show that the proposed game is a best response potential game as defined
in |77], for which both sequential best response dynamics |78] and simultaneous best reply
dynamics [79] converge to the PNE. Thus, the best response of self-interested agents in a
decentralized team converge to the PNE. Fourth, we provide the structure of the social wel-
fare solution and numerically quantify different measures of the inefficiency for the PNE,
namely the PoA, the ratio of the total review admission rate (TRI), and the ratio of latency
(LI), as a function of a measure of heterogeneity. While PoA is a widely used inefficiency
metric, we define TRI and LI as other relevant measures for our setup based on the total
review admission rate and latency (inverse of throughput), respectively. Finally, we provide

an analytic upper bound for all three measures of the inefficiency.
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CHAPTER 2

OPTIMAL FIDELITY SELECTION FOR HUMAN-IN-THE-LOOP QUEUES
In this chapter, we study optimal fidelity selection for a human operator servicing a queue of
homogeneous tasks. The agent can service a task with a normal or high fidelity level, where
fidelity refers to the degree of exactness and precision while servicing the task. Therefore,
high-fidelity servicing results in higher-quality service but leads to larger service times and
increased operator tiredness. We treat the cognitive state of the human operator as a lumped
parameter that captures psychological factors such as workload, and fatigue. The service time
distribution of the human operator depends on her cognitive dynamics and the level of fidelity
selected for servicing the task. Her cognitive dynamics evolve as a Markov chain in which
the cognitive state increases with high probability whenever she is busy, and decreases while
resting. The tasks arrive according to a Poisson process and each task waiting in the queue
loses its value at a fixed rate. We address the trade-off between high-quality service of the task
and consequent loss in value of subsequent tasks using an SMDP framework. We numerically
determine an optimal policy and the corresponding optimal value function. Finally, we
establish the structural properties of an optimal fidelity policy and provide conditions under

which the optimal policy is a threshold-based policy.

2.1 Background and Problem Formulation
We now discuss our problem setup, formulate it as an SMDP, and solve it to obtain an

optimal fidelity selection policy.

2.1.1 Problem Setup

We consider a human supervisory control system in which a human operator is servicing
a stream of homogeneous tasks. The human operator may service these tasks with different
levels of fidelity. The servicing time of the operator depends on the fidelity level with which
she services the task as well as her cognitive state. We assume that the mean service time

of the operator increases with the selected fidelity level. For example, when the operator
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Figure 2.1 Overall schematic of the problem setup. The incoming tasks arrive as a Poisson
process with rate A. The tasks are serviced by the human operator based on the recommended
fidelity level by the decision support system. Each task loses its value at a fixed rate while
waiting in the queue.

services the task with high fidelity, she may look into deeper details of the task, and conse-
quently take a longer time to service.

In addition to the fidelity level, the human service time may depend on their cognitive state.
We treat the cognitive state as a lumped parameter that can capture various physiological
measures. It can be a function of stress, workload, arousal rate, operator utilization ratio,
etc. Such lumped representation can be obtained by classifying these psychological measure-
ments into different service time distribution parameters. Inspired by the Yerkes-Dodson
law, for a fixed level of fidelity, we model the service time as a unimodal function of the
human cognitive state. Specifically, the mean service time is minimal corresponding to an
intermediate optimal cognitive state (later referred to as the optimal cognitive state cog*)
as shown in Fig. 2.2c.

We are interested in the optimal fidelity selection policy for the human operator. To this end,
we formulate a control of queue problem, where in contrast to a standard queue, the server
is a human operator with her cognitive dynamics. The incoming tasks arrive according to
a Poisson process at a given rate A\ € Ry and are serviced by the operator based on the
fidelity level recommended by a decision support system (Fig. 2.1). We consider a dynamic
queue of homogeneous tasks with a maximum capacity L € N. The operator is penalized for
each task waiting in the queue at a constant rate ¢ € R-( per unit delay in its servicing. The
set of possible actions available for the operator corresponds to (i) Waiting (W), when the

queue is empty, (ii) Resting (R), which allows the operator to rest and reach the optimal
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cognitive state, (iii) Skipping (S), which allows the operator to skip a task to reduce the
queue length and thereby focus on newer tasks, (iv) Normal Fidelity (N) for servicing the
task with normal fidelity, and (v) High Fidelity (H) for servicing the task more carefully
with high precision. The skipping action ensures the stability of the queue by allowing the
operator to reduce the queue length by skipping some tasks. Ideally, through appropriate
control of the arrival rate, the system designer should ensure that skipping is not an optimal
action.

Let s € S be the state of the system and A, be the set of admissible actions in state s, which
we define formally in Section 2.1.2. The human receives a reward r : S x A, — R defined
by

(

ryg, ifa=H,

r(s,a) = ryn, ifa= N, (2.1)

\0, ifae{W, R, S},
where, 7, 7y € Rsg and 7y > ry. We intend to design a decision support system that assists
the operator by recommending optimal fidelity level to service each task!. The recommen-
dation is based on the queue length and the operator’s cognitive state which we assume
to have real-time access using, e.g., Electroencephalogram (EEG) measurements (see [80]
for measures of cognitive load from EEG data) or eye-tracking and pupillometry [81]. We
assume that the noisy data from these devices can be clustered into a finite number of bins

to estimate the cognitive state. We study the optimal policy under the perfect knowledge of

the cognitive state?.
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Figure 2.2 Service time distribution of the human operator with (a) varying cognitive state
and high fidelity, (b) varying action and fixed cognitive state, cog = 0.9. (¢) Mean and
variance of the service time distribution are unimodal functions of the cognitive state. (d)
The mean sojourn time distribution takes on different forms based on the selected action.

Forward Backward Stay Probability”
Action | Probability® (\;0t) | Probability® (M\6t) | (1-)\;0t — Not)
W Ar = 0.02 (Noise) Ay =0.5 1 —0.520t
R Ar = 0.02 (Noise) Ay =0.5 1 —0.520t
N A =06 Xy = 0.02 (Noise) 1—0.620¢
H Ap=1.1 Xy = 0.02 (Noise) 1—1.120¢
S Ap=0 A =0 1

2Forward Probability does not exist for cog = 1 (reflective boundary)
PBackward Probability does not exist for cog = 0 (reflective boundary)
“Stay Probability is 1 — Azdt for cog = 0 and 1 — A6t for cog =1

Table 2.1 Cognitive Dynamics modeled as Markov chain.
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2.1.2 Mathematical Modeling

We formulate the control of queue problem as a discrete-time SMDP I' defined by the

following six components:

(i)

(i)

A finite state space S := {(q,cog)| ¢ € {0,1,..., L}, cog € C := {i/N}icfo,.- N} }, for
some N € N, where g is the queue length and cog represents the lumped cognitive

state, which increases (decreases) when the operator is busy (idle).

A set of admissible actions A for each state s € S which is given by: (i) A :={W|s €
S, ¢ =0} when queue is empty, (ii) As :={{R, S, N, H }| s € S, ¢ # 0} when queue
is non-empty and cog > cog*, where cog* € C is the optimal cognitive state associated
with minimum mean service time, and (iii) As := {{S, N, H }| s € S, ¢ # 0} when

queue is non-empty and cog < cog*.

A state transition distribution P (s'| 7,s,a) from state s to s’ for each action a €
A, conditioned on the discrete sojourn time 7 € R.o (time spent in state s before
transitioning into next state s’). The state transition from s = (¢, cog) — & =
(¢, cog’) consists of two independent transition processes which are given by (i) a
Poisson process for transition from ¢ — ¢ (ii) human cognitive dynamics for the
transition from cog — cog’. We model the cognitive dynamics of the human operator
as a Markov chain in which, while servicing the task, the probability of an increase
in cognitive state in small time 0t € Ry is greater than the probability of a decrease
in cognitive state. Furthermore, the probability of the increase in the cognitive state
increases with the level of fidelity selected for servicing the task. Similarly, while

waiting or resting, the probability of a decrease in cognitive state in small time 6t

'We assume compliance of the operator with the recommendations. To account for non-compliance, we
can introduce p as the probability of compliance and 1 — p as the probability that the operator will deviate
and follow a different behavioral policy. This deviation can be incorporated by using a mixed service time
distribution with probabilities p and 1 — p for the recommended and behavioral actions respectively.

2If the cognitive state is not perfectly known, then our policy can be used within algorithms such as
Qvpp [82], to derive approximate solutions to the associated partially observable Markov decision pro-
cess [83].
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is higher than the probability of an increase in cognitive state. Sample parameters
of the model used in our numerical simulations are shown in Table 2.1. This model
of cognitive state dynamics is a stochastic equivalent of deterministic models of the
utilization ratio considered in [11]. It is assumed that the cognitive state remains

unchanged when the human operator chooses to skip the task.

Sojourn time distribution P (7| s,a) of (discrete) time 7 € R. spent in state s until
the next action is chosen takes on different forms depending on the selected action
(Fig. 2.2d). The sojourn time is the service time while servicing the task (normal/
high fidelity), resting time while resting, constant time of skipping ¢, € R, while
skipping, and time until the next task arrival while waiting in case of an empty queue.
We model the rest time as the time required to reach from the current cognitive state
to the optimal cognitive state cog*. In our numerical illustrations, we model the service
time distribution while servicing the task using a hypergeometric distribution (Fig. 2.2a
and 2.2b), where the parameters of the distribution are chosen such that the mean
service time has the desired characteristics, i.e., it increases with the fidelity level
(Fig. 2.2d) and is a unimodal function of the cognitive state (Fig. 2.2c). While resting,
sojourn time distribution is the first passage time (FPT) distribution for transitioning
from the current cognitive state cog to cog®. We determine this distribution using
matrix methods [84] applied to the Markov chain used to model the cognitive dynamics.
Finally, to ensure the stability of the queue, we assume that the constant time of skip

is less than %, i.e., queue length decreases on average while skipping tasks.

For selecting action a at state s, the human receives a bounded reward (s, a) defined
in (2.1). Additionally, the human incurs a penalty at a constant cost rate of ¢ due
to each task waiting in the queue, and consequently, the cumulative expected cost for

choosing action a at state s = (¢, cog) is given by:
29 + At
P E = P =
gT (T|s,a)cr ( T,S,(l]) ET (T|s,a)er ( 5 ) ,
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which is obtained by using E|q|7, s, a] = ¢ and E[¢/|7, s, a] = ¢ + A7. The expected net

immediate reward received by the operator for selecting an action a in state s is given

by:
R(s,a) = r(s,a) = Y PB(r]s,a)c <2q Z AT) T
= r(s,0) ~ cErls.al g~ DB [r%]s,0], 22)

where E[7] s,a] and E [r?]s, a] represent the first and the second conditional moment

of the sojourn time distribution, respectively.
(vi) A discount factor v € [0, 1), which we choose as 0.96 for our numerical illustration.

Remark 1. Although we assume a finite skip time, an alternative approach is to incorporate
a penalty for the skip action. Note that, unlike a fixed penalty, a finite skip time results in
a penalty that increases with queue length (see (2.2)). Consequently, the current approach is
less inclined to skip tasks as the queue length increases compared to a model with a constant

penalty.

Remark 2. The reward R(s,a) formulation can be interpreted as an unconstrained SMDP
corresponding to a constrained SMDP that mazimizes r(s,a) subject to a constraint on the
average queue length for the stability of the queue. Therefore, the penalty rate ¢ acts as the
Lagrange multiplier for the unconstrained problem, and hence, can be obtained by primal-dual

methods that use dual ascent for finding the Lagrange multiplier [20)].

2.1.3 Solving SMDP for Optimal Policy
For SMDP T',; the optimal value function V* : & — R satisfies the following Bellman
equation [85]:

* _ T / * !/
4 (S) - géjaq)s( R(S,&) _'_/Z’y IED(S ,T‘S,CL)V (S) ’ (23)
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Figure 2.3 (a) Optimal Policy 7* and (b) Optimal Value Function V* for SMDP I' where
time required to skip the tasks is not too small compared to the mean service time required
to process the task.

where P (s, 7|s, a), which is the joint probability that a transition from state s to state s’

occurs after time 7 when action a is selected can be rewritten as:
P (s 7|s,a) =P (s'|r,s,a)P(7]s,a), (2.4)

where P (s'|1,s,a) and P (7]s,a) are given by the state transition probability distribution
and the sojourn time probability distribution, respectively. An optimal policy 7* : & — A,
at each state s selects an action that achieves the maximum in (2.3). We utilize the value

iteration algorithm [31] to compute an optimal policy.

2.2 Numerical Illustration of Optimal Fidelity Selection

We now numerically illustrate the optimal value function and an optimal policy for SMDP

Optimal Policy Optimal Policy s
31 S
809 0.
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®07 = Lo
506 s &
005 £ °
204 < 20.
£0.3 K
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0.2
892 [T 3
0 IRRRARRNRAARNAAA
Queue Length (q) Queue Length (q)
(b) ()

Figure 2.4 Optimal policy 7* for different values of arrival rate A. In case (a) and (b) the
action S in the optimal policy does not have a unique threshold for some cognitive states.
Similarly in case (c) actions S and N in the optimal policy do not have unique thresholds.

Fig. 2.3a and 2.3b show an optimal policy 7*, and the optimal value function V*, respec-

tively, for the case in which the skip time is not too small compared to the mean service
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time. If the skip time is too small, the action S is the optimal action almost everywhere to
reduce the queue length. For a sufficiently high arrival rate A such that there is always a
task in the queue after servicing the current task, we observe that for any given cog, V* is
monotonically decreasing with q.

Additionally, we observe that for a given ¢, V* is a unimodal function of cog, with its
maximum value corresponding to the optimal cognitive state (cog® = 0.6 for numerical il-
lustrations). We observe that 7* selects the high fidelity level around the cog* for low queue
length, and thereafter transitions to a normal fidelity level for higher queue lengths. We
also observe that in low cognitive states, the optimal policy is to keep skipping the tasks
until the queue length becomes small, and then start servicing the tasks. In higher cognitive
states, we observe that resting is the optimal action at smaller queue lengths while skipping
tasks is the optimal choice at larger queue lengths. Additionally, we observe the effect of
cog on 7*. In particular, we observe that 7* switches from H to N, N to R, and R to S at
certain thresholds on ¢, and these thresholds appear to be a unimodal function of cog. This
behavior can be attributed to the mean service time being unimodal w.r.t cog.

Fig. 2.4 shows some examples of 7* for certain parameters. We observe that for some cogni-
tive states, 7* does not have a unique threshold and the same action reappears after switching
to another action. For example, in Fig. 2.4a, action S is observed between actions H and
N, as well as after action N. In the following section, we provide sufficient conditions under
which 7* has unique transition thresholds at which actions switch, and the previous action

does not re-appear for the same cog.

2.3 Structural Properties of the Optimal Policy

We establish the structural properties of the optimal infinite-horizon value function by
considering the finite horizon case and then extending the results to the infinite horizon by
taking the infinite step limit.
Let V*(sg),n > 0, be the discounted n-step optimal expected reward when the initial state is

s, where V{(q, cog) = —Cq is the terminal cost for the finite-horizon case for a non-negative
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constant C. Each step size k& € {0,...,n — 1} is based on the sojourn time 7, spent in
a state s, when action ay is selected. Let J,, (so) denote the discounted n-step expected
reward with initial state sy under a given policy w. Henceforth, for the brevity of notation,

we denote the conditional expectation E[-|sg, 7] by E;[-]. Jux(so) is given by:
n—1
Jn,w(SO) = ET( Z ’7CiR(Si) ai) - ,ndan ) (25)
i=0

where (; := Z;;t 7; for i > 0 and ¢y := 0. The discounted n-step optimal expected reward
V*(s) is given by:

V*(s0) = Jnr(50), (2.6)
where 7 is the optimal policy that maximizes J, .(sq) at each s.
Let p' : & x A; = Rog and p? : S x As — Ry be function defined by u'(s,a) = E[7|s, a]
and p?(s,a) = E[7?|s,a], where 7 is the sojourn time. We study the structural properties

of the optimal policy for a large queue capacity, i.e. in the limit L — +o00, and under the

following assumptions:

(A1) The task arrival rate A is sufficiently high so that the queue is never empty with high

probability?.
(A2) For any state s = (g, cog)*:

p(s,S) < p'(s,R) < u'(s, N) < u'(s, H), and
(2.7)

12(s,8) < p*(s, R) < p*(s, N) < pi*(s, H).
(A3) We assume that E.[v"] < f(E;[7], Var,(7)) < 1, where Var,(7) = Var(r|sp,a =
7(80)) is the variance of 7 in any initial state s under a given policy 7, and f is a
monotonic function such that f(-, Var,(7)) is monotonically decreasing and f(E.[7],")

is monotonically increasing.

3Given the service time distributions and the Poisson arrival rate, we can precisely determine the distri-
bution of the number of arrivals that occur between each state transition. Therefore, Chernoff bounds [86]
can be utilized to characterize the high probability that the number of arrivals between state transitions
while servicing a task exceeds one.

4The action R is only available for states with cog > cog*.
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We make the assumption (A1) for convenience. Indeed, if the queue is allowed to be empty,
then we will need to deal with an extra “waiting" action. Also, high arrival rates are the
most interesting setting to study optimal fidelity selection. Assumption (A2) is true for a
broad range of interesting parameters that define sojourn time distribution(s). Assumption
(A3) holds for a class of light-tail distributions with non-negative support for 7, for example,
when the moment generating function (MGF) of 7 is upper bounded by the MGF of Gamma

distribution, i.e.,

*JEW[T]Q
£\ Vars(ry )
E.[e"] < (1 _ M) Jor all t < il

E.[7] ar, (1)
In this scenario, substituting ¢ = In(vy) < 0 < VE:W[Z]T), we get
V 1 _]EW[T]Q
Vary (1)
E[7]

=: f(E,[r], Var,(7)).

Let p = maxc,s, f(E[T|cog,a], Var(r|cog,a)). Therefore, E;[y7] < p. For the class of

distributions of 7 satisfying assumption (A3), and any initial state sy and policy m, we have

k—1 k—1
E %] L T]E < [ £(Ealrl, Vara(n)) < o,
1=0 =0

where (1)* follows from the independence of 7; and 7, for ¢ # j. Therefore, we have

n—1 n—1
1
. Ch < T k _
Jm > B0 < m D =g
k=0 k=0
We will now establish that the optimal policy for SMDP I' is a threshold-based policy if the

following condition holds for each cognitive state cog:

min{E[T\cog, H] - E[TlCOg, N]v E[T’COga N] - E[T’COga R]a E[T‘COga R] - t8}+

Efrlcog.H] 4

tey .
]_ — /ytlnax - 1 _ p géi}s(E[fy ’C0g7 a]’ (28>

where tn.x = E[r|cog = 1,a = H| is the maximum expected sojourn time (assuming the
largest mean service time in the highest cognitive state), and ¢, is the constant time for the

skip.
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Remark 3. For tasks with large differences in expected sojourn times, i.e., 0 < ty <

E[r|cog, R] < E[r|cog, N| < E[r|cog, H], max,c4, E[y"|cog,a] — 0, and (2.8) always holds.

We introduce the following notation. Let ¢} : C = ZxoU{+oc}, for j € {1,2,3} be some

functions of cog.

Theorem 1 (Structure of optimal policy). For SMDP I under assumptions (A1-A8) and
an associated optimal policy 7, if the difference in the expected sojourn times is sufficiently

large such that (2.8) holds for any cognitive state cog, then the following statements hold:

(1) there exists unique threshold functions qi(cog), ¢s(cog), and ¢;(cog) such that for each

cog > cog*:

=

q < g;(cog),

=

¢;(cog) < ¢ < ¢3(cog),
(s = (gco8) =4 ?

R, ¢5(cog) < q < g3(cog),

S, q> gj(cog);

\

(ii) there exists unique threshold functions qf(cog) and ¢(cog) such that for any cog <

cog™:
(

H, q < qi(cog),

(s = (q,cog)) = N, qi(cog) < q < ¢5(cog),

S, q> g5(cog).

\

We prove Theorem 1 using the following lemmas.

Lemma 1. (Immediate Reward): For SMDP T, the immediate expected reward R(s,a),

for each a € A,

(i) is linearly decreasing with queue length q for any fized cognitive state cog;
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(11) is a unimodal function® of the cognitive state cog for any fized queue length q with its

maximum value achieved at the optimal cognitive state cog*.

Proof. The proof follows by noting that (2.2) is linearly decreasing in ¢ and the coefficients
E[r| s,a] and E[r?|s,a] are unimodal w.r.t cog. Interested readers can refer to [87| for

detailed proof. |

We now provide important mathematical results in Lemma 2 which we use to establish

Lemma 3.

Lemma 2. For the SMDP T, the following equations hold for any initial state sg and policy

/[
(i) Ex [y E[r]cogy, ar]] = Ex [y 77];
(ii) Ex [’YC’“ E[r4|cogy, ak]‘]k] =E, [’YC’“Tk Er [gx|s0, CkH

Proof. The proof utilizes the properties of the expectation operator, and independence of
the transition processes for ¢ and cog,. Interested readers can refer to [87] for detailed

proof. O]

Lemma 3. (Value function bounds): For SMDP I under assumptions (A1-A3), for any
do > qo, 0 < $ERL < V7 (qo, cogo) — V*(Go, cogy) < 2224 where Aq = Go — qo, p is an

upper bound on E [Y7], tmax = E[T|cog = 1,a = H| is the mazimum expected sojourn time,

and ts is the constant time for skip.
Proof. See Appendix A: Chapter 2 for the proof. n

Remark 4. It follows from Lemma 3, that for SMDP T' under assumptions (A1-A3), the

optimal value function V*(q,-) is monotonically decreasing with queue length q.

®The expected immediate reward under action S is a constant, which we treat as a unimodal function.
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Lemma 4. (Thresholds for low cognitive states): For the SMDP T under assumptions
(A1-A3), and an associated optimal policy 7, the following statements hold for each cog <

*

cog*:

(i) there exists a threshold function ¢;(cog), such that N strictly dominates H, for each

q > q;(cog) if

E[r|cog,H]

tS tmax
E[r|cog, H] — E[r|cog, N] + =~ > E[y"|cog, NJ;
p

]__f}/tmax - 1_

(i1) there exists a threshold function g3(cog), such that for each q > ¢3(cog), action S is

optimal if
tS,YE[ﬂcog,H} . timax
E[T|COg,N]—ts+1_—7thXZ’y ]_—p
Proof. See Appendix A: Chapter 2 for the proof. m

Lemma 5. (Thresholds for high cognitive states): For the SMDP T" under assumptions
(A1-A3), and an associated optimal policy ©*, the following statements hold for each cog >

*

cog*:

(i) there ezists a threshold function ¢;(cog), such that N strictly dominates H, for each

q > q;(cog) if

E[r|cog,H]
E[r|cog, H] — E[r|cog, N] +

tsq/ tmaX
> E[y" N|;
1 _ pytmax - 1 — p [7 |C0g’ ]’

(i1) there exists a threshold function ¢5(cog), such that R strictly dominates H & N, for

each q > q3(cog) if

E[r|cog,H]

tS tmax
E[r|cog, N] — Efrlcog, B] + - > 1" Ely"|cog, Rl

(iii) there exists a threshold function ¢i(cog), such that for each q > ¢j(cog), action S is

optimal if

ts,yE[T\cog,H]

= >y :

ts tmax

E[r|cog, R] — ts +
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Proof. Recall that A, := {{R, S, N, H }| s € S, ¢ # 0} when queue is non-empty and

cog > cog*. The proof of Lemma 5 follows analogously to the proof of Lemma 4. m

Proof of Theorem 1: The proof follows by finding the intersection of the sufficient condi-

tions from Lemmas 4 and 5 to obtain condition (2.8) for a threshold-based 7*.

2.4 Conclusions and Future Directions

We studied optimal fidelity selection for a human operator servicing a stream of homo-
geneous tasks using an SMDP framework. In particular, we studied the influence of human
cognitive dynamics on an optimal fidelity selection policy. We presented numerical illus-
trations of the optimal policy and established its structural properties. These structural
properties can be leveraged to tune the design parameters, deal with the model uncertainty,
or determine a minimally parameterized policy for specific individuals and tasks.
There are several possible avenues for future research. An interesting direction is to conduct
experiments with human subjects, measure EEG signals to assess their cognitive state and
test the benefits of recommending optimal fidelity levels. It is of interest to extend this work
to a team of human operators servicing a stream of heterogeneous tasks. A preliminary setup
is considered in [75, 88|, where authors study a game-theoretic approach to incentivize col-
laboration in a team of heterogeneous agents. In such a setting, finding the optimal routing

and scheduling strategies for these heterogeneous tasks is also of interest.
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CHAPTER 3

OPTIMAL FIDELITY SELECTION FOR IMPROVED PERFORMANCE IN
HUMAN-IN-THE-LOOP QUEUES FOR UNDERWATER SEARCH

In this chapter, we study the problem of optimal fidelity selection for a human operator per-
forming an underwater visual search task. Human performance depends on various cognitive
factors such as workload and fatigue. We perform human experiments in which participants
perform two tasks simultaneously: a primary task, which was subject to evaluation, and a
secondary task to estimate their workload. The primary task requires participants to search
for underwater mines in videos, while the secondary task involves a simple visual test where
they respond when a green light displayed on the side of their screens turns red. Videos
arrive as a Poisson process and are stacked in a queue to be serviced by the human operator.
The operator can choose to watch the video with either normal or high fidelity, with normal
fidelity videos playing at three times the speed of high fidelity ones. Participants receive
rewards for their accuracy in mine detection for each primary task and penalties based on
the number of videos waiting in the queue. We consider the workload of the operator as a
hidden state and model the workload dynamics as an Input-Output Hidden Markov Model
(IOHMM). We use a Partially Observable Markov Decision Process (POMDP) to learn an
optimal fidelity selection policy, where the objective is to maximize total rewards. Our results
demonstrate improved performance when videos were serviced based on the optimal fidelity

selection policy compared to a baseline where humans chose the fidelity level themselves.

3.1 Background and Problem Formulation
We now discuss our problem setup, formulate it as POMDP, and solve it to obtain the

optimal fidelity selection policy.

3.1.1 Problem Setup
We study the problem of optimal fidelity selection for a human operator performing a
visual search task. The human operator performs two tasks simultaneously, a primary task

and a secondary task. The primary task involves searching for underwater mines in videos
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Primary Task Main Experiment Secondary Task

Press space when you detect a new mine Press Enter whenever the light turns red

Tasks in Queue: 3

Figure 3.1 Human experiment interface. The participants press the spacebar key whenever
a new mine is detected in the primary task video. Additionally, the green light (secondary
task) randomly turns red once for each primary task and the participant responds by pressing
the Enter key as early as possible. The queue length (tasks waiting in the queue) is displayed
on top of the primary task.

generated from an underwater simulation designed using Gazebo [89] and ROS [90]. The
operator watches videos and responds by pressing a key whenever a mine is spotted. On the
other hand, the secondary task involves a simple visual exercise, where participants press
a key as early as possible when a green light located at the side of the screen changes to
red. During each primary task, the green light undergoes this transition randomly, occurring
between the 25% and 75% mark of the video. We record the participants’ reaction time in
the secondary tasks, and in a rare event when a participant misses the red light, the reaction
time is set to the total time the light stays red until the end of the primary task.

Fig. 3.1 shows the experiment interface. The videos for the primary task arrive as a
Poisson process with an arrival rate of A € R. and get stacked in a queue awaiting service
by the human operator. The operator has the option to select either high or normal fidelity
levels for servicing each video. In normal fidelity, the video is presented at a speed of three
times faster compared to high-fidelity processing. Additionally, operators can choose to
delegate a task for autonomous processing, even though the accuracy of the autonomous
system may be lower. This delegation or “skip" action serves as a means to maintain queue

stability, especially in situations with large queue lengths.
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Figure 3.2 Input-output hidden Markov model. The input a represents the fidelity level, the
hidden state w signifies the workload, and the three observations o', 02, and 0® correspond
to the fraction of correctly detected mines in the primary task, the count of false alarms in
the primary task, and the reaction time recorded during the execution of the secondary task,
respectively.

The performance of a human operator relies on their workload, making it a crucial factor
in our problem formulation. To address this, we formulate the problem as a POMDP,
with the workload of the operator treated as a latent or hidden variable. We estimate this
hidden workload through a combination of reaction time measurements from the secondary
task and performance metrics obtained from the primary task. Specifically, we model the
workload dynamics of the human operator using an IOHMM (see Fig. 3.2). In this model,
the fidelity level a serves as the input, the workload w operates as the hidden state, and
we observe three distinct output measures o', 0%, 0®>. These output measures correspond to
the fraction of correctly detected mines in the primary task, the count of false alarms in the
primary task, and the reaction time recorded during the execution of the secondary task,
respectively. This modeling approach helps us understand how fidelity, workload, and task
performance are interconnected in one unified framework.

We utilize the extended Baum-Welch algorithm [91] to train the IOHMM model, which
provides the transition probabilities p(w'|w, a), observation probabilities p(o|w, a), and the
initial state distribution p(wg) through expectation maximization. These probabilities are
utilized in the POMDP formulation to obtain the optimal fidelity selection policy.

To determine the most suitable number of hidden workload states, we use the Akaike

information criterion (AIC) [92] and Bayesian information criterion (BIC) [93] for model
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selection. For a given number of hidden states, the AIC and BIC are defined as:
AIC =2p —2log(L), BIC = plog(n,) — 2log(£), (3.1)

where p represents the number of learned parameters, n, stands for the number of observation
trajectories, and L signifies the maximized value of the log-likelihood function derived from
the trained model. The model with the lowest AIC (or BIC) value is considered the optimal
choice, as determined by the AIC (or BIC) criteria. Based on these criteria (presented in
Section 3.2.3), we train an IOHMM model with two hidden states, which we refer to as

normal and high workload states.

3.1.2 Mathematical Modeling

We formulate our problem as a POMDP P = {S, A, Q, T, O, r, v}, where S is the
state space, A in the action space, () is the set of observations, 7 is the set of conditional
transition probabilities between states, O is the set of conditional observation probabilities,
r: SxA — Ris the reward function, and v € [0, 1) is the discount factor. The state space of
the system is defined using a tuple S = (¢, w), where ¢ € {0,1,...,L} and w € W = {0,1}
denotes the number of tasks waiting in the queue (with maximum queue length L) and
the hidden discrete workload of the human operator, respectively. We define w = 0 as the
normal workload state and w = 1 as the high workload state. The action space is defined
as A = {N,H, D}, with N and H representing normal and high-fidelity task processing,
respectively. The action D corresponds to task delegation, allowing the task to be handled
by autonomous systems. This delegation action is particularly useful for maintaining queue
stability when dealing with a large queue length. To discourage excessive use of the delegation
action, we assume that the autonomy’s accuracy in mine detection is significantly lower which
results in a lower immediate reward.

1 0% and 0® cor-

The observation space is defined by a tuple Q = (o', 0%, 0%), where o
respond to the fraction of correctly detected mines in the primary task, the count of false

alarms in the primary task, and the reaction time recorded during the execution of the sec-
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ondary task, respectively. The state transition probability p(s'|s,a) € T is derived from
the queue dynamics p(¢'|q, a) given by the Poisson distribution with arrival rate A, where
t is the duration of the task, and workload dynamics p(w’|w,a) obtained by training the
IOHMM. The observation probabilities p(o|s’,a) = p(o!,0?, 03w’ a) € O are also obtained
from the trained IOHMM model. The observation probabilities are assumed to be indepen-
dent of the queue length, and therefore, only depend on the workload of the operator, i.e.,

' — p0% — a3q, where

p(ols’;a) = p(o|w',a). We define the reward function as r(s,a) = aqo
«a; for i € {1,2,3} are positive constants, which rewards high accuracy in the primary task
and penalizes for the number of tasks waiting in the queue.

We convert the POMDP to a belief MDP defined by M = {B, A, 7,r,7v}. Here, B :=
{(¢,bn)| ¢ € {0,1,...,L}, by € Ap} is the new state space, where ¢ is the original queue
length, by is the discrete belief probability for being in the high workload state, and Ap is a
discretization of the interval [0, 1]. Therefore, the belief probability for being in the normal
workload state is given by 1 — by. For our experiments, we discretize [0, 1] with a step size
of 0.1, i.e., Ap = {0,0.1,...,1}. Note that the discretization of by results in a finite state
space B. Let b : W — Ap denote the belief vector, where b(0) = 1 — by, and b(1) = by.
From a current belief b(w), taking an action a and observing o, the updated belief ¥/ (w’) is

given by:

V(w') = nplow',a) Y p(w'|w, a)b(w), (3.2)
wew

where 1 = m is the normalizing constant with

plofb,a) = Y plofu',a)) Y p(w'lw,a)b(w). (3:3)

w' W wew
The updated belief probabilities in b'(w’), where ¥'(0) = 1 — b}y and 0'(1) = b/, obtained
from (3.2) are mapped to the closest discrete states such that b}, € Ap. The action set A

is the original action space. The transition probabilities 7(¢’,V'|q, b, a) = p(¢'|q, a)p(b'|b, a) is

composed of the Poisson process for queue dynamics p(¢’|q, a), and the workload dynamics
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p(b'|b, a), which is given by:

p(V'|b, a) Zp (b'|b, a, 0)p(o|b, a), (3.4)

ocO

where

1, if belief update in (3.2) returns ¥',
p(t'[b, a,0) = (3.5)

0, otherwise,
and p(o|b, a) is defined in (3.3). The reward function r : B x A — R is given by:

r(g.bm,a) = > r(s,a)(l—by)+ Y r(s,a)bm, (3.6)

seS|lw=0 seS|lw=1

where 7(s,a) is the original reward function for the POMDP. The discount factor «y is the
original discount factor of the POMDP. For the belief MDP M, the expected value for policy

7 starting from an initial state (qo, bm o) is defined as:

QU7bH0 Z’YT qt>th7at)

= Z,}/t]E [T(StJGt)’q07bH,077T] 3 (37)

t=0

where the expectation is computed over (g, bms, w:). The optimal fidelity selection policy

maximizes the value in each belief state, i.e.,
= argmax V" (qo, br)-

We utilize the value iteration algorithm to solve the belief MDP and obtain the optimal

fidelity selection policy.

3.2 Human Experiments
In this section, we discuss the design of our human experiments conducted using Prolific

(www.prolific.com).

3.2.1 Experimental Setup
We developed an underwater mine search experiment within the Robot Operating System
(ROS) framework using Gazebo models. For our simulation, we employed the “UUV simula-

tor" [94], a comprehensive package encompassing Gazebo plugins and ROS nodes specifically
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(a) (b) () (d)

Figure 3.3 Example image frames containing mines recorded from ROV. The mines’ positions
are highlighted within red bounding boxes in the frames.

tailored for simulating unmanned underwater vehicles, including remotely operated vehicles
(ROVs) and autonomous underwater vehicles (AUVs).

In our experimental setup, we designed an underwater scenario where we placed under-
water mines randomly throughout the environment following a uniform distribution within
a predefined area. To increase the complexity of the task, we also randomly introduced
a significant amount of underwater vegetation, which added an extra layer of difficulty in
detecting the mines.

We captured underwater videos by deploying an ROV into the environment. The ROV
followed a predetermined circular trajectory as it moved through the underwater space.
Equipped with a downward-facing camera, the ROV recorded images. To ensure optimal
recording conditions, we maintained complete darkness in the environment. The sole source
of illumination was a single light attached to the ROV, directing its beam vertically down-
ward. Consequently, only the area directly beneath the ROV was within the recording scope,
resulting in a focused and well-illuminated view. We recorded a total of 5600 images which
are used as 56 videos, with each video consisting of 100 frames. Fig. 3.3 shows example
image frames containing underwater mines recorded from ROV. The mines’ positions are
highlighted within red bounding boxes in the frames.

We performed 5 set of experiments, with each experiment group consisting of 20 partici-
pants. In each experiment, the participants first performed 8 practice tasks followed by 48

main tasks, where each task consists of a primary and a secondary task. Following is the list
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of experiments.

e Lrperiment 1: The first experiment was the base experiment where we recorded data
to train the IOHMM model and learn the optimal fidelity selection policy by solving
the POMDP. In this experiment, the 48 videos were evenly divided, with half of them
being displayed at normal fidelity and the other half at high fidelity. To maintain con-
sistency and balance, the tasks were presented in alternating blocks of four tasks each.
Specifically, the sequence of 48 tasks was organized as {N, N, N, N, H, H H, H,...}
for half of the participants and {H, H, H, H, N, N, N, N, ...} for another half of the

participants. This reversal was thereby used to prevent ordering bias in our estimates.

e Fxperiment 2: In this experiment, the participants were allowed to choose a fidelity
level for servicing each task. Before releasing each task, the participant decided on
their desired fidelity level by pressing a key. This served as a baseline, where the
human operator received no decision support. In this experiment, we do not allow task
delegation, and the participants were only allowed to choose to service each task with

either a normal or high fidelity level.

e Frperiment 3: In this experiment, the decision support system determined the appro-
priate fidelity level for each task by considering both the current operator performance
and the queue length. Specifically, the decision support system monitored the opera-
tor’s performance in each task, updated its belief using (3.2), and selected the optimal
action in accordance with the optimal fidelity selection policy. For this experiment, we

utilized an optimal policy that comprises only two available actions: normal and high

fidelity.

o Erperiment 4: This experiment was similar to Experiment 2, with the modification
that the participants were provided an additional action of delegating the task to the

autonomous system.
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o Erperiment 5: This experiment was similar to Experiment 3, with the modification
that the optimal policy consisting of three actions: normal fidelity, high fidelity, and

task delegation was used to choose the fidelity level for each task.

3.2.2 Methods

After receiving the IRB consent (MSU IRB #9452) from Michigan State University’s
IRB office, we recruited 100 participants using Prolific for the study. Inclusion criteria were
established as having completed a minimum of 500 prior studies and maintaining a 99%
approval rate on the platform. Participants were compensated with a base payment of $6

and had the opportunity to earn additional performance-based bonuses ranging from $0— $4.

3.2.3 TOHMM results

We use the data from Experiment 1 to train IOHMM models with different numbers of
hidden states. Table 3.1 illustrates the AIC and BIC values (normalized with the number of
observation trajectories) for the trained IOHMM models with 2, 3, and 4 hidden workload
states, respectively. Based on the AIC and BIC criterion, we utilize a trained IOHMM model

with two hidden states, which we refer to as normal and high workload states.

Hidden States 2 3 4
AIC 735.29 | 735.91 | 736.28
BIC 736.39 | 737.85 | 739.26

Table 3.1 AIC and BIC values for model selection.

Fig. 3.4a and 3.4b show the workload transition diagram for the trained IOHMM model
under normal and high fidelity, respectively. Under high fidelity, due to the slower speed
of videos, there is a higher probability of transitioning from the high workload state to a
lower workload state as compared to under normal fidelity. Similarly, the probability of
transitioning into a high workload state from the normal workload state is higher under
normal fidelity as compared to the high fidelity servicing. In the case of task delegation
action, the task is instantaneously removed from the queue and hence, we assume that the

workload remains the same under task delegation.
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Figure 3.4 Workload transition diagram under (a) normal and (b) high fidelity servicing of
tasks.
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Figure 3.5 Reaction time diagram under (a) normal and (b) high fidelity servicing of tasks.

For observations o', 0?, and 0, we learn a normal distribution with unknown mean and
standard deviation for each state-action pair. Fig. 3.5a and 3.5b present the reaction time
distributions for normal and high fidelity, respectively. We identify state 0 as a normal
workload state, while state 1 represents the high workload state. The mean and the variance
of the reaction time in the secondary task are larger in the high workload state than in the
normal workload state.

Fig. 3.6a and 3.6b depict the distributions for the fraction of detected mines in the
primary task for normal and high fidelity, respectively. Notably, we observe a substantial
difference in the means of the fraction of detected mines between normal and high workload

states under normal fidelity. In contrast, the means are relatively similar between these

40



Fraction Detected Normal Fidelity Fraction Detected High fidelity

10 —— High Workload State: Gaussian with mean=0.39, std dev=0.06 17.5 —— High Workload State: Gaussian with mean=0.69, std dev=0.03
~—— Normal Workload State: Gaussian with mean=0.59, std dev=0.04 . ~— Normal Workload State: Gaussian with mean=0.61, std dev=0.02
Z e giso
2 2125
8 6 8
-~ >.10.0
= =
3 4 3 75
3 3
o o 5.0
T 2 T
2.5
0 0.0
0.1 0.2 0.3 0.4 0.5 0.6 0.7 0.8 0.50 0,55 0.60 0.65 0.70 0.75 0.80 0.85
Fraction Detected Fraction Detected
(a) Normal fidelity. (b) High fidelity.

Figure 3.6 Fraction of mines detected in primary task under (a) normal and (b) high fidelity
servicing of tasks.

states under high fidelity. This observation suggests that when we do not take into account
the penalty associated with the queue length, choosing high fidelity (slower videos) could be

a suitable action during high workload conditions.
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Figure 3.7 Number of false alarms in primary task under (a) normal and (b) high fidelity
servicing of tasks.

Fig. 3.7a and 3.7b illustrate the distributions for the number of false alarms in the primary
task for normal and high fidelity, respectively. Notably, in the normal workload state, no
false alarms were recorded. Therefore, in the normal workload state, we replace the normal
distribution with a Dirac delta function that yields a probability of 1 at 0 false alarms and
0 everywhere else.

Finally, the initial distribution for the workload was determined as [0.662, 0.338], where
0.662 is the probability of starting in a normal workload state. To solve the POMDP, we
discretize the distributions of the reaction time, fraction of mines detected, and the false

alarms, with a step size of 25 ms, 0.05, and 0.5, respectively.
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3.2.4 Optimal Policy

Optimal Policy Normal Fidelity Optimal Policy Delegation
; - I ; - imrm )
"0 5 10 15 20 25 30 High Fidelity "0 5 10 15 20 25 30 High Fidelity
Queue Lengths Queue Lengths
(a) Task delegation unavailable. (b) Task delegation available.

Figure 3.8 Optimal fidelity selection policy where the action space (a) does not include task
delegation and (b) includes task delegation.

Using the distributions from trained IOHMM), we convert the POMDP into a belief MDP
as detailed in Sec. 3.1.2. We utilize the following reward function:

1000' — 300? — 2¢q, for a € {N, H},
r(s,a) = (3.8)

30 —2(¢—1), fora=D,
where we assumed the accuracy of autonomous servicing (task delegation) to be just 30%.
We employed the value iteration algorithm to derive an optimal fidelity selection policy.

We developed two optimal policies: one with only two available actions and another with
three available actions, including task delegation.

Fig. 3.8a and 3.8b illustrate the optimal policy with two and three available actions,
respectively. In situations characterized by low queue lengths and a higher level of belief
that workload is high, opting for high-fidelity servicing emerges as the optimal action. For
other regions of the state space, normal fidelity servicing is the optimal action. When task
delegation is a viable option, it becomes the optimal action only when there is a near certainty
of being in the high workload state, as indicated by a belief close to 1, and the queue length

is substantial.

3.3 Results

We now discuss the results of the experiments.
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(c) Experiment 3 policy: Empirical optimal policy.

Figure 3.9 (a) Empirical human policy in Experiment 2, (b) Learned optimal policy by
solving POMDP with two available actions, and (c

from Experiment 3 that deploys optimal fidelity selection policy.

Fig. 3.9 compares the policy utilized in Experiments 2 and 3 that only allowed servicing a
task with either normal or high fidelity. Fig. 3.9a, 3.9b, and 3.9c show the empirical human
policy obtained from Experiment 2 data, complete optimal policy learned from POMDP,
and the empirical policy obtained using data from Experiment 3 that deploys optimal fi-
delity selection policy, respectively. The two columns of the plots show the probability of
choosing high-fidelity action and normal-fidelity action, respectively. The dark purple region

in the plots represents the portions of the state space that have not been visited during the
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Figure 3.10 Box plots for the participants’ scores in Experiment 2 (human policy) and Ex-
periment 3 (optimal policy). Within each box plot, the median is represented by the red
horizontal line, while the lower and upper edges of the box signify the 25th and 75th per-
centiles, respectively. Whiskers extend to encompass the most extreme data points. The p
value in the two-sample t-test comparing the outcomes of Experiments 2 and 3 was computed
as 0.017, indicating a high level of statistical significance.

experiment.

By comparing the human policy with the optimal policy, we can gain important insights
into human behavioral patterns. It is evident that the human policy exhibits minimal vari-
ation in fidelity with respect to the queue length. This suggests that humans struggle to
effectively balance the trade-off between their ongoing tasks and the pending tasks in the
queue.

Furthermore, human policy reveals a tendency for high-fidelity servicing in low-workload
states and normal-fidelity servicing in high-workload states. This implies that humans tend
to have difficulty switching between actions. Participants who prioritize high accuracy in
primary tasks opt for high-fidelity servicing, resulting in normal workload conditions. Con-
versely, those who prioritize speed choose normal fidelity servicing, which can lead to op-
erating under high workload conditions. Consequently, humans appear to have difficulty
accurately assessing their workload and performance, hampering their ability to switch ac-
tions effectively.

Lastly, the empirical policy obtained using data from Experiment 3 indicates that the
optimal policy effectively manages the queue length, thereby keeping the region of high queue

length unexplored during the experiment.
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Fig. 3.10 presents the comparative box plots for the scores obtained in Experiment 2
(human policy) and Experiment 3 (optimal policy). Here, the score refers to the cumulative
reward accrued by a participant over tasks, i.e., Score = Z?il ry, where r, denotes the reward
obtained for servicing the task ¢ given by (3.8). It can be seen that the performance under
optimal policy is much better than the performance under human policy. Furthermore,
under the optimal policy, we observe an improvement of 26.54% in the average total score
as compared to the human policy.

To assess the statistical significance of these findings, we conducted a two-sample t-test
comparing the outcomes of Experiments 2 and 3. Remarkably, the p value was computed
as 0.017, indicating a notably high level of significance. In line with the widely accepted
significance threshold of 0.05, a p value below this threshold prompts us to reject the null
hypothesis. This implies that the data from the two experiments do not stem from the same
distribution at a 5% significance level. These results underscore the substantial impact of
the optimal policy in enhancing human performance.

Next, we allow an additional action of task delegation under which a task is instanta-
neously removed from the queue to be serviced by the autonomy. Fig. 3.11 compares the
policy utilized in Experiments 4 and 5 that allowed all three actions. Fig. 3.11a, 3.11b,
and 3.11c show the empirical human policy obtained using data from Experiment 4, com-
plete optimal policy learned from POMDP, and the empirical policy obtained using data
from Experiment 3 that deploys optimal fidelity selection policy, respectively. The three
columns of the plots show the probability of choosing high-fidelity action, normal-fidelity
action, and task delegation, respectively. The dark purple region in the plots represents the
portions of the state space that have not been visited during the experiment.

Similar observations to those depicted in Fig. 3.9 can also be made for high and normal
fidelity servicing in Fig. 3.11. Moreover, it is noticeable that the human policy exhibits
a somewhat random utilization of task delegation. This observation suggests that humans

struggle with workload management and effective task delegation. Lastly, the optimal policy
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(c) Experiment 5 policy: Empirical optimal policy.

Figure 3.11 (a) Empirical human policy in Experiment 4, (b) Learned optimal policy by
solving POMDP with three available actions, and (¢) Empirical policy obtained using data

from Experiment 5 that deploys optimal fidelity selection policy.

in Experiment 5 keeps the queue length under check, and therefore, regions of higher queue

lengths remain unvisited in the experiment.

Fig. 3.12 shows the box plots for the participants’ scores in Experiment 4 (human policy)

and Experiment 5 (optimal policy). It can be seen that the performance under optimal

policy is much better than the performance under human policy. Furthermore, under the

optimal policy, we observe an improvement of 50.3% in the average total score as compared

to the human policy. Lastly, the p-value in the two-sample ¢-test is given by 0.001, showing

that the results are statistically significant.

Remark 5. The average score achieved with the optimal policy in Experiment 5 was marginally
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Figure 3.12 Box plots for the participants’ scores in Experiment 4 (human policy) and Ex-
periment 5 (optimal policy). Within each box plot, the median is represented by the red
horizontal line, while the lower and upper edges of the box signify the 25th and 75th per-
centiles, respectively. Whiskers extend to encompass the most extreme data points. The p
value in the two-sample t-test comparing the outcomes of Experiments 4 and 5 was computed
as 0.001, indicating a high level of statistical significance.

less than that obtained with the optimal policy in Ezxperiment 3. This discrepancy could be
due to the relatively smaller reward obtained from task delegation, as opposed to servicing the
task with normal fidelity. Although the optimal policy in Experiment 5 may default to task
delegation under the presumption of diminished performance during periods of high workload,
certain participants may demonstrate the capability to execute tasks with high accuracy even

under high workload conditions in Experiment 3.

3.4 Conclusions

We studied the problem of optimal fidelity selection for a human operator engaged in a
visual search task. The human participants performed two tasks simultaneously: a primary
mine search task and a secondary visual task used for estimating the human workload. We
treated the human workload as a hidden state and modeled the workload dynamics using
an Input-Output Hidden Markov Model (IOHMM). Leveraging the probability distributions
derived from the IOHMM, we formulated a Partially Observable Markov Decision Process
(POMDP) and solved it to derive an optimal fidelity selection policy. The results of our
experiments offer valuable insights into human behavioral patterns and underscore the sub-

stantial performance enhancements achievable through the application of the optimal policy.
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CHAPTER 4

ROBUST AND ADAPTIVE FIDELITY SELECTION FOR
HUMAN-IN-THE-LOOP QUEUES

In this chapter, we relax the assumption of the known human service time model in the
optimal fidelity selection problem. We assume the parameters of the human’s service time
distribution depend on the selected fidelity level and her cognitive state and are assumed
to be unknown a priori. These parameters are learned online through Bayesian parameter
estimation. We formulate a robust adaptive SMDP to solve our optimal fidelity selection
problem. We extend the results on the convergence of robust-adaptive MDP to robust-
adaptive SMDPs and show that the solution of the robust adaptive SMDP converges to the
optimal solution for the uncertainty-free SMDP. Furthermore, we numerically illustrate the
convergence of the synchronous and asynchronous robust adaptive policy to the uncertainty-

free optimal policy.

4.1 Background and Problem Formulation
We now present our problem setup, and formulate the optimal fidelity selection problem

as a robust adaptive SMDP.

Cognitive state and
service time data

! |

Decision support

Optimal fidelity . Outgoing

Incoming Esti : recommendation Tasks
stimates service
Tasks () time distribution
and recommends
optimal fidelity
level

Awaiting tasks
Queue length (q)

Figure 4.1 Schematic of our problem setup. The incoming tasks arrive at a constant arrival
rate A and gets stored in a queue. The decision support learns the human service-time
distribution based on the online observations and recommends an optimal fidelity level to
the human agent based on the system state (queue length and cognitive state).
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4.1.1 Problem Setup

We consider a human agent with unknown service time distribution servicing a queue
of homogeneous tasks. We assume the availability of approximate model for human service
time distribution from human subject experiments, which we adapt online to estimate the
agent’s distribution using Bayesian parametric estimation.

The homogeneous tasks arrive according to a Poisson process with a constant arrival rate
A € Ry, and are stored in a dynamic queue with a maximum capacity L € N, until serviced
by the human agent in a first-come-first-serve discipline. These tasks continuously lose value
at a constant rate ¢ € R.y while waiting in the queue. The agent can choose to service the
tasks with normal or high fidelity level. When the agent services a task with high fidelity, she
meticulously looks into the details, which results in higher-quality service but leads to larger
service times and increased operator tiredness. We treat the cognitive state of the agent as a
lumped parameter that captures psychological factors such as fatigue, stress and situational
awareness. We assume that the unknown mean service time of the agent increases with
the fidelity level and is a unimodal function of the cognitive state, which is inspired from
the experimental psychology literature. For example, according to Yerkes-Dodson law [16],
excessive stress overwhelms the operator and too little stress leads to reduction in vigilance.
Hence, the human performance is optimal for some intermediate cognitive state.

Fig. 4.1 shows a schematic of our problem setup. We are interested in design of a decision
support system that continuously learns the human service-time distribution and assists the
agent by recommending an optimal fidelity level to service each task. The recommendation
is made based on the robust adaptive policy learned by the decision support for a given
queue length ¢ € Z>( and the human cognitive state. We assume to have real time access to
the human cognitive state using, e.g., Electroencephalogram (EEG) measurements (see [80]

for measures of cognitive load from EEG data).
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4.1.2 Robust Adaptive SMDP formulation

We now model our problem as a robust adaptive SMDP I'*4. We focus on the unknown
service time distributions and refer the interested readers to [41] for more details on modeling
of uncertainty-free distributions.

We consider a finite state space S := {(¢, cog)| ¢ € {0,1, ..., L}, cog € C := {i/N }icqo,... N},
for some N € N, where cog represents the lumped cognitive state. We consider five possible
actions for the agent given by: (i) Waiting (W), when the queue is empty, (ii) Resting
(R ), which provides the resting time for the human operator to reach the optimal cognitive
state when tired, (iii) Skipping (S), which allows the operator to skip a task to reduce the
queue length and thereby focus on newer tasks, (iv) Normal Fidelity (N) for servicing the
task with normal fidelity, and (v) High Fidelity (H) for servicing the task more carefully
with high precision. Hence, a set of admissible actions A, for each state s € S is given by:
(i) Ay :={W| s €S, ¢=0} when queue is empty, (ii) A, :={{R, S, N, H }| s€ S, ¢ # 0}
when queue is non-empty and cog > cog*, where cog* € C is the optimal cognitive state,
and (iii) As .= {{S, N, H }| s € S, ¢ # 0} when queue is non-empty and cog < cog®*.

Let 7 be the sojourn time spent in state s. The sojourn time distribution P(7| s,a)
represents the service time while servicing the task with normal or high fidelity, resting time,
constant time of skip, and time until the next task arrival while waiting. We model service
time distributions in Section 4.1.3 and refer the readers to [41] for details on resting and
waiting time. We define a state transition distribution P(s'| 7, s, a) from state s to s’ condi-
tioned on an action a € A, and sojourn time 7 spent in state s. This distribution involves
the transition in queue length which is given by Poisson distribution and the cognitive dy-
namics which we model as a Markov chain such that the cognitive state cog increases with
high probability when the operator is busy (a € {NN, H}), and decreases when the operator
is idle (a € {R,W}). For a detailed description of the modeling of cognitive dynamics, we
refer the interested readers to [41].

For each task, the human agent receives a high (low) immediate reward for servicing the
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task with high (normal) fidelity, and no reward for not servicing the task. Furthermore, the
agent incurs a penalty at a constant rate ¢ € R for each task waiting in the queue. Hence,
it can be shown that the expected net immediate reward received by the agent for selecting

an action a in state s is given by:

R(s,a) Z]P’ T|s,a)c (2Q+/\T>T, (4.1)

where 7 : § X As — Rsg is the reward defined by: (i) 7(s,a) = rg, if a = H; (ii) r(s,a) =
rn, if @ = N; and r(s,a) = 0, if a € {W,R, S}, with rg,ry € Rsg and rg > ry, and

> P(7]s, a)CT(]E [‘Hq

T, S, a]) is the expected penalty due to tasks waiting in the queue.

4.1.3 Modeling human service time and uncertainity set

There are many approximate models used for modeling service time distribution P(7|s, a)
for the human agents, most common being lognormal [95] and inverse Gaussian distribu-
tion [96]. We assume that the agent’s service time distribution follows a log-normal distribu-
tion Lognormal(u, 0?) with unknown parameters u and o2, that are the functions of the cog-
nitive state and fidelity-level. We utilize the Bayesian parameter estimation with a normal-
inverse-chi-squared prior [97] to estimate the distribution parameters using online observa-
tions. Using the prior distribution N1x%(uo, ko, Vo, 08) = N (p|po, 0%/k0) x x2(0?|vy, 08)
for the parameters p and o2, and n € N realizations from Lognormal(u, o?), the posterior

distribution of (p,0?) is given by:

p(p, 0%) = NIX*(fin, Kiny Vn, 02), where (4.2)
K +nx
o = O = Ko+ v =10+,
Kn,
1 nK
2 2 —\2 0 —\2
o =— | o T, — T -7 ,
: Vﬂ(o 0+;( Vo o ))
x;, 1 € {1,...,n} are the service time samples and Z is the sample mean.  Hence, the

posterior distribution at any time ¢ can be computed to recursively estimate the model

parameters 1 and o2 by using the online observations. Let ]f”t(T\s, a) be the estimate of the
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service time distribution at time ¢. Note that the estimate If”t(7'|s, a) can be used to estimate
P(s',7|s,a) and R(s,a), resulting in estimates P,(s',7|s,a) and R,(s,a) at time ¢.

The uncertainty in the human service time models could be large, especially in the ini-
tial stage with limited observation data, which may lead to suboptimal policies. This can
be mitigated through the use of robust SMDP. The robust SMDP optimizes the worst-
case performance to obtain robust policy when the joint distribution P(s’,7|s,a) lies in an
uncertainty set P?, i.e, P(s',7|s,a) € P*. Note that the robust SMDP formulation is not in-
herently adaptive in nature and does not explicitly use improved transition models that can
be learned using online observations to obtain less conservative policy. The robust adaptive
SMDP utilizes the latest improved estimates P, and R, for the joint probability P(s', 7|s,a)
and reward R(s,a) at time ¢, respectively.

The choice of uncertainty set P* is critical for the performance of the robust algorithm.
A poor modeling of the uncertainty set increases the computational complexity and could
lead to highly conservative robust policy. Hence, a choice of uncertainty set P® is typically
made such that the robust policy is not overly conservative and the optimization can be
performed in a computationally tractable manner. Let D be the observation data up to time
t. To construct an uncertainty set P; at time ¢, random samples are generated from the
posterior distribution of (1, o) to construct a set A, comprised of matrices Py(s', 7|s, a) for
each s € § and a € Ag. Finally, a W;-confidence level subset of the transition probabilities

A; defined by:
Pi(Wy) = {pi* € A i =1l < ¥y, s € S} (4.3)

where p;* is the nominal transition given by pf* = E[pi*|D], is used as a choice for the
uncertainty set. We seek to find W;-confidence sets for state transition probability vector for
every state-action pair at time ¢. We choose ¥, = ISIIAGW such that union bounds applied
over each state-action pair and time yield that all state transition probabilities belong to

respective confidence sets with at least probability «. In the following we choose a = 0.95.
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Using the uncertainty set P;* constructed at time ¢ based on the latest improved estimates
PP,, the robust adaptive SMDP solves the following robust Bellman equation (4.4),

V*(s) = max min {]%t(s, a) + Z Z'}/Tlﬁ’t(s',ﬂs, a)V*(s')} , (4.4)

a€As P, cPy

where 0 < v < 1 is the discount factor, to obtain a robust policy 7* = argmax,c 4. V(s),
which optimizes the worst-case performance through minimization with respect to the uncer-
tainty set P;. In the next section, we show that the learned policy through robust adaptive

SMDP converges to an optimal policy for the uncertainty-free formulation.

4.2 Convergence of Robust Adaptive SMDP
We study the convergence properties of the robust adaptive SMDP under the following

assumptions.

(A1) State space S and actiona space Ag are finite.

(A2) P, and R, remains bounded for any ¢.

(A3) P, and R, converges to their true values P and R, respectively, with probability 1.
(A4) The uncertainty set P converges to a singleton estimate P with probability 1.

(A5) Each admissible action is executed from every state infinitely often.

Since agent’s service time distribution is independent of the queue length, assump-
tion (A5) can be relaxed to executing each action at every cognitive state. Furthermore,
assumptions (A3) and (Ab5) can be satisfied by adopting exploration strategies such as
Gibbs/Boltzman distribution method for action selection [31]|, wherein an action is selected
with probability proportional to the current estimate of the state-action value function di-
vided by a temperature parameter. The temperature parameter is annealed to ensure that
the action selection rule converges over time to a greedy policy with respect to the value

function estimate, while ensuring each cognitive state-action pair is selected infinitely often.
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Let T : RISl RIS! be the Bellman operator for an uncertainty-free SMDP T defined by:

T(V(5)) = max {R(s, a)+ ) Z YP(s, 75, a)V(s’)} . (4.5)

We first show the convergence of the adaptive asynchronous VI method followed by the
convergence of the robust approach. In asynchronous VI, an effective approach to deal with
large state spaces, the value of only a subset of states s € B; C S are updated at any time ¢.
The adaptive VI method adapts to the latest estimates of the model to compute the control

policy, which is continuously improved through online observations. Hence, the adaptive

asynchronous VI update at time ¢ is given by:

~

E(W)? if s € Bt7
Vi(s) = (1.6)
Vi(s), otherwise,

where B; C S is the subset of states that are updated at time ¢, and T} is the Bellman operator
for the SMDP estimate ft at time ¢, that utilizes the estimates I@’t and Z%t in (4.5). The set

B; can be chosen using prioritized sweeping [98] for improved computational performance.

Theorem 2. Under Assumptions A1-Ab, the adaptive asynchronous VI converges to the

optimal value function V* for the uncertainty-free SMDP T with probability 1.
Proof. See Appendix B: Chapter 4 for the proof. O

Let P® be the uncertainty set for the probability P(s’, 7|s,a) for a given action a € As.

Then, the robust adaptive asynchronous VI update at time ¢ is given by:

max,e A, Minpepa {T*(V2)}, if s € By,
Viyi(s) = (4.7)

Vi(s), otherwise,

where for a given a € As, J¢: RISl — RISI is given by

T V() = R(s,a) + > Y v P(s, 7]s,a)V (). (4.8)
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Let T, : RIS s RISI be the robust Bellman operator for SMDP T defined by:

T.(V(s)) = max min {T*(V (s))} . (4.9)

acAg Pepa
Theorem 3. Under Assumptions A1-Ab, the robust adaptive asynchronous VI converges
to the optimal value function V* for the uncertainty-free SMDP T" with probability 1. In

addition, for U, = the union bounds applied over each state-action pair and time

6o
S|l Ag|m2t2
yield that at any time, the obtained policy is robust with respect to uncertainty in service

time distributions with at least probability o.

Proof. See Appendix B: Chapter 4 for the proof. m

4.3 Numerical Illustrations

Fig. 4.2a and 4.2b shows an optimal policy and the optimal value function obtained using
VI algorithm for the uncertainty-free SMDP I' with cog® = 0.6 as the optimal cognitive
state. The optimal policy selects high fidelity around the cog* for small queue lengths, and
then transitions to normal fidelity as the queue length increases in sub-optimal cognitive
states. The optimal action is to rest when the queue length is large and cognitive state is
high. Similarly, skipping of tasks is an optimal action for large queue lengths in sub-optimal
cognitive states. The corresponding optimal value function is a decreasing function of ¢ and
is a uni-modal function of the cognitive state, the maximum for which occurs at cog* for
each ¢; see [41] for more details.

Fig. 4.2c¢ and 4.2d shows a robust adaptive policy, and the corresponding optimal value
function for the uncertain SMDP I'#4 obtained from asynchronous VI algorithm. In our nu-
merical illustrations, we only estimate the parameter y of the Lognormal(u, 0%) distribution
using Bayesian estimation. In case when ¢ is unknown, Markov chain Monte Carlo (MCMC)
methods [99] can be used to sample from the posterior inverse-chi-squared-distribution to
create the uncertainty set P at time ¢. An identical policy and value function is obtained in
case of synchronous VI algorithm. Hence, the solution of the synchronous and asynchronous

VI converges to the optimal solution of uncertainty-free SMDP.
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Figure 4.2 (a) Optimal policy and (b) optimal value function for the uncertainty-free SMDP

. (¢) Robust adaptive optimal policy, and corresponding (d) optimal value function for the
uncertain SMDP I'%#4,

Fig. 4.3 shows the policy updates for the synchronous and asynchronous robust adaptive
algorithm after 4, 8, 32 and 76 iterations, respectively. The synchronous robust adaptive
algorithm performs a VI update at each time step in (4.6) for all states, i.e. B, = S, while
in the asynchronous robust adaptive algorithm, the VI update is performed on a randomly
chosen subset B, € S at each time step. The asynchronous robust adaptive algorithm
converges (80 iterations) much faster than the synchronous robust adaptive algorithm (404

iterations), while both eventually converge to the optimal policy for the uncertainty-free

SMDP I' as shown in Fig. 4.2.
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Figure 4.3 Policy updates for the synchronous ((a)-(d)) and asynchronous ((e)-(h)) robust
adaptive algorithm after 4, 8, 32 and 76 iterations, respectively.
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4.4 Conclusions

We studied the optimal fidelity selection problem for a human agent servicing a stream
of homogeneous tasks. The parameters of the service time distribution for the agent are un-
known a priori which are learned online through Bayesian parametric estimation. We utilize
the robust-adaptive SMDP approach which adapts to the latest estimates of the distribu-
tion model, while obtaining robust policy towards the worst-case performance. We formally
extend the convergence results of the robust adaptive MDP to robust adaptive SMDP, and
show that the solution of the robust adaptive SMDP converges to the optimal solution for
the uncertainty-free SMDP. Furthermore, we numerically illustrate the convergence of the

synchronous and asynchronous robust adaptive policy to the uncertainty-free optimal policy.
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CHAPTER 5

DETERMINISTIC SEQUENCING OF EXPLORATION AND
EXPLOITATION FOR REINFORCEMENT LEARNING

In this chapter, we propose a DSEE algorithm with interleaving exploration and exploitation
epochs for model-based RL problems that aim to simultaneously learn the system model,
i.e., an MDP, and the associated optimal policy. During exploration, DSEE explores the
environment and updates the estimates for expected reward and transition probabilities.
During exploitation, the latest estimates of the expected reward and transition probabilities
are used to obtain a robust policy with high probability. We design the lengths of the
exploration and exploitation epochs such that the cumulative regret grows as a sub-linear

function of time.

5.1 Background and Problem Formulation

We focus on the model-based RL problems which aim to simultaneously learn the system
model, i.e., a Markov decision process (MDP), and the associated optimal policy. We seek
to design policies that are robust to uncertainty in the learned MDP. However, learning the
MDP requires visiting parts of the state space associated with high uncertainty in estimates
and has exactly the opposite effect of a robust policy. Therefore, to balance the trade-off
between learning the MDP and designing a robust policy, we design a DSEE algorithm, in
which exploration and exploitation epochs of increasing lengths are interleaved. In explo-
ration epochs, the algorithm learns the MDP, while in exploitation epochs, it uses a robust
policy based on the learned MDP and the associated uncertainty.

Consider an MDP (S; A, R, P, v), where S is the state space, A is the action space, reward
R(s,a), for each (s,a) € Sx A, is a random variable with support [0, Rpax], P : S x A — Ajg
is the transition distribution, and v € (0,1) is the discount factor. Here, Ajs represents
probability simplex in R!S! |-| represents the cardinality of a set. Let R(s,a) be the expected
value of R(s,a). We consider a finite MDP setting in which |S| and |.A| are finite.

We assume that the rewards R and the state transition distribution P are unknown a
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priori. Hence, during exploration, we estimate R and P using online observations. Let (s, a)
be any state-action pair where s € S and a € A. At any time ¢, let n,(s,a) be the number
of times state-action pair (s, a) is observed until time ¢. For each (s, a), the empirical mean

estimates Ry(s,a) and Py(s'|s,a), s € S are:

nt(s,a)
A 1
Ri(s,a) = (5. Z ri(s,a),and (5.1)
! i=1
L, ny(s,a,s)
Pt(s |S,CL) = tnt(s—a) (52)

respectively, where 7;(s,a) is the immediate reward obtained in (s,a) during observation
i€ {l,...,n(s,a)} until time ¢ and n(s,a,s’) is the number of times the next state ¢ is
observed from (s, a) out of n.(s,a) times.

Oftentimes, the uncertainty in probability transition matrices and mean reward function
can be large, especially in the initial stages of learning due to limited observation data, which
may lead to sub-optimal policies. Robust MDPs [29] mitigate the sub-optimal performance
arising from this uncertainty by optimizing the worst-case performance over given uncertainty
sets for reward function and probability transition matrices to obtain a robust policy. Given,
at time ¢, uncertainty sets RV and PU containing R and P, respectively, the robust MDP
solves the following robust Bellman equation:

VE(s) =max  min {Rt(s, a) + WZR(S’LS, a)\/;R(s’)}, (5.3)

acA R eRY, BreP!
to obtain a robust policy #f = argmax,. 4 V,*¥, which optimizes the worst-case performance
through minimization with respect to the uncertainty sets RY and PY, where V7 is the
robust value function.

The choice of these uncertainty sets are critical for the performance of the robust algo-
rithm. A poor modeling choice can increase the computational complexity and result in a
highly conservative policy [17,30]. To avoid these issues, during the exploitation epoch of the
DSEE, we construct these uncertainty sets based on the estimates R, and P, from the pre-

vious exploration epochs and Hoeffding bounds [100] for R, (Lemma 6) and P, (Lemma 7).
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Subsequently, we utilize robust MDP to learn a policy that is robust to the estimation
uncertainties with high probability. The convergence of the robust MDP with uncertain
transition matrices to the uncertainty-free MDP can be shown under the assumption that

the uncertainty sets converge to singleton estimates almost surely [17,32].

Definition 1 (Instantaneous and Cumulative Regret). For a discounted and ergodic
RL [21], consider an algorithm A that, at the end of the (t — 1)-th step, returns a policy m;
to be applied in the t-th step. For any state s € S, let V*(s) and V™ (s) be the optimal value
of the state and its value under the policy m;, respectively. At any time t, the instantaneous

regret R(t) of the algorithm A is given by:
R(t) = [V (s) = V(5| (5.4)

where || - ||o denotes the L*®-norm of a vector, and the cumulative regret Rp until time

horizon T is given by:

Ry = 3"0%(0) = YOIV () = V7 (5) (55)

We design the exploration and exploitation epochs of the DSEE algorithm such that its
cumulative regret grows as a sub-linear function of time. In the next section, we provide an

overview of the DSEE algorithm.

5.2 DSEE Algorithm

We design the DSEE algorithm for model-based RL under the following assumptions:
(A1) State space S and action space A are finite sets.

(A2) The MDP is ergodic under the uniform policy , i.e., under a policy 7 that, in every
state s, randomly selects the actions from A with equal probability, the MDP admits

a unique stationary distribution ¢, (s) : & = Ag|, with ¢, (s) > 0 for all s.

Ergodic MDP [21]| (assumption (A2)) is a common assumption. It ensures that the

stationary distribution is independent of the initial distribution and all states are recurrent,
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Input: Set of states S, Set of actions A, Initial State sg;
Set: n > 1, Sequences {€;}jen, {0, }jen, s = so, s = so;
Set: t =0, n(s,a) =0,n(s,a,s") =0,5(s,a) =0,Vs,a, s;
1: for epoch j =1,2,... do
% Exploration phase:
2: Pj < %,

3: p4— 2 [log(2|3| —2) +log (mi—g““lﬂ;

Rmax)?lo 48114l

4: U; < max ( )22( % )7’%}
5. while n(s,a) < Uj, Y(s,a)
6: t+—t+1;
7 Pick a ~ UNIF(A) in current state s do
8: Observe reward R and the next state s’
9: if S‘J?Edl has been visited in epoch j then
10: n(s,a) <+ n(s,a) + 1;
11: n(s,a,s’) < n(s,a,s) +1;
12: S(s,a) =S(s,a) + R;
13: end if
14: s < §';
15: end while
16: S;?“d — s;
17: Ry(s,a) = igii;’ Y(s,a);
18: ]f”t(s’]s,a) = ”T(is—a;)/), Y(s,a);

% Exploitation phase:
19:  Construct uncertainty sets RY and PY using (5.11);
20:  Compute V,2(s) and 77 using (5.3);
21:  Implement 72 for [17] time steps;
22:  t<«t+ [n7];
23: end for

Algorithm 5.1 Deterministic Sequencing of Exploration and Exploitation (DSEE).
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i.e., each state s is visited infinitely often and ¢, (s) > 0. We use this assumption to estimate
the number of times each state is visited in N time steps.

Algorithm 5.1 shows an overview of the DSEE algorithm. In the DSEE algorithm, we
design a sequence of alternating exploration and exploitation epochs. Let a; and [3; be the
lengths of the ¢-th exploration and exploitation epoch, respectively, where ¢ € N. During
an exploration epoch, we uniformly sample the action in the current state and update the
estimates R, and ;. For a given sequence of {¢; };,en and {0; };en that we design in Section 5.3,
the length of the exploration epoch «; is determined to reduce the estimation uncertainty
such that P(||[V*(s) — V' (s)||lse < ) > 1 — §; after the epoch, where P(-) denotes the
probability measure, and VL (s) is the value of state s under the robust policy # . In
DSEE, we choose exponentially increasing lengths of the exploitation epochs ;. During the
exploitation epoch, we utilize the estimates R, and P, from previous exploration epochs and
construct the uncertainty sets RY and PU at time t. We use these uncertainty sets with a
robust Bellman equation to learn a policy that is robust to the estimation uncertainties with
high probability. In next section, we analyze the DSEE algorithm, and design the sequence
of {€;}ien and {6;}ien, such that the cumulative regret (5.5) grows as a sub-linear function

of time.

5.3 Analysis of DSEE algorithm
We now characterize the regret of the DSEE algorithm under the assumptions (A1-A2)
and design the exploration and exploitation epochs. The optimal value V*(s;) of the state

sy is given by:

V*(st) = R(se, ™ (s)) + YE[V (se41) |56, 7 (54)], (5.6)

where 7* is an optimal policy that satisfies:

T (s) = arginax {R(st,ar) + YE[V*(s041)]5e, 4] } - (5.7)
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We define an approximate optimal value function V, that utilizes the estimates R, and P; at

time ¢. Therefore, V;(s,) is given by:

N A

Vi(st) = Ry(se, Te(se)) + VE %(3t+1)|5t,ﬁ't(3t) ; (5.8)

where E ‘z(stﬂ)\st,ﬁt(st)} is used to denote ZSt-H ]f”t(st+1|st,frt(st))‘z(stﬂ) and 7; Is an

optimal policy for the approximate optimal value function given by:

7i(s;) = argmax {Rt(st, ay) + ny [Vt(stﬂﬂst, af} } ) (5.9)
Theorem 4 (Concentration of robust value function). Let || - ||, denote the L'-norm

of a vector. For any given €.,0; € (0,1), there exists an n € O (% + E%log (%)) such
t t
that if each state-action pair (s,a) is observed n(s,a) > n times until time t, then for each

state s, the following inequality holds:
P ([V'(s) = VA (s) oo S ) 2 14, (5.10)

where VfrtR(s) is the value of state s under the robust policy 7f' = argmax, 4 V,'. The robust

-1
value function VI is defined in (5.3) with p; = %(2 + gri:‘)3> and

RU = {RU(s,a)  |RU(s,a) — Ri(s,a)| < p, V(s,a)},
(5.11)
PY = {IP’U(s,a) : HPU(S,G) — I@Dt(s,a)Hl < py, V(s,a)}.

We prove Theorem 4 using the following Lemmas 6-9.

Lemma 6 (Concentration of rewards). Suppose until time step t, the state-action pair
(s,a) is observed ny(s,a) times and bounded immediate rewards r;(s,a), i € {1,...,n(s,a)},

are obtained at these instances. Then the following inequality holds:

P (‘E(s,a) — ]%t(s,a)‘ < ef) > 108, (5.12)

(Rmax)? log(2/6}) '

where Ry(s,a) is the empirical mean reward defined in (5.1) and ef = Smr(e0)
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Proof. For brevity of notation, let ez and dr denote e and 6%, respectively. For bounded
random variables 7;(s, a), using the Hoeffding bounds [100], we have

2ny (s,a)e%

P (’E(s,a) — Ry(s,a)| < €R> >1—2e Ema)® | (5.13)
_Qnt(s,a)e%{
Choosing 0p = 2¢  (Emax)? | we get the desired result. O

Lemma 7 (Concentration of transition probabilities). Suppose until time step t, the
state-action pair (s, a) is observed ny(s,a) times and let P(s,a) € Ajg) be the true transition

probability distribution for (s,a). Then for any (s,a), the following inequality holds:

P (HIP(S, a) —Py(s, a)

(1 < ef> >1- 4", (5.14)

where || - |1 is the L* norm of a vector and Py(s,a) is the empirical transition probability

2[log(21S1—2)— 1og(6P)]
nt(s,a)

vector with components Py(s'|s, a) defined in (5.2), and ef’ = \/

Proof. For brevity of notation, let ep and dp denote €’ and 6, respectively. Using [101,

Theorem 2.1|, we have:

ng (s, a)eP

(H]P’ S, a) Pt(s a)H < ep> >1— (28 —2)e "z ©. (5.15)

nt(s,a)efg

Setting dp = (211 —2)e== =, yields the desired result. O

Lemmas 6 and 7 provide concentration bounds on the reward and transition probability

based on how often a state-action pair is visited.

Lemma 8. (Concentration of reward and transition probability functions) Let 5 =

oF = m. Then, for any p; > 0, there exists an n € O ('S‘ . log ('SHA|>> such that
Pt

when each state-action pair (s,a) is observed ny(s,a) > n times, then the following statements

hold for any (s,a):

(i) P (|R(s,0) = R(s,0)| < ) 2 1= 5,

(ii) P (HIP’(s,a) —P,(s,0)

<p)>1- 52
1



Proof. Using Lemmas 6 and 7, we know that [R(s, a)—Ry(s, a)| < p; and HIP’(S, a) — Py(s, a)” <
1

S
(Rimax)? log(*154])
2n¢(s,a)

and

p¢ holds for any (s,a) with at least probability 1 — SSTAl SH 0l for p; > \/

2[log (2181 —2)—log ( 52t
pe > \/ Lo ) g(Q‘S”A‘)], respectively. Hence, we have that

nt(s,a)

(5.16
2p} "} )

m(s,0) > max { () lo8 (75,7 ﬂ}

where p = 2 [log(2‘8| —2) +log (2|SHA‘>} , is sufficient to guarantee that |R(s, a)— R(s, a)| <

p¢ and HIP’ s,a) —Py(s,a H < p; holds for any (s,a) with at least probability 1 — 2|35—|t\,4\'
1

Hence, we can choose n € O (‘j' . log <‘SHA|)> such that (5.16) holds, and hence, the

lemma follows. [l

Remark 6 (Concentration inequalities). The concentration inequalities in Lemmas 6,
7, and 8 use a deterministic value of n,(s,a). However, these bound also apply if ni(s,a) is
a realization of a random process that is independent of Ry(s,a) and Py(s,a), which would

be the case in this paper.

Remark 7 (Uncertainty set). Using union bounds over all (s,a) and Lemma 8, it follows
that uncertainty sets RY and PY stated in Theorem 4 are p;-level uncertainty sets for R(s,a)
and P(s, a), respectively, for each (s,a) € S x A with at least probability 1 — 6,. Thus, the
policy obtained at time t in an exploitation epoch is robust to estimation uncertainties with

at least probability 1 — o;.

Lemma 9 (Loss in robust value function). Suppose |R(s,a) — Ri(s,a)| < p; and

HIP’(S,@) —I@’t(s,a)H < pi, for any (s,a), at time t. Then Ly(s) = V*(s) — V' (s) satis-
1

fies:

Li(s) < 2p (2 + (IE—’;”)Q) , (5.17)

where Vﬁﬁ(s) is the value of state s under the robust policy #F at time t.

Proof [Sketch|: The upper bound on the loss is obtained by following a similar analysis as

in [102] that provides an upper bound on the loss by considering the uncertainty in P only.
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The analysis in [102] can be extended by considering the uncertainty in R as well. The
details of the proof can be found in [103].
Lemma 9 provides the bounds on the loss in robust value function w.r.t. the optimal
value function using the concentration bounds on the rewards and transition probabilities.
Proof of Theorem 1: Using Lemma 8, we know that when each state-action pair (s, a)

is sampled n € O <‘S| . log <‘SHA|)> times, then the following inequalities holds for any

(s,a):

p (\R(s,a) ~ Ry(s,a)| < pt> >1- 2\8|t!AI’ (5.18)
P (HIP’(S,CL) —I@’t(s,a)“l < pt> >1- 2|;|t|.A|' (5.19)

Hence, using Lemma 9 and applying union bounds, we obtain that the following holds with

at least probability 1 — (6 + 67)|S|| A

V*(s) — Vi (s) < 2 (2+(fﬁ—a’;§2). (5.20)

—1
Setting p; = ¢ (2 + g‘ia;ﬁ) and 0f' = 0f = '2|36|t|,4|7

P (v*(s) vl < et) >1-04, VseS

— P <||V*(s) V()| < et> >1- 4, (5.21)

Additionally, the order of n in terms of ¢, becomes n € O (“i' - log ('SHA|>>. [ |

In Theorem 4, we obtain the number of times n each state-action pair needs to be visited
to reduce the estimation uncertainty in rewards and transition probabilities to obtain an
e,~optimal policy with probability at least 1 — §;. Now we estimate the total number of
exploration steps that are needed to ensure that each state-action pair is visited at least n

times.

Lemma 10 (Adapted from [104, Theorem 3]). For an ergodic Markov chain with state

space S and stationary distribution ¢, let T = 7(0) be the o-mizing time' with o < %. Let

lo-mixing time for an ergodic Markov chain in the minimal time until the distribution of Markov chain

is o-close in total variation distance to its steady state distribution [105].
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¢o be the initial distribution on S and let ||¢ollp. = \/D scs zzs(‘(ij Let nyis(si, N) be the

number of times state s; € S is visited until time N. Then, for any 0 < k < 1, there exists

a constant ¢ > 0 (independent of o and k) such that:

N2N¢‘ss(5i)

b€ TP . (5.22)

P (nyis(si, V) > (1 = K)Nss(si)) > 1 — ¢l|o

Proof. See [104, Theorem 3] for the proof. O

In the exploration epoch, at any state s; € S, we choose actions uniformly randomly.
Consider the Markov chain on § that is associated with the uniform action selection policy.
Let {¢po(s)}ses and {¢s(s)}ses, respectively, be the associated initial and stationary distri-
bution. We can also consider an equivalent lifted Markov chain on S x A with states (s;, a;)
such that s; € S and a; € A. The lifted Markov chain has the initial and stationary distri-
bution, ¢g(s,a) = % and ¢g(s,a) = %fTE‘T), respectively. Hence, we can apply Lemma 10
to obtain the probability of visiting a state-action pair (s, a) at least (1 — k) N¢g(s, a) times
after NV time steps under the uniform action selection policy.

We now design a sequence of exploration and exploitation epochs. Let «; and (; be the

min

lengths of the i-th exploration and exploitation epoch, respectively. Let ¢f™ := min, o)csx.4 @ss(s, @)
and N; = %, where N; is the upper bound in (5.16) associated with (e;,d;). Let
5ai = CH(bO

2Ni¢;rsxin
obtained by tuning N and & in (5.22).

o€ 7. Note that the desired values of (1 — k)N ¢(s;, a;) and 6% can be

Theorem 5 (Regret bound for DSEE algorithm). Let the length of exploitation epochs

in DSEE be exponentially increasing, i.e. B; =n', n > 1. Let ¢; = n’é and 6; = n 5 such
that P(||[V*(s) — V' (s)]|ee < &) > 1 —6; after exploration epoch i. For any § € (0,1), set
6% = %. Then, the cumulative regret for the DSEE algorithm Ry € O((T)3 log(T))

grows sub-linearly with time T with probability at least 1 — 9.

Proof. We note that the system state at the start of the i-th exploration epoch might be

different from the final state at the end of the (i — 1)-th exploration epoch. Therefore, we
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remember the final state of the previous exploration epoch and wait for the same state to
restart the new exploration epoch. For the ergodic MDP under the uniform action selection
policy (assumption A2), we know that the expected hitting time is finite [106]. Let U € R,
be a constant upper bound on the expected hitting time to reach the final state in the
previous exploration epoch from an arbitrary initial state in the current exploration epoch.
Hence, the cumulative regret during the ¢-th exploration epoch of length «; is upper-bounded
by (U 4 @;)Rmax, where Ryax = % is the maximum instantaneous regret.

Since at start of the exploitation epoch i of length ;, P(||[V*(s) =V (5)|oe < &) > 1—6;,
the expected cumulative regret during the exploitation epoch is (1 — &;)8:i€; + 0;5:Rmax-

Therefore, the total cumulative regret after k sequences of exploration and exploitation each

is upper bounded by:

k
RTk S Z ((az + U)g}‘max + (1 - 57,)5261 + 5i6immax)

=1

k
S Z ((az + U>9%max + ﬁi‘si + 5i5i%max) . (523>

i=1
Let T; be the time at the end of the i-th exploitation epoch. Then, Z?Zl By < Ty <
Z?:l(aj +U) +Z§:1 Bj. We design the length of the exploitation epochs to be exponentially
increasing, i.e., 8; = 0%, for n > 1. Thus, T}, € O(Z;‘f:l W) = OmF). Let ¢ = =% and
§; = n79 where d € (0,1) and g € (0,1) are constants that we design later. Thus, (5.23)

can be written as:

k k k
Ry, < Rumax (Z a; + kU> ) D 4 Ry 9, (5.24)

i=1 i=1 i=1
. . - _ K2 N;oss(s,0)
For a state-action pair (s,a), where s € S and a € A, let 5 ) = c[¢olls..c Tar
Therefore, using Lemma 10, at the end of the ¢-th epoch,
P (nyis(s,a, N;) > (1 — k) N;pss(s,a)) > 1 — 5€;ia)' (5.25)

2 min
KEN;idgs

Recall 6% := c¢|dollg,e” 7 , where ¢ := ming,,) ¢ss(s,a). Substituting N; =

Ss
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) i1
P (nyis(s,a, N;) > N;) > 1 — Z 0%, (5.26)

m=1

for each state-action pair (s, a). Therefore, in N; time steps of the lifted Markov chain, each
(s,a) is visited at least N; times with high probability. Thus, N; is an upper bound on
23_1 a; with probability in (5.26). Therefore, using union bounds, with high probability
S||IA| ca; N,
Z] 12' I ‘5 i Z] 10 <N = W, and hence,

9%Hl ax N
Ry, < i

k k
I EUR e W=d) 4 g l=g) 5.27
—(1_,,{) m1n+ +Zn + ZTI ( )

i=1 i=1

Using Theorem 4, N € O ('Sl Eig log (l‘gy:”)). Therefore,
k

R A (|S] 1 S| Al b L
R, <~ max? (Pl ~ =iV KU pax i(1-d) . i(1-9)
Tk_(l—f{,) mm(ez +€i Og( 5k +kUR +Zn + N ZT]

- %( 20| 8| 4 2% log (%%|S||A])) +kU9%max+Zn = +9%max277 .
m i=1 =1

(5.28)

for some constant A. Recall that T}, € O(n*), which implies k& € O(log(T},)). Let Z be the
right-hand side of (5.28). Then, we have:

Z € O ((Ti)* + (1) log(Ty) + (Te) "~ + (1))
€ O((Ty)’ log(Ty)), (5.29)
by choosing d = g = % Hence, the cumulative regret Ry, € O((Tk)§ log(T})) grows sub-

linearly with time 7T} with probability at least 1 — ZZ 1 Z'SHA| 0,

. , k S||A ;
Setting §* = W, we have > ", Z‘mil' d* < 4. O

5.4 Conclusions
We proposed a DSEE algorithm with interleaving exploration and exploitation epochs for

model-based RL problems that aims to simultaneously learn the system model, i.e., an MDP,
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and the associated optimal policy. During exploration, we uniformly sample the action in
each state and update the estimates of the mean rewards and transition probabilities. These
estimates are used in the exploitation epoch to obtain a robust policy with high probability.
We designed the length of the exploration and exploitation epochs such that the cumulative

regret grows as a sub-linear function of time.
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CHAPTER 6

FOSTERING HUMAN LEARNING IN SEQUENTIAL DECISION-MAKING:
UNDERSTANDING THE ROLE OF EVALUATIVE FEEDBACK

In this chapter, we investigate the role of feedback in fostering human learning in sequential
decision-making tasks. Cognitive rehabilitation, STEM skill acquisition, and coaching games
such as chess often require tutoring decision-making strategies. The advancement of Al-
driven tutoring systems for facilitating human learning requires an understanding of the
impact of evaluative feedback on human decision-making and skill development. To this
end, we conduct human experiments using Amazon Mechanical Turk to study the influence
of evaluative feedback on human decision-making in sequential tasks. In these experiments,
participants solve the Tower of Hanoi puzzle and receive Al-generated feedback while solving
it. We examine how this feedback affects their learning and skill transfer to related tasks. We
also explore various computational models to understand how people incorporate evaluative

feedback into their decision-making processes.

6.1 Background and Problem Formulation

We investigate the influence of evaluative feedback on human performance in a sequential
decision-making task through experimental evaluations and computational modeling. To this
end, we conducted experiments, where the participants were asked to solve the ToH puzzle.
ToH is a puzzle in which disks with a priority order are placed on three pegs. The priority
order determines which disk can be placed on top of another disk and each instance of
admissible disk placement is referred to as a configuration. Thus, for a four-disk and a five-
disk ToH, there are 3* = 81 and 3® = 243 possible configurations, respectively. The goal is to
move one disk at a time and reach the desired configuration while maintaining the priority
order at each time.

Consider the ToH puzzle with n disks, where the disks are numbered {0,1,...,n—1} in
ascending order of size, and the three pegs are numbered {0, 1,2} from left to right. The state

of the n-disk ToH can be represented as S,, = ($oS1 ... S,—1), where s; € {0, 1,2} denotes the
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Figure 6.1 State space of a 4-disk ToH with 81 states. Each state corresponds to a unique
configuration of the disks on three pegs and edges encode allowed transitions between states.
The task is to reach the configuration associated with a randomly selected target state (for
example 2201 in this figure). Warmer colors are associated with the higher value function
(see Sec. 6.1.1 for discussion).

peg on which disk 7 is placed, for 0 < ¢ < n — 1. Each state in an n-disk ToH has either two
or three possible state transitions as can be seen by the state space of a 4-disk ToH shown

in Fig. 6.1.

6.1.1 Evaluative Feedback

We train an RL agent that is capable of optimally solving the ToH puzzle. The ToH
is a finite state space and finite action puzzle, and thus, an optimal policy can be derived
using tabular RL methods as described in [31,107]. In Figure 6.1, we demonstrate the
optimal value function for the standard 4-disk ToH. To obtain the optimal value function for
a given target state, we utilize the value iteration algorithm [31], where the reward function

r(s) : S — R is designed as follows:

1, if s is the target state,
r(s) = (6.1)

0, otherwise.

Using the reward function in (6.1) results in an optimal value function that is proportional to

the length of the shortest path for each state to the target state. The obtained optimal value

73



Critical transition 120 Critical transition
state to T, @t state to T,
\
0220
7\ VAN
0020 == 1020w 1220 e 2220
n:; 2221
7\ /7 N\ T3
2112 ==0112 022] === 1221
/ \ 4 \
2012 0212 0121 1021
7\ VARY VAN /7 N\
0012 = 1012w 1212 e 2212 1121 === 212] === 2021 === 0021
/7 \ / \
0022 2202 1101 0011

7\ 7\ / /7 N\
1022 == 2022 0202 = 1202 2101 1011 = 2011
7/ \ 4 \ / \
1222 2122 0102 1002 2001 2111
7\ 7\ 7 N\ 7\ 4 /7 N\
2222 == 0222 e 0122 e 1122 wmmm 1102 smmm 2102 s 2002 s 0002 =fo= 0001 0111 == 1111}

Figure 6.2 State space of a 4-disk ToH with 81 states. Each state corresponds to a unique
configuration of the disks on three pegs and edges encode allowed transitions between states.
The state space can be visualized as comprising three triangular structures. The states that
connect different triangular structures are critical states to transition between triangles.

function is utilized to provide evaluative feedback to the human player based on the change
in the value at states before and after the move. We deploy several feedback mechanisms as
detailed in Section 6.2.1 and systematically explore how human decision-making is influenced
by different feedback mechanisms.

The state space of the ToH problem exhibits a recursive structure. Specifically, the state
space of a ToH puzzle with n disks can be effectively illustrated using three interlocking
triangles. Each of these triangles symbolizes the state space of a ToH puzzle with n — 1
disks. To illustrate this concept, let’s examine the state space of a 4-disk ToH in Figure 6.2,
which is highlighted in red. In the same figure, the blue and green squares are employed to
represent the state spaces of 3-disk and 2-disk ToH puzzles, respectively. Hence, the state
space for the ToH with n — 1 disks can be simply achieved by removing the last digit from
each state in the upper triangle of the n-disk ToH. This digit corresponds to the position of
the largest disk.

As illustrated in Fig. 6.2, the state space of the 4-disk ToH puzzle can be decomposed

into three triangles labeled as T, T5, and T3. Throughout the remainder of the manuscript,
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we will consistently refer to the regions of the state space as follows: the top triangle will be
denoted as T7, the lower left triangle as T, and the lower right triangle as T3. These triangles
are interconnected at their vertices through single edges. These vertex states are critical
states, transitioning from one triangle to another necessitates passing through these states.
For instance, starting from an initial state in 77, the optimal path to reach a desired state
in T, or T3 must involve the state transitions 1110 — 1112 and 2220 — 2221, respectively.
Indeed, to master the art of solving the ToH puzzle effectively, one must grasp its inherent
recursive structure. Success in solving the puzzle relies on systematically working towards

reaching the crucial critical states within the state space.

6.1.2 Human Rewards using Maximum Entropy Inverse Reinforcement Learn-
ing

In the context of human participants solving the ToH puzzle, we can perceive them
as noisy optimal agents striving to optimize an implicit reward function. Utilizing their
demonstrations, we can leverage Inverse Reinforcement Learning (IRL) techniques to deduce
a reward function [108|. This reward function is designed to align the optimal policy with
the observed human demonstrations.

The maximum entropy IRL [109, 110] assumes human demonstrations are not perfect
and allows us to learn from sub-optimal demonstrations by incorporating a probabilistic
model that captures the variability in human behavior. Maximum entropy IRL has gained
significant traction in the literature as a means to effectively learn from human demonstra-
tions [111].

Consider a Markov Decision Process [112] M = {S, A, T, v,r}, where § is the state space,
A is the action space, T;* is the probability of transition from state s € S to state s’ € S
under the action a € A, v € [0,1) is the discount factor, and r : S x A — R is the reward
function. In the case of the n-disk ToH, each edge originating from a given state s in the
state transition graph can be considered a unique action. Under these actions, the transition

probability 7% equals 1 for the transition from state s to s’ if they are connected through
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an edge. Let D = {(1,...,(n} be the set of N demonstrations, where each demonstration
G is a path ¢; = {(si0,@i0),---,(sir,a;7)}. The unknown reward function r is expressed
as a linear combination of a set of predefined features denoted as f : & — R. The weights
associated with these features are learned through the maximum entropy IRL algorithm.
In the framework of maximum entropy IRL, the probability of following a particular tra-
jectory ( is directly proportional to the exponential of the accumulated rewards experienced
along that path. This leads to a stochastic behavior model, where the probability of taking
a specific action a in a given state s is determined by the exponential of the expected total
reward subsequent to taking that action, i.e., P(a|s) x exp (Q%,), where Q" is computed as
t, =Tr+~TV]. The value function V; is computed using a “soft" variant of the familiar
Bellman operator: V] =log ) exp (Q%,). Consequently, the probability of action a in state
s is normalized by exp (V!), yielding P(als) = exp (Q%, — V).
The complete log-likelihood of the observed data under the reward function r can be

expressed as:

log P(D|r) = Z Zlog P(ait|sit) = Z Z ( Sirais — V;;t> . (6.2)
it it

Interested readers are referred to [111] for detailed derivations.
We employ maximum entropy IRL to infer the reward functions associated with human

behavior. Detailed results are presented in Section 6.3.2.

6.1.3 Modeling human sequential decision-making under feedback

A central and challenging aspect of designing efficient tutoring systems lies in under-
standing the impact of evaluative feedback from AI on human decision-making. Precisely,
the question of how humans incorporate feedback into their decision-making processes is of
paramount importance. In modeling this process, a foundational challenge is understand-
ing how they interpret the feedback, including whether it’s seen as an immediate reward or
an evaluation of long-term impacts. Further, it’s important to explore if feedback relates

only to the current action or spans the sequence of actions. Additionally, understanding
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if evaluative feedback affects the assessment of value functions over time or momentarily
influences action choices is vital. To tackle these questions, we develop candidate models
that embody different mechanisms for incorporating feedback into human decision-making
processes. Our models are inspired by the Training an Agent Manually via Evaluative Re-
inforcement (TAMER) framework [113-116] developed to incorporate human feedback into
the policy of an artificial RL agent.

Let H(s,a) and |f| denote the evaluative feedback and number of predefined features f
employed to define human rewards, respectively. We study four different models detailed as

follows:

e Model 1 - Ignore feedback: This baseline model operates under the assumption that
evaluative feedback isn’t directly integrated into human decision-making processes.
Instead, individuals are postulated to focus on maximizing the long-term value derived
from their personal reward functions. In this framework, evaluative feedback plays an
indirect role by shaping and refining these reward functions. This is the default model

studied in Sec. 6.1.2. The model encompasses | f| learned parameters.

e Model 2 - Update (s, a): In this model, we postulate that humans interpret evaluative
feedback as an indicator of the long-term effectiveness of their strategic actions, serving
as an approximation of @%,. The model integrates this feedback to update the Q-

estimate as follows:
Q'(s,a) = Q(s,a) + k:ﬁ(s, a), (6.3)

where k is a parameter to be learned. Consequently, the policy gets updated as
P(als) = exp (Qs' — V'), where V! = log )" exp(Q.,) denotes the newly adjusted

value function. The model encompasses |f| + 1 learned parameters.

e Model 3 - Update r(s,a): In this model, we postulate that humans perceive the eval-

uative feedback as a measure of the myopic effectiveness of the strategy, serving as an
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approximation of 7(s,a). The model updates the human rewards as follows:

A

r'(s,a) =r(s,a) + kH(s,a), (6.4)

where k is a parameter to be learned. The updated reward function is used to estimate

the Q-values and the policy. The model encompasses |f| 4+ 1 learned parameters.

e Model 4 - Feedback as a measure of Q(s,a): In this model, we assume that humans

ignore learning by interaction and treat evaluative feedback as a fixed measure of
Q(s,a). Therefore,
Q'(s,a) = kH(s,a), (6.5)

where k is the only parameter to be learned.

Remark 8. [t’s worth noting that the log-likelihood of the mazimum entropy IRL depends
solely on Q(s,a) through P(a|s). Consequently, Model 2 can be considered equivalent to
another model where humans utilize feedback solely to influence their action selection. In
this alternate model, humans do not incorporate evaluative feedback into their estimation
of Q(s,a); rather, they use it exclusively to bias their action selection, i.e., P(als) o
exp(Q(s,a) + kH(s,a)). In the context of maximum entropy IRL, this model is tanta-
mount to Model 2, where humans employ evaluative feedback to update their Q-estimates

as Q'(s,a) = Q(s,a) + kH(s,a).

We investigate these models in Sec 6.3.3 to understand how humans incorporate evalua-

tive feedback in their decision-making.

6.2 Human Experiments

In this section, we discuss the human experiments conducted using AMT.

6.2.1 Experiment Design
We examine the effect of evaluative feedback on sequential decision-making using ToH
task. To achieve this, we designed five separate experiments, each featuring a different type

of feedback. Participants for each experiment were recruited randomly through AMT. Each
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participant first solved a 4-disk ToH task ten times (training task) and then a 5-disk ToH
task five times (transfer task) to evaluate their skill transfer to a more challenging task.
The initial state of each puzzle was standardized with all the disks located on the first peg.
Considering the state-space of the puzzle as comprising of three interlocking triangles, the
target state was randomly selected from the states within the triangles that did not include
the initial state, i.e., triangles T3 and T3. The participants were given a maximum number

of moves Manowea tO solve the puzzle, calculated as :

Mallowed = |715 X mmin—la

where My, represents the minimum number of moves from the initial configuration to the
final configuration, as determined by the minimum path length in the state graph (Fig. 6.1).
The only difference among the experiments was the feedback provided during the 4-disk
ToH training task. No feedback was provided during the 5-disk ToH transfer task in any of
the experiments. In each experiment, participants were asked to try their best to get the
highest scores. The feedback and scoring metrics used during the training task for the five

experiments were:

(i. Ezperiment 1 - No feedback: In this experiment, the participants solved the 4-disk ToH

puzzle without any feedback. The scoring metric for these tasks was selected as:

S = 10<mallowed — Myged T 1)7 (66)

where mseq is the total moves used to solve the puzzle. The participant receives a score
of 0 if the puzzle remains unsolved after exhausting the allowed number of moves. The

same scoring metric was used in the 5-disk transfer tasks in all the experiments.

(ii. Ezperiment 2 - Numeric feedback: The participants in this experiment received visual
feedback on each move they made while solving the 4-disk ToH. The feedback was in

the form of text that reads “good move 42" or “bad move —2", indicating whether the
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(ii.

move increased or decreased the value of the state, respectively. The scoring metric for

the training tasks in this experiment was selected as:
S = 10<7nallowed — Mysed + 1) + 2(Tngood - mbad)a (67)

where mgo0q € N and mp.q € N denote the number of good and bad moves, respectively.

Experiment 3 - Optional feedback: In this experiment, the participants did not receive
visual feedback automatically but had the option to request it by pressing a button,
which came at the cost of a small penalty. If the participant requested feedback, they
would receive the same visual feedback as in Experiment 2, which evaluated their last

move. The scoring metric for the training tasks in this experiment was as follows:

S = 10(mallowed — Myged + 1) - foptionala (68)

where foptional € N denotes the number of times the participant requests feedback.

. Ezperiment 4 - Sub-goal: In the state graph of the 4-disk ToH task (as illustrated in

Fig. 6.1), states 1110 and 2220 are critical in reaching the target states efficiently in
triangles Ty and T3, respectively. In this experiment, based on the target configuration,
the participants were presented with an intermediate sub-goal configuration (1110 or
2220) in addition to the target configuration. The participant was instructed to try to
reach the intermediate sub-goal first. The scoring metric for the training tasks in this

experiment was as follows:
S = 1O(mallowed — Myged + 1) + 5Ssubgoala (69)

where Sgubgoal € {0, 1} was set to 1 if the participant successfully reaches intermediate

sub-goal configuration, and 0 otherwise.

. Experiment 5 - Sub-goal with numeric feedback: In this experiment, the participants

received both the visual feedback as in Experiment 2 and the intermediate sub-goal
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configuration as in Experiment 4. The scoring metric for the training tasks in this

experiment was calculated as follows:
S - 10(mallowed — Mysed + 1) + 2(Tngood - mbad) + 5Ssu‘bgoal~ (610)

This experiment provided the participants with the maximum amount of evaluative

feedback.

6.2.2 Methods

After receiving the IRB consent (MSU IRB #8421) from Michigan State University’s
IRB office, we recruited 238 participants using AMT for the study. Inclusion criteria were
established as having completed a minimum of 500 prior studies and maintaining a 98%
approval rate on the platform. Participants were compensated with a base payment of
$6 and had the opportunity to earn additional performance-based bonuses ranging from
$0 — $4. Of the recruited participants, 78 participants were excluded due to self-reported

prior experience with the ToH task.

6.3 Results

In this section, we discuss the results of the experiments conducted on AMT.

6.3.1 Performance under Evaluative Feedback
First, we collect the data of 20 participants each for the 5 set of experiments detailed in
Section 6.2.1. In every experiment, we assess participants’ performance by calculating their

percentage scores for both the training and transfer tasks as follows:

allowed use 1
100 X (m llowed — Mused 1 > ‘
Mallowed — Mmin + 1

In Fig. 6.3a, we present box plots illustrating the percentage scores achieved in the
training tasks (4-disk ToH). Notably, participants who underwent training with evaluative

feedback in Experiment 2 (numeric feedback) and Experiment 5 (sub-goal with numeric
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Figure 6.3 Box plots displaying percentage scores for both training (a) and transfer (b) tasks.
Within each box plot, the median is represented by the red horizontal line, while the lower
and upper edges of the box signify the 25th and 75th percentiles, respectively. Whiskers
extend to encompass the most extreme data points that are not classified as outliers, and
individual outliers are plotted using the symbol ‘+’.

feedback) exhibited significantly improved performance during these training tasks compared
to participants in Experiment 1 (no feedback), who received no evaluative feedback.

In Experiment 3 (optional feedback), participants seldom requested feedback to avoid the
feedback penalty, resulting in performance levels akin to those observed in Experiment 1.
Experiment 4 (sub-goal) introduced a unique approach, where participants were exclusively
exposed to sub-goal configuration (1110 or 2220) crucial for reaching the desired target state.
In the absence of evaluative feedback, this method resembled the conditions of Experiment
1, where the sub-goal can be effectively thought as a target state until the sub-goal state
is reached. We hypothesize that supplying solely sub-goal configurations without evaluative
feedback may induce confusion, as participants may now consider two target states simul-
taneously—the sub-goal and the target state. Consequently, participants in Experiment 4
exhibited a marginal decrease in performance compared to those in Experiment 1.

In Fig. 6.3b, we present box plots illustrating the percentage scores achieved in the trans-
fer tasks involving the 5-disk ToH. It’s important to note that solving the 5-disk ToH, with
its 243 states, presents a significantly greater challenge compared to the training task, which
involved the 4-disk ToH with 81 states. Furthermore, participants had no prior experience
with the 5-disk ToH and relied solely on their training with the 4-disk ToH. Consequently,

the transfer tasks yielded relatively lower scores, with many trials failing to solve the puzzle
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within the allotted number of moves, which can make it challenging to interpret the box
plots in Fig. 6.3b.

To focus on successful outcomes, we filtered for positive percentage scores in each experi-
ment, representing the trials where participants successfully solved the ToH puzzle. Table 6.1
provides an overview of the percentage of successful trials for each experiment, both in the
training and transfer tasks. Notably, Experiment 2 and Experiment 5 demonstrated a sub-
stantial improvement in successful trials, showing increases of 33.5% and 36%, respectively,
compared to Experiment 1 in the training tasks. In the transfer tasks, Experiments 2 and
5 also showed notable improvements, with success rates increasing by 13% and 26%, respec-
tively, compared to Experiment 1.

To assess the statistical significance of these findings, we conducted a two-sample ¢-test
comparing the results of Experiments 2 and 5 with the data from Experiment 1. Remarkably,
the p values for Experiment 2 (in comparison to Experiment 1) and Experiment 5 (relative
to Experiment 1) are 1.59 x 1072 and 1.71 x 107!, respectively, in the training tasks,
indicating highly significant differences. In the transfer tasks, the p values are 3.9 x 102 and
7.17 x 10~* for Experiments 2 and 5 compared to Experiment 1, respectively. Consistent
with the commonly accepted significance level of 0.05, a p value below this threshold leads
us to reject the null hypothesis, indicating that the data from the two experiments do not
arise from the same distribution at a 5% significance level. These results underscore the

substantial impact of evaluative feedback on performance, both in the training and transfer

tasks.
No Numeric | Optional Sub 1 Sub-goal with
feedback | feedback | feedback ub-goa numeric feedback
Training 58% 91.5% 62% 52.5% 94%
Transfer 28% 41% 35% 22% 54%

Table 6.1 Percentage of successful trials in the training and transfer tasks.

Fig. 6.4a and 6.4b display box plots representing successful trials after filtering for positive

scores. Notably, the medians of these box plots closely align with each other, suggesting that
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Figure 6.4 Box plots displaying positive percentage scores for both training (a) and transfer
(b) tasks.

participants’ performances in the experiments can be effectively compared solely through the
percentage of successful trials. Once participants have successfully learned to solve the ToH
puzzle, their scores exhibit relatively little variation across experiments during successful
trials. This observation highlights the stability and consistency of participants’ performance

once they have mastered the task.
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Figure 6.5 Bar plots displaying the mean percentage scores for different trials for both training
(a) and transfer (b) tasks.

Recall that each participant completed 10 trials of training and 5 trials of transfer tasks.
In Figures 6.5a and 6.5b, bar plots represent the mean percentage scores for different trials
in the training and transfer tasks, respectively. It’s evident that participants who received
no feedback exhibited relatively low scores compared to those who received either numeric
feedback or sub-goals with numeric feedback. Furthermore, while there is no consistent
improvement over the trials for participants who did not receive feedback, participants who

received evaluative feedback demonstrated performance enhancement with increasing scores
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across trials. Similar trends are observable in the transfer tasks, indicating that participants
who received evaluative feedback found it easier to transfer their skills to related tasks and
showed improvement across trials.

The results in Table 6.1 underscore significant improvements in human decision-making
attributed to evaluative feedback during training tasks, along with effective skill transfer
to related tasks. We employ maximum entropy IRL [110] to investigate the pivotal role of
evaluative feedback in shaping human decision-making, as detailed in Sections 6.3.2 and 6.3.3.
To enable this analysis, we conducted additional data collection sessions with 20 participants
each, encompassing experiments devoid of feedback (Experiment 1) and those involving

evaluative feedback (Experiments 2 and 5).

6.3.2 Human Rewards under Evaluative Feedback

In this section, we treat humans solving the ToH puzzle as noisy optimal agents striving
for optimal play with some implicit reward structure. We examine participants from three
sets of experiments: (a) No feedback (Experiment 1), (b) Numeric feedback (Experiment
2), and (c) Sub-goal with numeric feedback (Experiment 5). To gain insights into human
learning under these varying feedback conditions, we employ maximum entropy IRL analysis
to uncover the underlying human reward structures. Visualizing these human rewards can
offer valuable insights into the learning process with and without evaluative feedback.

Recall that for each experiment, the initial state is standardized with the starting state
represented by the top vertex of triangle T}, and the target state is randomly selected from
either triangles T or T3 (see Fig. 6.2). For each experiment, we partition the experimental
data into two sets, one with target states in 75 and the other with target states in T3. In each
of these sets, we learn the human rewards expressed as a linear combination of predefined
features. By modifying these predefined features, we consider two different settings where
the human rewards are learned for all the states and for a subset of 8 states. To estimate the
rewards, we maximize the log-likelihood as defined in (6.2), while applying an £; penalty to

promote sparse rewards. To determine the coefficient of the £; penalty A € R, we consider
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(b) Learned rewards in the training tasks for all states using only successful trajectories.

Figure 6.6 IRL plots displaying learned human rewards in the training tasks for all states,
using trajectory datasets (from trials 6-10 for each participant) from each experiment that
encompass (a) all available trajectories and (b) only successful trajectories, where success is
defined by reaching the target state.

A €{0,0.1,...,2} and perform 5-fold cross-validation on the data and select the coefficient
that yields the maximum mean log-likelihood across the 5-fold validation sets.

Fig. 6.6a and 6.6b display the learned IRL rewards in the training tasks for all states.
While IRL typically assumes expert demonstrations, it’s important to note that participants

may still be learning the task during the initial trials. Since the performance does not vary



significantly in the latter half of the trials (see Fig. 6.5a), we assume that the human rewards
are relatively stationary from trials 6 to 10 and, therefore, exclusively utilize these trials for
our IRL analysis. From these latter trajectories, we derive IRL rewards, considering both
(a) all available trajectories and (b) only the successful ones, where success is defined by
reaching the target state.

Each of these plots is organized into a grid with 2 rows and 3 columns. The top row
represents trajectories with the target state in triangle 75, while the bottom row represents
trajectories with the target state in triangle 73. The columns correspond to the three sets
of experiments: no feedback, numerical feedback, and sub-goal with numerical feedback
arranged from left to right.

In Fig. 6.6a, it becomes apparent that participants’ rewards in the experiment with no
feedback (first column) exhibit a distribution across all states, encompassing both T and
T3, despite the target state’s placement in T3 for the first row and in T3 for the second row.
The occurrence of high rewards in T3 (respectively 75) when the target state resides in T5
(respectively T3) primarily stems from the unsuccessful attempts to solve the ToH puzzle
in each experiment. Consequently, we observe that as participants’ performance improves
across experiments from left to right, rewards increase within the triangle containing the
target state while decreasing in the opposing triangle. Another noteworthy observation is
the presence of high rewards at the critical states (vertices of the target triangle), which
serve as pivotal entry points to the target triangle. These rewards become more pronounced
as performance enhances from left to right.

Fig. 6.6b depicts the learned IRL rewards derived exclusively from successful trajectories
in each experiment. Due to the absence of failed trajectories in each experiment, the dis-
parities in IRL rewards across experiments, from left to right, become less pronounced. In
each experiment, states within the target triangle and critical states exhibit higher rewards
compared to the opposing triangles. In Experiments 1 and 2, the elevated rewards along the

edge in the opposite triangle, which is closer to the target triangle, suggest that participants
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in these experiments occasionally complete the puzzle by opting for suboptimal routes. In

contrast, participants in Experiment 5 predominantly solve the puzzle utilizing the optimal

trajectory.

No feedback Numeric feedback Sub-goal with Numeric feedback
£ ’
9 9 0.9
5o ¥
E § R 08
2Z
|(_U E’ 07

0.5
c l_m 0.4
9 9 > 0.3
T D
28 £¢ i .
22 £
I(—U g 01

(a) Learned rewards in the transfer tasks for all states using all trajectories.

No feedback Numeric feedback Sub-goal with Numeric feedback
£, 1
.9 ()] 09
S5
w C -~
+ (O 08
2B
© % \ X o
== « « «
06
0.5
c I_«) 0.4
22 .
» S C
40_5 .g 0.2
23
© o1
2 « « «

(b) Learned rewards in the transfer tasks for all states using only successful trajectories.

Figure 6.7 IRL plots displaying learned human rewards in the transfer tasks for all states,
using trajectory datasets from each experiment that encompass (a) all available trajectories
and (b) only successful trajectories, where success is defined by reaching the target state.

Fig. 6.7a and 6.7b present the learned IRL rewards for all states within the transfer tasks,

utilizing trajectory datasets that encompass (a) all available trajectories and (b) only suc-
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cessful trajectories. It is important to note that the transfer tasks pose significant challenges,
with none of the participants receiving any feedback. Consequently, the trajectories for the
transfer tasks in each experiment comprise numerous failed trajectories.

However, a noticeable trend emerges: participants from Experiment 5, who were trained
using sub-goals with numeric feedback, exhibit faster learning in solving the transfer tasks
compared to participants from Experiments 1 and 2, who received no feedback and only
numerical feedback, respectively. This is evident from the higher rewards within the target
triangle and lower rewards in the opposite triangle for Experiment 5. When considering only
successful trajectories to derive the IRL rewards in Fig. 6.7b, the differences across experi-
ments become less pronounced due to the exclusion of failed trajectories in all experiments.

The results presented in Fig. 6.6 and 6.7 offer valuable insights into how humans acquire
puzzle-solving skills under various evaluative feedback strategies. However, it’s worth noting
that the learned rewards appear less sparse due to the predefined features, which permit
non-zero rewards in all states. Consequently, while these learned IRL rewards for all states
offer insights into critical states, they can complicate the comparison between experiments.
Furthermore, most of the RL rewards are often sparse. To this end, we modify the predefined
features to encourage sparser rewards, allowing non-zero rewards in only 8 states for both
the training and transfer tasks. These 8 states were thoughtfully selected as the vertices
of the smaller triangles within the state space. In Fig. 6.2, these states correspond to
2200, 1100, 1110, 2220, 0012, 2212, 1121, 0021.

Fig. 6.8a and 6.8b illustrate the learned IRL rewards for a specific subset of 8 states
during the training tasks. These rewards are derived from trajectory datasets obtained from
the latter half of the trials (trials 6 to 10) for each participant. We consider two scenarios: (a)
using all available trajectories and (b) using only the trajectories that resulted in successful
task completion. It is evident that participants from Experiment 5 demonstrate non-zero
rewards exclusively within the target triangle and the corresponding critical states. As we

progress from left to right, the non-zero rewards in the opposite triangle diminish due to
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(b) Learned rewards in the training tasks for a subset of 8 states using only successful
trajectories.

Figure 6.8 IRL plots displaying learned human rewards in the training tasks for a subset of
8 states, using trajectory datasets (from trials 6-10 for each participant) from each experi-
ment that encompass (a) all available trajectories and (b) only successful trajectories, where
success is defined by reaching the target state.

fewer instances of failure. These differences become less pronounced when we solely consider
successful trajectories in Fig. 6.8b.
Fig. 6.9a and 6.9b depict the learned IRL rewards for a selected subset of 8 states within

the transfer tasks, using trajectory datasets that encompass (a) all available trajectories and
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(b) Learned rewards in the transfer tasks for a subset of 8 states using only successful
trajectories.

Figure 6.9 IRL plots displaying learned human rewards in the transfer tasks for a subset
of 8 states, using trajectory datasets from each experiment that encompass (a) all available
trajectories and (b) only successful trajectories, where success is defined by reaching the
target state.

(b) only successful trajectories. While the distinctions are somewhat less pronounced due
to the presence of numerous failure attempts in all experiments, the lower rewards in the
opposite triangle indicate swifter learning when participants are trained with feedback, in

contrast to participants who receive no feedback. These differences become less noticeable
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when we exclusively consider successful trajectories in Fig. 6.9b, effectively eliminating most
of the non-zero rewards in the opposite triangle.

The results of the max entropy IRL analysis underscore the significance of critical states
and demonstrate how human learning in sequential decision-making tasks can be organized
more effectively when evaluative feedback is provided, in contrast to participants solely
learning through exploration without any feedback. The results further indicate that the
participants trained with evaluative feedback exhibit an ability to transfer their learning to
newer, related, and more demanding tasks at a significantly accelerated pace compared to

those who learn without feedback.

6.3.3 Modeling Human Decision-Making under evaluative feedback

In Sec. 6.3.1 and 6.3.2, we have demonstrated the pivotal role of evaluative feedback in
enhancing learning and performance within the context of the ToH puzzle. In this section,
we delve into exploring models that aim to elucidate the mechanisms through which humans
integrate evaluative feedback into their decision-making processes.

In our analysis, we explore four distinct models for incorporating feedback into human
decision-making, as detailed in Sec. 6.1.3. For each of these models, we calculate both the
Akaike information criterion (AIC) [92] and Bayesian information criterion (BIC) [93] to

identify the most suitable model. For a given model, the AIC and BIC are defined as:

A ~

AIC = 2p —2log(L), BIC = plog(o) —2log(L), (6.11)

where p, 0, and L denote the number of learned parameters, the number of observations, i.e.,
the sample size, and the maximized value of the likelihood function of the model, respectively.
The model with the lowest AIC (or BIC) is deemed the optimal choice according to AIC
(or BIC) criteria. For this analysis, we leverage the experimental data gathered during the
training tasks of Experiment 2, where participants received numeric feedback.

It is important to note that this numeric feedback is determined based on the change in

state value before and after the state transition. Consequently, it is intrinsically tied to the
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target state, given that the value function is contingent upon the target state.

Since the target state is subject to randomization in triangles 7o and T3, we further
segment these triangles into three sub-triangles each. This subdivision allows us to categorize
the experimental data into six distinct groups, based on the location of the target state within
these six sub-triangles. Within each group, we select the top vertex of the sub-triangle as
the designated target state and truncate the trajectories to the point at which they initially
enter the target sub-triangle.

Upon completing this partitioning process for the 200 trajectories obtained from the
training tasks, we arrived at six groups, each containing a respective number of trajecto-
ries: 41,34, 27,31, 32,35. Within each group, we subject all four models to testing, making
appropriate modifications to either the Q-function or the reward function as discussed in
Sec. 6.1.3. To estimate the unknown parameters for each model, we employ maximum en-
tropy IRL, optimizing the log-likelihood as defined in (6.2) while applying an £; penalty.

To determine the coefficient for the £; penalty in each model, we consider A € {0,0.2,...,1}
and perform 5-fold cross-validation. This allows us to select the coefficient that results in

the highest mean log-likelihood across the five validation sets.

Model 1 Model 2 Model 3 Model 4
Num. of 81 82 82 1

parameters

Group N‘:)rl’;‘s' of | A1c | BICc | AIC | BIC | AIC | BIC | AIC | BIC
1 41 923.65 | 27.03 | 23.02 | 26.45 | 23.70 | 27.12 | 22.89 | 22.93
2 34 97.76 | 31.40 | 22.70 | 26.38 | 27.82 | 31.50 | 24.66 | 24.70
3 27 30.84 | 34.73 | 26.94 | 30.87 | 30.52 | 34.46 | 28.49 | 28.54
4 31 21.65 | 25.40 | 20.68 | 24.47 | 21.72 | 25.51 | 22.16 | 22.20
5 32 27.69 | 31.40 | 23.49 | 27.25 | 27.76 | 31.51 | 24.30 | 24.34
6 35 30.42 | 34.02 | 26.56 | 30.21 | 30.47 | 34.12 | 27.620 | 27.66

Table 6.2 AIC, and BIC values (normalized by the number of observations) for different
models allowing non-zero rewards for all the 81 states.

Similar to Sec. 6.3.2, we investigate two settings for the predefined features: one that

allows non-zero rewards in all states and another that restricts rewards to a subset of 8 states.
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Table 6.2 presents the AIC and BIC values (normalized by the number of observations) for
different models within each group when non-zero rewards are permitted for all 81 states.
It’s worth noting that, while Model 2, where Q'(s,a) = Q(s,a) + kH(s,a), emerges as the
best fit according to AIC for the majority of the groups, Model 4, where Q)'(s,a) = /{;I:I(s, a),
is selected as the best fit under the BIC criterion. This preference for Model 4 under BIC
is attributed to the significant difference in the number of learned parameters between the
two models, with BIC favoring the model with fewer learned parameters. Indeed, when
considering non-zero rewards for all 81 states, it leads to a preference for the model with

just a single learned parameter.

Model 1 Model 2 Model 3 Model 4
Num. of 3 9 9 1
parameters
Group N‘;‘SS', of | atc | BIC | AIC | BIC | AIC | BIC | AIC | BIC
1 11 31.84 | 32.18 | 22.54 | 22.92 | 31.89 | 32.27 | 22.92 | 22.96
2 34 A1.72 | 42.08 | 24.03 | 24.43 | 41.77 | 42.18 | 24.76 | 24.80
3 27 44.04 | 44.43 | 27.74 | 28.17 | 44.12 | 4455 | 28.43 | 28.48
4 31 30.49 | 30.86 | 21.26 | 21.68 | 30.56 | 30.97 | 22.20 | 22.25
5 32 1278 | 4315 | 23.62 | 24.03 | 42.84 | 43.26 | 24.41 | 24.45
6 35 4353 | 43.89 | 27.25 | 27.65 | 43.59 | 43.99 | 27.57 | 27.62

Table 6.3 AIC, and BIC values (normalized by the number of observations) for different
models allowing non-zero rewards for a sub-set of 8 states.

Table 6.3 presents the AIC and BIC values (normalized by the number of observations)
for different models within each group when non-zero rewards are allowed for only a subset
of 8 states. This setting represents a more realistic scenario with sparse rewards. Notably,
in this context, Model 2 consistently emerges as the best fit according to both the AIC and
BIC criteria. This suggests that humans tend to interpret evaluative feedback as a strong

indicator of the long-term effectiveness of their strategic actions.

Remark 9. Fven though Model 2 stands out as the preferred model according to both AIC and
BIC criteria, there is a small evidence of support for Model 4 as well (in case of non-sparse

rewards). This suggests that there might be instances where some individuals do not primarily
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learn through interaction but instead focus on mazximizing their evaluative feedback directly.
Such individuals could potentially encounter challenges in transfer tasks where evaluative

feedback is not available.

6.4 Conclusions

In this work, we study the influence of Al-generated evaluative feedback on human
decision-making, with a specific focus on sequential decision-making tasks exemplified by
the Tower of Hanoi. Our study demonstrates that individuals who receive training with
evaluative feedback not only experience significant improvements in their decision-making
abilities but also excel in transferring these enhanced skills to similar tasks. Through an
analysis utilizing the maximum entropy inverse reinforcement learning framework, we show
that human learning exhibits a more structured and organized implicit reward pattern when
evaluative feedback is provided during the training process. This highlights the critical
role played by Al-generated feedback in improving the cognitive and strategic abilities of
individuals.

Furthermore, our investigation explores various models to better comprehend how hu-
mans integrate feedback into their decision-making processes. Our findings provide substan-
tial evidence suggesting that individuals tend to interpret evaluative feedback as a valuable
indicator of the long-term effectiveness of their strategic actions. This valuable insight can be
leveraged to design intelligent [oT devices, capable of enriching human learning experiences

and shaping human decision-making.
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CHAPTER 7

INCENTIVIZING COLLABORATION IN HETEROGENEOUS TEAMS VIA
COMMON-POOL RESOURCE GAMES

In this chapter, we address the challenge of achieving efficient collaboration in a team of
heterogeneous agents with different skill-sets and expertise. We consider a team of hetero-
geneous agents that is collectively responsible for servicing, and subsequently reviewing, a
stream of homogeneous tasks. Each agent has an associated mean service time and a mean
review time for servicing and reviewing the tasks, respectively. Agents receive a reward based
on their service and review admission rates. The team objective is to collaboratively maxi-
mize the number of “serviced and reviewed" tasks. We formulate a Common-Pool Resource
(CPR) game and design utility functions to incentivize collaboration among heterogeneous
agents in a decentralized manner. We show the existence of a unique Pure Nash Equilibrium
(PNE), and establish convergence of best response dynamics to this unique PNE. Finally,
we establish an analytic upper bound on three inefficiency measures of the PNE, namely the
price of anarchy (PoA), the ratio of the total review admission rate (TRI), and the ratio of

latency (LI).

7.1 Background and Problem Formulation
In this section, we describe the problem setup and formulate the problem using a game-

theoretic framework. We also present some definitions that will be used in the paper.

7.1.1 Problem Description

We consider a heterogeneous team of N € N agents tasked with servicing a stream of
homogeneous tasks. These agents could be autonomous systems or human operators. Each
task, after getting serviced by a team-member, gets stored in a common review pool for a
second review. This second review is a feedback process in which any team-member can
re-examine the serviced task from the common review pool for performance monitoring and
quality assurance purposes. Each agent i € NV = {1,..., N} may choose to spend a portion

of her time to review the tasks from the common pool while spending her remaining time
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Figure 7.1 Player i devotes her time to service homogeneous tasks (at a constant service
admission rate A\?) while reviewing serviced tasks from the common review pool (at a constant
review admission rate A\F). The maximum admission rate for player i for servicing and
reviewing the tasks is given by p7 and pft, respectively.

to service the incoming tasks. We consider heterogeneity among the operators due to the
difference in their level of expertise and skill-sets in servicing and reviewing the tasks. This
heterogeneity is captured by the average service time (u7)~! € Ry and average review time
(uf*)=t € R spent by operator i € A" on servicing and reviewing a task, respectively.

Let A\? € [0, pf] and A2 € [0, plf] be the deterministic service and review admission rates,
i.e., the rates at which agent i chooses to admit tasks for servicing and reviewing, respectively.
Each agent ¢ can choose their service and review admission rate independent of other agents.
The range of \? and A have been chosen to satisfy the stability conditions (including
marginal stability) for the service and review queues for operator i € N [117, Chapter 8.

Suppose agent i selects \Y and AF as their service and review admission rates, then

2\ R
L+l
iy
S R
where 2—5 (respectively, 25’) is the average time the agent spends on servicing (respectively,

reviewing) the tasks within a unit time. Thus, if the agent has selected a review admission

rate A, then the service admission rate satisfies
A< = b, (7.1)

S
where h; := % is the heterogeneity measure for the player 7.

7
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We consider self-interested agents that receive a utility based on their service and review
admission rates. Hence, we will assume that agents operate at their maximum capacity, and
equality holds in (7.1). Fig. 7.1 shows the schematic of our problem setup. Note that only

serviced tasks are available for review, and therefore,

N N
DAY N (7.2)
=1 =1

By substituting (7.1) in (7.2), we obtain,

N N
S e <304, 73
i=1 i=1

where a; := (1 + h;). Eq. (7.3) represents the system constraint on the review admission

rates chosen by agents.
We are interested in incentivizing collaboration among the agents for the better team

performance. Towards this end, we propose a game-theoretic setup defined below.

7.1.2 A Common-Pool Resource Game Formulation

We now formulate our problem as a Common-Pool Resource (CPR) game. Henceforth,
we would refer to each agent as a player. A maximum service admission rate uf and a
maximum review admission rate ult are associated with each player i, based on her skill-set
and level of expertise. Without loss of generality, let the players be labeled in increasing
order of their heterogeneity measures, i.e., hy < --- < hy.

Let S; := [0, uf] be the strategy set for each player i, from which the player chooses
her review admission rate for reviewing the tasks from the common review pool. Since we
have assumed (7.1) holds with equality, once player i decides her review admission rate
M € S;, her service admission rate for servicing the tasks A7 is given by the right hand side
of (7.1). Let S = [ [, Si be the joint strategy space of all the players, where [] denotes the
Cartesian product. Furthermore, we define S_; = [] jenji 07 as the joint strategy space of
all the players except player .

For brevity of notation, we denote the total service admission rate and the total review

admission rate by A3 = S8 A and M = STV AE respectively. Similarly, 5 = SN, 48

1=1"" 7
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and pft = Zf\il pft denote the aggregated sum of the maximum service admission rates and
maximum review admission rates of all the players, respectively.

Let x € R, defined by
N

p= A =AM =g =) af (7.4)

=1

be the slackness parameter for system constraint (7.3). The constraint (7.3) is violated
for negative values of x, i.e., when total review rate exceeds the total service rate. In
such an event, some players commit to review more tasks than that are available in the
common review pool. The slackness parameter characterizes the gap between the total
service admission rate and the total review admission rate for all the players. In order to
maximize high quality team throughput, i.e., the number of tasks that are both serviced and
reviewed, we seek to incentivize the team to operate close to x = 0.

Each player i receives a constant reward r° € R for servicing each task. Hence, the
service utility u : S; — Ry for player i servicing the tasks at the service admission rate A7
is given by:

u = M\ (7.5)

2 K3

To incentivize collaboration among the agents, we design the review utility u* : S — Ry
received for reviewing the tasks from the common review pool using two functions: a rate
of return, 7 : S +— R, for each reviewed task and a constraint probability p : S + [0, 1] of
the common review pool. The constraint probability p is a soft penalty on the violation of
system constraint (7.3).

We model the rate of return 7 and the constraint probability p in terms of the strategy
of all the players through slackness parameter x. Furthermore, we assume that r% is strictly
decreasing in . Therefore, for each x € [0, p3], system constraint (7.3) is satisfied, and the
rate of return is maximized at x = 0. The rate of return can be interpreted as the perks that
the employer provides to all the employees for high quality service. For example, an employer
generates higher revenue based on the high quality throughput of her company, i.e., based on

the number of “serviced and reviewed" tasks, which she redistributes among her employees as
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perks as per their contribution to the review process. Highest quality throughput is achieved
by the company when the team efficiently reviews all the serviced tasks, i.e., when x = 0.
We introduce the constraint probability p as a soft penalty of the violation of system
constraint (7.3), and therefore, we let p = 1 if the constraint gets violated, i.e. when x < 0.
We assume that the constraint probability p is non-increasing in x, and approaches 1 as =
approaches 0. The class of sharply decreasing exponential functions, p(A%, \f,) = exp(—Axz),
where z € [0, p3] and A € Ry, can be a good choice to effectively model the system
constraint. While the system constraint (7.3) ensures stability in the asymptotic limit, the
deviation of empirical mean service/review times from the true mean service/review times
during the transient may lead to large queue lengths. Hence, the constraint probability p
can be interpreted as the deviation probability of the empirical mean service/review times
from the true mean service/review times used in (7.3). If the constraint is violated with
probability p, then u* = 0 for each player i. Therefore, we define the utility uf by

0, with probability p(AE, A\E)),
UZR()‘ZR,/\Z) = (7.6)

MNirB(NE NE,),  otherwise.

Let u;(\E A\E) = u? + uf be the total utility of player i € N. Each player i tries to

maximize her expected utility @; : S +— R defined by
ai(/\zR7 Ai’) = E[”f@‘ﬁa )‘}Ei) + qu<)\zRu )\i’)]

- )\iSTS + )\er()\ZR7 Ajjz)(l - p()‘ﬁa )‘Ijz))v (77>
where the expectation is computed over the constraint probability p. Since 7 and p depend
on the review admission rates of all the players only through the slackness parameter z,
with a slight abuse of notation, we express r®(AE, A) and p(AE, \E.) by rf(2) and p(z),
respectively. Substituting (7.1) in (7.7), we get:

i = rS + A [P (@) (1= pla)) — har”]

= ;1% + Al fi(w), (7.8)
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where f; : S+ R is defined by
FONEAE) = file) = r(2)(1 = p(x)) — hir®. (7.9)
The function f; is the incentive for player i to review the tasks. Note that player ¢ will
choose a non-zero AP if and only if she has a positive incentive to review the tasks, i.e.,
fi(z) > 0. Otherwise, player i drops out without reviewing any task (A® = 0) and focuses
solely on servicing of tasks (A = pu), thereby maximizing her expected utility given by
U; = ,uf rS.
In the following, we will refer to the above CPR game by I' = (N, {S; }iens {@i }ien). In

this paper, we are interested in equilibrium strategies for the players that constitute a PNE

defined below.

Definition 2 (Pure Nash Equilibrium). A PNE is a strategy profile N = {\F"}icnr € S,

such that for each playeri € N, @;(\E", AE") > @,(A\E, BT, for any \F € ;.
Let bl : S—z’ — Sz defined by

bi(A%)) € argmax @, (A, A\,
)\ZRGSi

be a best response of player i to the review admission rates of other players \%,. A PNE
exists if and only if there exists an invariant strategy profile, A" = {\*},c\s € S, such that
M = (BT, for each i € N.
7.2 Existence and Uniqueness of PNE

In this section, we study the existence and uniqueness of the PNE for the CPR game I'
under the system constraint (7.3). Each player i € N chooses a review admission rate from
her strategy set S; = [0, pf] and receives an expected utility @; given by (7.8). For any

given A, € S_;, we obtain an upper bound Xf 1 S_;+ S; on AF defined by
0, ifA; <0,
A =N, if0< A <l

pit, it Ay >

101



0 R AR 0 R AR
A [ A 0

(a) (b) (c)

Figure 7.2 Constraint probability of player ¢ as Xf varies from 0 to pf. a) For Xf = 0,
pi(AE ) =1, VAR € S, b) for Xf € (0, u®), pi(\E .) is convex for A\ € [0, Xf), with
pi( A ) = 1 as AP Xf, and p;(\E, ) =1, VAR € [XR, uF], and c) for X? = uf, p;(\E)
is convex in A\ and p;(A\f,-) <1, VAR € ;.

(3

M%‘Z'e/\f i#i a; At R 1B : 7
where A; := JeNIZE 70 guch that for AT € [0, \;) C S;, constraint (7.3) is auto-

a;

matically satisfied, and for A\ € (Xf, ulf] € S;, constraint (7.3) is violated. For \f* = XZE,
constraint (7.3) is satisfied if Xf € (0, uf, and is violated if X? = 0.
We study the properties of game I under following assumptions. Recall that z = \J —

N
)‘g = N:SF — i ai)‘?-

(A1) For a given A, € S_;, i € N, we assume that the rate of return r®(\E, -) for reviewing
the tasks is continuously differentiable, strictly increasing and strictly concave for \F €
S;, with 7#(0,0) = 0. Equivalently, x + r(x) is continuously differentiable, strictly

decreasing and strictly concave for x € [0, u7], with r2(uf) = 0.

(A2) For a given A\, € S ; i € N, we assume that the constraint probability p(\F,-)
is (i) continuous on S;; (ii) is continuously differentiable, non-decreasing and convex
for \F € (0, Xf) C S;; and (iii) is equal to 1, for A\I* € (Xf, plt]. See Fig. 7.2 for
an illustration. Equivalently, p(z) is continuously differentiable, non-increasing and

convex for x € (0, p7], and p(x) — 1, as z — 0. Furthermore, p = 1, for every z < 0.

(A3) We assume f;(1u%,0) = r2(uF,0)(1 — p(uf,0)) — hyr® > 0, for each i € N, i.e., if no
other player reviews any task, then each player ¢+ has a positive incentive to review

tasks with maximum admission rate u~.

102



Remark 10. The rate of return v and the constraint probability p can be easily designed to

accommodate (A1-A3). Under Assumptions (A1) and (A2), the incentive function f;(A, ")

R

is strictly concave in A\, which means for a fized \%,, the player i has diminishing marginal
incentive to review tasks. We make Assumption (A3) to provide positive incentives for players
to review tasks with their mazimum review admission rate uf, if no other player chooses to
review any task. We can design game T' to satisfy Assumption (A3) by ensuring that the

following conditions hold:
(i) T®(uk,0) > r° and i < plt, for each i € N, and
(i) uf < p3/a;, or equivalently doieN. ji pi > pl, for each i e N.

If the latter condition holds, then x s large, and consequently, the constraint probability
p(uf,0) ~ 0, for each i € N'. For most practical purposes, servicing a task requires more
time than reviewing it, i.e., u7 < uf. Therefore, condition (i) can be easily satisfied by
designing rewards such that r®(uf,0) > r°, for each i € N. If the total service admission
rate of all the players except player i is much higher than the maximum review admission
rate of player i, 1.e. Zje/\/, ki ,ujs > ul, for each i € N, then condition (ii) holds. Notice
that for a large team of agents where a single agent does not have much impact on the overall

service rate, condition (ii) is true. We refer the reader to Section 7.5 for an example. O

Theorem 6 (Existence of PNE). The CPR game T', under Assumptions (A1-A3), admits
a PNE.

Proof. See Appendix C: Chapter 7 for the proof. n

Let f/(AE,A%.) be the first partial derivative of f;(Af, \.) with respect to AE. We now

provide a corollary that characterizes a PNE of CPR game I'.

Corollary 1 (PNE). For the CPR game I', under Assumptions (A1-A3), the following

statements hold for a PNE XE" = [\ \R] with 2 = pf — O8N a )\
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(i) FIOFAED) <0 (or (2%) > 0) for every player;
(i1) N =0, if and only if, f;}(NF,NE)) <0 ; and

(iii) A is non-zero and satisfies the following implicit equation if and only if f;( A", \E)) =

fi(z*) > 0 at PNE, where

AR = min {AF, ufY, (7.10)
YR HOFTAED  p)
with A= T RRR AR T il
Proof. See Appendix C: Chapter 7 for the proof. 0

Proposition 1 (Structure of PNE). For the CPR game ' with players ordered in in-
creasing order of h;, let N = [NV X MNE] be a PNE. Then, the following statements

hold:

(i) If, for any player ky, A\ < pft, then ap, N > ai, A and Afr > N, for each ky > ky;

and
(ii) if N =0, for any l € N, then Al =0, for eachi € {j e N' | j > 1}.
Proof. See Appendix C: Chapter 7 for the proof. O

It follows from Proposition 1 that the review admission rate of a player ¢ at a PNE is
monotonically decreasing with the ratio h;. Therefore, at a PNE, as the heterogeneity in
terms of h; among the players becomes very large, players with small (respectively, large) h;
review tasks with high (respectively, zero) review admission rate. We will show in Lemma 12
that the PNE shares these characteristics with the social welfare solution, which we define

in Section 7.4. We illustrate this further in Section 7.5.

Theorem 7 (Uniqueness of PNE). The PNE admitted by the CPR game ', under as-

sumptions (A1-A3), is unique.

Proof. See Appendix C: Chapter 7 for the proof. n
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7.3 Convergence to the Nash Equilibrium
We now show that the proposed CPR game I" under Assumptions (A1-A3) belong to the

class of Quasi Aggregative games [118| as defined below.

Definition 3 (Quasi Aggregative game). Consider a set of players N, where each player
i € N has a strategy set S;, and a utility function u;. Let S = [[,c5 Si be the joint strategy
space of all the players, and S_; = HjeM#i S; be the joint strategy space of all the players
except player i. A game T' = (N, {S;}ien, {ui }ien) is a quasi-aggregative game with aggre-
gator g : S — R, if there ezists continuous functions F; : R x S; — R (the shift functions)
and o; : S_;— X_; CR, i € N (the interaction functions) such that the utility functions u;

for each player i € N can be written as:
wi(s) = wi(0i(s-4), si), (7.11)
where u; : X_; X S; — R, and
g(s) = Fi(0i(s-i),8:), foralls € S andi e N. (7.12)
An alternative, but less general way of defining a quasi-aggregative game replaces (7.11) in
the definition with:
wi(s) = u;(g(s), si), (7.13)

where w; : X x S; = R, and X ={g(s) |s € S} CR.

For the CPR game T, let o;(\f,) = Z;V:L#i a; AP and g(\®) = Fi(o;(A\%),\f) =
Zév:m i aj)\f + a; Al be the interaction functions and shift functions, respectively. The

expected utility @;, which is defined in (7.8), can be re-written in the form
@ (N A = (i (AE), ). (7.14)

Hence, the CPR game I' is a quasi-aggregative game.
Specializing [118, Theorem 1| to the CPR game I', we obtain that if the best response

for all the players is non-increasing in the interaction function o;(\%,) = Zjvzl 2 QAT the

70

CPR game I is a best response pseudo-potential game [119] as defined below.
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Definition 4 (Best response (pseudo)-potential game). A game T = (N, {S; }ienr, {@; bien)
is a best response pseudo-potential game if there exists a continuous function ¢ : S +— R such
that for everyi € N,

b:(AT) 2 argmax o(Af, A)),

)\ZRESi

where b;(\E,) is the best response of player i to the review admission of other players \%,.

Furthermore, if

bi(/\lji) = argmax Cb()‘ﬂ )\i‘);

)\FGSZ'

then the game I' is a best response potential game.
We now establish that the best response for each player is non-increasing in o;.

Lemma 11 (Non-increasing best response). For the CPR game T', under Assumptions
(A1-A2), the best response mapping bi(\E.) is mnon-increasing in o;(\%,), for each i € N,

where o;(\E,) = Z;Y:L#i a; A},
Proof. See Appendix C: Chapter 7 for the proof. O

Furthermore, Remark 1 in [78| states that a best response pseudo-potential game with
a unique best response, is an instance of best response potential game [77|. Therefore, the
CPR game I', with its unique (Lemma 16) and non-increasing best response b; in o;(A¥,)
(Lemma 11), is a best response potential game. Hence, simple best response dynamics such
as sequential best response dynamics [78] and simultaneous best response dynamics |79

converge to the unique PNE.

7.4 Social Welfare and Inefficiency of PNE
In this section, we characterize the social welfare solution and provide analytic upper

bounds on inefficiency measures for the PNE.

7.4.1 Social Welfare
Social welfare corresponds to the optimal (centralized) allocation by players with respect

to a social welfare function. To characterize the effect of self-interested optimization of each
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agent, we compare the decentralized solution (PNE of the CPR game) with the centralized
optimal solution (social welfare).
We choose a typical social welfare function W(A\?) : S+ R defined by the sum of expected

utility of all players, i.e.,
N N

U= a = [ur® + A i)

i=1 i=1

= ppr® 4+ Mt (2) (1 — p( —T’SZh)\R

= (M4 2)r® + MR (2) (1 - p (). (7.15)

A social welfare solution is an optimal allocation that maximizes the social welfare func-

tion.

Lemma 12 (Social welfare solution). For the CPR game T with constraint 31 | a;\F = ¢
, for any given ¢ € Rsq, and players ordered in increasing order of h;, the associated social

welfare solution, \® € S is given by:
k—1

R R R R E
AT = My Hos-vvy M1, — az,uz ) 7 70 )
=1

where k is the smallest index such that Z 71 aiul < ¢ < ZZ Laipl. Furthermore, since

SV aAE € [0, pb + pf], a bisection algorithm can be employed to compute optimal ¢ and

hence, the optimal social welfare solution.

Proof. Under the constraint SV, a,A\F = ¢ (equivalently, # = u5 — ¢), ¥ is a strictly
increasing function of A. Therefore, for a fixed Zfil a;\E = ¢, M is maximized by selecting
k—1 players with smallest a;’s (equivalently, h;) to operate at their highest review admission
rate, where the value of k is selected such that Z 1 a;iplt < c < Zle a;uf. Finally, the
k-th player in the ordered sequence is selected to operate at a review admission rate such
that the constraint >N @, F = S0 a,\F = ¢, is satisfied. Therefore, the social welfare

solution is of the form,

1
)\R: M{zv :ug?"’? :U’kR—lv a_k(c_zazﬂﬁ)u 07'”7 0
i=1
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Furthermore, for the function rf(x) and p(z) satisfying Assumptions (A1-A2), ¥ is
d

. . . 2
strictly concave in x, i.e., ?97%’ = )\ﬁ

o< (Lemma 15). With the known form of the

dx?

social welfare solution, the value of ¢, which corresponds to the unique maximizer x of ¥,

can be computed efficiently by employing a bisection algorithm [120]. O

7.4.2 Inefficiency of the PNE
We consider three measures of the inefficiency for the PNE: a) Price of Anarchy (PoA),

b) Ratio of total review admission rate (nrgs), and c¢) Ratio of Latency (n.r), which are

described by

(W) sw S— (M) sw o (i @M e
(¥)pnE’ (M) pne’ (N B gw

PoA =

respectively. While PoA is a widely used measure of the inefficiency, nrgr and 1z capture
the inefficiency of the PNE based on the total review admission rate and the latency (inverse
of throughput), respectively. Since incentivizing team collaboration is of interest, all three
measures capture the inefficiency of the PNE well.

We now provide an analytic upper bound for each of these measures of inefficiency for
the PNE. To this end, we assume that min;{z?} > N’(LEZT% For scenarios wherein servicing

a task requires much more time than reviewing it, i.e., u3 < u% (hy — 0), the assumption

reduces to min;{us} > 0.

Theorem 8 (Analytic bounds on PNE inefficiency). For the CPR game ', under

assumptions (A1-A8), and min;{ud} > %, the inefficiency metrics for the PNE are
upper bounded by
s S s
PoA < %, Nrrr < :T—af, ner < %, (7.16)
Hp — 2 (b7 —T)a Hp — %

where T is the unique maximizer of f;, i.e., %(E) =0.

Proof. See Appendix C: Chapter 7 for the proof. O
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Figure 7.3 Social welfare solution (SW) and pure Nash equilibrium for a) low and b) high
heterogeneity among players, respectively. Red circles show the maximum review admission
rate (uft) for player i.

Example 1: We show analytic upper bounds on inefficiency measures for the PNE for a
specific class of exponential functions r(x) = A[l —exp{B(z — u3)}] and p(z) = exp(—Bz),
where A and B are positive constants, and x € [0, u7)].

Setting %(E) = 0, we obtain T = % Using Theorem 8, we get PoA < 2an,nrrr < 22—?,
and np; < 2. For u3 < pf, PoA < 2ay — 2, and nrgr; < 2;’—? < 2ayn — 2.

7.5 Numerical Illustrations

In this section, we present numerical examples illustrating the uniqueness of PNE and
the variation of inefficiency with increasing heterogeneity among the players.

In our numerical illustrations, we obtain the PNE by simulating the sequential best re-
sponse dynamics of players with randomized initialization of their strategy. We verify the
uniqueness of the PNE for different choices of functions, r®(x) and p(z) satisfying Assump-
tions (A1-A2), and by following sequential best response dynamics with multiple random
initializations for the strategy of each player. Furthermore, in our numerical simulations, we
relax Assumption (A3) and still obtain a unique PNE.

An example illustration is shown in Fig. 7.3, where we show the social welfare solution
(obtained using fmincon in MATLAB) and PNE for low and high heterogeneity in terms of
variation in h; among players, respectively. For our numerical illustrations, we choose the

number of players, N = 6, and choose the functions 7(z) and p(x), satisfying Assumptions
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Figure 7.4 Empirical a) PoA, b) nrgr, and ¢) 17, along with analytic upper bounds for d)
PoA, e) nrrr, and f) np; with increasing heterogeneity (p) among the agents.

(A1-A2) as following:
Pt AE) = (@) = 5[1 — exp{0.5(z — pi7)}],

1, if x<0,

pir (AT M) = p(a) = -
exp(—0.5z), otherwise,

where v = p3 — Zfil a;\E is the slackness parameter. To characterize the heterogeneity

among the players, we sample the player’s maximum service admission rate p7 and maximum
review admission rate 4/ at random from normal distributions with fixed means, M, € R+,
and M,, € Ry, and identical standard deviation, p € R-,. We only consider realizations
that satisfy uf < pft for all the players, and hence, h; < 1. For most practical purposes,
where servicing a task requires much more time than reviewing it, the assumption pf < pf
holds true. Any non-positive realizations were discarded. We consider the standard deviation
of the distributions as the measure of heterogeneity among the players.

Fig. 7.3 shows that in the social welfare solution, players with low ratio of h; review
the tasks at maximum review admission rate and players with high ratio of h; drop out of

the game. At PNE, the strategy profile of players follow the characteristics described by
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Proposition 1. Lastly, with the increase in heterogeneity among the players, the PNE starts
to approach the social welfare solution.

Fig. 7.4a-7.4c and Fig. 7.4d-7.4f shows the variation of different measures of inefficiency
for PNE, and their corresponding analytic upper bounds (see Theorem 8), with increasing
heterogeneity among the players. Fig. 7.4a shows the plot of PoA with increasing hetero-
geneity. In case of homogeneous players, i.e., p = 0, we obtain PoA = 1, which we establish
in Lemma 19. As we initially increase the heterogeneity among the players, PNE starts to
deviate from the social welfare solution, resulting in an increase in the PoA. We note that
PoA < 1.15, suggesting that the unique PNE is close to the optimal centralized social wel-
fare solution. Fig. 7.4b and 7.4c shows nrgr and 7.y, which are other relevant measures of
inefficiency for our problem. It is evident from Fig. 7.4, that all three measures of inefficiency

are close to 1, therefore suggesting near-optimal PNE solution.

7.6 Conclusions and Future Directions

We studied incentive design mechanisms to facilitate collaboration in a team of heteroge-
neous agents that is collectively responsible for servicing and subsequently reviewing a stream
of homogeneous tasks. The heterogeneity among the agents is based on their skill-sets and is
characterized by their mean service time and mean review time. To incentivize collaboration
in the heterogeneous team, we designed a Common-Pool Resource (CPR) game with appro-
priate utilities and showed the existence of a unique PNE. We showed that the proposed
CPR game is an instance of the best response potential game and by playing the sequential
best response against each other, players converge to the unique PNE. We characterized the
structure of the PNE and showed that at the PNE, the review admission rate of the players
decreases with the increasing ratio of h; = Z—;, i.e., the review admission rate is higher for the
players that are “better" at reviewing the tasks than servicing the tasks (characterized by
their average service and review time). Furthermore, we consider three different inefficiency
metrics for the PNE, including the Price of Anarchy (PoA), and provide an analytic upper

bound for each metric. Additionally, we provide numerical evidence of their proximity to

111



unity, i.e., the unique PNE is close to the optimal centralized social welfare solution.

There are several possible avenues of future research. It is of interest to extend the results
for a broader class of games with less restrictive choice of utility functions, i.e., games that
are not quasi-aggregative or commonly used games of weak strategic substitutes (WSTS) [78§]
or complements (WSTC) [78]. An interesting open problem is to consider a team of agents
processing stream of heterogeneous tasks. In such a setting, incentivizing team collaboration

based on the task-dependent skill-set of the agents is also of interest.
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CHAPTER 8

CONCLUSIONS

In this dissertation, we focused on human-in-the-loop systems that suffer from inherent
variability of human performance that depends on various factors such as cognitive state, task
learning, expertise, and individual differences. We explored the optimal and game-theoretic
feedback mechanisms for improving human performance in human-supervised autonomy. To
this end, we first studied the problem of optimal fidelity selection for effective management of
human cognitive resources. We assumed known models for human service time distribution
and formulated the problem as a semi-Markov decision process (SMDP). We solved the
SMDP to obtain the optimal fidelity selection policy and studied the structural properties
of the optimal policy.

Next, we conducted human experiments on optimal fidelity selection to study the effect
of the optimal policy on human performance. We assumed the human cognitive state as a
hidden state and modeled the cognitive dynamics using an Input-Output Hidden Markov
Model (IOHMM). We utilized the trained IOHMM model to formulate a Partially Observ-
able Markov Decision Process (POMDP). We solved the POMDP to obtain the optimal
fidelity selection policy and showed that the optimal policy significantly improves human
performance.

Next, we extended the optimal fidelity selection problem by incorporating uncertainty
into the human service-time distribution. We designed a robust and adaptive framework
that accurately learns the human service-time model and adapts the policy while ensuring
robustness under model uncertainty. However, a major challenge in designing adaptive and
robust systems arises from the conflicting objectives of exploration and robustness. To
mitigate system uncertainty, an agent must explore high-uncertainty state space regions,
while robust policy optimizes worst-case performance and consequently avoids these regions.
To address this trade-off, we introduced an efficient Deterministic Sequencing of Exploration

and Exploitation (DSEE) algorithm for model-based reinforcement learning (RL). DSEE
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interleaves exploration and exploitation epochs with increasing lengths, resulting in sub-
linear cumulative regret growth over time.

Next, we focused on enhancing human performance through task learning and skill de-
velopment. In this context, we studied the impact of evaluative feedback on human learning
in sequential decision-making tasks. We conducted experiments on Amazon Mechanical
Turk, where participants engaged with the Tower of Hanoi puzzle and received Al-generated
feedback during their problem-solving. We examined how this feedback influenced their
learning and skill transfer to related tasks. Additionally, we explored computational models
to gain insights into how individuals integrate evaluative feedback into their decision-making
processes.

Lastly, we expanded our focus from a single human operator to a team of heterogeneous
agents, each with diverse skill sets and expertise. Within this context, we delved into the
challenge of achieving efficient collaboration among heterogeneous team members to enhance
overall system performance. Our approach leveraged a game theoretic framework, where we
designed utility functions to incentivize decentralized collaboration among these agents. We
showed the existence of a unique Pure Nash Equilibrium (PNE) and established the con-
vergence of the best response dynamics to this unique PNE. Additionally, we established an
analytical upper bound on measures of PNE inefficiency, shedding light on the effectiveness

of our collaborative strategies.
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APPENDIX A: CHAPTER 2

Proof of Lemma 3

Let wy, be the number of tasks that arrive during stage k € {0,...,n — 1} with sojourn
time 73, in which the state transitions from s, = (g, cog;) — skt1 = (qr+1, cogy,q) and
action ay is selected. Let a; be an optimal action at state s, and 7 be the corresponding
optimal policy such that a;, = 7(s;). The optimal policy 7 when applied from an initial
state sg induces a sequence of states < s; > and sojourn times < 7, > or (1, where
Cey1 = E?:o 7; and (o = 0.
Similarly, let 55 = (go, cog,) be another initial state with the same initial cognitive state, and
do > qo- Apply a policy 7 from the initial state §y such that 7(g,cog) = 7(q + qo — ¢o, c0g)
for any (g,cog). Note that ag = ag. The optimal policy # when applied from an initial state
S0 = (qo, cog,) induces a sequence of realizations < §; > and < 7 >. Since cognitive state
and sojourn time are independent of the current queue length, for the same action sequence
applied from the initial states sy and 5g, the random process associated with the evolution of
cognitive state and sojourn time is almost surely the same except for the offset in the queue
length. Hence, the probability of observing a sequence of realizations < §; = (g, cogy,) >,
< ap > and < T, > when policy 7 is applied from 54 is equal to the probability of observing
a sequence of realizations < s = (qx, cog,) >, < ar > and < 7, > when policy 7 is applied

from sg, where ¢ — Go = q& — qo, ar = ai and 7, = 7. Therefore, it is easy to show that:

Ez[Gk|S0, G| — Ex[axs0, G] = @0 — qo- (8.1)
Note that the realization of sequence of actions < a; = m(sg) >, which are optimal for
< s = (qx,cog,) > might be sub-optimal for < §; = (gx,cog;) >. Recall that E.[]
and Ez[-| represents El[-|so,n| and E[-|So, 7], respectively. Let Aq := Gy — qv, and Z :=
V*(qo, cogy) — VX (Go, cogy). We first show the upper bound on Z.
Z S V;(C]m COgO) - Jn,fr(g(bcogo)
—E.

n—1 n—1
= Er | Y 7% R(sk, ax) — 7 Ca > A* Rk, ax) =1 Cin
k=0 k=0
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n—1 7

cA
> % {r(ax) — cElrilcogy, arlgr — 5 E[72[cogy, ar]} — 7" Cqn
k=0 J
= cA ]
> "y {r(ax) — cElri|cogy, drldr — EE[TﬂCng, ar]} — 7" Cin |- (8:2)
k=0 |

Using statements of Lemma 2, RHS of (8.2) is given by:

n—1 n—1 n—1

A
E.[y*r(ar)] — ¢y Ex [v*7 Ex [g]s0, G| — % Z]Ew [V 72] = CEx [v*" Ex [gn] S0, Gil]
k=0 k=0 k=
n—1 n—1 C)\ n—1
— S TE @) + ¢S Ex (77 Ex (G50, G| + ) > Er v ] 4+ CEa [v" Ex [Gnl0, C]]
k=0 k=0 k=0

= ¢ B [vmdExlde 150, G) — Erlge 150, 1} + C B [y {E[Gn 150, Gl — Exlan |50, ]}

(8.3)
where (4)* follows by recalling that the probability of observing a sequence of realizations
< 8k = (Gx,cog;) >, < ap > and < 7, > when policy 7 is applied from 3§, is equal to
the probability of observing a sequence of realizations < sp = (qx,cog;) >, < ax > and
< 7 > when policy 7 is applied from s, where Gy — Go = qx — qo, axr = ar and T, = Ty.

Substituting (8.1) in (8.3), we get,

n—1
{CZIE7T 7 Tk —I—C’EW [74”} }Aq

2 {cn E, [74’“} E:[m] + CE; [VC”] }Aq

k=0

n—1
<{nn Sk rcirfa 81

k=0

where (5)* follows due to independence of (; = Zf:[)l 7, and 7. Taking the infinite time
limit in (8.4), we get, V*(qo, cogy) — V*(do, cog,) < M do > qo.

We now show the lower bound on Z. Let a; be optimal for §; = (g, cogy), and choose <

ap >=< ay, > for the sequence < s, = (g, cog;,) >, where 5y = (go, cog,) and so = (qo, c0og)-

Note that (8.1) still holds. Analogous to (8.3), Z is lower-bounded by:

Z Z Jn,ﬂ(QOa COgO) - V; (dOa COgO)
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= ¢ Bx |75 {Ealitlso. Gl — Exlarlso, Gl }] + CEx [+ {Bslnlo &) = Erlaalso, G |

k=0
(8.5)
Substituting (8.1) in (8.5), we get,
n—1
Z > {CZE;F [’yc’“} Ez [7e] + CEx [’yC"] } Aq
k=0
(6)* it ;
> Ctsz,y]Efr[Ck] + C,VE%[Cn] Ag
k=0
(=)t
e 0
where (6)* follows by applying Jensen’s inequality [121] (E[g(x)] > ¢(E[z])) on the con-
vex function g(x) = ~*. Taking the infinite time limit in (8.6), we get, 0 < fj—fn‘ix <
V*(qov COgO) - V*(qm COgO)? (.70 > qo- ]

Proof of Lemma 4

Proof. We start by proving the first statement. In the following, we find conditions under
which if action N is the optimal choice at queue length ¢; for a given cognitive state cog <
cog*, then for all g5 > ¢;, N dominates H. Let N be the optimal action in state s; = {q1, cog}.
Let F(s,a) denote the expected future rewards received in state s for taking action a (the

second term in the Bellman equation (2.3)). Then, we have

R(517N>_R<517H>+F(517N)_F(517H) >07

= M—l—z Z ZVTPois(mT)V*(cog/, q1+q—1)(P(cog’, T|cog, N)—P(cog', T|cog, H)) > 0,

T cog’ q

(8.7)
where M := c(E[r|cog, H| — E[r|cog, N))q1 + ry — ri + £ (E[r?|cog, H] — E[r?|cog, N]), and
P(q1 + G — 1|q1,7) is replaced by Pois(q|7), which is the Poisson probability of § arrivals
during service time 7.
Now for the state sy = {gq, cog}, with g2 > ¢ and identical cog, under the assumption (A1)
we show that:

R(s2, N) — R(so, H) 4+ F(s9, N) — F(s9, H) > 0. (8.8)
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The left-hand side of (8.8) is given by:

X—l—M—i—Z Z Z 7"Pois(q|, 7)V*(cog’, g2+G—1)(P(cog’, T|cog, N)—P(cog’, T|cog, H)),

T cog’ q
(8.9)
where X := ¢(E[r|cog, H] —E[r|cog, N])(g2 —q1). To show (8.8), we prove that the difference
between LHS of (8.8) and (8.7) is positive. Subtracting LHS of (8.7) from (8.9), we get:

X — Z Z Z v Pois(q|7T)Vp(P(cog’, T|cog, N) — P(cog’, T|cog, H)), (8.10)

T cog’ q
where Vp := [V*(cog', ¢ +q—1)—V*(cog',qa +7—1)|. From Lemma 3, we know that

Cts(q2 - Q1) < VD < Ctmax(q2 - Ch) —

0< 8=
ﬁ 1_f}/tmax - 1_p

Therefore, (8.10) is lower bounded by

X+83"3"3 47Pois(qlr)P(cog’, Tlcog, H)—a Y > Y 47Pois(gl)P(cog’, T|cog, N)

T cog’ q T cog’ q

> X + ﬁVE[Tlcog’H] — aE[y"|cog, N], (8.11)

where we utilized Jensen’s inequality on convex function 47 to obtain E[y"|cog, H] > ~Elrlcos. ],
(8.11) is nonnegative when the condition in the first statement holds.

Now we prove the second statement. Using a similar analysis it can be shown that if action
S is the optimal choice at queue length ¢, for a given cognitive state cog < cog*, then for

every ¢s > qp, S dominates H and N, respectively, under the following conditions:

E = ts,}/E[ﬂcog,H} . E o
—t, > Als : 8.12
[T|cog, H] =t + = T 2T, (8.12)
E N LT L 8.13
—t, > At : .
[T|Cog7 ] + 1 _ f}/tmax — Py 1 _ p ( )
respectively, where we have used E[r|cog, S] = ts and E[y7|cog, S] = 7" due to constant

time of skip. Since E[r|cog, H| > E[r|cog, N], (8.12)-(8.13) can be combined to obtain the

condition in the second statement under which action S dominates both H and N. OJ
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APPENDIX B: CHAPTER 4

Proof of Theorem 2

A key challenge we address is the time-dependence of the asynchronous adaptive Bellman
updates that adapt to the latest estimates of the service-time distribution. Using Lemmas 13
and 14, we upper-bound the difference between optimal value functions for intermediate
SMDPs at subsequent time steps, and the optimal value function for the uncertainty-free

SMDP, which are used to establish the convergence result.

Theorem 9 (adapted from [122, Chapter 10]). T is a contraction mapping and therefore,
there exists a unique fized point satisfying T(V*) = V*, where V* is the optimal value

function for the uncertainty-free SMDP T'.

Let V;* be the optimal value function for SMDP I, defined by the estimates P, and R,.
Therefore, V;* = T;(V;*). Let || - || be the max-norm given by ||v|| = max{|v], |[va]. . ., |val},
for any vector v = (vq,vg,...,v,). Let Tum > 1 be the minimum number of time steps spent

in any state s € S, for any action a € As.
Lemma 13. For any state s € S, following statements hold:

(i) | Ti(Vi(s)) = Ti(Va(s))| < A™in ||V — Va|| for any s € S, where the Bellman operator T,

at any time t is applied on value function estimates Vi and V5.

(7’7’) "/t+1(8) — ‘/t*(s” < f),’rmin

‘/; — ‘/;*”, Zfs I~ Bt-

Proof. We prove the first statement. For any s € S, let V := |[T,(Vi(s)) — Ty(Va(s))|.

Therefore,

Y < max Z Z’yTI@’t(s’, 7ls,a)(Vi(s') — Va(s)

a€As

< Vi = Vall Y A Pu(rls,a) < v |[Vi = Vall.

The second statement follows from the first by noting that [Vi,1(s) — Vi*(s)| = [T(V;) —

~
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Lemma 14. Under Assumptions A1-A5, for any given € > 0, there exists a time t, such

that for any t > t, (i) |V — V*|| <, and (ii) |V, — Vil < 2e with probability 1.

Proof. Since the estimates P, and R, are assumed to be bounded at any time ¢ (assumption
(A2)), the value function estimate V; at any time ¢ also remains bounded. Furthermore,
using assumption (A3), P, and R, converge to their true values P and R, respectively, with
probability 1, i.e, for any e, es > 0, there exists a time ¢, such that, for any t > f,
|R,— R| < €, and |p¥ — p'i| < e, where p and p¥ are the elements of P, and PP, respectively.
In asynchronous VI, the value of only the states s € B; C S are updated at any time t,
however, each state is assumed to be updated infinitely often. Therefore, the sequence (4.6)
converges with probability 1, i.e., for any e; > 0, there exists a time #; > ¢, such that
Visr = Vill < €5, for ¢ > iy,

Consider s € B; such that Vi1(s) = Ty(Vi(s)). Let V¥ := ||V;* — V*||, where we only

consider the states s € B; in the vectors V,* and V*. Therefore,
Vi <IVE = Vil + Vi = V7| =2 20 + Za. (8.14)
2y = ||V — Viyq|| is upper bounded by:
20 < V7 = TVl + |T(Ven) = TVl = 21 + 2. (8.15)
Since Z! = |V = T,(Vie))|| = || T2(V;*) = Ty(Vig )|, from statement (i) of Lemma 13, we get

21 <™V = Vigall, and 27 < 7

Vit~ Vil. (5.16)
Substituting (8.16) in (8.15), we get:
2z < 11—W|\Vt+1 —ViI. (8.17)

Zy = ||V* — Viqq|| is upper bounded by:

Zy < |V =TVig )|l + 1T (Vig1) = Vi || =: 25 + Z5. (8.18)
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Again using statement (i) of Lemma 13, we have

221 S ,miit\

V*— V;f—l—lH = ’)/Tmi"ZQ. (819)

Furthermore, 22 = |T(Viy1) — Vgt || = |IT(Vigr) — To(V3)|| is upper bounded by:

ZQ<H18LXHR Rt|’+maXHZZ’y P(s',7]s,a)Vipi(s ZZ’V P,(s', 7|5, a)Vi(s )H

(8.20)
Recall that for any t >, |}?it — R| < e and [pY — p'| < €. Therefore, for t > g, (8.20)

is upper bounded by:

22<el+maxHZZ'y B(s', 7|5, a) — Bi(s', 7|3, @) | Visr (5')

| B s ) (Vi) )|

(1) A
< e+ Vil ZZ’YT€2 + ™[ Vi = Vi,
N Tmin V
_ €2 71 - t+1H + Tmin| V;H—l o WH? (8.21)

where N is the size of the finite state-space S, and (1*) follows from |p — p¥| < €, and

statement (i) of Lemma 13. Substituting (8.19) and (8.21) in (8.18), we get:

2 < Vi = Vill + SV, (8.22)
where f(||Vii1]]) := Hﬁ (61 + %W) is bounded for bounded ||V, 11| and f(||Viy1]]) —
0, when €, €5 — 0. Substituting (8.17) and (8.22) in (8.14), we get

" 2/}/Tmln
Vi < WHWJA = Vil + F([[Vea D) (8.23)

Recall that for any e3 > 0, there exists #; > o such that |V;;, —V;|| < €3, for t > #;. Choosing
1,62 — 0, and €3 = 6(12;3%“) we get that there exists #;, such that ||Vi;, — Vi|| < 277—7";),
and Vi = ||V — V*|| < ¢, for any t > #,.

Recall that V; only considers states s € B;. However, since each state is updated infinitely

often, there exists ¢ such that ||[V;* — V*|| < ¢, for any ¢t > ¢. Furthermore, for t > ¢,

Vi = Vel < Vi = Vol IV = Ve < 26 B
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Proof of Theorem 2: For any state s € S, define a sequence {t5}3°, of times at which
state s is updated by the asynchronous VI, and consider the updates after time ¢, i.e.,

consider the sequence {t{}°, such that t; > £. Let V,(s) := |Vi1(s) — V;*(s)|. Therefore,

using statement (ii) of Lemma 13, Vis | = Vi, +1(s) — V{§+1(3)| e VtiﬁHH, and

therefore upper-bounded by:

Vig,, (8) <™ ([Vig,, — V&

IV -V

*

)
< AT ([ Ve

20, (8.21)

for i > k, where (1*) follows from statement (ii) of Lemma 14. From (8.24), we get the

following recursion:

Vs

1+1

| <A (Vi ||+ 2¢) (8.25)

for i > k.

, for y = k,...4, and

Recursively performing (8.25) to obtain upper-bounds on ||th_
substituting in (8.24), we get:

(iJ,»l)Tmin Q/VTmin (1 _ 7(i+1)7nlin)

thﬂ(‘s) =7 VtiH + 1 — ~ymin ©
In the limit ¢ — oo, Vie | = [Vis, 11(s) — V;’;H(s)\ < €4, where €4 := 12_7;7“.;‘; e, and ¢4 — 0

for e — 0. Since for each s € S, t’§+1(8) converges to V*(s) (Lemma 14), and € is arbitrary,

Vi(s) converges to V*(s) for any s. |

Proof of Theorem 3

We prove Theorem 3 using the following Theorem 10.

Theorem 10. T, is a contraction mapping, and hence, there exists a unique fixed point

satisfying, T,(V) = V.
Proof. The proof follows similar to the case of robust MDPs [32]. O

Proof of Theorem 3. Since T, is a contraction mapping (Theorem 10), and each state

is updated infinitely often, the robust adaptive asynchronous VI converges to a fixed point
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T.(V) = V. Furthermore, bounded P implies that the value function at any time ¢ remains
bounded. Once P converges to the singleton estimate P, the robust adaptive asynchronous

VI reduces to the adaptive asynchronous VI. Hence, the proof follows using Theorem 2. W
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APPENDIX C: CHAPTER 7

Proof of Theorem 1 [Existence of PNE]

We prove Theorem 6 using Brouwer’s fixed point theorem [66, Appendix C]| applied to
the best response mapping with the help of following lemmas (Lemmas 15-17). Recall that
b;(A\E,) is the best response of player i to the review admission rates of other players Af,. For
brevity of notation, we will represent r2(AF, NE) p(AE AR f;(AE A, 4,(AE, \E,) using
r®, p, fi, @, respectively. Furthermore, let ¢’ and ¢”, respectively, represent the first and

the second partial derivatives of a generic function ¢ with respect to AZ.
Lemma 15 (Strict concavity of incentive). For the CPR game ', under Assumptions
(A1-A2), the incentive function f; : S +— R is strictly concave in A\, for \I* € [0, X?] and

any fized \,. Equivalently, fi(x) is strictly concave in x for x € [0, u3 — D ien i AT
Proof. Recall from (7.9) that
FONSAL) = file) = r(@)(1 = p(2)) — har®.

The first and the second partial derivative of the incentive function f; with respect to A%

in the interval Af € [0, Xf | are given by:

dfi

fl=0"01-p) —rfp = —a; =, (8.26a)
dx
no__ (. R\Iv RN/, 1 R, 1 __ 2d2fi
Y= (Y- p) = 2Ry — = @ (3.260)
From Assumptions (Al) and (A2), we have f/ < 0 and Ccl;];i < 0 in the interval where
derivative of f; exists, thereby proving the strict concavity of f; in A\F and z. n

Lemma 16 (Best response mapping). For the CPR game I, under Assumptions (A1-

A2), the best response mapping bi(\%,) is unique for any A%, € S_; and is given by:

;

bhi(A\E) = o, ifda; €8s st 2(a;) =0, and fi(oy, ) >0,

OAF

plt otherwise .

\
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Proof. We establish uniqueness of the best response mapping through the following three
cases.
Case 1: f;(\F,.) <0, for every A\ € S;.

If for a given A%, € S_;, f;(AE)-) <0, for every A\E € S;, then from (7.8), @;(AE, A\E)
admits a unique maximum at A = 0, and therefore, b;(A\f,) = 0 is the unique best response.
Case 2: There exists a non-empty interval S; C .S;, such that f;(AF,-) > 0, and f/(A\F,.) < 0,
for every A\F € 5.

For any given A\?, € S_; recall that the system constraint (7.3) is violated for every

M e (X?, plt] € S;, and p(Af, AR,) = 1. Therefore, for every A2 € ()\R,uf], we have

fi = —hir® <0. (8.27)

Therefore, b;(Af,) € [0, XZR ] C S, for any given A\, € S_;. Furthermore, for a fixed A%, since

p is continuously differentiable with respect to A\, for each A2 € (0, Xf), u; is a smooth

function on the set [0, Xf] x S_;. Hence, the best response, which is a global maximizer of

u; on the interval )\ZR € S;, either occurs at the boundary of S; or satisfies the first order
o dii; .

condition, W(bi) =0 (see [123]).

Let there exist «; € S; such that

fi(ai,) >0, and (8.28a)

ot

ONE

Since fi(a;,+) > 0 and o; > 0, (8.28b) has a solution only if f/(a;,-) < 0. Furthermore,

filay,-) > 0 implies «; € [0, Xf] (see (8.27)). Therefore, existence of «; satisfying (8.28)

. . — —R —
implies there exists a non-empty set S; C [0, A, ] C S;, such that for each o; € S;, fi(ay,-) >0

and f/(ay,-) < 0. For any A € S;, such that f;(A\,-) > 0 and f/(A\%,.) < 0, using Lemma 15,
we get:
9%t
ONF?

Hence, for A* € S;, the expected utility ; is strictly concave with a unique global maximizer

= MU 2fl <0, (5.29)

a; € S; that satisfies a; = min{—%, plt} (see (8.28b)).
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Case 3: There exists a non-empty interval S; C S;, such that fi(Al ) >0, for every A e S;,
and f/(AE,.) >0, for any A\l € ;.
Finally, consider the case that f/(Af,.) > 0, for every A € S;, and there exists an interval

S; € S; where fi(A,-) > 0, for any A\ € S;. Since f/(A\E,-) > 0, for every A\ € S, i.e.,

R

R and therefore, f;(A\F,-) is maximized at A\ = pf. Since there

fi(AE,.) is increasing in A
exists a non-empty interval S; such that fi(AR ) > 0, for every A\E € S;, monotonically
increasing f;(AF,-), it follows uf € S;, and fi(uF,-) > 0. Therefore, in the interval A € S,

(8.28b) has no solution and the expected utility of player i is strictly increasing in \f i.e.,

gfﬁ > 0, for every AF € S;. Therefore, the best response is the unique maximum of @; which
occurs at the boundary uf. O

We state some important intermediate results from three cases of Lemma 16 as a corollary

for later discussions.

Corollary 2 (Best response and incentive). For the CPR game I, under Assumptions

(A1-A3), the following statements hold:

(i) b; = 0, if and only if, f;(A\E,-) <0, for every \F € S;; furthermore, f;(A\,-) <0, for
every At € S; implies fI(\E,-) <0, for every At € S;;

(ii) if there ewists an interval S; C S;, such that f;(\,-) > 0, and f/(\F,.) <0, VAF ¢

S;, then the unique best response for player i satisfies the implicit equation b; =
: i(biy .
mm{—%, plty € S;; and

(iii) if fI(AE ) >0, for every A € S;, then b; = plt.

Proof. We only establish the first statement of the corollary. The other statements are
established in the proof of Lemma 16. We have already established in Lemma 16 that if
fi(AE ) <0, then for every A\F € S;, the expected utility ; is maximized for b; = 0. We

now establish the “only if" part. Recall from (7.8) that
@A AE) = i+ AT LN AL,
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Let b; = 0 be the best response for player i for a fixed A, If there exists b € S;, such that
fi(b,-) > 0, then @;(b,-) > @;(b;,+), and b; = 0 cannot be a best response. Hence, b; = 0 is
the best response for player i, if and only if, f;(A\F, -) <0, for every A% € S;.

We now show that if f;(\E,-) <0, for every A\F € S;, then f/(AE,.) <0, for every A\I* € S;.
Since f; is strictly concave in z (from Lemma 15) and f;(uf, 0) = fi(uf — a;ul) > 0 by
Assumption (A3), there exist 71,72 € R such that v, < 3 — a;ul* < v, and fi(z) > 0 if and
only if € (y1,72).

If f;(AEAE) = fi(x) <0 for each A\F € S; and for a given A%, then for each \F € S,
either z < 7, or & > 7». Suppose ¥ > 7, for each \* € S;. However, for \f = pft,
T = g — agp; — Z#i ajAf < pg — a;p; < Yo, which is a contradiction. Hence, z < 7, for
each \f' € §.

Finally, from strict concavity of f;, f; is increasing in x for x < ;. Equivalently, f; is

decreasing in A%, ie., f/(A\.) <0, for every A\l € S,. O

Theorem 11 (Berge Mazimum Theorem, adapted from [124]). Let @; : S;x S_; = R
be a continuous function on S; X S_;, and C': S_; — S; be a compact valued correspondence

such that C(\E,) # 0 for all A, € S;. Define @} : S_; — R by

a; (ML) = max{a (A, AL | AT e C(AE)},
and bz : S,i — S,L by
bi(AE;) = argmax{@;(\', A5 [ A € C(AF)}.

If C is continuous at \E,, then u} is continuous and b; is upper hemicontinuous with

27
nonempty and compact values. Furthermore, if @; is strictly quasiconcave in \F € S; for
each A%, and C is conver-valued, then bi(\E,) is single-valued, and thus is a continuous

function.

Lemma 17 (Continuity of best response mapping). For the CPR game ', under As-

sumptions (A1-A3), the best response mapping b;(\%,) is continuous for each A, € S_;.
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SN aR
Proof. Let z(A\%) : S_; — [&£ e, i1 0M; , ;;_%] be defined by

a;

S R
BT = D jen i G
a; )

z(\E)) =

(8.30)

The mapping z(A\%,) represents an upper bound on the value of A above which the system

constraint (7.3) is violated. Therefore, for each A\ € [2(A\F,), 00) N S;, from (7.9), we get
fi = —hga® < 0,and f| = —rfp’ <0, (8.31)

where the latter follows from monotonicity of p (Assumption (A2)).
The mapping z(A\%;) defined in (8.30) is continuous on S_; and linearly decreasing in A%,
for every j € N\ {i}. Therefore, to establish the continuity of the best response mapping

bi(A) on S_;, it is sufficient to show that b;(A",) = ¢(2(\E,)), for some continuous function

S_S o ault
¢ [HE 2jeN i ity ﬁ] + [0, uf]. To this end, we show that for each fixed value of z(\%,),

a; 7 a;

b; is unique and varies continuously with z(A\%,).

Let At : S_; — [0, 1f) be defined by

. 0, if f;(AENE) <0,VAEe S,
AMTOE) = (8.32)
sup{\F € S;| fi > 0}, otherwise.

The mapping X*(Ai), when non-zero, represents the maximal admissible review admission
rate for player ¢, that yields her a positive incentive to review the tasks. Fig. C.1 shows the
best response of player 7 € N for the three possible cases of AT
Case 1: z(A\%,) < 0. From (8.31) and statement (i) of Corollary 2, b;(A%,) = 0 is the unique
(continuous) best response for player i.
Case 2: z(A\%) > 0. From (8.31), fi < 0 and f/ < 0 for any A\ > 2(A\%,). Hence,
AT < z(AR). Now we consider three cases based on the value of AT.
Case 2.1: AT = 0. In this case, f; <0, for every \F € S;, and therefore, from statement (i)
of Corollary 2, b; = 0 is the unique best response and continuity holds trivially.
Case 2.2: AT € (0, pR). In this case, for any A%, € S_;, there exists an interval S; C [0, A*]

such that f; > 0 and f/ < 0, for every \® € S;. Here, f/ < 0 follows from the fact that
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Figure C.1 Best response of player ¢ with varying M. The red curve shows different possi-
bilities for strictly concave incentive function f;(Af) w.r.t AF € S; = [0, uff], based on the
value of A%, In (a), fi < 0 and f/ < 0 for all A' € S;; in (b), there exists a subset of S;
where f; > 0 and f/ < 0; and in ¢) f/ > 0 for any A\, At z(\F) (represented by blue),
fi<0and f/ < 0. a) For \* =0, b;(AE.) = 0; b) for At € (0, pu®), b;(\E,) € S;; and ¢) for
A= pult | bi(A\E,) =

the supremum in (8.32) corresponds to the decreasing segment of f;. From statement (ii)
of Corollary 2, there exists a unique b;(\%,) € S; that maximizes ;. Application of Berge
maximum theorem [124], yields the continuity of the unique maximizer.

Since, b; < A*, it follows that if A* — 0T, then b; — 0. Hence, the continuity holds at

At =0.

Case 2.3: At = pf. Since At < z(AR), 2(AR) e (uF, ‘;—T] If f/(uff, A1) < 0, then the
continuity follows analogously to Case 2.2. Now consider the case f'(ul*,\%,) = —d, for
§ > 0. Since f; is concave in A\ and its derivative is decreasing, there exists ¢ > 0 such
that f/ < 0 for \; € (uf* — e, uff]. Since f;(AE,-) is strictly concave in \? (Lemma 15),

there exists at most one point A%, such that f/(\%-) = 0. Therefore, in the limit § — 07,

¢ — 0%. Hence, in this limiting case S; = (uf —¢, pff], where e — 0%, and the best response
bi(AE) € S; = (ulft — €, uff] converges to pf.

If f/(uft, \2) > 0, then it follows from strict concavity of f; that f/(AE,AE.) > 0, for
every A\ € S;. Using statement (iii) of Corollary 2, b;(A",) = uf is the unique (continuous)
best response.

Note that when 2(A%,) = L i.e., when no other player reviews any task (Af, = 0), from

Assumption (A3), fi(uf,0) > 0 and therefore b;(\%,) = uZ. Hence, b;(\%,) is continuous for
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every z(Af), and therefore, is continuous for A%, € S_;. O

Proof of Theorem 6: To prove the existence of a PNE, define a mapping M : S +— S as
follows:

MR AR = (b0 (AR), ba(ARy), ..., by(AEY)). (8.33)

The mapping M is unique (Lemma 16) and continuous (Lemma 17), and maps the
compact convex set S (S; is convex and compact, Vi € N') to itself. Hence, application of
Brouwer’s fixed point theorem [66, Appendix C| yields that there exists a strategy profile
M= {AF™Y, € S which is invariant under the best response mapping and therefore is a

PNE of the game. 0

Proof of Corollary 1 [PNE]:

Since PNE is a best response which remains invariant under the best-response mapping M
given by (8.33), Corollary 1 is a direct consequence of Corollary 2 with a simplification that
fIOE AEY) < 0 at PNE. Therefore, to prove Corollary 1, it is sufficient to show statement
(i), i.e. fIOAE AE)) <0 for any player i € A/ at PNE, which we prove by contradiction. Let
there exist a player j such that fj(Af", A®}) > 0 at PNE. From (8.26a), it can be seen that
the sign of f; remains the same for all players at a PNE. Therefore, f; > 0 implies f; > 0 for
all i € N at that PNE. In such a case, (8.28b) implies that the expected utility of each player
with A®" > 0 (therefore, f; > 0) is increasing in AF at that PNE, and therefore, each of these
players can improve their expected utility by unilaterally increasing their review admission
rate. Therefore A®" cannot be a PNE, which is a contradiction. Hence, f/(A¥" %)) < 0 for

any player i € N at a PNE, and the corollary follows. 0

Proof of Proposition 1 [Structure of PNE]
Let Af" and A{Y be the review admission rates at a PNE for players ki and ko, respectively,
with hy, < hg,. By proving ag, )\f: > ay, )\kR;, )\le* > )\,CR; is established trivially since

ar, < ap,. We assume ap Al < akQ/\kR; and prove the first statement by establishing a

contradiction argument using two cases discussed below. Furthermore, the proof of the

139



second statement is contained within Case 1 below.
Case 1: )\le* =0.
From statement (ii) of Corollary 1, fi, (A\Z, A%, ) < 0. From (7.9), the incentives fi, and

fr, for players k; and ky at a PNE satisfies:
fr = frr + (hi, — by, )7 < 0.

Therefore, utilizing statement (ii) of Corollary 1 again implies /\kR; = 0, which is a contra-
diction. This case also proves the second statement.

Case 2: )\le* > 0.

By assumption, ap, Al < ag, AL, from statement (iii) of Corollary 1, A", where i €
{k1, ko }, satisfy the implicit equation
M — min ——f/( i ;%1), plt s
I, A%)
We assume that Aff < pff, and therefore, A\l = —jz/ﬂ. Using (7.9) and (8.26a), we get
k1
- Jr
akz)\kRQ = min { - asz—f, akzukRQ
ko
Ji S 4 (hey — Py )1° .
R e Iy
k‘2 k‘l

which is a contradiction. Hence, if )\le* < piff, then ay, )\,f: > akQ)\,f; and )\le* > )\kR; for each

ko > k. O

Proof of Theorem 2 [Uniqueness of PNE]

Suppose that the CPR game I' has multiple PNEs. We define the support of a PNE
as the total number of players with non-zero review admission rate. Let PNE; = \! =
AL, AL ..o, AN] and PNE; = A2 = [\2) A2 ..., \3%], be two different PNEs with distinct
supports m; and meg, respectively. For brevity of notation, we have removed the superscript
R from the two PNEs and replaced it by their unique identifier. Without loss of generality,
let my > my. Let 2t = pf — SN a; A and 2% = 5 — 32N | ;A2 be the slackness parameters

at PNE; and PNE,, respectively.
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We prove the uniqueness of PNE using a six step process.

Step 1: We first show that if there exists two different PNEs with distinct supports my and
mo (my < my), then x' < 2.

If my and my are the supports of PNE; and PNE,, respectively, then A} = 0 and )\? =0,
for each i > my, and j > my, respectively (Proposition 1). Additionally, Aj > 0, and A3 > 0,
for each i < mq, and 7 < msy. Hence, my > m; implies /\}n2 = 0, while )\%12 > 0.

From statement (i) of Corollary 2, b; = 0, if and only if f; < 0 and f;' < 0 (equivalently
4: > 0) for all A\ € S;. Therefore, AL, = 0 implies fL = fn,(A!) < 0 and d];% > 0
everywhere, while A2, > 0 implies f? := fn,(A\*) > 0. Since f7,, > 0> f and d{% > 0
everywhere, it follows that 2! < z2.

Step 2: We now show that x' > 2% using Steps 2-5, which is a contradiction to the result
of Step 1, and consequently m; = mo.

From statement (iii) of Corollary 1, the review admission rate of any player i, i < mq, at

AF = min _ bR (8.34)
i = fk’” i - .

Step 3: We show that f? > f! for any player i, i < m;.

PNEg, k € {1,2}, satisfies

From (7.9), the incentives f; and f; for any two distinct players ¢ and j with j > 7 at a

PNEg, k € {1, 2} satisfies:
JE=fF=(hj —hy)r® >0, Vj > i.

Notice that the right hand side of above equation is independent of A and therefore, a

constant for both PNEs. Hence, for every ¢ < mo
fr = fow = 12— Fin
Therefore, f2, > fr. implies f? > f!, for every i < my < ma.
Step 4: We show that f'; < f’?, for every player i, i < mj.
Recall that f; is strictly concave in z (Lemma 15). Therefore, ! < 2 (Step 1) implies

dfil dfiQ Th f f 2) /1 12 f l i<
— > 5=. Therefore, from (8.26a), f'; < f';, for any player 4, i < m;.
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Step 5: We now show that ' > 2%, which is a contradiction to result of Step 1, and
consequently my = ms.

Since for all players i, i < my, 2 > f (Step 3) and —f'; > —f"? (Step 4), (8.34) implies
A2 > A for each i < my. Therefore, S0 a;\? > S a A2 > S = SN @\
which implies 2! > 22, which is a contradiction to result of Step 1. Hence, m; = ms
Step 6: We now show the value of slackness parameter x at any PNE is unique.

Steps 1 to 5 show that, at a PNE, the number of players with non-zero review admission
rate are unique. Therefore, let m be the identical support for PNE; and PNE,. Without
loss of generality, let 1 > 5.

Let g; : R — R, for ¢ < m, be defined by

f(z)

M= ay

Differentiating g;(z) w.r.t =, we get

dgi(z) (LY _ f(x) L)

o dfi(x
dz ai( fdgc))

Recall from statement (iii) of Corollary 1 that players have non-zero review admission rate
at PNE, if and only if, f; > 0 at PNE. Strict concavity of f; (Lemma 15) implies dgl doilz) ),
Consequently, at PNE, the review admission rate for any player 4, ¢ < m, is increasing with
z. Therefore, assumption z! > z? implies A\] > A\?, for each player i < m. Consequently,
ot =pd =S aA < pd =S a\? = 2% which is a contradiction. Therefore, 2! = z2.
We now show the uniqueness of PNE. Steps 1 to 6 show that, at a PNE, the number of players
with non-zero review admission rate and the slackness parameter x are unique. Therefore,

the first order conditions (8.34) give the unique review admission rate for each player ¢ for

unique slack parameter z, thereby implying uniqueness of PNE. O

Proof of Lemma 11 [Non-increasing best response]|
We prove this lemma by considering the three cases of the best response mapping in

Lemma 16 (Appendix 13):
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Case 1: b; = 0. Recall that = = p§ — SN ;AP In this case, from statement (i) of

Corollary 2, f; < 0 and f/ < 0 (equivalently, % > 0), for all A\ € S;. Since z can be

re-written as r = p3 — a; A\ — o;(\E,), therefore % > (0 implies % < 0. Hence, with increase

in 0;(A\%,), b; = 0 remains the best response.

_fi(bi70i(A}fi))
fl(bi,oi(AE))

fi>0and f/ <0, for every A\F € S;. Thus,

Case 2: b; = In this case, from statement (ii) of Corollary 2, b; € S; such that

db;,  —fP+ f'fi
i ST+ Ay

. anf? (8.35)
Hence, b; is strictly decreasing in o;(\%)).
Case 3: b; = uf. Since b; € S; = [0, uF], b; either decreases or remains constant with
increase in o;(\%,). O

Proof of Theorem 8 [Analytic bounds on PNE Inefficiency]

We first establish the analytic upper bound on PoA, followed by upper bounds on nrg;
and ;.

Let G be the family of CPR games parameterized by the ratios of the maximum service
and review admission rates of each player ¢ € N. Therefore, the CPR game I' € G, with

the corresponding ratio for player ¢ given by h;. Define a set of homogeneous CPR games

S\H S1H
G C G, in which each player has a constant ratio H:ﬁ%"{ =: h, and min {{uf}#} > ]E,‘Zfih)
The superscript H is used to distinguish maximum service and review admission rates of the
homogeneous game I'" from the CPR game I'. We obtain the bounds on PoA by comparing
the social utility of the heterogeneous CPR game with a corresponding homogeneous game

in which all players have the largest heterogeneity measure, i.e., h; = hy, for every i € N.

For any CPR game in G, PoA is given by:

pod— Wsw _ 5w + 355 A fi(@)]sw (8.36)

(W)pne [N, wfrs + 38, M fi(@)lpve

We now provide an analytic upper bound on the PoA for the CPR game I' using following

Lemmas.
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Lemma 18 (PNE solution for homogeneous CPR game). For any homogeneous CPR

game TH € GH | such that for each player i € N, ?L}?}H = h, and min {{ul}¥} > ]’E]“lTih),

each player participates in the review process with equal review admission rate N\ = \y at

PNE. Let M be the total review admission rate at PNE for T'". The unique PNE solution

where N = L8 and ¢ = {uSYH — (14 h)AE.

. . 2\
18 given by A\g = =& T T

T

N
Proof. For the homogeneous CPR game '), each player has equal incentive f(x) to review
the tasks. If f(x) < 0 at PNE, all players have AT = 0 (statement (ii) of Corollary 1) which

contradicts assumption (A3). Hence, at PNE, each players has A7 > 0.

Let min;{{uf}7} > {“ﬂh for 2. At PNE, 2 > 0. Let D C N be a non-empty set of

player indices such that for any i € D, {uff} <

)‘7}{_2{ R}H+Z f/ )

i€D 1EN\D

> N min{{uf'}"")

{uf}"

z (1+h)

Therefore, at PNE,

r={pp " = (L+ )N
< ()" — (1+ MV ming ()7 <0,
which is a contradiction. Hence, D is an empty set and each player has equal review admission

H
rate at PNE, given by AT = \yy = T . Hence, each player being a maximizer of their expected

utility maximizes:

/\H
= (" + SE 1 (@), (837
where z = {u7}" — (1 + h)Af. Setting duz =0, we get A\l = (1—{(:))%' -

Lemma 19 (PoA=1 for homogeneous CPR game). For any homogeneous CPR game

I'H € G such that for each playeri € N, {“R}H = h, and min{{pf}7} > {”ﬁh), PoA=1.
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Proof. For homogeneous CPR game ', social welfare function W in (7.15) only depends
on M and is given by:

= {u Y% + A f (), (8.38)

where x = {p3 3 — (1 4+ h)AE, and f(z) is the uniform incentive function for each player.

Note that d/\R > (0 when ﬁ < 0, and d/\% > 0 in the interval Where - > 0. It is easy to
T
e f(x
show that U is maximized by any A% satisfying A& = 1+h) Eid

obtained by setting 4% d}\R =0,
and % > ( at the maximizer.

Let M be the total review admission rate at PNE for I'.. The unique PNE satisfies

/\g _ _f=

T (Lemma 18), and hence, maximizes social welfare utility resulting in PoA=
dx

1. [l

Corresponding to the CPR game I', construct a homogeneous game I'f € G# with

{pdY = pf and {plt} = ﬁ for each player i« € . Note that for homogeneous players

in ', ?L;}H = h=hy,and N {uf} = 5. Furthermore, the assumption min;{zd} >
% implies min; {{uf}7} > % Hence, PoA =1 for T (Lemma 19).

To obtain analytic bounds on PoA, we now compute a lower bound on the social utility
obtained at the unique PNE WL - for the CPR game I'. In Lemma 20, we show that the
social utility obtained at the PNE Wi . for the homogeneous game ' lower bounds WL, ...
For any z € [0, p7], homogeneous players with ratio hy in T have a lower cumulative
incentive (Y f) to review tasks than players in I', and therefore, have a lower social utility

at PNE, i.e., UL, > Wl We further lower bound WL . by computing a lower bound

H
on Vpyg.

Lemma 20 (Lower bound for social welfare at PNE). Let T be a homogeneous game

/h

corresponding to CPR game T with each player i € N having {u? Y = pf and {uff}H =

Let W5 o and Wi, be the social welfare functions for T and TE, respectively, evaluated

at their unique PNEs. Then WY, > W > p5rS + ”T % fn(T), where T is the unique

mazximizer of f;, i.e. %(m) =0.
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Proof. Let \* = [A\},..., \y] (Corollary 1) and A\ = [Ag, ..., A\g] (Lemma 18) be the unique
PNEs for the CPR games I' and T'¥, respectively. Let z* = u3 — Zf\il a; N} and xfl =
w3 — NayAg be their slackness parameters at respective PNEs.

Step 1: We show that ™ > x* using contradiction.

Let z* > 2. Recall that at PNE, % > 0 (Corollary 1). Using strict concavity of f;

(Lemma 15), we have % (%) > % (3*) > 0. Therefore In@) o v an . Recall

d d
IR O

that fi(z) > .-+ > fy(x) for any z, and dfz = (x)(l —p(z)) — rR(x)dZ—(;) is independent

S
of 7. Hence, ff’((x *)) > ayA{ for any i. Using hy > hy, we get aul* = pf + % > uf +

% = ay{pf} > ay M. Therefore, a;\! = min { ié(( )), a; } > ay A, for any i. Hence,
o* < ¥ which is a contradiction. Therefore, 27 > z* (equivalently, 3%  a;\f > NayA¥)
and dfz( ) > %(:UH) > (.
Step 2: We show that Y, f;(z*) > N fny(z) & Y, A\f > NIE.

Let d < N be the support for A\*. Therefore, \} = min{ f;fg( ) ),uf} for every i < d,
,and Xf = 0 for any i > d. Therefore, 2% | % > Y0 a\r > Nay i = NC{;IJVV(( ))

Using % (z%) > 4x(z) > 0 (4 is independent of i), we get S fila®) > Nfy(z).

Additionally, Y1) a;A; > Nay Al implies 370 Ar > 377 2007 > NALL

Step 3: We show that VL, > Wi, .

Using hy > h;, we have plt = “’, > 5o = {uf " > A§. Let di < d be the largest index

of player satisfying ( > ML Since L < ML dy < N. Therefore, \; satisfies,

@igy dz an div ( )

min{ f;}ﬁ()),uz}>/\ﬁ, for i < d,
)\*: i gy

(8.39)
féfg <ML ford, +1<i<d.

ai gt (z*)

Hence,

d
Vpyp = pipr® + Z A fi(z”)

i=1

d dy
(1* * * *
2SS S fie) + 30 - MY fila)
=1 =1
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d

+ D (A = AN file")

i=di+1

(27)
> 155 + AEN f (2" +Z A= AN fara ()

d

+ D O = A fan (@)

i=d1+1

d
= pfr® + ANy (@) + faa (@)D (A7 = M)

=1

(3)
> ppr® + AYNf(a") = Uhyp,

where (1*) follows by adding and subtracting M Zl | fi(z*). (2%) follows from Zle filz®) >
N fn(xf) (Step 2), (8.39), and the fact that fi(z*) > - > fy(x*). (3*) follows by recalling
that 3¢, A* > NAY (Step 2).

Step 4: We show that WYy > Wi o > pdrd + “T EfN(f).

Let T be the unique maximizer of f;. From Lemma 19, ¥, = \I/gw = max{¥”} >

]

parS + M fy (pg —an M) for any M2, Choosing \VF =

Proof of Theorem 8: The global optimum of social welfare function is upper bounded by:

N
Wy = ppr® + max {Z Aﬁf@-(:v)}

i =1
< ppr® + max {7} max{ fi(x)}
a2 S.,.S S —
< ppr? + pp fi(T)
< pz(r® +r(2T) (1 - p(@))), (8.40)

where (1*) is obtained using the system constraint z > 0 which implies z3 > Z LaAt > B

From Lemma 20, W1, is lower bounded by:

Wy > S + T T g ()
_ % (gw + (ug —7)(r* + (@) (1 - p())))
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> —(p7 = T)(r* +r7(@)(1 = p(T))). (8.41)

r s
‘I’st < HTaN

Using (8.40) and (8.41), we get, PoA =

Now we establish the bounds on nrg; and 77;. Let zpyp and xzgy be the slackness
parameter corresponding to the PNE and social welfare, respectively. Recall that % > 0
(Corollary 1), for z € {xpng, zsw }. Hence, using strict concavity of f;, we have zpyp, xsw €
(0, 7). Therefore, 5 — T < S0 ai{ M pye < pf, and pf — 7 < S0 ai{ M\ sw < pi.

Hence, nrgrr and np; are upper bounded by:

IR = (M) sw pran
T — —
()‘¥)PNE (M:SF —T)ay

,and

Ny =

N
(> aiNY) pye _ (7
N e Dsw  wp—T
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