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An algorithm for computing explicit expressions for orthogonal
projections onto finite-game subspaces

Kuize Zhang and Karl Henrik Johansson

Abstract—The space of finite games can be decomposed
into three orthogonal subspaces, which are the subspaces of
pure potential games, nonstrategic games, and pure harmonic
games as shown in a paper by Candogan et al. [2]. This
decomposition provides a systematic characterization for the
space of finite games. Explicit expressions for the orthogonal
projections onto the subspaces are helpful in analyzing general
properties of finite games in the subspaces and the relationships
of finite games in different subspaces. In the work by Candogan
et al.,, for the two-player case, explicit expressions for the
orthogonal projections onto the subspaces are given. In the
current paper, we give an algorithm for computing explicit
expressions for the n-player case by developing our framework
in the semitensor product of matrices and the group inverses
of matrices. Specifically, using the algorithm, once we know the
number of players, no matter whether we know their number
of strategies or their payoff functions, we can obtain explicit
expressions for the orthogonal projections. These projections
can then be used to analyse the dynamical behaviors of games
belonging to these subspaces.

I. INTRODUCTION

Rosenthal initiated the concept of potential games, and
proved that every potential game has a pure Nash equilibrium
in 1973 [12]. Monderer and Shapley [11] systematically
investigate potential games, give a method to verify whether
a given game is potential, and prove that every potential game
is isomorphic to a congestion game. Intuitively speaking, a
potential game is a game with a function that reflects the
deviations of the payoffs of all players caused by the strategy
deviation of one player. Partially due to the fact that there
is one common function describing the deviation of every
player’s payoff, potential games have been applied to many
problems, e.g., traffic networks [10], [14], [13], cooperative
control [9], optimization of distributed coverage of graphs
[17], etc.

Although potential games possess so good properties and
wide applications, there are other types of games that are
not potential but still have good properties and applications.
For example, the Rock-Paper-Scissors game is not potential,
but has the uniformly mixed strategy profile as a mixed
Nash equilibrium [2]. It is desirable to give a systematic
characterization for finite games to investigate properties of
other types of games and find their practical applications.
When the number of players and the numbers of their
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strategies are fixed, Candogan et al. [2] identify the set of
finite games with a finite-dimensional Euclidean space, and
decompose this space into three orthogonal subspaces as

Harmonic games

—_———
P e N @& H, (1)
Potential games

where these subspaces are the pure potential subspace P, the
nonstrategic subspace N, and the pure harmonic subspace
‘H. It is also demonstrated that the pure potential subspace
plus the nonstrategic subspace is the potential subspace,
denoted as Gp = P @ N; and the pure harmonic subspace
plus the nonstrategic subspace is the harmonic subspace,
denoted as Gy = H © N. Nonstrategic games are such that
every strategy profile is a pure Nash equilibrium. Harmonic
games generically do not have pure Nash equilibria, but
always have the uniformly mixed strategy profiles as mixed
Nash equilibria.

Explicit expressions for the orthogonal projections onto
these subspaces for the two-player case have been given in [2,
Subsection 4.3]. It is important to obtain explicit expressions
for the orthogonal projections, because they are helpful to
analyse general properties of finite games. However, it is not
easy to find explicit expressions for the case with more than
two players. As shown in [2], in order to obtain them, one
needs to find the explicit expressions of 58 and D' in [2,
Theorem 4.1], where §y = Zgl D,;, D = [D3,...,D3,]*,
(-)* denotes the adjoint operator of -, ()7 stands for the
Moore-Penrose inverse [1] of -, D1, ..., Dy are correspond-
ing linear operators. The explicit expression for DT has been
given in [2, Lemma 4.4], while the explicit expression for
58 are difficult to obtain because of its complexity structure.

Due to the importance and difficulty of obtaining the ex-
plicit expressions for the orthogonal projections onto finite-
game subspaces, in this paper we aim at looking a different
way to solving the problem. The main contribution of the
paper is an algorithm for computing explicit expressions for
the orthogonal projections for n-player games. Specifically,
using the algorithm, once we know the number of players, no
matter whether we know their number of strategies or their
payoff functions, we can obtain explicit expressions for the
orthogonal projections onto these subspaces. In a companion
paper [5], bases for these subspaces are given, which can be
used to compute the orthogonal projections. However, bases
do not help in obtaining the explicit expressions. The inner
product considered in [2] is the same as the one considered
in the current paper but is not the conventional inner product.
In [15], when the conventional inner product is considered,
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we show that even though the pure potential games and
the nonstrategic games are the same as those considered in
[2], the corresponding pure harmonic games are different.
Our results are given in the framework of the semitensor
product (STP) of matrices built by Cheng [4], in which a
linear equation (called potential equation) is defined such
that a finite game is potential if and only if the potential
equation has a solution. It is also proved that if the potential
equation has a solution, then the potential function of the
corresponding game can be computed from any solution.
The STP of matrices was for the first time proposed by
Cheng [3] in 2001. STP is a natural generalization of
the conventional matrix product, and has been applied to
many problems, e.g., control problems of Boolean control
networks [6], Morgen’s problem [3], symmetry of dynamical
systems [7], differential geometry [8], etc. In this paper,
under the STP framework, we use the group inverse as a
key tool to obtain our main results. Group inverses are a
class of generalized inverses of matrices, which have wide
applications in singular differential and difference equations,
Markov chains, iterative methods, cryptography, etc. [1].

The remainder of this paper are arranged as follows. Sec-
tion II introduces necessary background on group inverses,
noncooperative finite games and their vector space structure
in STP, and finite-dimensional Euclidean spaces. Section
IIT shows orthogonal projections onto subspaces of finite
games in the framework of STP. Section IV shows the main
contribution of this paper: an algorithm that receives the
number of players and returns explicit expressions for the
orthogonal projections onto the subspaces of pure potential
games, nonstrategic games, and pure harmonic games. Sec-
tion V ends up with some remarks.

II. PRELIMINARIES

In this section, we introduce necessary basic knowledge.
Notations are first shown as below.

A. Notations

o (): the empty set

o 29: the power set of set S

e |S|: the cardinality of set S

o R: the set of real numbers

o R™: the set of m-dimensional real column vector space

o R™X": the set of m x n real matrices

e I,: the n X n identity matrix

e 0%: the i-th column of the identity matrix I,

o A,: the set of columns of I,

e [1,p]: the set of the first p positive integers

o im(A) (resp. ker(A)): the image (resp. kernel) space of
matrix A

o AT the transpose of matrix A

o 1;: (].,...,].)T

—

o 1,xn (Oljnm): the m x n matrix with all entries equal
to 1 (0)

o AF: the group inverse of square matrix A

0 A, 0
e A D Ay D - D A, . , Where
0 0 --- A,
Aq,..., A, are real matrices

B. Group inverses

In this subsection we introduce necessary basic knowledge
on group inverses. The following Propositions 2.1 and 2.2
over the complex field can be found in [1]. Their current
version over the real field can be proved similarly by using
the singular value decomposition of matrices over the real
field. The proof is omitted.

For a matrix A € R™*", a matrix X € R™*"™ satisfying
AXA = A/ XAX = X,AX = XA is called the group
inverse of A, and is denoted by X = At

Proposition 2.1: A matrix A € R™ ™ has at most one
group inverse. The matrix A has a group inverse if and only
if rank(A) = rank(A?). If A has a group inverse A*, then
A* is a polynomial of A, and (rA)* = 1 A* for each nonzero
real number 7.

Proposition 2.2: For every matrix A €
AAT(AATYE = A(AT AP AT,

The following Proposition 2.3 is a special case of our
previous result [16, Theorem 4.1], and is the key proposition
that will be used to establish the main results of the current
paper.

Proposition 2.3 ([16]): A matrix A € R"*™ has a group
inverse if and only if there is a matrix X € R™*"™ such that
A2X = A. If A has a group inverse, then for every matrix
Y € R™ ™ satisfying A%Y = A, At = AY?2.

mXxn
R >

C. Finite games in the framework the semitensor product of
matrices

A noncooperative finite game can be described as a triple
(N, S, c), where

1) N ={1,...,n} is the set of players,

2) St ={1,...,k;} denotes the set of strategies of player
i,i=1,...,n, S = [[;_, S* stands for the set of
strategy profiles,

3) ¢ = {c1,¢9,...,¢,}, Where function ¢; :
denotes the payoff of player ¢, : =1,...,n.

S —- R

Hereinafter S~* denotes [[}_, ;; 7, and similarly for
a strategy profile s = (sq,.. € S, s~ denotes
(S1y+++ySic1,Sit1y---»Sn)-

Next we introduce the vector space structure of finite
games based on the STP of matrices built in [4]. In this
framework, the payoffs of players can be expressed as real
vectors.

Definition 2.4: [6] Let A € R™*", B € RP*9, and o =
lem(n, p) be the least common multiple of n and p. The STP
of A and B is defined as

'7871

AxXx B = (A@I%)(B@)I%),

where @ denotes the Kronecker product.
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The STP of matrices is a generalization of conventional
matrix product, and preserves many properties of the conven-
tional matrix product valid, e.g., associative law, distributive
law, reverse-order law ((A x B)T = BT x AT). Besides, for
all z € R and A € R™*", one has x x A = (I; ® A)x.
Throughout this paper, the default matrix product is STP, so
the product of two arbitrary matrices is well defined, and the
symbol x is usually omitted.

For a finite game G = (N, S, ¢) with n players, for each
player 7, we identify his/her strategy j with (53i, denoted
as j ~ 6. j = 1,....k;, then S is identified with Ay,
i =1,...,n. It follows that the payoffs can be expressed as

Ci(ail,...,.%‘n)zvic l><;-L:1 jj, 1=1,...,n, 2)
where x; € S, T € Ak]., and z; ~ Z;, j =1,...,n; then
(V)T € R* is uniquely determined by c¢;, and called the
structure vector of ¢;, hereinafter k := [];__, k;. Define the

structure vector of a game G by

(V)" =

where (V)7 is the structure vector of the ith player’s payoft,
i=1,...,n. Then it is clear that the set Gj,,.x, ... x,] of finite
games such that each game of Gy, ... x,.) has n players, and
the ith players of every two games of Gk, ... x, share the
same strategy set of cardinality k;,7 = 1, ..., n, has a natural
vector space structure as

(VEVE, ..., VOT e R, (3)

Ginskr,. kn) ~ R 4)

That is, games of Gy, ... x,) correspond to vectors of R™k.

D. Euclidean spaces and orthogonality

Consider the Euclidean space R™* with the weighted inner
product: for all z,y € R, (x,y)q = 2T Qy, where the
weight

Q=Fkl; & &knly (&)

is a positive definite symmetric matrix, k; is the number of
strategies of player i (i € [1, n]) in a noncooperative n-player
game with n € Z, k=[], k;.

It is not difficult to obtain that for each matrix A in R™**P
where p is a positive integer, the orthogonal projection of
R™ onto im(A) is

A(ATQA)FATQ, (6)

where the projection comes from (A(ATQA)ATQ)? =
A(ATQA)¥AT(Q, and the orthogonality comes from
that for all = € R, (A(ATQA)YATQz,z —
A(ATQAY AT Qa)g =

Remark 2.1: In [15], the conventional inner product (i.e.,
when the weight is the identity matrix I, ) is considered.

III. PRELIMINARY RESULTS: ORTHOGONAL PROJECTIONS
ONTO SUBSPACES OF FINITE GAMES

In this section, we show basic knowledge on subspaces of
finite games, and necessary preliminary results.

A. Subspace of nonstrategic games

Let us define some notations. Part of these notations for
the first time appear in [4].

Define
q .
ALY - [G=pki ifqzp, 7
1, if ¢ < p,
B =1 X
i =dpni-1y ® 1191. & Ik[H»l,n] eR °i

€e; ZEZE,LT = Ik[l,i—l] ® 1ki><k1i (29 Ik[i+1,n] S Rka, (8)
€ [1,n)].
Proposition 3.1: For each i € [1,n],

1
(e)? = kiei, (&) = 72 €
Define ‘
By=E 6 -oB cR"™(E=E) O

It directly follows that each E; is of full column rank,
hence so is By, i.e.,

n
rank(By) = Z k. (10)

k;
From the results in [2], nonstrategic games are exactly the
games such that the payoff of each player does not depend
on the strategy played by the player himself/herself. Then
the formal definition is obtained as below.
Definition 3.2: The nonstrategic games are exactly the
games (N, S,c) in Gp,.p, ..k, satisfying that

Vi€ [1,n],Vy € S', Vs € S,

—E ci(z, s)

In the framework of STP, by (6), Definition 3.2 can be
represented as the following Theorem 3.3.

Theorem 3.3: Consider the finite game space Gk, ... k|-
The nonstrategic subspace is

N = 1m(BN)

— G ya ) 0. (11)

=im(E1®---DE,)
1 1 (12)
= k—lel D---D kf

en
Proof By [5, Definition 3.4], one has A): im(By). Then
by (6), Propositions 2.1, 2.2, and 3.1, we have

BMB%QBN)”B%Q
:(El D---D En)(k;lE?El D---D knE;Z;En)ﬁ
(bhElo-- o k,EL)
=(Er (klEl El)ﬁklE?) ®---® (En(knEgEn)ﬁknErq;)
=(E\(ETE\)'E]) @ - & (B (ELE,)'EY)
=(ByET (BAE)))) @ -+ & (B, EL (B, E])Y)
*ie D---D ie
7]{?]_ 1 kn 7
e., (12) holds, and (k%el DD k%en) is the explicit

expression for the orthogonal projection onto N.
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The following result follows from Theorem 3.3.

Theorem 3.4: The projection of a game (N,S,c) €
Glnskr ...k, ONto the nonstrategic subspace N is (N, S,c’),
where ¢ = {c1,...,c,}, d ={c},..., ¢}, forall i € [1,n],
all z € S%, all y € S7¢, cl(x,y) = ki Y o.esicilz,y).

Remark 3.1: Note that although we consider a different
inner product in [15], the explicit expression for the or-
thogonal projection onto the nonstrategic subspace shown
in Theorem 3.3 is the same as the explicit expression for the
nonstrategic games considered in [15].

B. Subspace of potential games

In [11], potential games are defined as the games (IV, S, c)
in g[n;kl,.“,k satisfying

nl
J6: S — R, Vi€ [1,n],Vo,y € S, Vz € S,
ci(w,2) — ci(y,z) = ¢(x, 2) — Py, 2),

where ¢ is called potential function. The result of [11] shows
that the difference of two potential functions of a potential
game is a constant function.
From this definition, nonstrategic games are exactly the
potential games that have constant potential functions.
Necessary notations are given as follows. Regard 21" as
an index set, for all N, C [1,n],

13)

where eq, ..., e, are defined in (8).
It follows that

PY{QBy =0, (19
1y,
- ET e
[Pn,Bn] = Bp : . ;o (20)
1. )

where By is defined in (9), @@ is shown in (5), and
FEq,..., E, are defined in (8).

In view of (19) and (20), the following theorem holds.

Theorem 3.6: Consider the finite game space Gk, ... k|-
The pure potential subspace is P = im(Py) =
im(Pxn (PEQPN)*PEQ), where Py (PLQPN)*PEQ is the
orthogonal projection onto P.

Proof Eqn. (19) implies that im(Py)LlN. Eqn. (20)
implies that im(Py)®N = im(Bp) = Gp. Then im(Py) =
P.0O

Theorem 3.7: The pure potential games are exactly the
games (N, S,c) in Gp,.p, ..k, satisfying (13) and

Z Ci('ray) = O

z€eS?
Proof Let (VS)T = (Vf,...,V,5)T € R™ be an arbitrary
pure potential game. Then V§ € N1, which by Theorem 3.3
is equivalent to

Vi€ [1,n],Vy € S, (21)

Vie; =0, Viel[l,n]

which is also equivalent to

Vi € [1,nl, Vit € (1K), W, € [1, L)
ki

st (356 ) s -0
7j=1

which is equivalent to (21).
It is evident that game V$ is pure potential if and only if
V& is potential and V5 € ML, which completes the proof.

Remark 3.2: Finite games satisfying (21) are called nor-

_ | Ilien. & if Ns #0,
ON, = { I, otherwise, 14
where e;’s are as in (8).
Then
en, =41 R A R®---® A,, (15)
where I iti¢ N
o ki I Ex
Al{ 1k'i><ki7 if 1 € N;. (16)
Define
L, £t 0 O --- O
ILi 0 Ey O --- O
Bpo= |In 0 0 By - 0| cgeRx(+Si) 0
L, 0 O 0 - FE,

a7

The following theorem follows from [5, Theorem 2.2].

Theorem 3.5: Consider the finite game space Gk, ... k|-
The potential subspace is Gp = im(Bp).

By Theorem 3.5 and (6), Bp(B%QBp)ﬁB};Q is the
orthogonal projection onto Gp, where () is as shown in
(5). Later on we will design an algorithm for returning the
explicit expression of (BLQBp)* in terms of k;’s and ey, ’s
as shown in (14).

C. Subspace of pure potential games

Define
I, — éel
€ Ro)xk (18)

1
Ik - Hen

malized in [2], and the subspace of normalized games is
the orthogonal complement of the nonstrategic subspace for
both the conventional inner product and the weighted inner
product considered in the current paper.

Remark 3.3: Note that although the subspace of pure
potential games here is the same as those considered in [15],
the orthogonal projection onto the pure potential subspace
considered in [15] is Py (P Pn)*PE, which is different
from the one in the current paper (see Theorem 3.6), because
a different inner product is considered in [15].

D. Subspace of harmonic games
Theorem 3.8: The harmonic games are exactly the games
(N, S,c) in G, ... k,,] satisfying that

,,,,,

Vs € S, Z Z (ci(z,s7") —ci(s)) = 0.

i=1 zesi

(22)
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The harmonic subspace is

QHZN@'H:ker([klIk—el knlk—en]).
(23)
Proof Note that Eqn. (22) has already appeared in [2].
Here we give an alternative proof in the framework of
STP. Let (VE)T = (VE,..., V)T € R™ be an arbitrary
harmonic game.
It is evident that

im(Py) @ ker(P¥Q) = R,

where Py is shown in (18), and P = im(Px). Hence
ker(PJEQ) is the harmonic subspace, i.e., (23) holds.

Let (VST = (V£,..., VST € R be an arbitrary har-
monic game. Then (V$)? € ker(PFQ), which is equivalent
to

Z (ki‘/ic - ‘/ice’i) = 07

(24)
i=1
which is also equivalent to
> (kici(s) -y c,;(z,si)> =0, Vse€S, (25
=1 z€S?
and
Z Z (ci(s) — ci(w,s_i)) =0, Vsels, (26)

i=1 zesi

which is the same as (22). 0

Remark 3.4: The harmonic games considered in [15] are
exactly the games (N, S, c) in G, ...k, satisfying that

Vs €S, Z (li Z ci(x, sii) — ci(s)> =0, @7
i=1 v

z€S?

and the harmonic subspace is

gH:N@'HZkeI‘([Ik-—k*llel Ik.—éen}),
(28)

which are different from those in the current paper.

E. Subspace of pure harmonic games

A finite game in Gp,,.x, .. k) is pure harmonic if and only
if the game is orthogonal to both P and N.

Theorem 3.9: Consider the finite game space Gk, ... k|-
The pure harmonic subspace is H = im(Bp)* .

Theorem 3.10: The pure harmonic games are exactly the
games (N, S,c) in Gp,.p, .. i, satisfying

.....

n
VseS, Y kici(s) =0, (29)
i=1
and (21).
Proof This result has already appeared in [2], here we give
an alternative proof in the framework of STP. By Theorems

3.7 and 3.8, pure harmonic games are exactly the games
(N, S,c) in Gpup, ..k, satisfying (21) and (22). Plugging

(21) into (22), we have pure harmonic games are exactly the
games (N, S,c) in Gp,.p, ..k, satisfying (21) and (29). O

Remark 3.5: The pure harmonic games here are not nec-
essarily zero-sum games, but the harmonic games considered
in [15] are zero-sum games. The pure harmonic games in
[15] are exactly the games (NN, S, ¢) in Gy, ...k, Satisfying

Vs €S, Zcz(s) =0, (30)
i=1

and (21).

IV. THE MAIN RESULT: AN ALGORITHM FOR COMPUTING
EXPLICIT EXPRESSIONS FOR THE ORTHOGONAL
PROJECTIONS ONTO FINITE-GAME SUBSPACES

In this section, we show the main results.

In Section III, the explicit expression for the orthog-
onal projection onto the nonstrategic subspace N, i.e.,

1711‘31 DD klneng, is given in Theorem 3.3. In what
follows, based on the results in Section III, we give an
algorithm that receives the number of players and returns
explicit expressions for the orthogonal projections onto the
pure potential subspace P and the pure harmonic subspace
H.

Theorem 3.6 shows that Py (PLQPx)*PLQ is the or-
thogonal projection onto the pure potential subspace P.
Hence in order to compute the explicit expression for the or-
thogonal projection, we must compute the explicit expression
for (PLQPN)* = (31, (kily, — ei))ﬁ. Next we design an
algorithm to compute this explicit expression for (P} QPy)*
in terms of k;’s and e;’s. The following proposition plays an
important role in designing this algorithm.

Proposition 4.1: Consider the finite game space
Oniky,... k,]- Matrices en,, Ny C [l,n] (defined in
(14)), are linearly independent.

Proof Let cy, € R, N, C [1,n], and

E CNSeNS =0.

N,C[1,n]

3D

Next we verify that ¢y, = 0 for all Ny C [1,n].

First we consider the (1, k)-entry of en,, Ny C [1,n]. It
can be seen that ey ,,;(1,k) = 1, and for all N, C [1,n],
en,(1,k) = 0. Hence c[1 ,) = 0. Remove c[y ,j€[1,,) from
G1).

Second we consider the (1, kﬁl)-entry of en,, N5 C [1,n].
It can be seen that e[y ,,)(1, kﬁ) = 1,and for all [2,n] # N, C
[1,n], en, (1, kﬁ) = 0. Hence cj3 ,) = 0. Remove ¢ nj€[2 ]
from (31). Similarly we have for all i € [1,7], cj1 n)\ i3 = 0.
Remove all ¢y ey, from (31), where |Ns| =n — 1.

Similarly for all Ny, C [1,n] satisfying |Ng| = n — 2,
en, = 0. Remove cy, ey, from (31), where |[Ng| =n — 2.

Repeat this procedure until | Ng| = 0. Finally we have for
all Ns; C [1,n], ey, = 0.

Based on the above analysis, matrices ey,, Ns; C [1,n],
are linearly independent. O
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By Proposition 2.1, (-7, (kil — ei))ﬁ is a polynomial
of Y- | (k;I; — e;). Then by Propositions 3.1 and 4.1, one
has (300, (kily — e;))" is of the form D oN.C[1,n] CN.©N,»
where all coefficients cy,’s belong to R and are unique.

We construct a linear equation

n 2
(Z(ki]k—ei)> Z dn.en, | =

i=1 NsC[1,n] (32)

n

Z (k‘zl}c — ei) s

i=1
where dy, € R, Ny C [l,n], are variables to be de-
termined. Since en.en, = (O (ki —e-))ji
: NsC[1,n] Ns©Ns i=1 ilk 7 s
(cgs---,cp,n)) is a solution to Eqn. (32).

On the other hand, the left hand side of Eqn. (32) is
of the form ENSC[l,n] en,.(ds,S C N;)ey,, where each
en,(ds,S C Ng) € R is a linear combination of dg,S C
N, then from (32) we obtain a linear equation

(1) - (54)

2
€{i} d@,d{ } ij ki | dip+
j=1
<k122k2>d0 iE[].,’I‘L],
=1
2
eNs(dS7SCN€): Z kj st_i_...:O,
JE[1,n]\Ns

Ns C [1,n],|Ng| > 1.
(33)

By Proposition 4.1, the solutions to Eqn. (32) coincide
with the solutions to Eqn. (33). It is directly seen that for
every two solutions to (33), the dx, th components of them
are equal, since Yy v, kj # 0, where Ny € [1,n].

Algorithm 4.2: 1) Find a solution {d}, € R[N, C
[1,n]} to Eqn. (33) according to the following steps:
first find the unique d@ = Zn ; second find the
=1 T )(1Ej=1kfj_ki)’ i€ [L,n];...;
find the unique d% satisfying that Ny C [1,n] and
|INg| =n—1; ﬁnally find an arbitrary df) ;.

2) Use Proposition 2.3 to compute (>, (kI —
2
(ins (kily — e7)) (ch[l,n] d?vseNs) =:

0 0
(ZNSC[Ln] en. eNS), where e},

of dg, . .,d[ol,n], N C [1,n].

Proposition 4.3: In Algorithm 4.2, d?\rs = 69\,5, where
N, C [1,n]; e}, are unique, where N, C [1,7].

Proof Since 3y (1, eN.en, = (i (kilk — e)
(e@, .. e[1 ]) is a solution to Eqn. (32). By the uniqueness
of the group inverse and Proposition 4.1, the conclusion
holds. 00

unique d? L}

e)' =

€ R is a polynomial

By Proposition 4.3, when executing 2) of Algorithm 4.2,
one does not need to compute e} , where Ny C [1,n]. By
using Algorithm 4.2, for any given n, one can obtain the
explicit expression for (3., (kI — e)".

Example 4.4: Consider 2-player games, where the players
have ki and ko strategies, respectively. Denote k := kiko.
One obtains the corresponding Eqn. (33) as

(k’1 + k2)2d@ = k1 + ko,

dinki_; +dp(—ki —2ks_;) = —1, i=1,2, (34)

By executing 1) of Algorithm 4.2, one obtains the solution
to Eqn. (34) as (lilrkz’ kQ(k11+k2), kl(k11+k2) , %), where * can
be any real number, then by executing 2) of Algorithm 4.2
one has

9 #

<Z (ki — ei))

i=1

= ! I + 1 e + !

i+ ko © T ka(ky A ko) - ki(kr + ko)
k2 + kyko + k2

]{?ZkJQ(kil + k’g)

(35)

€g—

By using Eqn. (35), one can obtain explicit expressions for
the orthogonal projections onto the pure potential subspace
P, the nonstrategic subspace N, and the pure harmonic
subspace H as

{Ik - ,%lel] ) [k;llk - el]T,

Iy — 4 €2 koIt — ez

Lo ale
k]_ 1 ka 2]

and
I — e kil —e]” (1 1
I _ k1 — R —
2k {Ik - k%eg (*) kol —eo k1 e ka )

where (x) is the right hand side of (35), e;’s are defined in
(®).

The above explicit expressions are obtained for the first
time to the best of our knowledge, although explicit ex-

pressions in different froms have also been obtained in [2,
Subsection 4.3].

Example 4.5: Consider 3-player games, where the players
have ki, ko and ks strategies, respectively. Denote & :=

3201



kikoks. By using Algorithm 4.2, one has

3 #
> (kili — e)
i=1
1 1
=—3 I + 3 e+
Zj:l k; (k2 + ks3) Zj:l k;

1 1
e + es3+
(k) S5 a ks (ki h2) S5k
]fl + k2 + 2k3
ks (ky + ks) (kz + ks) (X, ky)
k1 + 2ko + ks
3 ejes+
ka(ky + ko) (k2 + k3) (32521 k)
2k1 + ko + k3

iy (ky + ko) (ke + k3) (35— k)
€jeqes

kTk3k3 (k1 + ko) (k1 + k3) (k2 + /€3)(Z§=1 k;)
ktkoks + kykiks 4 kikoki+

kiks + kiks + kyks + k3ks + kik3 + kT ks+
2K3ES + k3 k3 + kSES) + 4(kykSkS + ki k324
k2koks + k2EkSks + k3 kok2 + k3k2ks)).

ejex+

€2€e3—

(5k2k2k24

(36)

By using Eqn. (36), one can obtain explicit expressions for
the orthogonal projections onto the pure potential subspace
P, the nonstrategic subspace N, and the pure harmonic
subspace H as

I — kilel kil — e
Iy — €2 | (%) [kolk —ea| |
Iy — g3 k3l —es3

Lo te, o te
kll k22 k33 )

and
Ik_kilel kil —eq
ng — Ik — kfteg (*) k’g[k — €2 —
Iy — 75e3 ksl — e

1 1 1
<klel S Eez S ]%93) )
where (x) is the right hand side of (36), e;’s are defined in
(8).

The above explicit expressions are obtained for the first
time to the best of our knowledge.

By using Algorithm 4.2, for n-player games, where n is
an arbitrary positive integer, one can compute the explicit
expression for (PEQPy)* = (31, (kilk — ei))ﬁ. Hence
one can use this algorithm to compute the explicit expres-
sion for Py (P¥QPn)*PLQ, the explicit expression for the
orthogonal projection onto the pure potential subspace P
in terms of n and e;’s. On the other hand, we have got
that the explicit projection onto the nonstrategic subspace N/

is (k%el DD ien). Hence the explicit expression for

the explicit projection onto the pure harmonic subspace H,
L. — Py (PEQPN ) PEQ— (kilel DD k%en), can also
be computed in terms of n and e;’s.

V. CONCLUSION

In this paper, we gave an algorithm for computing ex-
plicit expressions for the orthogonal projections onto the
subspaces of pure potential games, nonstrategic games, and
pure harmonic games. Specifically, using the algorithm, once
we know the number of players, no matter whether we
know their number of strategies or payoff functions, we can
obtain the explicit expressions for the orthogonal projections.
Further works include the study of general properties of
finite games belongs to these subspaces based on the explicit
expressions and their applications to dynamical behaviors of
these types of finite games.
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