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Abstract

This paper introduces a new class of games, highway games, which arise from situations
where there is a common resource that agents will jointly use. That resource is an ordered
set of several indivisible sections, where each section has an associated fixed cost and each
agent requires some consecutive sections. We present an easy formula to calculate the
Shapley value, and we present an efficient procedure to calculate the nucleolus for this
class of games.
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1 Introduction

In this paper, we consider situations where several agents use the same public resource, where
the resource consists of a finite number of ordered sections, each with its corresponding cost,
and where each agent makes use of a consecutive set of these sections. A simple example
that illustrates the situation is the case of a linear highway. The sections are delimited by the
entry and exit points and its cost depends on the section length and on the number of vehicles
that use the section. Each car or truck only needs the highway sections between his entry
and exit point. Obviously, this is a simplification of a highway. In a general highway other
issues of primary importance, as the congestion problem, can be considered. In our context,

congestion does not appear explicitly, but it may be implicit in the cost of each section. The
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congestion problem of a highway (network) has been studied from a non-cooperative game
point of view (Rosenthal, 1973) and, more recently, from an evolutionary game theory point
of view (Sandholm, 2002). In a classical congestion problem, the agents have several options
to get from a point to another in the network and the cost of an agent depends on the route he
chooses, the amount of traffic on his route, and the toll. The agents have to choose a probability
distribution over their options and one tries to find an equilibrium. A linear highway model
does not lend itself for this approach since agents have only one way to get from a point
to another. Moreover, congestion is not really the problem for our practical application in
Spain and the paying toll is a tool of the highway managers to be paid back part (or all) of
its investment. From now on, for clarity of presentation, we consider a linear highway as the
public resource.

We address the problem of sharing the cost of such a highway among its users. We are
interested in sharing cost methods which are based on the following principles: to exactly al-
locate the total cost of the highway; and to be axiomatized by axioms which many consider
as reasonable and fair. Although these principles are widely accepted, the results on highway
cost allocation are very often controversial. Allocating a cost share involves several factors
such as different classes of vehicles, traffic characteristics, congestion, environmental factors,
and so on. Some of the procedures to assign costs are proportional to the road length trav-
eled, the passenger car equivalence, the single axle load equivalence, etc. Other methods are
known as incremental: vehicle classes are introduced sequentially starting from the lightest
one, and each time a new class is introduced the corresponding increment is allocated to this
class. In turn, the U. S. Federal Highway Administration (1997) allocates construction costs
and maintenance costs separately.

Cooperative game theory has proved to be very useful for finding “fair” methods for shar-
ing common costs. The reader is referred to e.g. Young (1985) for applications. In the par-
ticular case of highway cost allocation, game theory was successfully applied in Villarreal-
Cavazos and Garcia-Diaz (1985), Makrigeorgis (1991), and Castafio-Pardo and Garcia-Diaz
(1995), where the cost shares were allocated to the different vehicle classes. In contrast, Dong
et al. (2012) allocates these shares between all the potential users, instead of the vehicle classes.

In this paper, we propose a simple transferable utility (TU) game model called highway
game for this problem. In the model we assume that an agent is completely characterized by
the sections it uses, which means that all vehicles in our model are of the same class. We also
assume that each section has a fixed cost, which corresponds to either initial construction costs
or to periodical maintenance costs. We then analyze the behavior of two well-known solutions
concepts for TU games on the class of highway games, and we apply them on realistic data.
Our model is similar to that in Dong et al. (2012). The main difference with our work is in
its purpose. They deal with axiomatizations of a cost sharing method (toll pricing method),
while we focus on the computation of the Shapley value (Shapley, 1953) and the nucleolus
(Schmeidler, 1969).



It turns out that the Shapley value corresponds to a very simple way of sharing costs. We
show that it allocates the cost of each section equally among the agents who use it. Another
classes of games where Shapley value adopts very simple formulation are airport games (Lit-
tlechild and Owen, 1973), tree games (Megiddo, 1978; Granot et al., 2002), convex big boss
games (Muto et al., 1988), sequencing games (Curiel et al., 1989), infrastructure games (Frag-
nelli et al., 2000), peer group games (Branzei et al., 2002), and weighted majority games (Al-
gaba et al., 2003) among others. Dong et al. (2012) show that the Shapley value coincides with
the toll pricing method defined there. Moreover they also axiomatize it in the class of highway
toll problems.

The nucleolus is more difficult to analyze. In Luskin et al. (2001) several methods are com-
pared, and these authors recommend the nucleolus, despite the difficulties in computing it.
In Villarreal-Cavazos and Garcia-Diaz (1985) the use of the nucleolus (called by these authors
the generalized method) is also suggested for sharing costs in a practical highway situation. In
addition to these practical recommendations, the nucleolus is also supported by several axiom-
atizations. Perhaps one of the nicest appears in Sobolev (1975) (actually it is an axiomatization
for the prenucleolus). Almost all the axioms used in Sobolev’s axiomatization are satisfied by
the nucleolus in the class of highway games. Nevertheless, the axiom of covariance can not be
applied for highway games since, if an additive game is added to a highway game, the result
is not necessarily a highway game. One could think in using axioms defined for the high-
way model setting, as those defined by Dong et al. (2012). Nucleolus satisfies stand alone test
and dummy but it does not satisfy cost recovery, routing-proofness, additivity and toll upper
bound, as they are stated in Dong et al. (2012). It seems hard to axiomatize the nucleolus in
the class of highway games. It deserves a deeper analysis and we leave it for further research.
Instead, we focus on to find a computationally efficient way of calculating the nucleolus of a
highway game which takes up most of the length of this paper. We prove in this paper that
highway games are concave, and although theoretically computationally efficient algorithms
for the nucleolus exist for the entire class of concave games (Kuipers, 1996 and Faigle et al.,
2001), these algorithms do not perform well in practice. Efficient and practical algorithms have
already been developed for calculating the nucleolus of several special classes of games, e.g.
for standard tree games (Megiddo, 1978; Granot et al., 1996), assignment games (Solymosi and
Raghavan, 1994), flow games (Potters et al., 2006), and peer games (Branzei et al., 2005). The
algorithms described in these papers are all based on the fact that a small family of coalitions
determines the nucleolus. We too prove that the nucleolus of highway games is determined by
a small family of coalitions, and we exploit it in our algorithm. In our approach, we combine it
with the fact that the determining family for the nucleolus must satisfy a special version of the
Kohlberg criterium for concave games, a theorem proved by Arin and Ifiarra (1998). We then
apply the theory of reduced games (Maschler et al., 1972) and prove that the problem reduces
to one or two smaller games that are also highway games. This yields a recursive algorithm
for the nucleolus, for which we derived a worst-case complexity of O(m°), where m is the



number of sections.

It is worth mentioning that the class of airport games is a special subclass of highway
games, and that our results are a generalization of the results in that paper. On the other hand,
the class of savings games derived from highway games is a subclass of the class of realization
games, introduced by Koster et al. (2003) to study the allocation of public goods. The results in
that paper for concavity and the Shapley value generalize our results concerning these issues.
Besides, one can consider extending our model to the case of a network. This is not an easy
task as it is pointed out in Ciftci et al. (2010). Based on a preliminary version of our paper,
they extend our model to a network. They show that, for keeping the concavity property
of the games, one has to restrict the shape of the network to a very particular one: weakly
cyclic networks where each cycle is composed by exactly three edges (what is called a weakly
triangular graph).

The paper is organized as follows. In Section 2, we introduce highway problems and their
related games, and we derive the results for concavity and the Shapley value of those games.
Section 3 is devoted to the nucleolus and to its algorithm. Finally, we present in Section 4 a

practical case where our results can be compared with the official rates.

2 Highway problems and highway games

A highway problem is a 4-tuple I’ = (N, M, C, T), where N is a finite set of agents, M is a finite
and completely ordered set of sections, C : M — IR | represents the cost of each section, and
T : N — 2Mis a mapping that represents, for each agent i € N, the set of sections T(i) C M
used by that agent. Since each agent uses a consecutive set of sections, we require that each
T(i) is of the form {t € M | a; <t < b;}. Here, 4; is the first section (minimal in the ordering)
used by agent i, and b; is the last section (maximal in the ordering) used by i. We also require
that every section is used by at least 1 agent, i.e. we require U;cyT (i) = M. In case the defining
4-tuple of a highway problem I’ is not stated, the agent set of I' will be denoted by Nr, the set
of sections by Mr, etcetera.

Remark 2.1. Notice that a highway problem (N, M,C, T) corresponds to an airport problem
(Littlechild and Thompson, 1977) if min T(i) = min M for all i € N. <

Let us illustrate the former definition with an example.

Example 2.1. Figure 1 represents a small highway problem for the highway that connects A
Corufia with Vigo in Spain. Four agents that use the highway are depicted as line-pieces
below the highway. The agents are numbered 1,2,3, and 4. Assuming that these are the only
agents, we define N = {1,2,3,4}. The black dots in the highway represent the entrances and
exits which divide the highway into 4 sections: A Corufia—Santiago (1); Santiago—Padrén
(2); Padron—Pontevedra (3); and Pontevedra—Vigo (4). Then, we define the set of sections as
M = {1,2,3,4} with the natural ordering. Let us assign costs to those sections: C(1) = 8,
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C(2) =4,C(3) =6,and C(4) = 6. Since agent 1 travels only section 1 between A Corufia and
Santiago, we define T(1) = {1}, agent 2 travels between Padrén and Vigo, so T(2) = {3,4};
agent 3 between A Corufia and Pontevedra, so T(3) = {1,2,3}; and agent 4 travels between
Santiago and Vigo, so T(4) = {2,3,4}.

A Coruna &  —

Figure 1: Linear highway of Example 2.1.

Notice that the sets T (i) are all consecutive and that each section is in least 1 of the sets T ().
Hence, the 4-tuple I' = (N, M, C, T) is indeed a highway problem, and Figure 1 is its informal
representation. &

Let us refer to Y ;cp1 C(#) as the cost of a highway problem (N, M, C, T). It is of course pos-
sible to allocate the cost of a highway problem without any game-theoretic model. A natural
way of sharing costs in a highway problem is to share the cost of each resource section equally
among the agents who use it. We define the allocation rule { by

G =Y = D

teT(i) [{jeN[teT()}|

for every highway problem I' = (N, M, C, T), and every agent i € N. Notice that { is well
defined and allocates the total cost due to the fact U;cnyT (i) = M. For Example 2.1, one can
verify that { = (4,5,8,7).

Let us now recall some basic game theory definitions. A cooperative cost game with transfer-
able utility, or game, is a pair (N, c), where N is a finite set of players, and c : 2N 5 R is the
characteristic function, which is a mapping c that assigns to each subset S C N of players a cost
¢(S), with ¢(®@) = 0. The nonempty subsets of N are called coalitions.

Given a highway problem I = (N, M, C, T'), we define an associated game (N, ¢) by

¢(S) = C(T(S)) forall S C N.

Here, for any S C N, the notation T(S) denotes U;csT (i), and for any M" C M, the notation
C(M') denotes Y ;cpr C(t). That is, the cost incurred by coalition S is defined as the total cost
of the sections used by members of S. We say that (N, ¢) is the highway game associated with I'.

Example 2.2. The highway game associated with the highway problem defined in Example 2.1
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s 1@ {1} {2} {3} {4} {12} {1,3} {1,4} {2,3} {2,4}
c(S)lo0 8 12 18 16 20 18 24 24 16

S |{3,4} {1,2,3} {1,2,4} {1,3,4} {2,3,4} N
c(S)| 24 24 24 24 24 24

Remark 2.2. Koster et al. (2003) introduced the class of realization problems to study allocation
of public goods. One of their approaches was to associate a cooperative realization game with
each problem. Let ' = (N, M, C, T) be a highway problem. If we define w; = ¢({i}), then the
5-tuple Q = (N, M, T,w,C) is a realization problem as defined in the aforementioned work.
Moreover, the realization game (N, v) associated with () and the highway game associated
with I have the relationship v(S) = Y ;csc({i}) — ¢(S). Thus, the savings games derived from
highway games form a subclass of realization games. The results we present in this intro-
ductory section are, after a transformation from cost to savings game, specializations of more

general results in Koster et al. (2003). <

In cooperative game theory, a vector x € RV can be interpreted as the share of the cost
allocated to player i € N in any game (N, ¢) and is called an allocation for (N, c). An allocation
x € RN is efficient for (N, c) if Yjen x; = c(N), i.e. if the shares of the players sum up to the
total cost. A value for a class of games is a mapping ¥ that associates with each game (N, ¢) in
the class an efficient allocation (N, c) € RY. A value for a class of games defines an allocation
rule for a highway problem in an obvious way, provided that the class contains all highway
games.

A well-known value is the Shapley value (Shapley, 1953), which is defined for the class of all
games. The Shapley value associates with each game (N, c) the allocation ®(N, c) defined by

o N = Y USIZDHINIZISE gy (s i) )

SCN,S>i |N|'

for each player i € N. Our first result relates the Shapley value with the highway allocation
rule { defined at the beginning of this section.

Proposition 2.1. Let T be a highway problem and let (N, ¢) be its associated highway game. Then
(N, c) = ¢(T).

Proof. LetI' = (N, M, C, T). For every t € M, define the game (N, ¢;) by

0 otherwise,

o(S) :{ C(t) ifte T(S),

forall S C N. Notice that ¢ = ) ;1 Ct.



It is well-known that the Shapley value is efficient (Shapley, 1953). Further, it is clear
from (2) that the Shapley value satisfies the property of symmetry: ®;(N,c) = ®;(N,c) for
i,j € Nwhenever c(SU{i}) =c(SU{j}) forall S C N\ {i,j}. Itis also clear from (2) that the
Shapley value satisfies the null player property: ®;(N,c) = 0 whenever ¢(SU {i}) = ¢(S) for
all S C N\ {i} . Then,

C(t)
®i(N,cr) =4 |[{JEN[teT()}]
0 otherwise.

if t € T(i)

Moreover, the Shapley value is additive (Shapley, 1953): ®(N, c) + ®(N,d) = ®(N,c + d) for
all games (N, c), (N, d). We therefore obtain for eachi € N

®i(N,c) = ) @i(N,ct) = ) ®i(N,ct) =(T).

teM teT(i)
[l

We conclude this section with two properties of highway games that are relevant for this
paper. A game (N, c) is said to be monotone if ¢(S) < ¢(T) forall S,T with S C T C N. The
game is said to be concave if ¢(S) +¢(T) > c¢(SUT) +¢(SNT) foreach S, T C N.

Proposition 2.2. Let (N, M, C, T) be a highway problem. Then the associated game (N, ¢) is monotone
and concave.

Proof. Let S C R C N. Since T(S) C T(R) and C(t) > 0 for each t € M, we have that
c(S) = Lier(s) C(t) < Lier(r) C(t) = c(R). Therefore, (N, c) is monotone.
Let S,R C N. Then,

c(S) + ¢(R)

C(T(S)) + C(T(R))

= C(T(S)UT(R))+C(T(S)NT(R))
C(T(SUR))+C(T(SNR))
(SUR) +¢(SNR),

v

I
9}

where the inequality follows since C(¢) > 0 for eacht € M, T(SUR) = T(S) UT(R) and
T(SNT) C T(S)NT(R). Therefore, (N, c) is concave. O

3 The nucleolus of highway games

The nucleolus is another well-known value for games. It is defined for games (N, c) that satisfy
the condition ¢(N) < Y ;o c({i}). This condition equates to the existence of an imputation, i.e.
an efficient allocation x satisfying x; < ¢({i}) for all i € N. Notice that highway games satisfy
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the condition. If we measure the "happiness’of a coalition S with respect to an allocation x by
the number ¢(S) — x(S), then the nucleolus is the unique imputation such that no coalition
can increase its happiness without decreasing the happiness of a coalition with less happiness
already.

Formally, for a game (N, ¢), an allocation x € RY, and a coalition S C N, the excess of S at
x is defined by e(S, x) := ¢(S) — x(S). The vector in R2"' obtained by arranging the excesses
of all coalitions at x in non-decreasing order is denoted by 6(x). Further, for ¢, ¢ € R2", it
is said that ¢ is lexicographically greater than ¢ if s € {1,...,2/NI} exists such that ¢, = ¢ for
eachk € {1,...,s — 1} and ¢s > 5. If ¢ is lexicographically greater than ¢ or if ¢ = ¢, we
write ¢ >1 1. Now, the nucleolus v(N,c) of (N, c) is defined (Schmeidler, 1969) as the set of
imputations that lexicographically maximizes 6(x) over the set of all imputations, i.e.

V(N,c) ={x € Z(N,c) | 6(x) > 6(y) forally € Z(N,c)},

where Z(N, ¢) denotes the set of imputations for (N, c). It was proved by Schmeidler (1969)
that v(N, ¢) consists of a unique imputation if Z(N,c) # @ (otherwise v(N,c¢) = @). If no

confusion arises, we write v for the nucleolus of a game (N, c).

3.1 The nucleolus of a concave game

For a game (N, c), let D(N, ¢) denote the family of proper coalitions of N with minimal excess
atv,ie.
D(N,c) ={SC N |e(S,v)<e(T,v), foral TC N, S,T # D}.

We write D if no confusion can arise. A result for the nucleolus of concave games due to
Arin and Ifarra (1998)! is crucial in our method for determining the nucleolus of highway
games. In the terminology of Arin and Ifiarra, a family A of coalitions is an antipartition of N
if {N\S|S e A} isapartition of N. Their result is then stated as

Proposition 3.1 (Arin and Ifiarra, 1998). For any concave game (N, c) the family D contains a

partition or an antipartition of N.

Proposition 3.1 can be used to determine the nucleolus of a concave game as follows. Let
(N,c) be a game, let x € R” be an eficient allocation, and let A be a nonempty family of
coalitions of N. Define the average excess of A at x by

E(A, X) _ ZSETZ?S’ x)

If Ais a partition of N then
) c(S) —c(N
e(A, x) = SeA (| )| ( )’

I They stated Proposition 3.1 in terms of convex games.
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and if A is an antipartition of N then

_ Lseac(S)— (Al —1)e(N)
e(A x) = A :

Notice that in both cases, the average excess does not depend on x. It follows by Proposition 3.1
that
e(D,v) = min{e(A,v) | Ais a partition or an antipartition of N}.

Since the numbers e(.A, v) in this minimization do not depend on v, it is possible to determine
e(D,v) as well as a partition or antipartition A contained in it, simply by enumerating all
partitions and antipartitions of N. In general, this is impractical because of the huge number
of partitions and antipartitions. However, if the partitions and antipartitions must come from
only a small family of relevant coalitions, it can be an efficient method. Such is the case for
highway games.

In the following we will give a refinement of Proposition 3.1 for a subclass of concave
games. A coalition S C N is said to be essential if there exists no nontrivial partition P of S
such that ¢(S) > Y rep ¢(R). A coalition S C N is said to be saturated if there exists no coalition
R such that S C R and ¢(S) > ¢(R). A coalition S # @, N is said to be relevant if it is both
essential and saturated. We denote by RC(N, c) the set of relevant coalitions for a game (N, c),
and we define RC(N, c) = RC(N,c) U{N\ {i} | i € N}. If no confusion arises, we also write
RC and RC.

Lemma 3.1. Let (N, c¢) be a concave game such that N is essential, and such that ¢(N \ {i}) < c¢(N)
foralli € N. Then

(A) e(S,v) > 0forall S # D, N,
(B) v >O0foralli € N,
(C) D CRC.

Proof. In order to prove (A), note that for every S C N a core element x5 exists such that
x>(N'\ S) = ¢(N\ S). Namely, since (N, c) is concave, it suffices to take any marginal vector
corresponding to a permutation where the players of N \ S precede the players of S. Then,
for each coalition S, we have x°(S) = ¢(N) —c¢(N\ S) < ¢(S), where the strict inequality
follows because N is essential and S # @, N. Now, define x as the average over all vectors x5
with S # @, N. Then e(S,x) > 0 for all S # @, N since e(S, x) is the average of nonnegative
numbers with one of them, (S, xs), strictly positive. Since the minimum excess is maximized

at the nucleolus, it follows that
min{e(S,v) | S # @,N} > min{e(S,x) | S #D,N} > 0.

Hence, e(S,v) > 0 forall S # @, N.



Part (B) of the lemma follows because

vi = ¢(N) =v(N\{i}) > ¢(N\ {i}) —v(N\ {i}) = e(N\{i},v) > 0.

Finally, we prove (C). Let S € D, and suppose |S| < |[N| —1. We prove that S € RC by
contradiction. So assume that S is not essential or not saturated. If S is not essential, then
a nontrivial partition P of S exists such that c¢(S) > Y pcpc(P). It follows that e(S,v) >
Y pep e(P,v). Together with the fact e(S,v) > 0 for all S # @, N, this implies e(P,v) < e(S,v)
for all P € P, which contradicts S € D. If S is not saturated, then R O S exists such that
c(S) > c¢(R). We claim that we may choose R C N. Indeed, if R = N, then we may also choose
R = N\ {i} forany i ¢ S. This follows, since ¢(S) > ¢(R) = ¢(N) > ¢(N \ {i}) foralli ¢ S,
andsince S C N\ {i} foralli ¢ S. Now, v > 0 implies thate(R,v) < e(S, v), which contradicts
SeD. O

The following corollary is a direct consequence of Proposition 3.1 and Lemma 3.1(C).

Corollary 3.1. Let (N, ¢) be a concave game such that N is essential, and such that ¢(N \ {i}) < c¢(N)
foralli € N. Then D NRC contains a partition or an antipartition of N.

3.2 The minimal excess at the nucleolus of a highway problem

In the class of highway games the relevant coalitions can be easily identified. Let (N, c) be a
highway game associated with a highway problem I' = (N, M, C, T'). Then coalition S C N is
saturated if S = {i € N | min T(S) < minT(i) < maxT(i) < maxT(S)}, and it is essential if
no partition {R, R’} of S exists such that T(R) N T(R’) = @. Notice that there can be at most
FIM|(JM]| + 1) — 1 relevant coalitions for a highway game, since |M|(|M| + 1) is the number
of possible combinations for min T(S) and max T(S), and since by definition N cannot be

relevant.

Remark 3.1. In a highway problem we say that two agents are of the same type, if they use ex-
actly the same sections. In the highway game agents of the same type correspond to symmetric
players, and the nucleolus allocation is the same for symmetric players. As a consequence, the
complexity of the algorithm presented in this paper does not depend on the number of agents,
but only on the number of types of agents. <

By Corollary 3.1, in order to compute the minimal excess at the nucleolus of (N, c), one
only has to calculate the average excess of all the partitions and antipartitions of N contained
in RC, provided that N is essential. Let us say that the highway problem T is decomposable
if a nontrivial partition {L, R} of N exists, such that {T(L), T(R)} forms a partition of M.
Observe that N is not essential in (N, c) if I' is decomposable, since then ¢(N) = C(T(N)) =
C(T(L)) + C(T(R)) = ¢(L) 4+ ¢(R). Conversely, if N is not essential in (N, c¢), then a partition
{L, R} of N exists such that ¢(N) = ¢(L) + ¢(R), which is only possible if L and R are such that
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{T(L), T(R)} is a partition of M. Observe also that the coalitions L and R in the partition of N
of a decomposable highway problem must be relevant coalitions. Thus, we have the following

corollary.

Corollary 3.2. Let I' = (N, M, C, T) be a highway problem and let (N, c) be its associated highway
game. Then D N RC contains a partition or an antipartition of N.

Proof. If ' is not decomposable, then N is essential in (N,c). Further, (N,c) is monotone
according to Lemma 2.2, hence it satisfies ¢(N \ {i}) < ¢(N) for all i € N. In this case, the
result follows from Corollary 3.1. If ' is decomposable, then a partition {L, R} of N exists
with L,R € RC such that {T(L), T(R)} forms a partition of M, hence ¢(N) = ¢(L) + ¢(R).
Further, (N, ¢) is concave according to Lemma 2.2, hence the core is nonempty, which implies
thate(S,v) > 0 forall S C N. Since ¢(N) = ¢(L) 4+ ¢(R), we must have e(L,v) = e¢(R,v) = 0.
Hence {L,R} C DN RC, and the result also follows. O

In fact, as the next results show, for highway games we only need to consider antipartitions
in RC.
Lemma 3.2. Let I' = (N,M,C, T) be a highway problem and let (N, c) be its associated highway
game. Then D N RC contains an antipartition of N.

Proof. If T is decomposable, then, as argued in the proof of Corollary 3.2, a partition {L, R} of
N exists with {L, R} € DN RC. Since {L, R} is also an antipartition, this proves the lemma in
this case. Assume further that I' is not decomposable.

Let P be a partition of N and define its associated antipartition by Ap = {S° | S € P}. We
will prove that e(Ap,v) < e(P,v). We know that

_ Eseap ()= (lAp| —1)e(N) _ Ysepc(S)—(IP] = 1)c(N)
e(.Ap, 14 ) = = ’
| Ap| P
Ysep c(S) — ¢(N)
P '

e(P,v)

So, we have to prove that

Yo o(5) = Y e(S) <(IP|—2)e(N). (3)

Sep SePpP

For t € M, denote by #; the number of coalitions S € P such that t € T(S), and by ; the
number of coalitions S € P such thatt € T(S). Then

Yo c(S)— Y c(S) =Y mC(t) = Y &:C(t) = Y (: — Tr)C(1).

SePpP SeP teM teM teM

Thus, it sufficies to prove that 7y — {; < |P| —2forallt € M. Solett € M. Clearly, 1; < |P|,
so we have nothing to prove if {; > 2. Assume therefore that {; < 2. Then {; = 1, and there
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is precisely one S € P with t € T(S). Since ¢ = Ugepy (415, it follows that t ¢ T(5¢), and we
deduce that n7; < |P| — 1. Hence, 7 — (¢ = 5 — 1 < |P| — 2. So indeed, e(Ap,v) < e(P,v)

By Proposition 3.1 we know that D contains a partition or an antipartition. If D contains a
partition, say P, then D also contains the antipartition Ap, since e(Ap,v) < e(P,v). We can
therefore conclude that D contains an antipartition. Since we assume that I" is not decompos-
able, Lemma 3.1(C) applies, hence the antipartition is also contained in RC, which proves the

lemma. O

Proposition 3.2. Let T = (N, M, C, T) be a highway problem and let (N, c¢) be its associated highway
game. At least one of the following statements is true.

(A) Thereexist L,R € RC with LUR = N, such that {L,R} U{N \ {i} |i€ LNR} CD.
(B) There exists S € RC such that {S} U{N \ {i} |i € S} C D.
(C) {N\{i} |ie N} CD.

Proof. By Lemma 3.2, D N'RC contains an antipartition of N. Let A = {A;, ..., Ax} C DNRC
be such an antipartition. Then A, € RC or |Ay| =n —1foreach ¢ € {1,...,k}. Letr = [{S €
A|S € RC}|. The cases (A), (B) and (C) correspond with r = 2, ¥ = 1 and r = 0, respectively.
Then, we have to prove that r < 2.

It will be proven by contradiction. Suppose that r > 3. Then let A;, Ay, A3 € RC and
assume w.l.o.g. that minM € T(A;) and maxM € T(Az). Since Aj, Ay € RC, it follows
that maxT(A;) < maxM and minT(A;) > min M, hence minM ¢ T(A;) NT(A;) and
max M ¢ T(A1) NT(Ay).

By definition of an antipartition A§ C A; N Ay. Then, T(A5) C T(A;1) NT(A3). It follows
that M = T(A3) UT(AS) C T(A3) U (T(A1) NT(A2)). Then, minM € T(A3z) and maxM €
T(As), which contradicts that A3z € RC. O

Notice that two coalitions L, R € RC can only have the property L UR = N if either L or
R contains an agent that uses section min M and if the other coalition contains an agent that
uses section max M. We can assume without loss of generality that min T(L) = min M and
max T(R) = max M. Then, only O(|M|?) combinations are possible in Proposition 3.2 (A). The
number of possibilities in Proposition 3.2 (B) is of the same order, hence the minimal excess at
the nucleolus of a highway game can be determined by comparing O(|M|?) different values.
Let us define,

c(L) +¢(R) + Yiernr ¢(N\ {i}) = (JLAR[+1)e(N)

B(L,R) = LAR[+2 for L,R € RC,
o) = ey () (S o RC
5 _ ZieNC(N\{i}i_(u\” —1)c(N)

N| '
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Define further
B = min{B(L,R)|L,R € RCwith LUR = N},

v = min{y(S)|S € RC},
A = min{B, 7,4}
We then have

Corollary 3.3. Let T be a highway problem and let (N, c) be its associated game. Then e(D,v) = A.
Moreover:

(A) If A = B = B(L,R) for L,R € RC with LUR = N, then v; = ¢(N) — c¢(N \ {i}) + A for all
i€e LNR,v(L) =c(L)— A, and v(R) = ¢(R) — A.

(B) IfA = v = 7(S) for S € RC, then v; = ¢(N) —c¢(N\ {i}) + A foralli € Sand v(S) =
c(S) — A

(C) IfA =6, thenv; = c(N) —c(N\ {i})+ Aforalli € N.
Proof. It is a matter of verification to see that

B(L,R) = e({L,RyYU{N\{i}|ie LNR},v) ifL,R € RCwithLUR = N,
y(S) = e({STU{N\{i}|ieS}v) if S € RC,
5 = ¢({N\{i}|ie N}v).

Then, by Proposition 3.2, the minimum of these numbers corresponds to an antipartition in D.
If the minimum is found in (A), then coalitions L and R are in D, hence v(S) = ¢(S) — A. Also,
N\ {i} € D, hence v; = ¢(N) —v(N\ {i}) = ¢(N) —c(N\ {i})+ A foralli € LNR. The
cases (B) and (C) are proved similarly. O

If A = 6 we immediately obtain the nucleolus for all agents. If A = ¢ < §, we obtain
the value of the nucleolus for agents in a proper coalition S € RC. To obtain the nucleolus
for the remaining agents in S¢, it is possible to formulate a reduced highway problem with
agent set S¢, and repeat to the procedure on this smaller problem. If A = g < min(vy,d), we
obtain the value of the nucleolus for agents in a coalition of the form L N R with L,R € RC
and L UR = N. To obtain the nucleolus for the remaining agents we formulate two reduced
highway problems, one for the agents in L¢, and another one for the agents in R°.

3.3 The reduced highway problem

LetT = (N, M,C, T) be a highway problem. In the following, we will formulate, for Z € RC
and T € [0, %C(Z)], a reduced highway problem I'; 7 = (N 7z, My 7,Cr 7, Trz) with agent
set Nz = Z°. Sections outside T(Z) remain in the reduced problem, and sections in T(Z)
are replaced by a set of m new sections NS = {t1,ts,..., ty }, disjoint from M. We thus have
Mzz = M\ T(Z) UNS. The new sections of NS form a consecutive set, ordered t; < t; <
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. < tp, and are placed where the consecutive set of sections of T(Z) were removed. The
number m and the cost of the new sections is determined by the set of agents who, in the
original highway problem, use sections of T(Z) with positive cost, but with a total cost less
than 77. We denote this set of agents by N*.

For every i € N7, we define g; = min{7,C(T(i)NT(Z))}. Then N* = {i € Nz | 0 <
Qi < mr}. We distinguish between agents in N* whose first section belongs to T(Z) and agents
in N* whose last section belongs to T(Z). We define

Ny = {ie N"|maxT(i) € T(Z)}
N = {ie N"|minT(i) € T(Z)}.

As the next lemma shows, the sets N; and N, together contain all agents in N*, and the sets

do not overlap.
Lemma 3.3. The sets N; and N, form a partition of N*.

Proof. We first prove by contradiction that N; N N; = @. Choose i € N* and suppose i €
Nj N Ny. Then maxT(i) € T(Z) and minT(i) € T(Z), implying T(i) € T(Z). Since Z is
saturated, it then follows that i € Z, contradicting the choice i € N* C Z°. We next prove that
N;UN; = N*. Choose i € N* and suppose thati ¢ N; and i ¢ N;'. Then min T (i) ¢ T(Z)
and max T(i) ¢ T(Z), implying T(i) NT(Z) = @ or T(i) 2 T(Z). Thecase T(i)NT(Z) = @
contradicts that g; > 0, and the case T(i) 2 T(Z) contradicts that g; < 7. O

Define, for alli € N¥,
Qi ifi € Nj,
L P
Now, the number m, i.e. the number of new sections, is the number of different values ¢g; plus
1. Let ¢ € R, be the vector of the m — 1 different values ¢; and the number 77, arranged
in strictly increasing order. Notice {,;, = 7, since ¢; < 7 for all i € N*. We define the cost
function C,, 7 by

C(t) ift € M\ T(2),
Crz(t) =14 & ift =t
gk—(:k,1 ift:tkwith1<k§m.

For i € N*, we denote by k(i) the unique index k € {1,...,m — 1} such that g; = &x. We
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then define the mapping T, 7 : Nz — 2Mrz by

;

T (i) if g; =0,
T(i)\ T(Z)) UNS if g = 7t
TO\T(Z)U{ty,..., b,y ifi €N,
T(H)\T(Z)) U{teiy41,- -, tm} ifi € Nf,

N /

\

for all i € N z. Notice that the definition ensures that, for each i € Nz, T, z(i) contains
a consecutive set of sections of M, 7. Therefore, I';7 = (Nrz, Mrz,Crz Trz) is a valid
highway problem.

For the following lemma, the choice 77 < J¢(Z) is needed.

Lemma 3.4. T(N;) NT(N;) = @and T(N;) U T(N;) does not contain every section of T(Z).

Proof. We first prove that T(i) N T(j) = @ foralli € N; and j € N;. Suppose to the contrary
thati € Nj and j € Ny exist with T(i) N T(j) # @. Then T(Z) C T(i) U T(j), and we obtain

gi+8=C(T(H)NT(2)) +C(T(j)NT(2)) = C(T(Z)) = c(2) = 27,

which contradicts that ¢; < wand g; < 7.
So we have indeed T (i) N T(j) = @ foralli € N; and j € N;. The claim T(N;) N T(N;) =
@ immediately follows. It also follows that

C(T(Z)NT(N*)) =max{g; | i€ N} +max{g; | i € N} <2m < C(T(Z)).

The strict inequality implies T(Z) € T(N;) U T(N;). O

Corollary 3.4. The number of sections of the reduced highway problem I 7 does not exceed the number
of sections of T'.

Proof. Note that the number of new sections in the reduced highway problem is bounded
by 1+ |T(N*)NT(Z)|. By Lemma 3.4, T(N*) N T(Z) is a proper subset of T(Z), hence 1 +
ITIN*)NT(Z)| <|T(Z))|. Thus, the number of new sections is at most the number of replaced

sections, and the claim of the corollary follows. O

Proposition 3.3. Let I' = (N, M, C, T) be a highway problem with associated highway game (N, c).
Let further Z € RC and 7t € [0, 3c(Z)]. Then, the characteristic function c, z of the highway game
(Ny 7, ¢ z) associated with the reduced highway problem T . 7 is given by

crz(S) = min{c(S), w + C(T(S)\ T(2))}
forall S C N.
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Proof. Let S C N, 7.

Assume first that (i) g; < 7t foralli € S and that (ii) g; + g; < mforalli € SN N, and
j € SN N;. We then claim that at least one of the sections in NS is not used by any of the
agents of S in the reduced highway problem. This is obvious if SN N; = @, since then t; is
not used, and it is also obvious if SN N;’ = @, since then t;, is not used. If SN N/ # @ and
SNN; # @, then §;) = gi < 7T — gj = Gx(j), hence k(i) < k(j), foralli € SNNy,j € SNN;. It
follows that section t;, where k = min{k(j) | j € SN N/}, is not used by any of the agents in S.
Then, the agent set S can be partitioned into {Sy, S;}, where S consists of the agents that only
use sections smaller than the unused section, and where S, consists of the agents that only
use sections larger than the unused section. Note then that also {T z(S¢), T z(S;)} forms a
partition of T 7(S). Moreover, T(S;) N T(S,) = @by Lemma 3.4, implying that {T(S;), T(S,)}
forms a partition of T(S). Therefore, conditions (i) and (ii) imply that

p = Cﬂ,Z(Tﬂ,Z(S ) = Cﬂ,Z(Tﬂ,Z(SE)) + Cn,Z(Tn,Z(Sr)) =
C(T(Sg)) +C T(Sr ) =C T(S)) = C(S).

Conditions (i) and (ii) also imply that
C(T(S)NT(Z)) =max{g; | i€ Sy} +max{g; |i €S} <,

hence ¢(S) = C(T(S)NT(Z))+ C(T(S)\T(Z)) < m+ C(T(S)\ T(Z)). This proves that the
claim of the proposition holds if conditions (i) and (ii) hold.

Now assume that condition (i) does not hold, i.e. assume that i € S exists with g; = 7.
Then, in the reduced highway problem, agent i uses all new sections, hence NS C T, z(S). It
follows that T 7(S) = NSUT(S) \ T(Z) and that ¢ z(S) = 7+ C(T(S) \ T(Z)). Moreover,
c(S)=C(T(S)NT(Z))+C(T(S)\T(Z)) > m+ C(T(S) \ T(Z)), which proves that the claim
of the proposition holds in this case as well.

Finally assume that condition (ii) does not hold, i.e. assume thati € SN N; and j € SN
Ny exist with ¢; +g; > 7. Then §y;y = & > 7T —gj = G(j), hence k(i) > k(j). Since, in
the reduced problem, i uses the sections ¢y, ..., tk(i) and j uses tk(]-) 11s---,tm, it follows that
NS C Trz(i) UTrz(j). Then NS C Ty z(S), and Trz(S) = NSUT(S)\ T(Z). It follows
that c; 7(S) = m+ C(T(S) \ T(Z)). Moreover, c(S) = C(T(S)NT(Z))+C(T(S)\T(2)) >
8i+8& +C(T(S)\T(Z)) > m+ C(T(S)\ T(Z)). This proves the claim of the proposition for
this final case. L

The next proposition provides a formula for the Davis-Maschler reduced game. In the
following we denote by (Q°,c*Q) the Davis-Maschler reduced game of a game (N, c), where
Q C N is the player set that left the game, and where x is an allocation for (N, c).

Proposition 3.4. Let (N, M, C,T) be a highway problem, let x be a core element of the associated
highway game (N, c), and let Z € D(x) := {S C N | e(S,x) <e(T,x) forallT C N, S, T # O}.
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Then, the characteristic function c*% of the Davis-Maschler reduced game is given by
™% (S) = min{c(S), m + C(T(S)\ T(Z))} forall S C N,

where T = ¢(Z) — x(Z).

Proof. Since (N, c) is a concave game, x is a core element of the game, and Z € D(x), Lemma5.7
in Maschler et al. (1972), restated for concave games, says that,

¢*2(S) = min{c(S),c(SUZ) — x(Z)}.
Moreover
c(SUZ)—x(Z)=¢c(Z) —x(Z)+¢c(SUZ)—¢c(Z) =¢c(Z) —x(Z)+C(T(S)\ T(2)).

The proposition follows. O

The formulas for the reduced highway game and the Davis-Maschler reduced game look
the same, but the conditions under which they hold are different. The next corollary shows that
both conditions are satisfied if the reduction is with respect to the nucleolus v and a coalition
in DNRC.

Corollary 3.5. Let (N, M,C,T) be a highway problem with associated game (N, c), and let Z €
DN RC. Then ¢""# = ¢z, where T = c(Z) —v(Z).

Proof. Since v is a core element and Z € D, Proposition 3.4 applies. For Proposition 3.3, the
condition Z € RC is satisfied, but it remains to verify that 7 € [0, 1c(Z)].
Since Z € D, the results from the Section 3.2 show that we have one of the following three
possibilities: T = v(Z), 7 = B(Z,R), or T = B(L, Z).
If 1 =v(Z), then
- (2) + Yiez c(N\{i}) — |Z|e(N) _ c(Z)
1+|Z| -2

If 71 = B(Z,R), then

x = SZ) +eR) + Yiegng CNA{i}) = (1+|ZAOR[)e(N) _ e(Z) +¢(R) — c(N)

2+[ZNR| 2

1
< ic(Z).

The case m = B(L, Z) is similar to the case 7 = B(R, Z). Since both Propositions 3.4 and 3.3
apply, we have indeed ¢? = ¢, 7. O

3.4 Algorithm for computing the nucleolus of a highway game

The results from sections 3.2 and 3.3 suggest a recursive approach for calculating the nucleo-
lus of a highway game. We present the algorithm in the form of a function v = nucleolus(T),
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where the function nucleolus takes its input from an arbitrary highway problem I' and deliv-
ers its output in v, the nucleolus of the associated highway game. In the algorithm, we use the

convention min @ = oo.

function v = nucleolus(T);

B =min{B(L,R)|L,R € RC and LUR = N};

v :=min{y(S) | S € RC};

A :=min(B,7,9);

if A = oo then
v:=c(N);

else if A = 0 then
vi:=c(N)—c(N\{i})+ A for all i € N;

else if A = then
choose S € RC such that A = 9(S);
vi:=c(N)—c(N\{i})+ A for all i € S;
Vn\s := nucleolus(T) s);

else if A = f then
choose L,R € RC such that A = B(L,R) and LUR = N;
vi:=c(N)—c(N\{i})+A for all i € LNR;
vn\L := nucleolus(T'y 1);
Un\r = nucleolus(I') r);

end;

end;

The correctness of the algorithm relies on results established in the Corollaries 3.3 and 3.5.
Corollary 3.6. The function nucleolus calculates the nucleolus of any highway problem in finite time.

Proof. The proof is by induction on the cardinality of the agent set of the highway problem.
If there is only one agent, then p = v = § = co. Hence A = oo, and the function imme-
diately returns the trivial correct answer. Now let I' = (N, M,C, T) be a highway problem
with |[N| = n > 1 and assume that the function nucleolus returns the nucleolus in finite time,
whenever it is given an input highway problem with less than n agents. Then A < § < oo, so

we need to distinguish three cases.

Case 1: A = 4. By Corollary 3.3(C), we have v; = ¢(N) —c(N \ {i}) + A forall i € N, which
shows that the function indeed returns the nucleolus.

Case 2: A = v. By Corollary 3.3(B), we have v; = ¢(N) — ¢(N \ {i}) + A fori € S, which
shows that the function returns the nucleolus for the players in S. For the players in N \ S, the
function calls itself with the reduced highway problem Iy 5 as input. By induction, this returns
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V(T ), the nucleolus of the reduced highway problem, in finite time. By Corollary 3.5, this is
indeed the nucleolus for the playersin N\ S.

Case 3: A = B. By Corollary 3.3(A), we have v; = ¢(N) —c¢(N \ {i}) + A fori € LNR, so
the function returns the nucleolus for the players in L N R. For the playersin N \ L and N \ R,
there are a recursive calls of the function with the reduced highway problemsI'y ;| and I') r as
input respectively. The argument that this returns the nucleolus for these players is similar to
Case 2. O

For the following proposition we assume that the function nucleolus calculates the nucle-
olus payoff for each type of agent, not for each individual agent. This will make the complexity
independent of the number of agents.

Proposition 3.5. The function nucleolus runs in O(m + m3k + k?) time, where m is the number of

sections of the input highway problem, and k is the number of relevant coalitions.

Proof. The computation of one number B(L,R) can be done in O(m) time: it requires one
division and at most one addition or subtraction per section. Since there are O(m?) possible
combinations for L and R, the computation of all numbers (L, R) can certainly be done in
O(m?3) time. Simililarly, the computation of each number «(S) takes O(m) time, and since
there are k possibilities for S, the computation of all numbers (S) can be done in O(mk) time.
Other calculations in the body of the function, the explicit ones like the computation of J,
and also the implicit ones like calculating the data of a reduced game, are also easily seen to
require at most O(m® + mk) work. Thus, the function runs in O(m?> + mk) time plus the time
needed for the recursive calls. This means we can choose K such that the number of numerical
operations, not in the recursive calls, is bounded by K(m?> + mk). We now prove by induction
on k that the number of numerical operations in the function nucleolus, including operations
inside the recursive calls, is bounded by K(m + m3k + mk?).

If k = 0, then B = v = oco. Then no recursive calls are made, no numbers B(L,R) and y(S)
are computed, and the number of numerical operations is linear in m, say it is bounded by
Cm. We may assume without loss of generality that K > C, and the claim that the number of
operations is bounded by K(m + m®k + mk?) follows. Now, let k > 0 and assume the claim is
true for all integers smaller than k. If A = §, no recursive call is made, and the claim is trivially
true. So assume A = Bor A = 7.

If A = v = 7(S), there will be one recursive call of the function. Let mg, ks denote the
number of sections and relevant coalitions respectively of the reduced highway problem I', s.
Since a relevant coalition in I' can correspond to at most one relevant coalition in Iy s and since
S itself does not correspond to a relevant coalition in the reduced problem, we have ks < k — 1.
Also mg < m by Corollary 3.4. By induction, the amount of numerical operations in the
recursive call is bounded by K(mg + m3ks + mgk%). Then, for the total number of operations,
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we have an upper bound of

K(mg + m3kg 4+ mgk%) + K(m® + mk) <
Km + Km3(k — 1) + Km(k — 1)2 + K(m® + mk) =
K(m + m3k + mk?) — Km(k — 1) <

K(m + m3k + mk?).

If A = B = B(L, R), there will be two recursive calls of the function. Notice that this can only
be the caseif k > 1. Let m;, mg denote the number of sections and let k; , kg denote the number
of relevant coalitions of the two reduced highway problems I'y | and I'j g respectively. Since
(N\L)N(N\R) = @, arelevant coalition in I" can correspond to at most one relevant coalition
in either I'y ; or I'y . This shows that k;, + kg < k, but we wish to prove k;, + kg < k—1. If
LN R = @, then coalitions L and R are not relevant in either of the reduced problems, so we
even have k; + kg < k—2. If LN R # @, then L N R is relevant in I, but not in either of the
reduced problems, so also in this case we have k; 4+ kg < k — 1. We further have mj, mg < m
by Corollary 3.4. By induction, the amount of numerical operations in the two recursive calls
is bounded by K(mp + m%kL +mpk?) and K(mg + m%kR + mgk%) respectively. Then, for the
total number of operations, we have an upper bound of

K(mp +m3ky, +mpk?) + K(mg + mykg + mgk%) + K(m> + mk)
K(m +m3ky +mk?) + K(m + m3kg + mk%) + K(m> + mk) =
Km®(kp + kg) + Km(k? + k%) + K(m® + mk + 2m)
Km3(k — 1) + Km(k — 1) + K(m® + mk + 2m)
K(m + m3k + mk?) — Km(k — 2)

K(m + m3k + mk?),

IN

IN

IN

where the last inequality follows, since k > 1. O

Since the number of relevant coalitions is bounded by 3m(m + 1) for a highway problem
with m sections, it is also true that the complexity is at most O(m°). If Proposition 3.5 is
applied to the subclass of airport games, the derived complexity bound becomes O(m*) by
substituting k = O(m) relevant coalitions. However, it is easy to derive a sharper complexity
bound of O(m?) for the function nucleolus in the case of airport games, by observing that the
numbers (L, R) need not be computed. This is the same complexity bound as the procedure
for airport games, described by Littlechild (1974).

4 A practical application: AP68 highway in Spain

To conclude, we applied the results of this paper to the AP68 highway located in the north of
Spain. It connects Bilbao to Zaragoza and it has 23 entry/exit points along its route. The total
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length of the highway is 295 km. Figure 2 shows its route.

Arrigorriaga  Llodio Altube E-AP1 Haro Navarrete Agoncillo Calahorra  E-AP15 Gallur A-275

Bilbao @—W—1
Areta Ziorraga Subijana M. de Ebro  Cenicero Logrono Lodosa Alfaro Tudela A-272

3 N W N W7 WO W) NS— (S_— ] S_— D S_—

/N SN N /S SE—— O S_— | E_— )R - Zaragoza

Figure 2: Route of the AP68 highway in Spain.

AP68 is a toll highway. The concessionaire firm is Autopistas Vasco-Aragonesas. There exist
three kinds of rates according to the different classes of vehicles: light vehicles (cars, motorbikes
and delivery cars), light trucks and heavy trucks. For simplicity, we restricted to the light vehicles
class. Table 2 provides the official rates applied in 2007.2 The total number of journeys using
each part of the highway during 2007 are given in Table 3. Take into account that the direction
is not important in our model and that the numbers in Table 3 represent the number of vehicles
using a particular part of the highway in either direction. The bold numbers in the first row
and first column of Table 2, Table 3, Table 5 and Table 6 represent the entrance/exit points.
Their correspondences with cities are given in Table 1. There are no exits at points 5, 15 and
22, and there is no entrance at point 3. At point 2 there is an entrance, but the machine that
handles the vehicles from point 1 is located at point 2, so it does not make any difference
whether a vehicle enters at 1 or at 2. To estimate the costs, we assumed that the cost of each
section is the total amount that the highway concessionaire firm collected in that section (we
have considered other alternatives as well, but we have included only this case for illustrating
purposes). These costs are given in Table 4. These data are the ingredients for defining the

highway problem and it associated highway game.

1  Bilbao 6  Altube 11 Cenicero 16 Calahorra 21 A-272

2 Arrigorriaga 7 Subijana 12 Navarrete 17 Alfaro 22 A-275

3 Areta 8 E-AP1 13 Logrofio 18  E-AP15 23  Zaragoza
4  Llodio 9  Miranda de Ebro 14 Agoncillo 19  Tudela

5 Ziorraga 10  Haro 15 Lodosa 20 Gallur

Table 1: Legend for Table 2, Table 3, Table 5, and Table 6.

It can be observed that the rates according to the Shapley value are close to the official
rates. This is actually no surprise, as the cost of a section was estimated by the collected toll
fee at that section, and the Shapley value distributes this cost among the users of that section.
So although the methods of aggregating costs and distributing costs are different, they are
similar. The nucleolus gives almost a flat rate. Only users of the highway near Bilbao have
reduced rates, but other users all pay the same toll. The reduced rates near Bilbao can be
explained by the fact that 57% of the journeys occur in the aforementioned part.

2The authors would like to thank the AP68 managers, particularly to Domingo Sobrén, for having provided
all data that the authors asked for.
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Recall that, in our game model, the cost of a section is interpreted as a cost independent

of traffic. Then it may make sense to charge for the use of the entire highway, independent

of traveled sections, as traveling does not incur costs. The nucleolus behaves somewhat in

this way, but makes exceptions for sections with exceptionally high or low cost and high or

low usage. The Shapley value however takes into account the number of traveled sections,

charging as if damage was caused to each traveled section. The logic of the nucleolus appears

more in line with the interpretation of the game model.

The official rates are based on maintenance costs that are not independent of traffic. There-

fore, these should not be compared to the nucleolus.

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23
1{0.00 0.65 1.55 1.55 - 4.15 6.05 755 8.15 9.10 10.70 11.25 11.95 1295 - 1515 17.05 17.45 1835 20.75 22.80 - 24.40
2 0.00 1.55 155 - 415 6.05 755 815 9.10 10.70 11.25 11.95 1295 - 15.15 17.05 17.45 18.35 20.75 22.80 - 24.40
3 0.00 - - - - - - - - - - - - - - - - - - - -
4 0.00 - 275 460 6.10 6.75 770 930 9.85 10.55 11.50 - 13.75 15.65 16.05 16.90 19.35 21.35 - 23.00
5 0.00 1.00 2.85 4.35 5.00 595 750 810 880 9.75 - 1195 13.85 14.30 15.15 17.60 19.60 - 21.25
6 0.00 2.15 3.65 430 520 6.80 735 805 9.05 - 11.25 13.15 13.60 14.45 1690 1890 - 20.50
7 0.00 1.60 225 320 475 535 6.05 700 - 920 11.10 11.55 12.40 14.85 16.85 - 18.50
8 0.00 0.55 1.50 3.05 365 435 530 - 750 945 985 10.70 13.15 1515 - 16.80
9 0.00 1.20 2.75 335 405 500 - 720 910 955 1040 12.85 14.85 - 16.50
10 0.00 1.70 225 295 395 - 615 805 850 9.35 11.80 13.80 - 1540
11 000 070 140 240 - 460 650 690 7.75 1020 1220 - 13.85
12 0.00 0.80 180 - 400 590 635 720 965 11.65 - 13.25
13 000 125 - 345 535 580 6.65 9.10 11.10 - 1275
14 000 - 230 420 465 550 795 995 - 1155
15 0.00 085 275 315 405 645 845 - 10.10
16 0.00 200 245 330 575 775 - 935
17 0.00 060 150 390 590 - 755
18 0.00 1.05 350 550 - 715
19 0.00 260 460 - 625
20 0.00 215 - 3.80
21 000 - 205
22 0.00 1.75
23 0.00

Table 2: Official rates in euros for light vehicles applied in the AP68 highway during 2007.
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1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23
1[0 1792 3376 4851 0 13061 181 6855 561 1114 222 278 1072 128 0 241 101 6 144 130 103 0 1394
2 o o o0 0 0 O 0 O O 0 O O 0 0 0O 0 0O 0O 0 0 0 0
3 o 0o 0 0 ©0 0 O O 0 O O 0 0 O 0O 0O 0O 0 0 0 0
1 0 0 99 11 13 28 27 5 5 24 4 0 4 4 0 4 3 2 0 24
5 0 36 11 8 18 20 4 6 15 2 0 5 2 0 2 4 2 0 21
6 0 19 6 18 15 4 4 13 2 0 4 2 0 2 2 1 0 20
7 0 7 3 20 4 4 10 2 0 3 1 0 1 1 1 0 13
8 0 107 297 97 115 697 66 0 120 47 5 66 53 75 0 1222
9 0 442 56 145 39% 37 0 5 21 1 29 39 19 0 223
10 0 76 207 82 44 0 94 33 2 37 21 25 0 347
11 0 24 151 35 0 35 14 0 12 8 7 0 84
12 0 110 187 0 101 28 2 25 18 17 0 191
13 0 969 0 1073 227 5 143 74 67 0 737
14 0 0 758 147 1 8 40 38 0 339
15 0 279 6 1 70 20 13 0 105
16 0 8 16 181 55 57 0 449
17 0 20 4 29 41 0 333
18 0 937 392 32 0 2869
19 0 77 168 0 1095
20 0 306 0 1869
21 0 0 39
22 0 1297
23 0

Table 3: Number of vehicles using AP68 highway in the year 2007.

1—-2 2038579 6—7 2432586  11—12 6618932  16—17 1595127  21—22 2742027

2-3 2306518 7—-8 2013634  12—13 6512166  17—18 400955 22-23 2054993

3—4 6736976 8—9 3120606  13—14 1059776  18—19  9667,746

4-5 4981577 9-10 1202341 1415 1447677  19—20  27460,07

5-6 1802102  10—11 1645522  15—16 8045568  20—21 2343198

Table 4: Cost of each section of AP68 in the year 2007.

1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23
T[000 485 485 485 - 485 580 580 580 621 631 631 631 631 - 631 631 631 631 631 631 - 631
2 0.00 485 485 - 485 580 580 580 621 631 631 631 631 - 631 631 631 631 631 631 - 631
3 000 - - - = - .- - .o ..o oL
4 0.00 - 485 580 580 580 621 631 631 631 631 - 631 631 631 631 631 631 - 631
5 0.00 485 580 580 580 621 631 631 631 631 - 631 631 631 631 631 631 - 631
6 0.00 580 5.80 580 621 631 631 631 631 - 631 631 631 631 631 631 - 631
7 0.00 580 580 621 631 631 631 631 - 631 631 631 631 631 631 - 631
8 0.00 580 621 631 631 631 631 - 631 631 631 631 631 631 - 631
9 0.00 621 631 631 631 631 - 631 631 631 631 631 631 - 631
10 0.00 631 631 631 631 - 631 631 631 631 631 631 - 631
11 0.00 631 631 631 - 631 631 631 631 631 631 - 631
12 000 631 631 - 631 631 631 631 631 631 - 631
13 000 631 - 631 631 631 631 631 631 - 631
14 000 - 631 631 631 631 631 631 - 631
15 0.00 631 631 631 631 631 631 - 631
16 0.00 631 631 631 631 631 - 631
17 0.00 631 631 631 631 - 631
18 0.00 631 631 631 - 631
19 0.00 631 631 - 631
20 000 631 - 631
21 000 - 631
22 0.00 631
23 0.00

Table 5: Rates in euros for light vehicles using the nucleolus.
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1 2 3 4 5 6 7 8 9 10 11 12 13 14 15 16 17 18 19 20 21 22 23
1[0.00 057 125 148 - 399 584 7.37 7.73 898 1074 1145 12.16 1332 - 1576 17.83 1838 19.19 21.60 2346 - 2533
2| 000 0.68 090 - 3.42 527 680 7.15 841 10.16 10.88 11.59 1275 - 1518 17.26 17.80 18.62 21.03 2289 - 2475
3 000 - - - - - . ..o ... .o
4 0.00 - 252 436 590 625 7.51 926 9.97 1068 11.85 - 14.28 1636 1690 17.72 20.13 2199 - 23.85
5 0.00 0.66 251 4.04 439 565 740 812 883 999 - 1242 14.50 1504 1586 1827 2013 - 21.99
6 0.00 1.85 3.38 373 499 674 746 817 933 - 1176 13.84 1438 1520 17.61 1947 - 21.33
7 0.00 153 189 314 490 561 632 748 - 992 1199 1254 1335 1576 17.62 - 19.49
8 0.00 035 1.61 336 408 479 595 - 838 1046 11.00 1182 1423 1609 - 17.95
9 0.00 126 301 372 443 560 - 803 10.11 10.65 1147 1388 1574 - 17.60
10 000 175 247 318 434 - 677 885 939 1021 1262 1448 - 1634
11 000 071 142 258 - 502 7.10 764 846 10.87 1273 - 1459
12 000 071 1.87 - 431 638 693 7.74 1015 1201 - 13.88
13 000 116 - 3.60 567 622 7.03 944 1130 - 13.17
14 000 - 244 451 505 587 828 1014 - 12.00
15 0.00 084 291 346 427 668 854 - 1041
16 000 208 262 344 585 771 - 957
17 000 054 136 377 563 - 7.49
18 000 082 323 509 - 695
19 000 241 427 - 613
20 000 186 - 372
21 000 - 186
22 0.00 1.62
23 0.00

Table 6: Rates in euros for light vehicles using the Shapley value.
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