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Abstract

An approach to define a rule for an airport problem is to associate to each problem a cooperative game,
an airport game, and using game theory to come out with a solution. In this paper we study the rule that
is the average of all the core allocations: the core-center (Gonzélez-Diaz and Sanchez-Rodriguez, 2007). The
structure of the core is exploited to derive insights on the core-center. First, we provide a decomposition of
the core in terms of the cores of the downstream-substraction reduced games. Then, we analyze the structure
of the faces of the core of an airport game that correspond to the no-subsidy constraints to find that the faces
of the core can be seen as new airport games, the face games, and that the core can be decomposed through
the no-subsidy cones (those whose bases are the cores of the no-subsidy face games). As a consequence, we
provide two methods for computing the core-center of an airport problem, both with interesting economic
interpretations: one expresses the core-center as a ratio of the volume of the core of an airport game for which
a player is cloned over the volume of the original core, the other defines a recursive algorithm to compute
the core-center through the no-subsidy cones. Finally, we prove that the core-center is not only an intuitive
appealing game-theoretic solution for the airport problem but it has also a good behavior with respect to the
basic properties one expects an airport rule to satisfy. We examine some differences between the core-center
and, arguably, the two more popular game theoretic solutions for airport problems: the Shapley value and
the nucleolus.

Keywords: cooperative TU games, core, core-center, airport games, face games.

1 Introduction

The airport problem, introduced by Littlechild and Owen (1973), is a classic cost allocation problem that has
been widely studied. To get a better idea of the attention it has generated one can refer to the survey by
Thomson (2013). One standard approach to study this problem consists of associating a cooperative game with
it and take advantage of all the machinery developed for cooperative games to gain insights in the original
problem. The core, introduced by Gillies (1953), stands as one of the most studied solution concepts in the
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theory of cooperative games. Its properties have been thoroughly analyzed and, when a new class of games is
studied, one of the first questions to ask is whether or not the games in that class have a nonempty core. This
is because of the desirable stability requirements underlying core allocations.

Importantly, the cooperative game associated with an airport problem with n agents has a special structure
that can be exploited to facilitate the analysis of different solutions. In particular, 2™ — 1 parameters are needed
to define a general n-player cooperative game, whereas for an airport game one just needs n. This special
structure simplifies the geometry of the core of such games, since they turn to be defined by 2n — 1 inequality
constraints instead of the usual 2" — 2.

When the core of a game is nonempty, there is a set of alternatives at which agents’ payoffs differ that are
coalitionally stable. The core-center (Gonzdlez-Diaz and Sanchez-Rodriguez, 2007), selects the expected value of
the uniform distribution over the core of the game: the center of gravity of the core. Therefore, the core-center is
an intuitive appealing game-theoretic solution for the airport problem since it represents the “average behavior”
of all the stable allocations. There are two important issues concerning the core-center of the airport game
that we want to address. First, the computation of the core-center of a general balanced game is very complex.
Second, existing rules for the airport problem are evaluated and compared with the core-center in terms of the
properties they satisfy or violate. In both cases, the corresponding analysis must be carried out by a detailed
examination of the core structure.

The core of an n-player airport game is a (n — 1)-dimensional convex polytope, so its (n — 1)-Lebesgue
measure (its volume) can be seen as the “amount” of stable allocations. Naturally, the mathematical expression
of the core-center of an airport game is given in terms of integrals over the core of the game. We provide a
decomposition of the core in terms of the cores of the downstream-substraction reduced games that allows us
to find explicit integral formulae for the core-center of an airport game. Building upon this expression, we
establish our main result. For each player j, consider the airport problem obtained when agent j makes a clone
of himself, that is, replicates his cost. Then, what the core-center assigns to agent j (in the original problem)
is the ratio of the number of stable allocations in the game with the clone of player j over the original stable
allocations. An important implication of this result is the possibility to implement general volume computation
algorithms for convex polytopes to develop methods that effectively compute the core-center of an airport
problem. Furthermore, we can easily check that the core-center satisfies many desirable properties: homogeneity,
equal treatment of equals, order preservation for contributions and benefits, and last-agent cost additivity among
others.

To each agent j, we can associate a face of the core polytope that corresponds to the j-th no-subsidy
constraint. Each no-subsidy face is the cartesian product of the cores of two reduced airport games. This
particular facial structure of the core of an airport game allows us to derive several results. The rate of change
of the number of stable allocations with respect to a parameter cost ¢; is proportional to the amount of stable
allocations of the j-face game. The variation of what the core-center assigns to player j with respect to the cost
parameter ¢; depends on the relative position of the core-center of the game and the core-center of the j-face
games. As a consequence, we derive a necessary and sufficient condition for the monotonicity of the core-center
with respect to the cost parameters in terms of its relative position with respect to the centroids of the no-
subsidy faces of the core. Applying this characterization, Gonzalez-Diaz et al. (2015) show that the core-center
satisfies some important monotonicity properties: individual cost monotonicity, downstream-cost monotonicity,
weak cost monotonicity, and population monotonicity.

The cones rooted at the origin and whose bases are the cores of the no-subsidy face games are called the no-
subsidy cones. The core of the airport game can be decomposed as the union of the no-subsidy cones. Using this
decomposition we present the sketch of a recursive algorithm to compute the core-center through the no-subsidy
cones. At the end of this recursive process, the core-center is a weighted sum of the core-centers of reduced
two-player airport games (geometrically, the midpoints of all the core edges corresponding to the no-subsidy
constraints).

In summary, besides the intuition provided by its own definition, the core-center is a well behaved rule and
it may be an interesting addition to the list of solutions for the class of airport problems. In that respect, we
point out some differences between the core-center and, arguably, the two more popular game theoretic solutions



for airport problems: the Shapley value (Shapley, 1953) and the nucleolus (Schmeidler, 1969). For instance, we
define a natural property, unequal treatment of unequals, and show that, whereas the Shapley value and the
core-center satisfy it, the nucleolus does not.

The paper is structured as follows. In Section 2 we present the basic concepts and notations. Then, in
Section 3 we obtain the fundamental integral representation of the core-center as the ratio of volumes. The basic
properties of the core-center are examined in Section 4. In Section 5 the structure of the faces of the core of an
airport game is exploited to obtain a necessary and sufficient condition for the monotonicity of the core-center
and an expression that relates the core-center of the game with the centroids of the no-subsidy faces of the core.
We conclude in Section 6 with some summarizing remarks and further comments.

2 Preliminaries

We assume that there is an infinite set of potential players, indexed by the natural numbers. Then, in each given
problem only a finite number of them are present. Let N be the set of all finite subsets of N = {1,2,...}.

A cost game with transferable utility is a pair (IV,c), where N € N and c: 2V — R is a function assigning,
to each coalition S, its cost ¢(S). By convention c(f)) = 0. Let V¥ be the domain of all cooperative cost games
with player set N. Given a coalition of players S, |S| denotes its cardinality. Given N € A" and S C N, a vector
x € RN is referred to as an allocation and z(S) = Y, x;; also, eg € {0,1}" is defined as e§ =1 if i € S and
el = 0 otherwise. An allocation is efficient if x(N) = ¢(N). A cost game ¢ € V¥ is concave if, for each i € N
and each S and T such that S CT C N\{i}, c(SU{i}) — ¢(S) > (T U {i}) — ¢(T).

For most of the discussion and results, we have a fixed n-player set N = {1,2,...,n}. A solution is a
correspondence v defined on some subdomain of cost games that associates to each game ¢ € V¥ in the
subdomain a subset ¥(c) of efficient allocations. If a solution is single-valued then it is referred to as an
allocation rule.

Given a cost game ¢ € VN, the imputation set, I(c), consists of the individually rational and efficient
allocations, i.e., I(c) = {x € R" : (N) = ¢(N) and z; < ¢({i}) for all i € N}. The core (Gillies, 1953), is
defined as C(c) = {z € I(c) : (S) < ¢(S) for each S C N}.

An airport problem (Littlechild and Owen, 1973) with set of agents N € A is a non-negative vector ¢ € RV,
with ¢; > 0 for each i € N. Let CV denote the domain of all airport problems with agent set N. Throughout
the paper, given an airport problem ¢ € RV, we make the standard assumption that for each pair of agents i
and j, if i < j then ¢; < ¢;. An allocation for an airport problem is given by a non-negative vector z € RY
such that z(NN) = ¢,. An allocation rule selects an allocation for each airport problem in a given subdomain. A
complete survey on airport problems is Thomson (2013).

Given an allocation x, the difference ¢; — x; between agent i’s cost parameter and his contribution can be
seen as his profit at . A basic requirement is that at an allocation x no group N’ C N of agents should
contribute more that what it would have to pay on its own, max{c; : « € N'}. Otherwise, the group would
unfairly “subsidize” the other agents. The constraints j<iTj < ¢ are called the no-subsidy constraints.

To each airport problem ¢ € CV one can associate a cost game ¢ € VN defined, for each S C N, by setting
¢(S) = max{c; : i € S}; such a game is called an airport game. We have denoted by the same letter ¢ both the
airport problem and the associated cost game. It should be clear by the context to which one we are referring
to. Airport games are concave and their core coincides with the set of allocations satisfying the no-subsidy
constraints:

Cle)={zeR":2>0, z(N) =c, and Zacj < ¢; for each i <n}.
Jj<i
The core of the airport game is contained in the efficiency hyperplane z; + - - + z,, = ¢, and it is defined by,
at most, 2n — 2 inequality constraints, instead of the maximum number of 2" — 2 inequality constraints of an
arbitrary cost game. This makes the structure of the core of an airport game more tractable. In particular,
whenever ¢; > 0, the core of an airport game is a (n— 1)-dimensional convex polytope. Then, in what follows, we
will always assume that ¢; > 0. Further, because of the no-subsidy constraints, any core payoff for the highest



cost agent (agent n) can be obtained by adding the incremental cost ¢, — ¢,,—1 to any core allocation of the
airport game where agents n — 1 and n have the same cost ¢, _1. Therefore,

C(c) = (en — cn1)eny + Clc— (cn — cn1)einy)-

Now, suppose that the agent with the lowest cost leaves the game paying x1, with 0 < z; < ¢;. Since
0<c—x1 <cg—a; <+ < ¢, —x1, we have a new airport problem ¢ = (c3 — z1,...,¢, — 71) =
CN\{1} — T1€N\{1} With an associated reduced cost game 1 e YN} The problem ¢'*1 € ¢V} is known
as the downstream-substraction reduced problem of ¢ € CV with respect to N\{1} and z; (Thomson, 2013). In
general, given i € N, and 0 < z; < ¢;, the downstream-substraction reduced problem of ¢ € CN with respect to
N\{i} and z;, ¢»* € CV\{%} s defined by

iz Cr — X k>1i
" = ) .
min{¢; — z;, ¢} k<i

The next proposition, whose proof is straightforward, relates the core of the airport game ¢ € VN and the core
of the ¢b*1 € YN\ reduced games.

Proposition 1. Let ¢ € CN be an airport problem. Then

C(c) = {(xl,xN\{l}) €eR":0< 2 <ec,znq1y € C(cl’“l)} = U {x1} x C(c"™).

0<z;<c1

Geometrically, when 0 < z; < c¢1, the core of the downstream-substraction reduced problem of ¢ with
respect to N\{1} and 1, C(c''®), is a cross-section of the core C(c). Now, if we repeatedly apply the above
decomposition, the core of the airport game can be covered with the cores of reduced games of s agents,
1 < s <n—1. In particular, we have the following result for s =n — 1.

Corollary 1. Given an airport problem ¢ € CV, the allocation (x1,...,x,) belongs to C(c) if, and only if, for
each j € N\{n}, 0<a; <¢; =3, % and xn = cp — 32, Ti

Gonzélez-Diaz and Sanchez-Rodriguez (2008) associate a face game with each face of the core and show that
these games have interesting properties for the class of convex (concave) games. In terms of cost games, given
a coalition 7' C N, the face Fr of the core contains the allocations that are worst for T' and best for N\T. The
downstream-substraction reduced games for the cases 1 = ¢; and x; = 0 are the face games for agent 1 and
coalition N\{1}, respectively.

In general, the core of an airport game ¢ € VY can be described using reduced airport games with respect
to other players. Indeed, for each i € N we have that

Clo= |J o} xoe™). (1)

0<z;<c;

3 The core-center and its integral representation

One of the main goals of this paper is to gain insights on the structure of the core of an airport game by
studying its center of gravity. Given a cooperative game ¢ € VY its core-center, u(c), is defined as the expected
value of the uniform distribution over the core of the game (Gonzalez-Diaz and Sanchez-Rodriguez, 2007). The
core-center treats all the stable allocations equally and picks up their mean value. In this section we develop
some analytic tools that exploit the structure of the core of an airport game. Given a convex set A we denote
by u(A) its center of gravity.

In the case of an airport game ¢ € VY the core is an (n — 1)-manifold contained in the efficiency hyperplane,
1+ -+ x, = ¢,. The latter is, therefore, the tangent space at each point of the manifold. The vector



(1,1,...,1) € R™ is normal to the manifold at each point and it has length \/n. The transformation g: R"~! —
R, g(z1,.. ., %n_1) = (¥1,- -, Tp_1,Cn—T1— - —Tp_1) defines a coordinate system for C(c), so that g=(C(c))
is the projection of the core onto R"~! that simply “drops” the n-th coordinate. Let C(c) = g~*(C(c)) € R* 1,
This transformation is illustrated in Figure 1.
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Figure 1: The core C(c) and its projection C(c) in the three-player case.

Given 1 < r < n, let m, be the r-dimensional Lebesgue measure. Then, the (n — 1)-dimensional measure of
the core is given by

maa(C(e) = [

c

dm,_1 = / Vi dm, 1 = /n m,_1(C(c)).
(e) 971 (C ()

Hence, the volume of the core as a subset of R" is \/n times the volume of its projection onto R"~!. Analogously,
for each i € N\{n}, the corresponding component of the core-center is given by
1 1

w0 = @) /C@ Zi Aoy = TG S VR A

)
= i dmy, 1.
mn-1(C(¢)) Jé(eo)
Example 1. Let N = {1,2} and ¢ = (c1,c2) € CN. Clearly, the core of the airport game is the segment
C(e) = {\0,c2) + (1 = N)(e1,c0 —€1),0 < A< 1} C R2. Then, pi(c) = L zidey G and pa(c) = c2 — 4.

T e
The above integral expression for the core-center can be written in terms of iterated integrals. First, we
introduce some notation. Given 0 < ¢; < cg <-+-<¢p_1 <¢pand j € {l,...,n— 1}, we define
n—2
. C1 C2—T1 Cn—1— D Tk
k=1
Uer—l(cla“-acn—l):/ / / .Tj dl‘n_l...dl‘gdl‘l,
o Jo 0
n—2
C1 C2—X1 Cn—1— Z Tk
Vioa(et, .o enmt) =/ / / M= dxn_1...dzodzy, and
o Jo 0
//,l (C c )_ U’IqL—l(Cl?"'7cn—1)
ilC1y... -1) =
! ’ T ‘/n—l(cla-nvcn—l),
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Figure 2: The domain of integration of V5(cy, ca, c3).

with the convention that V5 = 1. Clearly, Un ; is a homogeneous function of degree n, V,,_; is a homogeneous

function of degree n — 1, and ji; is a homogeneous function of degree 1. Figure 2 shows C (¢) in the four-player
case. Now, applying Corollary 1, it is easy to derive the following result.

Theorem 1. Let ¢ € CN be an airport problem. Then, mn,l(é(c)) = Viu_1(c1,...,cn—1). Moreover, for each
J € N\{n}, uj(c) = p(cr, ..., en—1) and pn(c) = fin—1(c1, ..., cn-1) + (cn — cp-1).

Note that all the coordinates of the core-center, except the last one, are independent of ¢,. In addition, all
the coordinates p; are homogeneous functions of degree 1.

Certainly, the decomposition in expression (1) gives rise to alternative integral expressions for the core-center,
one for each i € N\{1}, although we will not use them in this paper.

Let ¢ € CN be an airport problem. From the integral expressions derived previously it is clear that the
functions V,,_1 and U?_;, j € N\{n}, can be differentiated with respect to the ¢; costs, with i € N\{n}. As a
first consequence, we obtain a result that is fundamental for the analysis in this paper, namely, a representation
of the core-center as a ratio of volumes of cores of airport games. We start by proving two auxiliary results.

Lemma 1. Given 0 < ¢y < -+ < ¢k, k €N, we have that Vi(c1) = c1, Va(er,ca) = é — %, and, if k > 3,

k kfl —it1
C C —C C —C
_ % k 1 2 : k - )
Vk(Ch..ka)—fk_! —Z—|—1 ‘/;,1(01,...,0171).

i=

Proof. The expressions for Vi(cy) and Va(ep,cq) are straightforward. The result also holds for k = 3, since

3 3 2
_ C1 o C1 Cc3—T1 c3— cz __c c3—C1 c3—Co
Va(cr,co,c3) = [i' Valea — 21,03 — x1)dey = ( 5 2 & dry = 3t — ( 3 A 5 1. We

proceed by induction. Let k € N, k > 3, and assume that the result holds for k — 1. Then,

Vi(er, ... ) = / Vi—1(ca = x1,..., ¢ — 21)day
0

A (e — o)kl e — o)kl kQC—cl k—i
= [ - s - S el e an
: ’ =2



We compute separately the integral of each addend:

c1 _ k—1 k _ k c1 _ k—1 _ k—1
/ (x ), o (e—c)” / (en =), _ (k=) Vi(er), and
0 0

(k—1)! k:! k! (k—1)! (k—1)!
Vici(ea —x1,...,¢; — x1)dxy = Vi(er, ..., ¢).
0
By the linearity of the integral,
k k k—1 k=2 k—i
c (ck — 1) (ck — c2) (ck — Civ1)
Vi =k _ — % -y ——Viler, ..
k:(cla ack) k! k! (k—].) l(cl) Z (k—’é)' (Cl C)
=2
k k— 2 Yo
c C — 61 k - Cz-i—l
:]ﬁ_ Z V(cl,...,ci),
’ 1=1
which, after a simple rearrangement of the indices, coincides with the desired expression. O
Lemma 2. Let 0 < ¢y <--- < ¢k, k€N, 21 <1, and denote ug(x1) = Vi(c1 — x1,...,cx — x1). Then,
d
dZi (xl) = —Vk_l(cg —T1y.-.,Ck — 3}1).
Proof. The proof is by induction. The property holds for k = 1, since uq(z1) = Vi(e1 — z1) = ¢1 — 21 and
2
ilh';i (21) = —1. It also holds for k = 2, because uy(z1) = 2 ;‘) (62_261) and %(wl) = —(ca — x1). Now, let
k > 3 and suppose that the property is true for u;, 1 <7 < k — 1. Then, according to Lemma 1,
k—1 ;
_ _ (e —x)f (g —e)” (cr — i)t
up(z1) = Vilar — 21, ..., 0 — 21) = %l - il —gmui—l(ml)-
Differentiating with respect to x1,
duk( ) (cp — 1)kt kzl cx — ) T duy 1( )
2k () = — .
dzy ! (k—1)! o kE—i+1) day
By the induction hypothesis, if i > 2, du‘ L (1:1) —Vi_a(co — x1,...,¢;—1 — x1). Therefore,
k— 1
duy, (e — )Pt (cp —co)F ™t (cp — ci)F—itt
Gk oy Viea(Co — T1y. .., Cii1 — T1).
a7V e ] +Z Foir el oG m )

1=

Renumbering the terms,

d - k—1 o \k—1 k- 2 L
uk(ml):_((% x1) (=) Z Ck: c+1 ‘/;1(02_%’”.701__%))

dxy (k—1)! (k—1)! —
= —Vioi(ea —21,..., 0 — 21),
where the last equality follows directly from Lemma 1. O

Now, we can show that, in fact, each coordinate of the core-center is the ratio of two volumes. To be precise,
consider for each player j € N\{n} the airport problem (c,...,¢;,¢j,...,¢n—1), obtained when agent j makes
a clone of himself, that is, replicates his cost.! Then, what the core-center assigns to agent j (in the original
problem) is the percentage of stable allocations in the game with the clone of player j over the original stable
allocations. Mathematically, the j-th coordinate of the core-center is the ratio of the volumes of the core of the
airport game obtained by replicating agent j and the core of the original game.

IThe idea of replication has been already used in the literature, see for instance Debreu and Scarf (1963), Thomson (1988).



Theorem 2. Let ¢ € CN be an airport problem and j € N \ {n}. Then:
1. Ui—l(cl’ RN 7Cn71) = V;-L(Cl7 sy Ciy Gy 7Cn71)

Vn(Cl, . .,Cj,Cj, e 7Cnfl)
Vn_l(Cl, .. .,Cn_l)

2. ,&j(cl, ceey Cn—l) =
Proof. First observe that

c1 Cj—jilrk J J
Vn(017~-~>Cj»Cj,-~-7Cn71)=/ / k=1 Vn,j(cj—Zxk,...,cn,l—Zxk) dxjdxl
0 0 k=1 k=1
J J
If wp—j(x;) = Vo (cj - Zxk, e, Cpe1 — Zxk) then, by Lemma 2,
k=1 k=1

e J J
n—j
(xj) = =Vioj1 (Cj+1 - lem sy Cp—1 — Z$k>
d:z:j 1

k=1

Integrating by parts,

j=1 . ;

c]-—k;lwk J J
- Vn,j(cj— E ThyeooyCrel — E xk) dr; =
0 k=1

k=1
. . izl j—1 . .
J J Ci— > Tk ci— > Tk J J
k=1 k=1
|:IjVn_j(Cj— E LyoooyCpa] — E Jik):| +/ ijn—j—l(Cj—i-l_ E LhyoonyCpe] — E $k> dl‘j.
0
k=1 k=1

k=1 0 k=1

The bracketed expression vanishes, since V,,_;(0,¢j+1 — ¢}, ..., cn—1 — ¢;) = 0. Consequently,

J

jil j
Cj— T
k=1
/ Vn_j (Cj — E Ly 3Cn—1 — E Jfk) d]}j =
0 k=1

k=1

Cj*jill’k .7 j
/ =t ijn_j_l (Cj+1 —Zxk,...,cn_l — Zxk) dl‘j. (2)
0

k=1 k=1
Finally,

J

j=1 .
c1 ci— > Tk J
k=1 j : 2 :
Vn(cl,...,Cj,Cj,..,cnfﬁ:/ / JTjanjfl(chrl_ LhyeooyCpn—1 — .%‘}g) dxj...dxl
0 0
k=1

k=1

= Ug_l(cl, ey Cn—l)-
This last result follows from the previous property and the definition of ji. O

Corollary 2. Let c € C be an airport problem. Then

Vn(Cl, . 7Cn)
n(c) = .
K ( ) Vn—l(cla"'acn—l)
Proof. 1t follows from the combination of Theorems 1 and 2 and simple calculus. O



Apart from being a key tool for the ensuing analysis, Theorem 2 is interesting on its own. There are no
known efficient deterministic algorithms for computing the centroid of a convex body. Therefore, the issue of
computing the core-center of a general balanced game is very complex. The second statement in Theorem 2 says
that the j-th coordinate of the core-center of an airport game can be computed just by using the volume of its
core and the volume of the core of the airport game obtained by replicating agent j. Then, Theorem 2 opens
the door to implementing volume computation algorithms for convex polytopes to compute, in a relatively easy

way, the core-center of an airport game.2
Geometrically, we must note that u;(c) = Vn(\/ii,l(SIC7cnfl)_l) = nTHmnéi(il(c(fi%cn)in)) and that C(c) is
aface of C(c1,...,¢j,¢j,...,cpn), in fact, the intersection of C(c1, ..., ¢;, ¢j, . .., ¢,) with the hyperplane ;1 = 0.

Then f;(c) is a measure of the ratio between the volume of the core of the problem with a clone of agent j and
a particular face of it, the core of the original problem.

From a game-theoretic perspective, recall that ¢(SU{j}) — ¢(S) measures the marginal contribution of player
‘/n(c 50009C53Cg 53 Cn— )

V:—l(ci7'~7~;c'rL—1) -
contribution of player j € N to the game: it measures the change on the set of stable allocations when a clone

of player j is added to the initial set of players.

j € N to a coalition S C N. We can interpret the ratio as another way of computing the

4 General properties of the core-center

Next we study some basic properties that are satisfied by the core-center of the airport game. For a complete
survey on airport problems the reader is referred to Thomson (2013). We say that a rule v satisfies:

e Non-negativity if, for each ¢ € CYN and each i € N, 1;(c) > 0.

e Cost boundedness if, for each ¢ € CV and each i € N, 1;(c) < ¢;.

Efficiency if for each ¢ € CN, >,y 1i(c) = cn.

No-subsidy if, for each ¢ € CV and each S C N, 3, ¢ ¥i(c) < maxes ;.

e Homogeneity if, for each ¢ € CV and each a > 0, 1 (ac) = a(c).

Equal treatment of equals if, for each ¢ € CV and each pair {i,7} C N with ¢; = ¢;, ¥;(c) = ¥;(c).
o Continuity if, for each sequence {(¢”)}, ey of elements of CV and each ¢ € CV | if ¢ — ¢ then ¥(c”) — (c).

Proposition 2. The core-center satisfies non-negativity, cost-boundedness, efficiency, no-subsidy, homogeneity,
equal treatment of equals, and continuity.

Proof. The first five properties follow from the fact that any core allocation satisfies them. A couple of comments
on the last two properties are needed. Gonzélez-Diaz and Sdnchez-Rodriguez (2007) prove that the core-center
treats symmetric players equally and that it is a continuous function of the values of the characteristic function.
In our context, equal treatment of equals holds because agents with the same cost parameter are symmetric
players in the associated airport game. Similarly, continuity holds because the values of the characteristic
function are continuous with respect to the cost parameters. Then, the core-center satisfies continuity since it
is a composition of continuous functions. O

Equal treatment of equals states that if two agents have the same cost they should pay equal amounts. Now,
we focus on the reverse property: if two agents have different costs then they should pay different amounts.

2The reader interested in the difficulties and algorithms for computing volumes of convex polytopes may refer to Lasserre (1983),
Lasserre and Zeron (2001) and references therein. Regarding the computational aspects of cooperative game theory, the survey
paper Bilbao et al. (2000) and the book by Chalkiadakis et al. (2011) provide excellent starting points to the field.



e A rule ¢ satisfies unequal treatment of unequals if, for each ¢ € CV and each pair {i,j} C N with ¢; # c;,

Yi(c) # pi(c).

Obviously, the Shapley value satisfies unequal treatment of unequals. Nevertheless, the nucleolus violates
this property. Observe that, for the airport problem (1.1,1.5,3) € C{1:23} the nucleolus is (0.5,0.5,2).

Proposition 3. The core-center satisfies unequal treatment of unequals.

Proof. Let ¢ = (c1,...,¢,) € CV. We have to prove that for all i € {1,...,n — 1}, u;(c) # pit1(c) whenever
¢i # ¢iy1. If i =n — 1, the result is clear since p,(¢) = pn—1(c) + (¢, — cp—1). Now, if i € {1,...,n — 2} then,
by Theorem 2,

Vn(Cl, ey CiyCi41,Ci415Ci42, - - -,Cn—l) — Vn(cl, 3Gy Ciy Cit 1, G425 - - 7C77,—1)

pit1(c) — pi(c) = Vi—1(c1y. . yen—1)

Therefore, p;1+1(c) = pi(c) if, and only if,

Vo€, vy Cis Cig 1, Cig 1, Cig2s - -5 Cn1) = Vi (C1y e oo 5 Ciy Ciy Cig 1, Cig2y - - -5 Cne1),
that is, if and only if ¢; = ¢;41. O

The order preservation for contributions (benefits) property states that if agent i's cost parameter is at least
as large as agent j’s cost parameter, agent ¢ should contribute (or benefit) at least as much as agent j does.

o A rule v satisfies order preservation for contributions if, for each ¢ € CV and each pair {i,j} C N with

ci < ¢, Yi(e) < Yj(c).

e A rule ¢ satisfies order preservation for benefits if, for each ¢ € C%V and each pair {i, j} C N with ¢; < ¢;,

i —vi(e) < ¢j —Pj(c).
Proposition 4. The core-center satisfies order preservation for contributions.

Proof. Let ¢ € CV. Trivially, by Theorem 1, j1,,_1(c) < pn(c). Now, take two consecutive agents i and i + 1
where ¢ < n — 1. Then, by Theorem 2, p;(c) < pi+1(c) if, and only if,

V;L(Cl, ey CiyCiy Cigp 1y - - - ,Cn_l) § Vn(Cl, e e3CiyCit15,Cig 1y - - - ,Cn_l),
which is immediate since ¢; < ¢;41. O
Proposition 5. The core-center satisfies order preservations for benefits.

Proof. Let ¢ € CN. Recall that j1,_1(c)—pin(c) = ¢n—1—cn. Leti < n—1. We have to prove that p; 1 1(c)—pu;(c) <
¢i+1 — ¢;. Applying Theorem 2, the difference p1;11(c) — p;(c) can be written as follows:

1—1 i n—1
€1 ez ci— > xj pCit1— _lej Cno1— > T
j=1 = =
/ / / ’ / - / ’ dxy, .. .dxrodx,
o Jo 0 ci— S w; 0
j=1

Vn—l(cla ey Cn—l)

c1 pea—x1 Cit1— D Tj itl i+l
=1 2 : 2 :
/ / / s Vn—l—i(ci—i-l — TjyeooyCpnol — :L'j)dl'i+1dl'i...d$1
0 0 c j=1

i*yglﬂﬂj j=1

pi+1(c) — pile) =

Va—1(er, .o enat)
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i
Now, by the mean-value theorem for integrals, there exists a point £ € (¢; — >z}, ¢it1 —

i
>~ x;) such that
j=1 j=1

=L i+l i+l
=
/ ; Vi—1-i(cit1 — E TjyeneyCpel — E xj)dwiyr =
01—7;%‘ j=1 j=1

i

%
(Ci+1 — Ci)Vn—l—i (Ci+1 — ij — f, vy Cp—1 — ij — f)
Jj=1 j=1

%

But, since ¢, —Zacj —&<cs—ciforalli+1<s<n-—1, we have that
=1
i i
Vicasi(cin = =& oven = @ =€) S Vo1 i(Cip1 = Cirev oy Cno1 — €4).
j=1 =1

Therefore,

i—1
C1 Ci— ij
Ji=1
/ anlfi(CZ#l —Ciy..yCp—1 —Ci)d.%'i...dl‘l
0

iv1(e) = pi(e) < (cipr —¢i) =2
:U’Jrl() lu’() ( +1 ) ‘/n—l(cla-”acn—l)

1—1
c1 Ci— YT
j=1
/ / Vic1-i(Ciyr — iy ooy Cno1 — ¢i)day ... dxy
0 0

—1

C1 cifzwj i i
j=1 E : 2 :
/ / Vn—l—i(ci—&-l* Tjy,...y,Cp—1 — IE])dZL'Zd’I'l
0 0 j=1 j=1

= (Ci+1 - Ci)

<cig1— ¢

i [
where the last inequality holds because, Z x; < ¢; implies that ¢ — ¢; < cs — le fori+1<s<n-1. O
j=1 j=1

The next property demands that the payment required to the last agent should increase by an amount equal
to the increase in his cost parameter.

o A rule v satisfies last-agent cost additivity if for each pair {c, ¢’} of elements of CVV, each v > 0, and each
i € N such that ¢; = max{c; : j € N}, whenever c’N\{i} = cn\y and ¢ = ¢; + 7, then Y (i3(c)) =
Y\ (iy(e) and ¥i(c') = vi(c) +7.

Proposition 6. The core-center satisfies last-agent cost additivity.

Proof. Let c,c’ € CY be airport games satisfying the hypothesis of last-agent cost additivity. Then

n—1 n—1
(X1, Ty1,Cn — le) €C(c) e (T1,..  Tn_1,¢, — le) e ().
i=1 =1

Hence, C(c) = C(¢') and pn\{n} (¢) = pin\(ny (€). By Theorem 1, pin(¢') = pn—1(c) + (¢}, — ¢}
(Cn +v - Cnfl) = ,U/n(c) +7.
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A property, introduced in Mirds-Calvo et al. (2016), demands that the last two agents must have equal
benefits.

e A rule ¢ satisfies last two agents equal benefits if for each airport problem ¢ € CV, then ¢, — ¥, (c) =

Cn—1 — ¢n—1(0)-

We have seen in Theorem 1 that the core-center satisfies last two agents equal benefits. In fact, see Miras-Calvo
et al. (2016), a rule® ¢ satisfies last two agents equal benefits if, and only if, for each ¢ € C¥,

Yn-1(c) = %(Cn—l - Tf%(c))

Also, one can easily check that if a rule 1 satisfies efficiency, equal treatment of equals, and last-agent cost
additivity, then it satisfies last two agents equal benefits. Therefore, in order to have the core-center of a
n-player airport game one needs to compute just n — 2 coordinates. For example in a 3-player game, the
computation of the first coordinate gives the entire allocation as the following example shows.

C1 C1—X cz—a:—yd d d
Example 2. Let N = {1,2,3} and ¢ = (c1,c2,¢c3) € CN. Then, pi(c) = 20— {071 T
o Joo T dydx

. Then ps(c) = $(ca — pa(c)). Finally, by efficiency, pus(c) = (c3 — c2) + pa(c).

C1 302 — 261
3 202 — C1

5 No-subsidy face games

We devote this section to analyze the structure of the faces of the core of an airport game that correspond to
the no-subsidy constraints. We exploit this facial structure to obtain two interesting results: a necessary and
sufficient condition for the monotonicity of the core-center with respect to the cost parameters and an expression
that relates the core-center of the game with the centroids of the no-subsidy faces of the core. As a consequence,
we will provide a recursive algorithm to compute the core-center of an airport game through the no-subsidy
cones (those whose bases are the cores of the no-subsidy face games).

Let ¢ € CN be an airport game with agent set N. Denote by F;, i € N\{n}, the i-th no-subsidy face of C'(c),
i.e.,

Fi=Cle)n{zeR" ooy 4 2, =¢} CR*L

Let m,,_o(F;) be its (n — 2)-measure and p(F;) be its centroid.

The next decomposition of F;, that it is easily derived, states that for each player ¢ € N\{n}, F; is the
cartesian product of two cores of reduced airport games. The first game is played by the first ¢ players and it
is given by the airport problem (cy,...,¢;). The second game is played by the rest of the players where all the
costs parameters are reduced by ¢;, which corresponds to the airport problem (¢;41 —¢;, ..., ¢, —¢;). So, players
{1,...,i} pay ¢; and players {i + 1,...,n} pay ¢, — ¢; (see Figure 3).

Proposition 7. For all i € N\{n}, we have that

Fi :C(cl,...,ci) XC(CZ‘+1 —ci,...,cn—ci).

The coordinates of the centroid u(F;) are

i, ¢ ifj<i
pi(Fi) =" ' L :
fij—i(Ciz1 = Cir-ooyCn1 — ) ifi<j<n—1

3In this paper, by definition, a rule must choose a stable allocation.
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z3 zs3 zs3

X Fy = C(c1,ca,¢3)
F1 = {Cl} X C(Cl’cl)

F2 = 0(61,62) X 0(63 — C2,C4 — Cg)

T2 T2 T2

x1 Z1 1

Figure 3: The F;-faces of C(¢) in the four-agent case.

Since the faces of the core are again cores of new airport games, Theorem 1 can be used to compute their
centroids.

We present a series of results that relate the partial derivatives of the functions V,,_; and U _; to the faces
of C(c) and their centroids.*

Proposition 8. For alli € N\{n},
avnfl

e, (c1y-vveno1) = Vici(er, ooy cim1)Vao1—i(Cig1 — Cis ooy Cn1 — Ci).
(2

Zﬂck
Proof. Since V,_1(c1,...,¢n-1) / / Vi1 Cz+1 - Zwk,.. S Cn_1 — Zxk dx;...dr1, a direct
k=1

computation using Leibniz’s rule shows that

ov Ci 1—2% d Ci— > Tk i i
E k=1 § E
321 1(617.. , Cp— 1 / / - (/ anlfi(6i+1 — LhyeooyCpn—1 — xk)dxz)dwzfld'rl
0 k=1 k=1
i—2
c1 Ci—1— D>, Tk
k=1
— / .. / Vn—l—i(ci+1 —Ciyeu.yCp_1 — Ci)dxi_l e dCCl
0 0

ci— 1*2961@
k=1
= n—l—i(ci—i-l_ yCn—1 — G4 / / dxz 1- d

= Vn—-1-— z(chrl ---7Cn71_cz i— 1(017“ ; Ci— 1)

This concludes the proof. O
Proposition 9. Let i,j € N\{n}. Then,

Vici(e, ..oy Cifl)Ui:il_i(CiJrl —CiyeosCpo1 —C) 1< J

Ul _, ; o

e, (cry.. 1) = Ul_y(e1,oicimt)Var—i(Cigr — iy yCnm1 —¢) 1>
3

%(clw-~7Ci)Vn—1—i(ci+17--~7Cn—1)) i:j

4Since by Theorem 1 the core-center is the ratio of volumes, this part could be rewritten only with Vj,_1 and Vj,.
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Moreover, Vi(c1,...,¢i)Va_1—i(Cit1,...,cn_1) can be equivalently written as

i—1

(01V1’—1(Cl, s Cim1) = Z Ul i(ers -, Ci—l)) Vi—1-i(Cit1 = Cis ooy Cpm1 — €5).
k=1

Proof. The computations when i # j are straightforward from the chain rule, Theorem 2 and Proposition 8. The
same applies to the first equality in the case j = i. The alternative expression is obtained by directly applying
Leibniz’s rule to the integral formulation of U _;. O

As a consequence, we show that, whenever the (n — 2)-measure of the face F; is positive, the rate of change
of the number of stable allocations with respect to a cost ¢; is proportional to the volume of F;. In addition,
the center of gravity of F; can be obtained using the partial derivatives computed above.

Proposition 10. Let ¢ € CV be an airport game. For all i,j € N\{n} such that m,_o(F;) >0,

aanl 1
1. 8Ci (01,...,Cn,1) = Wmn,g(Fl)
oU_,
dc; (Cl, ey Cn—l)
2. 'u'j(Fi) = OV, 4 ’
6701-(017 LR 7Cn—l)

Proof. Assume that m,,_2(F;) > 0. Recall that C(cy,...,¢;) is an (¢ — 1)-dimensional polytope contained in the
hyperplane x1 + - - - + x; = ¢;, S0
mi_l(C’(cl, ey C,’)) = \/% mi_l(é(cl, . ,Ci))
= \ﬂ Vifl(ch ) C¢71)~
On the other hand, the measure of O(Ci+1 —Ciy...,cn—c;)asasubset of R"1=0is V,, 1 i(ciz1—Ciyen -y Cno1—0C;)-

Therefore, the first assertion follows immediately from Proposition 8 and the decomposition of Proposition 7.
The proof of the second property is divided in three cases. First, assume that ¢ < j. Then, by Proposition 7,

j—i Uy,
i (F) = fuss(c . . ) Ul _i(Cig1 — Cinev vy Cp1 — €4) ge(c1ye ey enmt)
. ) — . it1 — Ciynens 1 —C;) = == )
I g ’ " ’ Vao1-i(Cig1 — Ciy ooy Cnm1 — €4) B‘gZTl(cl,...,cn,l)
where the last equality follows from Propositions 8 and 9.
If ¢+ > j, then, as above, by Propositions 8, 9 and 7, we have
i (Fi) = piler, ..o )
; Ul _
= filer, ..., cm1) = Ulaler, - cic1) = Y (e ’Cnil).
Vici(ery ooy cizt) 6‘5’;;1(01,...,%,1)
Finally, when j = ¢, by Proposition 7,
i—1
MZ(FZ) —,U/z(cla 7Cz) =G _Zuk({la az}v(cla 701))
k=1
i—1 i
X Uiii(er-- -5 cim1)
:CZ_ZMk(Cla ;Cz—l)—cz = - .
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Therefore,
i—1
pi(E)Vica(ers ..oy eim1) = ¢iVica(er, .. i) — Z UF ((c1,.. o cim1)-
k=1

Substituting this expression in Proposition 9 and using Proposition 8, the result follows. O

We would like to remark that the first equality of Proposition 10 admits a generalization for any convex
polyhedron (Lasserre, 1983).

Relational requirements on rules are of great interest. The monotonicity properties study the behavior of the
rules if one single cost ¢; increases while the others are held constant. In Thomson (2013), there is a summary of
the main monotonicity properties that have been studied in the literature. The next result provides a necessary
and sufficient condition for the monotonicity of the core-center in terms of its relative position with respect to
the centroids of the no-subsidy faces of the core.

Proposition 11. Let ¢ € CN be an airport problem and let i,5 € N\{n}. Then, u;i(c) is increasing with
respect to ¢; if, and only if, p;(c) < p;(F;). Conversely, p;(c) is decreasing with respect to ¢; if, and only if,

pi(e) = 1 (Fy).

Proof. Recall that p;(c) = fij(c1,...,cn—1) and, by Theorem 2,

auUd .
82;1 (Cl, ey cn_l)Vn_l(cl, - 7Cn—1) — U’I‘?Lfl(cl’ ceey Cn_l)a‘g;;l (Cl, ey Cn—l)

(Vn_l(cl, ey Cn_l))Q

Ofiy
861‘

(Ch...,Cn,l) =

Thus, p;(c) is increasing with respect to ¢; if, and only if, the numerator is positive. Now, by Proposition 10
the latter is equivalent to

8Ui—1 j

G (Cla"'7cn*1) Ui_1<017 7c’ﬂ*1)
1 (Fy) = —2¢ > = p;(c). &
T Do ) Vonlen )

We have established that the variation of what the core-center assigns to player j with respect to the cost
parameter ¢; depends on the relative position of the core-center of the game and the centroid of the no-subsidy
face F;. Therefore, the monotonicity properties (see Thomson (2013) for a complete description) of the core-
center of an airport game can be studied by comparing the core-center assignments given to a player in the
original game and those in the corresponding no-subsidy face games. Gonzilez-Diaz et al. (2015) follow this
approach to prove that the core-center satisfies individual cost monotonicity, downstream-cost monotonicity,
weak cost monotonicity, and population monotonicity.

To end the section, we will further explore the relationship of the core-centers of the no-subsidy faces of
the core and the core-center of the core itself. This analysis will lead to a recursive algorithm to compute the
core-center of an airport game in terms of the core-centers of the reduced games of Proposition 7.

Let ¢ € CV be an airport problem. For each i € N\{n}, let K; = {\z: 0 < XA < 1,z € F;} denote the
no-subsidy cone rooted at the origin and generated by the i-th no-subsidy face F; of C’(c) The no-subsidy
cone K; contains all the line segments for which one end point is the origin and the other end point belongs to
the no-subsidy face F;. Since the i-th no-subsidy face F; contains the worst core allocations for the coalition
{1,...,4} and the origin is the best core allocation for any coalition for which the highest cost airline does not
belong to, the no-subsidy cone K; can be interpreted as the set of all stable allocations that are a trade-off
between the most desirable payment and one of the worst payments for the coalition of all airlines with cost less
or equal than c;.

Certainly, any two no-subsidy cones have negligible intersection and C (¢) is the union of all the no-subsidy
cones. Moreover, the (n—1)-volume and centroid of the no-subsidy cone K are proportional to the (n—2)-volume
and centroid of the no-subsidy face F;, respectively.
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Proposition 12. Let ¢ € CV be an airport problem and i € N\{n}. Then:

n—1
1. C(e) = |J Ki and mp, 1 (Ki NV K;) =0 if i # j.

i=1

2. my 1 (Ki) = —S—mp, o(F;) and p(K;) = 22 pu(F).

(n—1)Vi n
n—1
3. mn,l(C(c)) = ﬁ Zwi, where w; = %mn,g(FZ) for all i € N\{n}.
i=1

n—1
_ Wi .
oopie) = 22> (), for all j € N\{n}.
i=1 2. Wk
k=1

Proof. In general, let K C R™ be a finite cone rooted at the origin whose base K} belongs to the hyperplane
xn, = h. For every t € [0, h] denote by K; the intersection of K with the hyperplane x,, = t, that is K; = KN{x €

R™: 2, =t}. Then K; = %Kh, mp—1(K;) = (%)nflmn,l(Kh) and p(Ky;) = %M(Kh)- Now, integrating

h h
mn(K):/O mn_l(Kt)dt:/O ()" o (Kt = B (K).
h h n
)y (0) = [ () (00 = [ (1) s (i (Bt = g (B )y ()

Therefore, m,(K) = %mn_l(Kh) and u(K) = . w(Ky). Applying these general equalities, all the statements
are straightforward.? O

Naturally, Proposition 12 reduces the computation of the core-center of an airport game to the computation
of the core-centers of the no-subsidy faces. But, by Proposition 7, the no-subsidy faces are indeed cores of
airport games. Then, we have outlined a recursive algorithm to compute the core-center of an airport problem.
Observe that, in the final step, the core-center is obtained as a weighted sum of the midpoints of all the edges
of the no-subsidy faces of the core, that is, the core-centers of all the two-agent airport problems obtained by
recursively applying Proposition 7.

6 Concluding remarks

Following a game-theoretic approach, we have thoroughly studied the behavior in airport problems of a rule
defined for more general cooperative games, namely, the core-center. The definition of the core-center is very
intuitive, it is the average of all the stable allocations. Though the exact calculation of the core-center is always
a difficult task, we have provided two alternative methods to compute the core-center of an airport problem that
have a distinctive economic flavor: one based on the representation of the core-center as a ratio of the volume
of the core of an airport game for which a player is cloned over the volume of the original core, the other that
gives the core-center as a weighted average of the core-center of some basic two-agent airport problems obtained
recursively from the no-subsidy faces of the core.

We have seen that the core-center is a well behaved rule. It satisfies the following properties: non-negativity,
cost-boundedness, efficiency, no-subsidy, homogeneity, equal treatment of equals, continuity, order preservation
for contributions, order preservations for benefits, last two agents equal benefits, and last-agent cost additivity.
Moreover, using the necessary and sufficient condition for the monotonicity of the core-center with respect

5The equality for my_1 (C‘(c)) can be obtained directly from the decomposition of C‘(c) or by applying the general formula given
in Lasserre (1983) to compute the volume of a polyhedron P = {z : Az < b} in terms of the volumes of its facets.
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to the cost parameters developed in this paper, Gonzdlez-Diaz et al. (2015) show that the core-center also
satisfies individual cost monotonicity, downstream-cost monotonicity, weak cost monotonicity, and population
monotonicity.°

The two more notable game-theoretic solutions for the airport problem, the nucleolus and the Shapley value
satisfy all the properties listed above (see Thomson (2013)). Therefore, we would like to point out some instances
in which the behavior of the core-center and that of the Shapley value and the nucleolus differ. Loosely speaking,
a variation, no matter how small, in any cost parameter of an airport problem, produces a change in the shape
of the core and therefore in its volume. The core-center is highly sensitive to such changes. We have already seen
that the core-center satisfies unequal treatment of unequals (agents with different costs pay different amounts)
a property that the nucleolus violates. In order to study the monotonicity of the core-center, Gonzélez-Diaz
et al. (2015) introduced two new properties that reflect whether or not a variation in a particular agent’s cost
is beneficial to the other agents.” It is easy to check that given an agent %, a variation on the cost parameter
of any airline with cost higher than ¢; has no effect on the Shapley value of agent i. As for the core-center, if
a single cost ¢; increases, then the contributions requested by the rule for the agents with cost lower than ¢;
strictly increase (while the contributions for the agents with cost higher than ¢; strictly decrease).

Besides, an examination of these three rules based on how differentially they treat relatively larger airlines
as compared to relatively smaller airlines has been carried out in Mirds-Calvo et al. (2016). The Lorenz order
is commonly used as an egalitarian criteria. In order to compare a pair of allocations, z and y, with the Lorenz
ordering, first one has to rearrange the coordinates of each allocation in a non-decreasing order. Then, we say
that x Lorenz dominates y, and write = = y, if all the cumulative sums of the rearranged coordinates are greater
with x than with y. It is shown that the core-center is a rule that Lorenz dominates the Shapley value, Sh, and
is Lorenz dominated by the nucleolus, 7, that is, n = u >~ Sh.

The question of finding characterizations of the core-center rule goes beyond the scope of this paper. Never-
theless, we would like to point out some directions that could lead to an axiomatic characterization of this value
and the difficulties that might be encountered. One possible approach is to adapt the characterization of the
core-center given in Gonzélez-Diaz and Sénchez-Rodriguez (2009) for the general class of balanced games to the
airport problem. The key property for that characterization is a weighted additivity, called the trade-off prop-
erty, that is based on a principle of fairness with respect to the core. The general idea of the characterization is
to decompose the original core in pieces that are “simple” cores of games. The solution in these “simple” cores is
described by standard axioms (efficiency and symmetry properties). Then, the trade-off property is used to ob-
tain the core-center as the weighted sum of the solution applied to the “simple” cores of the decomposition. The
downside when considering airport games is that the pieces of the core dissection are not cores of airport games
themselves but translates of cores of airport games. Therefore, one has to work in a larger class of problems. A
different approximation consists in using a consistency type property as the basis for a characterization of the
core-center rule. As a first attempt, we say that a rule satisfies first-agent weighted consistency if the payment
required to each agent is a weighted average of the corresponding payments in all the downstream-substraction
reduced problems of ¢ with respect to N\{1} and z; € [0, ¢1].

e A rule v satisfies first-agent weighted consistency if, for each ¢ € CY and each i € N\{1,n},

bile) = / GN\{1}, ¢ f (e, ),

mn—Z(C(N\A{l}’Cl’”))
mp—1(C(N,c))

where f(z1,¢) =

It is easy to prove that the core-center satisfies first-agent weighted consistency. On the other hand, we have
shown that the core-center satisfies last two agents equal benefits. We claim that these two properties characterize

6The core-center does not satisfy other properties such as marginalism or the different types of consistency properties given in
the literature. The reader can construct easy three-agent examples to observe this point.
"These properties are called higher-cost decreasing monotonicity and lower-cost increasing monotonicity.
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the core-center rule. Indeed, if a rule satisfies last two agents equal benefits then we know how the rule chooses for
any two-agent problem. Then, a repeated application of first-agent weighted consistency would allow us to prove
that it must coincide with the core-center. As we see it, the weakness of this approach is that the consistency
axiom is too strong, so a weaker form of it should be found in order to have a useful characterization.

References

Bilbao, J. M., Fernandez, J. R., and Lépez, J. J. (2000). Complexity in cooperative game theory. Preprint.

Chalkiadakis, G., Elkind, E., and Wooldridge, M. (2011). Computational Aspects of Cooperative Game Theory.
Synthesis Lectures on Artificial Intelligence and Machine Learning. Morgan & Claypool Publishers.

Debreu, G. and Scarf, H. (1963). A limit theorem of the core of an economy. International Economic Review,
4:235-246.

Gillies, D. B. (1953). Some Theorems on n-Person Games. PhD thesis, Princeton.

Gonzélez-Diaz, J., Mirds-Calvo, M. A., Quinteiro-Sandomingo, C., and Sénchez-Rodriguez, E. (2015). Mono-
tonicity of the core-center of the airport game. TOP, 23(3):773-798.

Gonzédlez-Diaz, J. and Sanchez-Rodriguez, E. (2007). A natural selection from the core of a TU game: the
core-center. International Journal of Game Theory, 36:27—46.

Gonzdlez-Diaz, J. and Sénchez-Rodriguez, E. (2008). Cores of convex and strictly convex games. Games and
FEconomic Behavior, 62:100-105.

Gonzéilez-Diaz, J. and Sanchez-Rodriguez, E. (2009). Towards an axiomatization of the core-center. Furopean
Journal of Operational Research, 195:449-459.

Lasserre, J. B. (1983). An analytical expression and an algorithm for the volume of a convex polyhedron in R”.
Journal of Optimization Theory and Applications, 39:363-367.

Lasserre, J. B. and Zeron, E. S. (2001). A laplace transform algorithm for the volume of a convex polytope.
Journal of the Association for Computing Machinery, 48:1126-1140.

Littlechild, S. C. and Owen, G. (1973). A simple expression for the Shapley value in a special case. Management
Science, 20:370-372.

Mirés-Calvo, M. A., Quinteiro-Sandomingo, C., and Sdnchez-Rodriguez, E. (2016). Monotonicity implications
to the ranking of rules for airport problems. Accepted for publication in International Journal of Economic
Theory.

Schmeidler, D. (1969). The nucleolus of a characteristic function game. SIAM Journal on Applied Mathematics,
17:1163-1170.

Shapley, L. S. (1953). A value for n-person games. In Kuhn, H. and Tucker, A., editors, Contributions to the
theory of games II, volume 28 of Annals of Mathematics Studies. Princeton University Press, Princeton.

Thomson, W. (1988). A study of choice correspondences in economies with a variable number of agents. Journal
of Economic Theory, 46:237-254.

Thomson, W. (2013). Cost allocation and airport problems. Rochester Center for Economic Research Working
Paper.

18



	1 Introduction
	2 Preliminaries
	3 The core-center and its integral representation
	4 General properties of the core-center
	5 No-subsidy face games
	6 Concluding remarks

