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Abstract

Collaborative learning techniques have the potential to enable training machine
learning models that are superior to models trained on a single entity’s data. How-
ever, in many cases, potential participants in such collaborative schemes are com-
petitors on a downstream task, such as firms that each aim to attract customers
by providing the best recommendations. This can incentivize dishonest updates
that damage other participants’ models, potentially undermining the benefits of
collaboration. In this work, we formulate a game that models such interactions
and study two learning tasks within this framework: single-round mean estimation
and multi-round SGD on strongly-convex objectives. For a natural class of player
actions, we show that rational clients are incentivized to strongly manipulate their
updates, preventing learning. We then propose mechanisms that incentivize honest
communication and ensure learning quality comparable to full cooperation. Lastly,
we empirically demonstrate the effectiveness of our incentive scheme on a standard
non-convex federated learning benchmark. Our work shows that explicitly mod-
eling the incentives and actions of dishonest clients, rather than assuming them
malicious, can enable strong robustness guarantees for collaborative learning.

1 Introduction

Recent years have seen an increased interest in designing methods for collaborative learning, where
multiple participants contribute data and train a model jointly. The premise is that the participants
will then be able to obtain a better model than if they were learning in isolation. Most prominently,
federated learning (FL) (Kairouz et al.l|2021) provides a method for training models in a distributed
manner, allowing data to stay with institutions, while still harvesting the benefits of collaboration.

An underlying premise for the success of collaborative learning schemes is that the participants
contribute data (or gradient updates) relevant to the learning task at hand. However, when participants
are in competition on some downstream task, they may have an incentive to sabotage other participants’
models. For instance, firms that are competing on the same market can often improve their machine
learning models by having access to their competitors’s data, but at the same time will likely benefit
from a gap between the quality of their models and those of other firms.

These conflicting incentives raise a concern that collaborative learning may be vulnerable to strategic
updates from participants. Previous work has empirically demonstrated that irrelevant or malicious
updates can negatively impact collaborative learning (Tolpegin et al.| |2020; |Kairouz et al.| [2021). In
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particular, if a subset of participants is modeled as fully-malicious (Byzantine) agents, that collude in
a worst-case manner, it is known that optimal convergence rates contain a leading-order term that
is based on the fraction of Byzantine agents and is irreducible as the number of players increases
(Yin et al.} 2018 |Alistarh et al.,[2018)). This suggests that collaborative learning in the presence of
strategic behavior may often not provide asymptotic benefits over learning with one’s own data.

Contributions In this work, we study collaborative learning in the presence of strategic behavior
by explicitly modeling players’ competitive incentives. We consider a game between multiple players
that exchange updates via a central server, where players’ rewards increase both when they obtain a
good model for themselves, and when other players’ models perform poorly.

We study two important instantiations of this collaborative learning game: mean estimation with a
very general action space and strongly-convex stochastic optimization with attacks that add gradient
noise. We show that players are often incentivized to strongly manipulate their estimates, rendering
collaborative learning useless. To remedy this, we suggest mechanisms inspired by peer prediction
(Miller et al., 2005), that penalize cheating players using side payments. Our results on stochastic
optimization rely on a novel recursive bound for the squared norm of differences in SGD-iterates
between a clean trajectory and a strategically corrupted trajectory. Meanwhile, we show that side
payments can be avoided in the mean estimation case, using a novel communication protocol in which
the server sends noisy estimates back to players that are suspected of cheating. Our mechanisms
are solely based on observable player behaviour, and recover near-optimal convergence rates at
equilbrium. Furthermore, expected payments cancel out when all players are honest, so that players
are incentivized to participate in the training, rather than use their own data only, despite the penalties.

Finally, we conduct experiments on the FeMNIST and Twitter datasets from LEAF (Caldas et al.
2018)) and demonstrate that our mechanisms can incentivize honesty for realistic non-convex problems

2 Related work

Game theory and collaborative learning Many works that study connections between FL and
game theory focus on clients’ incentives to participate in the training process at all (see [Tu et al.
(2021)) for a recent survey, and |(Gradwohl & Tennenholtz] (2022) for an analysis of how this relates
to competition). Similarly, Karimireddy et al.| (2022)) study incentives for free-riding, i.e. joining
collaborative learning without spending resources to contribute data. In contrast, our setting covers
clients that strategically manipulate their updates in order to damage other participants’ models.

Another line of work studies FL as a coalitional game theory problem, in which the players need
to deal with potential issues of between-client heterogeneity by deciding with whom to collaborate
Donahue & Kleinberg| (2021alb). Optimal behavior under data heterogeneity is also studied by
Chayti et al.|(2021)), while |Gupta et al.[(2022) studies invariant risk minimization games in which
FL participants learn predictors invariant across client distributions. In contrast, we study FL as a
non-cooperative game and seek to address strategic manipulation, rather than data heterogeneity.

Robustness in federated learning The robustness of FL to noisy or corrupted updates from clients
has received substantial recent interest, see Shejwalkar et al.| (2022) for a recent overview. One line
of work studies federated learning in the context of various data corruption models, e.g. noise or
bias towards protected groups (Fang & Yel 20225 |Abay et al., 2020). In contrast, we study strategic
manipulation by clients as the source of data corruption.

Clients attacking the training are typically modeled as Byzantine (Blanchard et al., 2017} |Yin et al.,
2018} (Alistarh et al.| [2018)), adversarially seeking to sabotage training by deviating from the FL
protocol in a worst-case manner. The goal of Byzantine-robust learning is to achieve guarantees in
that setting. Similar models have been studied in a statistical context, where data is stored at a single
location and so communication is not a concern (Qiao & Valiant, 2018}; | Konstantinov et al., [2020). In
contrast to these works, we model manipulation as a consequence of competitive incentives rather
than maliciousness and analyze client behaviour using game theory (Osborne & Rubinstein| [1994).
Rather than focussing on robustness to manipulations, we aim to prevent manipulation alltogether.

Peer prediction mechanisms Our mechanisms for inducing honesty are closely related to peer
prediction that aims to incentivize honest ratings on online platforms. In their seminal paper,



Miller et al.|(2005) suggest paying raters based on how much their rating helps to predict other
raters’ ratings. While they require a common prior shared by all raters and the mechanism designer,
Witkowski & Parkes| (2012)) extend their results relaxing that assumption. Closely related to our work,
Cai et al.|(2015) suggest to incentivize crowdworkers to produce accurate labels by paying them
more, the better their label gets predicted by a model estimate from other workers’ data. Meanwhile,
‘Waggoner & Chen|(2014) prove that peer prediction elicits common knowledge, rather than truth
from participants. Lastly, while |[Karger et al.|(2021) find that peer prediction can elicit subjective
forecasts of similar accuracy as scoring based on the ground truth,|Gao et al.| (2014) demonstrate that
human raters can end up with dishonest strategies despite the existence of honest equilibria.

3 Competitive federated learning

In this section, we present our framework on a high level and explain how it models competitive
behaviour in FL. In this generality, however, it is impossible to analyze the problem quantitatively.
We therefore define specific instantiations of the framework, which we study for the rest of the paper.

3.1 General framework

Overview Throughout the paper, we assume that there are N > 2 players, who each have a private
dataset. The players participate in an FL-like procedure, which takes place over multiple rounds and
requires them to send messages with information relevant to update a centrally trained model at every
step. In our setup, players act strategically and competitive pressures might incentivize them to try to
corrupt other players’ models. This is done by manipulating updates sent to the central model, while
simultaneously keeping track of an unmanipulated private (presumably more accurate) model.

To model the participants’ strategic interactions, we need to define a game by specifying their action
spaces and rewards. To this end, one needs to specify: their attack strategies, that describe whether
and how they will corrupt their messages to the server; their defense strategies, which describes how
they postprocess the server’s updates to defend themselves against others’ manipulations; and their
rewards, in a way that reflects the quality of learning and the competition between them. Given
these components, we are interested in the Nash equilibria of the corresponding game, in order to
understand strategic behavior in FL and how it affects the quality of the players’ models.

Formal setup We denote the samples of each player i by 2° = {z%,... 2%}, where z € X, and
assume that {2} : i € [N],j € [n]} are not necessarily independent samples from an unknown
distribution D € P(X). For simplicity, we assume that all players have an equal number of samples
n. Players communicate via an FL-like protocol, through which a central server model 6% € R is
updated. The intended goal of this procedure is to find a value for #° that minimizes a loss function
fp(0). Note that because D is unknown to the players, they can benefit from honest collaboration.

The protocol consists of 7' rounds and the central model is initialized at some 65 € R?. At time
t=1,2,...,T the server sends the model 67 to all participants. Each agent  is then meant to send an
update g;(0%,z?) to the server, for some function g; : R x X™ — R?. For example, in the standard
FedSGD setting, fp(0) = Eyep[f.(0)] for functions f, : R* = Rand g = & Y. V[, (67) serves
as an estimate of the gradient of f evaluated at the data of player i. Each player i then sends a message
m¢ € R to the server (which may or may not be equal to g;(6;, 2*)). Finally, the server computes a
new model 05, , = Agg(0:,m{, m?,...,m}), via an aggregating function Agg : R% x RV*4 — R4

(for example, in FedSGD this will be a gradient update computed as m; = % Zf\il mi).

Players’ strategies At every step, the players take two decisions: how to attack by sending a
manipulated estimate to the server, and how to defend themselves from unreliable estimates when
updating their locally tracked model based on information received from the server. Formally, we
assume that each player i € [N] chooses (potentially randomized) functions al, a, ..., a’ and
di,...,d%, that describe their behavior for the attack and defense stages at every time step. These
functions are chosen from two respective sets of possible actions <7 and 9. The tuple of chosen
actions p’ = (ai,...,ak,di, ... d%) € /T x 97 represents the player’s global strategy.

In the most general case, the attacks and defenses of each player ¢ may take into account all
information available to the player, throughout the history of the optimization process. At time ¢ this



include the models 65, . . ., 05 received by the server; the local models 6%, ..., 0; the player kept at
previous iterations; the attack strategies af, ..., a; used up to time ¢ (e.g. to correct for one’s own
faulty estimate at time ¢); as well as additional randomness &7, . . . , {; sampled at each round.

Players’ rewards Each player aims to obtain a final model 6} 1 that approximately minimizes
I (0% +1)- Crucially, their reward also depends on other players’ models. Specifically, we assume
that each player 4 has a reward function R? : RNV*4 x P(X) — R and receives the reward

Ti :RZ (6’}"+170%+17-"76’11Y+17’D) . (1)

Note that the messages m! sent by players and thus 6%, 1 and each player’s reward depend not only on

players’ strategies, but also on the particular realization of their samples x*. We thus focus on expected
rewards, averaging out the effects of particular realizations of players’ samples and randomness in
their strategies. We study the vector of expected rewards E(r', ... r") and its dependence on the
strategy profile, that is on the distribution of strategies p = (p', p?,...,p"") chosen by each player.

Assumptions on players’ behaviour To analyze players’ behaviour, we make two assumptions,
giving rise to a classic game-theoretic setup. The first is that players seek to maximize their expected
reward, as defined above, i.e. players are rational. In addition, since the reward of each player depends
on the actions of the other players, players account for the actions of the others, which means that
their behavior is strategic. A natural solution concept in this context is the Nash equilibrium (Nash,
1951). This describes a strategy profile in which no player can improve their reward by unilaterally
changing their strategy. In our case, this classic notion translates to the following definition.

Definition 1. Let p = (p',p?,...,p") € (P(&7 x @T))N be a strategy profile. Then p is a
(mixed) Nash equilibrium if:

vp* € P(T x 27) and Vi € [N] :E(ri(pl,...,pi,...,pN)) Z]E(ri(pl,...,p*7...,pN)),

where the expectation is taken with respect to the randomness of the data and the players’ strategies.

3.2 Specific instantiations: mean estimation and stochastic gradient descent

We study two specific cases of the game, each modeling a fundamental learning problem. The first
is single-round mean estimation (Sections [4] and [3)), which correspond to the general setup with
T =1, fp(0) = ||0 — p||?, where u = Ex.p(X), and the updates g being the sample means of the
players. The second is multi-round stochastic optimization of strongly-convex functions fp () via
SGD (Section[6), in which case the updates g are stochastic gradient estimates based on players’ data.
In the corresponding sections, we define natural rewards that model the competing incentives.

Strategy spaces To describe the attack strategies, in both cases we model attacks that send a noisy
update g(0%, %) + a&L, for normalized zero-mean noise & and an attack parameter o € R, to the
server. Up to a certain magnitude of o}, these attacks have a natural interpretation as the act of hiding
a random subset of a player’s data. In addition, the o} parameters have a natural interpretation as the
of aggressiveness of the player. In the case of mean estimation, we are also able to analyze much
more general attack strategies that can adjust o based on the players’ samples z* and additionally
allow for adding a directed bias to the communicated messages.

For the defense strategies in the mean estimation case, we consider a defense strategy that corrects the
mean estimate received from the server for the player’s own manipulation. The player then computes
a weighted average of the result and the their local mean. The weighting parameter 3¢ used then
has a natural interpretation as the cautiousness of the player. In the SGD case we directly provide
mechanisms that incentivize honesty at the attack stage, making potential defenses redundant.

4 A single-round version of the game: competitive mean estimation

In this section we analyze a single-round version of the game, in which players aim to estimate the
mean of a random variable X € P(R?). Specifically, we consider the game defined in Section
in the case of 7' = 1 rounds. Players sample from a distribution D € P(R%) by first independently
sampling a random mean p; ~ D,, and "variance" o7 := E|| X* — ;|| ~ D, (this models potential



heterogeneity between clients), and then receiving (conditionally) independent samples from a random
variable X* with mean y; and "variance" 0. We call u = Epu;, 0% = Eo? and 02 = E||p — u,|*.
We assume that players do not know the distributions D, and D,.

Each player wants to estimate the global mean p as well as possible. During the smgle communication
round, the players are meant tq communicate the mean of their samples: g; (65, z%) = 1 Z =1 T
Instead, they send messages mj. The server aggregates the received messages by averaging them, so
that 05 = % Zf;l mj. The players then receive the value of 65 from the server and use their defense

strategy to arrive at a final estimate 03 = d(65, x*) of the mean. For simplicity of notation, we ignore
the dependence of all values on the time ¢ = 1 in the rest of this and the next section.

Reward functions To model competitive incentives, the reward of each player needs to increase as
their own estimate of the mean becomes better, and as the estimates of other players become worse.
Therefore, a natural reward function is:

Zj;éi 167 — ]|
N -1

for some A\; > 0. The value of \; quantifies to what extent player ¢ prioritizes the quality of their
own estimate over damaging the estimates of the other players.

RUO,....0N p) = = Adll0" = %, 2

Attack strategies We assume that players choose what estimates to communicate by demdlng how
to perturb the empirical mean of their data. Specifically, each player i selects parameters o’ (z*) >
0,b'(z") € R? based on their sample, in a potentially randomized manner, and communicates:

mt =z + o' (¢ € + b (z?), 3)
where z° = + =iy @%, E[¢'] = 0 and E[|¢||* = 1. Here Z" is the standard empirical mean of 2*,

while o’ represents the magnitude of the noise player ¢ adds to the estimate and bé(z*) is an additional
bias term. Note that the case of b*(z*) = 0 recovers the data-hiding attack discussed in Section

In order to prevent "non-general" strategies, such as simply setting m? = y, that cannot be analyzed
properly as their success depends on the true parameter p, we assume that players do not base their
strategies on guesses about y beyond the information they obtained from Z*. Formally, we assume

E <zl — p, b (27) >=0. 4)
This prevents b from linearly encoding additional knowledge about / and for example holds whenever
b7 (x7) is independent of the residuals 77 — . We also assume that the noise variables £* are
independent of each other and all :z:éC and o (z*), but make no further distributional assumptions
about £°. Indeed, all of our theorems will hold regardless of any additional assumptions about &°.

We denote this set of attack strategies as .27 Each element in 2/ can be uniquely identified via the
distribution of the noise £’ and the functions of(z*) and b’ (x?). As o = b = 0 can be interpreted as
covering the fully collaborative case, while «r, b — oo covers the fully malicious case, the (adaptive)
parameters «, b have a natural interpretation as measures of the aggressiveness of a player.

We also note that these attacks are very general: m‘(J:') z' can always be written as the sum of a

determinstic component b(z*) and zero mean noise &(z"), such that (@) and the fixed distribution of
& are the only assumptions separating us from the most general possible set of attacks strategies.

Defense strategies In the defense stage each player uses the received estimate 0° = m =
~ Zfil m' and their local data z* to compute a final estimate of the unknown mean. Two ex-

treme approaches for player i are being fully cautious and using their local mean Z° only, or fully
trusting other players and computing the average of all sent updates, corrected for their own manipula-
tion, that is m* = % (N 0° —m' + 551). We consider defense strategies that take a weighted average

of these two extremes: Each player i chooses a parameter 3° € [0, 1] and constructs a final estimate
0" = (1 — pgHYm' + piz’. (5)
Denote the described set of defenses, as . Each element in & is uniquely identified via the

corresponding parameter S with 5 = 0 and 5 = 1 covering the extreme cases from above. Since
can be used to interpolate between these two extremes, it can be seen as a measure of cautiousness.



We do not cover more complicated defense strategies for two reasons: First, our proposed mechanisms
will incentivize players to be honest even without any defenses such that more advanced defense
mechanisms are not necessary. Second, as defenses can be seen as a method for mean estimation,
analyzing the optimality for general classes of defenses would be fundamentally challenging for
d > 3 due to Stein’s Paradox (Stein, |1956), even for a single player version of our game.

4.1 Expected rewards and Nash equilibria

We now analyze the game with strategy set (&7 x 2). As the specific distribution of ¢! does not
affect the players’ rewards, the attack and defense strategies are for all relevant purposes uniquely
determined by the functions «, b, and /3 respectively. We abuse notation and consider (o, b%, 3*) as
the strategy of player . First we derive a formula for the MSE of a player, for a fixed strategy profile.

Theorem 4.1. Let D be as described above. Then the expected mean squared error (MSE) of player
€ [N] for any strategy profile ((a*, %, 8Y), ..., (a™ b, BN)) € (o x 2)" is

) . 2 1 o
E (0" ul?) = (1= 5 | 7 + —+—ZEaJ %) + <mEI YV @)
J#i JFi
o 0 2 N a;
(B (- +o)+2(1-8) 85 + )

This is proven in Appendix [C|similar to the bias-variance decomposition. This result allows us to
analyze the expected rewards defined by equation (2)) of the players for any strategy profile.

One can immediately see that there is no incentive for players to cooperate as long as 3* < 1: other
players j can always increase their reward by increasing E(a’(27)?) (unless it is already infinite).
But for finite E(a’(27)?) and E|| 3=, b/ (27)]|?, the optimal 3" can be shown to never equal one,
such that equilibria are only possible "at infinity":

Corollary 4.2. The game defined by the reward in equation (2)) and the set of strategies </ x 9 does
not have any (pure or mixed) Nash equilibrium for which E(a? (27)2) and E||b? (27)||? are finite for
all players.

For details, see Appendix [C] This shows that our defenses are unable to prevent maximal dishonesty
by at least some players and formalizes a simple intuitive observation: as long as a player considers
other players’ updates at all, others are incentivized to reduce the information their updates convey
about their samples. As at equilibrium at least one other player will infinitely distort the server
estimate m, no player can benefit from collaborative learning without modifications to the protocol.

5 Mechanisms for incentivizing honesty

Given the impossibility of successful learning with rational competing agents in the simple mean
estimation setting, we shift our focus to modifications of the protocol that allow for honest Nash
equilibria (that is, equilibria where o (z;) = b/ (2?) = 0, V). To this end, we design two mecha-
nisms that seek to penalize dishonest players proportionally to the magnitude of their manipulations
(and, thus, the damage caused to other players). Note that this is complimentary to robust estimation
methods (Diakonikolas et al., 2019)) that can reduce but not eliminate the impact of manipulations.

The first relies on explicit side payments and requires transferable utility (that is, the existence of an
outside resource R such as money, that is valued equally and on the same scale as the reward R by
all players). The second is a modification of the FL protocol, in which the server adds noise to the
estimates it sends to players that have sent suspicious updates. Importantly, for both mechanisms,
the penalties can be computed by the server without the need for knowing o, b® or other additional
information beyond the players’ updates, and without prior knowledge of the true distribution D.

5.1 Efficient solution for fully transferable utility

We first consider the case of transferable utility. In this case, we introduce a more general penalized
reward for player ¢, which is given by

R; = Ri(el’ .. .,GN,,U) _pi(mlv R 7mN)'



Here p'(m?!,...,m") denotes a penalty paid by player i to the server, measured in terms of the
resource R and depending on the messages that the clients sent. As players value the reward and
resource equally, they optimize for R}, instead of R".

Inspired by peer prediction (Miller et al.,|2005)) we consider a penalty for player ¢ proportional to the
squared difference between that player’s update and the average update sent by all players:

pi(ml,...7mN):C’||mi—m||2, (6)

for some constant C' > 0. This is a natural measure of the “suspiciousness” of the client’s update. In
order to prevent excessive payments for honest players, we redistribute the penalties as

. ) Cllmd — ml2
p”(m17...,mN):C||ml—m||2—z Hm mH
—  N-1
JFi
This redistribution also makes it possible to implement our mechanism in a decentrally with messages
sent publically, if players are able to credibly commit to the implied payments to other players.

Theorem [5.1] establishes that this penalty can incentivize full honesty for the right choice of C:
Theorem 5.1. In the setting of Theorem[d.1|for the penalized game with rewards

Zj;ﬁi 167 — pf|?

i N
Ry = N-1 )

= Ni[l6F = pl|* = p (. m
the strategy profile o/ = b’ = 9 = 0 for all j is a Nash equilibrium, whenever C > W and
maximizes the sum of all players’ rewards among equilibria whenever X > 1 for all players.

At this equilbrium, the expected penalty p'(m*, ..., m") paid by each player i is equal to 0. Each
player is incentivized to participate in the penalized game rather than relying on their own estimate,
whenever N > 2, the other N — 1 players participate at the honest equilibrium, and \; > ﬁ

Intuitively, our incentive mechanism is effective because o’ and b’ only affect the first term of the

original reward of player ¢ (equation[2), as well as the penalty, to which they contribute at most as

# and —%C respectively. At the honest equilibrium every player’s MSE is in O(%) such

that for large N a player can strongly improve their own error by joining the collaboration, while
barely affecting others’ errors. For a complete proof consider Appendix

Theorem [5.1] shows that our mechanism fulfills two desirable properties: (budget) balance and
(ex-ante) individual rationality/voluntary participation (Jackson, [2014). The first proBerty means
that the server neither makes a profit nor a loss. The second holds as long as \; > W=z and the

other players take part in the optimization, and means that a player will receive better reward at the
game’s equilibrium, than when learning with their own data, despite the penalties assigned by the
server. While non-honest equilbria exist, these are difficult to coordinate on (as they lack the natural
symmetric Schelling point of honesty), while also yielding less total reward summed across players
than honesty, such that there is no strong incentive for such coordination.

5.2 Non-transferable utility

We now discuss a way to achieve similar results in the case of non-transferable utility, where players’
rewards are not translatable to monetary terms. Instead of modifying players’ reward function, we
modify the FL protocol, altering the server’s messages to players. This effectively results in a robust
learning algorithm that the server can implement. We do so by letting the server send noisier versions
of its mean estimate to players whose messages suspiciously deviate from the average of all players’
updates. The penalization scheme is designed in a way such that players receive expected rewards
E(R?") similar to the expected penalized rewards E(R?,) in the previous section. This is conceptually
similar to methods against free-riding (e.g. Karimireddy et al.|(2022))), which often tie the accuracy
of the model a client receives in an FL setting to the client’s overall contribution to model training.

Sy 109 —ull?

Theorem 5.2. Consider the modified game with reward R* = i||0F — pl|?, where

N-1
player i receives an estimate m + / Ce*||m* — m|| for independent noise €' with mean Ee* = 0
" . " i . L _
and "variance" El||€'||* = 1, instead of the empirical mean m, from the server. Then honesty



(@' =0,b =0,p" = CLH) is a Nash equilibrium, as long as C' > m and \; > ﬁ
Furthermore, honesty maximizes the sum of all players’ rewards among equilibria whenever \; > 1

for all players.

. 2
For fixed \; = M\ )k > 1l and C = W E (|6 — pl|?) = O (Z‘\T,—i + %}) and players are
incentivized to participate in the penalized game rather than relying on their own estimate, whenever
N > 2, the other N — 1 players participate at the honest equilibrium and \ > 1.

Essentially, the noise added by the server increases the expected MSE for player i by C||m? — m||?,
producing similar incentives as in Theorem [5.1] Theorem [5.2]is proven in Appendix We obtain
voluntary participation if at least two other players participate at the honest equilibrium and A > 1.

The benefits of modeling clients’ rationality Note that at the equilibrium, players’ MSEs are of
the same order as if all clients honestly communicated their sample means. In particular, when o* = 0
(i.e. homogeneous clients), this is in contrast to known negative results for worst-case poisoning
attacks|Qiao & Valiant|(2018) and single-round Byzantine robustness Alistarh et al.|(2018)). In this
sense, our modified protocol acts as a robust and efficient collaborative learning algorithm. This is
possible because our data corruption model is derived by explicitly modeling clients’ incentives.

6 Beyond mean estimation: stochastic gradient descent

We now extend the ideas from the last section to multi-round collaborative Stochastic Gradient
Descent (SGD) in the FL setting. We show that under stronger assumptions, mechanisms similar to
those described in Section 5.1]can still provide arbitrary bounds on manipulations by rational players.
Again, this is complimentary to methods for robust federated learning such as median-based gradient
aggregation that can reduce but not eliminate the impact of existing manipulations.

6.1 The game and rewards

We consider a T-round version of the game described in Section[3] The FL protocol is designed to
minimize a loss function fp(6) over a closed and convex set of model parameters § € W C R that
contains the global minimizer of fp(6) . At every time step ¢, each player is meant to communicate
an update g;(0;,x") with expectation V f(6;). We denote by ei(6;) = g.(0f,2") — Vf(6,) the
difference between the gradient and the estimate, which is a deterministic function of 6, for fixed data
%, but is assumed to fulfill E,:ei(0) = 0 for all §, and to be independent across time and players.
Intuitively, fp (@) can be thought of as an expected loss E,..p f.(#), for which player ¢ computes
approximate stochastic gradients as V fz;'( 5 1) using their ¢-th sample xi. The message sent by

player 7 is termed mi. The server averages the received messages to compute a gradient estimate
m¢ = % >, mi and updates the parameter 6 via 05, ; = Iy (6; — ~,17;), using a fixed learning rate
schedule ~y; and the projection Ily, onto W. Finally, the server sends the updated 67, ; to all players.

Strategies and rewards We consider attacks of the form m} = g,(0, x%) + ai¢l, that is, the true
gradient estimate plus random noise of the form ai&}, where B¢ = 0, E||&||? = 1 and &; is sampled
independent from the other &/, and the algorithm’s trajectory. The set of attack strategies .49 is then
described by the sequence of aggressiveness parameters ' > 0, which we assume to be selected
in advance, independent of the optimization trajectory. Since defenses were already ineffective for
mean estimation, we directly focus on mechanisms and only consider adjustments to the server’s

final estimate for the noise player ¢ added themselves in the final step 7 0%, = 0p — SE&L.
The assumption of non-adaptive strategies is needed to avoid complicated dependencies between
successive SGD rounds and more sophisticated attack strategies are beyond the scope of our analysis.

We do not consider a bias term for these attacks. Our unbiased attacks have natural interpretations,
both in terms of hiding randomly selected data points and differential privacy defenses, and unlike in
the mean estimation case, the effects of a fixed-direction attack on the loss fp(6) can strongly depend
on the current estimate 6] and the attack’s precise direction, making it substantially harder to analyze
such attacks. That said, it is easy to see that if the server aims to optimize fp(671) and is allowed to
shift its estimate 0} to defend against fixed-direction attacks at every step ¢, the fixed direction attacks
would be neutralized by the server at any equilbrium, unless they inadvertently improved fp(0741).



Given these strategies and a Lipschitz function U; : RN — R, player i aims to maximize the reward
Ry = U (F(O07 1) [(0741))- M

It is easy to see that this game does not always have an equilibrium and players are often incentivized
to lie aggressively. In particular, we recover the mean estimation setting with 5* = 0 when setting

Ui(a) =3, 10— 072 = Xil|0 — 0|2, T = 1,6y = 0and y; = 0.5, as 2516 — 27 ||* = 2(6 — 27).

Our next result establishes that players can be incentivized to be arbitrarily honest, using a penalty
scheme similar to the one in Section[5.1} Again, penalties are redistributed such that players’ penalties

: i ;o P | J
have zero expectation whenever oy = o for all , j, . We set my = & E -m; and

b, = U (i) S0F1) thllmt A ey S Gl

k#i t
for constants C. With this penalized reward we prove:

Theorem 6.1. Assume f is B-smooth and L-Lipschitz on W and m-strongly convex on R® ( See
Appendix [Z]for definitions of these properties). Also assume that for all © and t the gradient noise e;
is B’-Lipschitz with probability one and that there exist scalars M > 0 and My > 0, such that for

all t:
(ex(09)II”) < M + My [V £(67))]13- (®)
for an integer constant n > 1, such that

Es,(

. 4 1
Set the learning v = nmtm < B(Mvy /N+1)

4
nm-+tm
Then if U* is |1 -Lipschitz with constant Ly; for all players i, all player’s best response strategy fulfill

8LLy N ; . ; . ,
al < W independent of other players’ strategies. If ot = ], Vi, j, t, each player’s
_ 8LLyN

expected penalty is 0. Fore > 0, C* > 3T yields o < e for rational players. In that case,
if in addition W is bounded and we have that P(3t < T : Iy (6 — vymy) # 0f — vmu) € O(57),
we get E (f(0r.41) — f(8%)) € O(FAES) + O( ).

Intuitively, small perturbations of gradient estimates sent to the server should only have a small effect
on the final learnt model. Formally, our assumptions allow us to inductively prove bounds on the

difference between the values of Ef (67, ;) in a clean (a} = 0) scenario and a scenario with other

values of a!. By setting C* large enough, we can then ensure that the penalties paid by a dishonest
player always outweigh their effect on the final model. The condition on Il ensures that SGD is
not slowed down by pI‘O]CCthHS and holds for "sufficiently large" distances between the boundary of
W and 6. See Appendix [E.2|for more details on this and the theorem proof. Theorem- implies
that for sufficiently large C despite all players acting strategically, the model converges at speed
comparable to when all clients share clean updates (where the convergence rate is O (37 LM 7 )+ O(7 77))s
thereby ensuring full learning benefits from the collaboration. Moreover, as long as all players are
equally honest, this is achieved with zero expected penalties for players and thus with budget balance.

7 Experimental results

To verify that our mechanisms can work for SGD in the non-convex case we simulate FedSGD
McMahan et al.| (2017) with clients corrupting their messages to different degrees, and record how
players’ rewards and penalties are affected by their aggressiveness « for different penalty constants
C. The o} that empirically maximizes a player’s reward is an approximate best response for a given

C and fixed ai for j # i, and should thus be small for a successful mechanism.

First, we simulate FedSGD, treating each writer as a client, to train a CNN-classifier using the
architecture provided by (Caldas et al.|(2018) for the FeMNIST dataset that consists of characters and
numbers written by different writers. Second, we train a two-layer linear classifier with 384 hidden
neurons on top of frozen "bert-base-uncased" embeddings on the Twitter Sentiment Analysis dataset
from Caldas et al.|(2018). In both cases, we randomly select m = 3 clients and compute a gradient
estimate g; for the cross entropy loss f using a single batch containing 90% of the data provided by
the corresponding writer at time step t < 7' = 10650|'} We test on the remaining 10% of the data.

T was selected as 3 times the number of writers in the FeMNIST dataset, as reported by |Caldas et al.|(2018).
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Figure 3: Average reward R;(C) received by players in group A for ap = 0 and varying a 4.
Different colors represent different penalty weights C'. Results are averaged over 10 runs and error
bars show the standard error.

For both experiments, we randomly split writers into two groups A and B containing one and two
thirds of the writers respectively, and corrupt the gradient estimates (m¢); = (gi); + aa(£}); sent by
players in group A for each weight tensor and bias vector [ separately, by adding isotropic normal
noise (£}); with "variance" E||(£!),]|> = 1. We do the same with ap for group B. At each step,
the three corrupted gradients are then averaged (weighted by the corresponding writers’ datasets’
sizes) to m;, which is used to update our neural network’s parameters §; with learning rate 0.06,
i.e. 641 = 0; — 0.06m;. Unlike in our theorems, writers reuse the same data points whenever they
calculate gradients. In the clean case (ay = ap = 0), our final models achieve a test accuracy
of 86% on FeMNIST E] and 63% on Twitter. We record both the cross-entropy loss f achieved
by the final model 67 on the test set, as well as the sum of the squared deviations ||m} — m||?
incurred by each individual client ¢ across all steps. This allows us to calculate the estimated reward
RL(C) = f(0r) — Yo T(D)Clmi — mel|? + 3 325 Srg Le()L(k)Cllm} — i ||? received
by every player for penalty weights C held constant over time, where I;(5) is a binary indicator equal
to 1 whenever player ¢ provided an update at time ¢.

Figure [3| shows the average reward R;(C’) received by players in group A for ag = 0 and a4
varying on the x-axis for different penalty weights C'. It clearly shows that penalization decreases
players’ gains from adding noise even in the non-convex case, and that near-zero noise is optimal for
players given sufficiently large penalty weights C. At the same time, despite client heterogeneity, the
penalties paid by honest players are small: In the FeMNIST experiments, if all players are honest, an
overwhelming majority (98%) of players end up paying less than 0.0031 on average (over 10 rounds),
even at C' = 0.0002. This is an order of magnitude under the increase in loss from moving from
aa = 0to ayg =9, which is already disincentivized for the substantially smaller penalty constant
C = 5e — 5. On the Twitter dataset, noise has a larger effect on the loss (the loss is degraded by
0.084 already at noise level a4 = 5 compared to 0.034 at noise level a4 = 9 for FeMNIST). This
means that larger penalty weights are necessary to incentivize honesty. Correspondingly, the 98th
percentile of penalties paid at the largest considered penalty level C' = 0.002 is also larger (0.0243)
than on FeMNIST. Additional experimental results can be found in Appendix

8 Conclusion

In this paper, we studied a framework for FL with strategic agents, where players compete and aim
to not only improve their model but also damage others’ models. We analyzed both the single- and
multi-round version of the problem for a natural class of strategies and goals and showed how to
design mechanisms that incentivize rational players to behave honestly. In addition, we empirically
demonstrated that our approach works on realistic data outside the bounds of our theoretical results.

?For comparison, |Caldas et al[(2018) aim for an accuracy threshold of 75% using 5% of the training data.
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A Ethical considerations

Our theoretical results establish that penalties average out to zero in expectation, but substantial
client heterogeneity can still cause large payments for individual honest participants. Despite our
experimental results indicating that variance can be manageable even for real-world data, this is
problematic for two reasons: The first is about fairness: Paying some honest participants large
amounts, while demanding large amounts from others, based on what essentially amounts to luck is
problematic, especially when the participants are individuals rather than firms, and when the nature
of the problem might make it difficult for participants to gauge the order of magnitude of payments
in advance. The second is about diversity: Clients that expect their data to deviate strongly from
the mean of the overall data distribution might opt to not participate in FL. with our mechanisms,
even though underrepresented types of clients can provide data that is crucial to a model’s broad
performance and generalization. In our formalism, this problem is obscured by the assumption that
all participants sample their data independently from the same distribution, and are unable to predict
whether or not their data represents outliers.

Correspondingly, it is important to keep penalty weights C' as low as possible to reduce the likelihood
of overwhelmingly large penalties, only apply our framework in the context of firms rather than
individuals (for whom competitive incentives might often play less of a direct role either way), as well
as ensure that the our assumptions about a common data distributions are plausible for the problem at
hand. The former can be particularly challenging for non-convex problems, or convex problems with
unknown problem parameters, for which no strong candidate for C' can be established theoretically.

Furthermore, our results do not establish collusion-proofness of our mechanism. While we expect
our mechanism to be collusion-proof against small coalitions, there is a problem once the colluding
coalition is large enough to significantly affect the mean estimate, as the shifted mean would reduce
the penalty paid by each member of the coalition.

B Additional results

B.1 Nash equilibria in the mean estimation game under bounded attacks

The conclusion that no Nash equilibria exist in the mean estimation game described in[4]is rather
intuitive, since all participants have an incentive to send as modified an update as possible, therefore
damaging the other players’ estimates. In practice, however, attacking in an unbounded manner,
that is, sending updates very far from the true mean, may not be plausible. Indeed, if most players
send their true mean, one expects the variance of the estimates that the server receives to be of order

2 . . . .
O (% + af). Therefore, players might in practice be reluctant to send estimates that are further
than A,/ %2 + o2 away from there true local mean, for some constant A.

We therefore consider the same game as before, in the case when an upper bound A on the
parameters o' is given. Denote the resulting set of attack strategies by o7a. Since @74 C &/,
Theoremholds for the joint set of strategies (2" x 2). Then we have the following
Corollary B.1. In the setup of Theorem[d.1] if the set of available strategies is /5 X 9 for some
constant A > 0, the only Nash equilibria of the game with b*(x*) = 0 fixed for all players i are the
strategy profiles for which:

A2
(%2 +02)N + A2
Furthermore, at each of these equilibria the value of mean squared error of the estimate of each
player i is

loi| = A and B' =

Vi e [N]. ©)

2 1+ 4%
E (10 — ul2) = (Z + 42 W tos
(1 = 1P) = o +0D)
Stoi

As aresult, whenever A = O(1), each player’s estimate at any Nash equilibrium achieves a mean

squared error of O (]‘\T,—i + %f) , which is of the same order as the MSE of the estimates that would

have been obtained in a fully collaborative setting.
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B.2 Additional details on experiments

The network we train is based on the network used in the LEAF repository E] but implemented in
pytorch Paszke et al.| (2019). It consists of two convolutional layers with relu activations, kernel size
5, (2,2) padding and 32 and 64 filters, respectively, each followed by max pooling with kernel size
and stride 2. After the convolutional layers, there is a single hidden dense layer with 2048 neurons
and a relu activation, and a dense output layer. All experiments were conducted using a single GPU
eaclﬂ per run.

group B
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Figure 7: Average reward R};(C ) received by players in a group for different values of @4 and ag.
Different colors represent different penalty weights C. Results are averaged over 10 runs and error
bars show the standard error.

We downloaded the FeMNIST and Twitter datasets using the code provided at
https://github.com/TalwalkarLab/leaf/tree/master/data/femnist, opting not to filter writers
that only have produced a small amount of samples. Correspondingly, our FeMNIST dataset contains
817851 examples of handwritten digits and characters written by a total of 3597 writers rather than
the 805263 samples from 3550 writers reported in|Caldas et al.| (2018)).

Figures [4] 5} [6] show results similar to[2]for a g fixed to 1 instead of 0 (Figure[d), or ap varying while
a4 is fixed to 0 (Figure[), or 1 (Figure[6), respectively. As payments are redistributed, the average
payments for players in group B increase slower with a g, as each individual’s increase in payment
is partially balanced out by an increase in received payments from encountering other members of
group B (Figures 5} [6). Meanwhile, figures 4] and [6] hint at honest players receiving money when
others are adding noise: In both cases, players of one group receive slightly higher reward for larger
penalties when they are honest (aw = 0) while the other group slightly cheats (o« = 1).

It is worth noting, that we do not perform a projection step in our experiments, such that numerical
instabilities become an issue for large values of . In particular, for ay > 6 or aup > 6 we regularly
observed NaN gradients on FeMNIST for one or more of our 10 runs.

Figure [I0] show histograms over the total penalty for C' = 0.0002 (FeMNIST) and C' = 0.002
(Twitter) paid by each individual client over the whole 10650 steps for the honest case of vy = ap =
0, averaged over 10 runs. Clearly, most penalties are on the order of 0.01 (FeMNIST) or 0.1 (Twitter)
, which is substantially smaller (FeMNIST) / comparable (Twitter) to the negative effects of larger
noise values on the order of 0.1, which are strongly disincentivized by the considered penalty values.

Figure[T3|shows additional results using SGD with Median-based rather than Mean-based aggregation
as a baseline that is more robust to noisy gradients. We can see that while using Median-based
aggregation helps, players can affect the loss as much as before by adding even more noise (see
Figure[TT)), such that adding noise is still incentivized. At the same time, our mechanism still works:
As can be seen in Figure [I2] rewards still decrease with increased noise for sufficiently large C.
Correspondingly, players remain disincentivized to add noise. This empirically suggests that our
mechanism can also be applied to more advanced federated learning protocols that go beyond simple
SGD with Mean-based aggregation.

3https://github.com/TalwalkarLab/leaf/blob/master/models/femnist/cnn.py
*We used assigned GPUs from a cluster that employs mostly, but not exclusively Nvidia V100 GPUs
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Figure 10: Histogram of average (over 10 runs) total penalties paid by players for vy = ap =0
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Figure 11: Mean vs Median-based aggrega- Figure 12: Median-based aggregation with
tion in the unpenalized setting (C' = 0). different penalty weights C'.

Figure 13: Results on FeMNIST with median-based aggregation: Average reward R;(C’ ) (with
penalties calculated in terms of the distance to the median rather than the mean for Median-based
aggregation) received by players in group A for g = 0 and varying « 4. Results are averaged over
10 runs and error bars show the standard error.

C Proofs on mean estimation

First we prove Theorem .1}

Theorem C.1. Let D be as described in Then, for any strategy profile
(a0, 8Y), ..., (&N, bV, 8N)) € (o x D)" and for any player i € [N], the expected
mean squared error of player 1 is:

E (]l6" = ull)
2 2 o 1 o
= (1-8) | 3+ 3+ 3 L E@ @)+ 5Bl )|
J#i J#i
20 2y 9(1 i\ i 00 O
(B (o) +2(1-8) B (5 + )

Proof. Recall that §° = (1 — p')ym’ + Biz' = (1 — )% (N6° — m' + z%) + B'z". Therefore,
0 —p=(1-p8) (% (NO* —mi +2°) — ) + B (2" — p).
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Where we can split E (|| > ](x; - ,u)H2) because of the tower law of expectation and using that

]E(mé) = ;ﬂ conditional on the value of ui; and the squared norm of the last sum factors, as all

:c; — p! terms are independent and have zero mean such that
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and so on, allowing us to inductively factor the sum.
Now, to compute the terms that depend on Y, note that by definition 6° = % Zf\il m?® and therefore:
1

Y =
N

(NGS—miﬁ—ii) — i

Define random variables:
1L 1.
— _ =1
Yl_NZm]7 }/Q_Nx_:u
J#i
so that Y = Y; + Y5. This implies that:
E(Y'Z) =E (Z' (Y1 +Y2)) =E(Z'Y1) + E(Z'Y2).

Since the value of Y7 only depends on the data of all players j € {1,2,..., N}/{i} and the value
of Z depends only on the data of player ¢, it follows that Z and Y; are independent and therefore
E(Z'Y7) = E(Z)'E(Y7).
Therefore,
E(Z'Y) =E (Z' (Y1 + Y2))
— E(2)E(V1) + E(Z'Y3)

B - )'E [+ +E((xi—u)t (jlvx_ﬂ))
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o? o?

_ 9o o 12
a TN (12)
Where the squared norm of the sum factors as all z} — p terms have zero mean, while . is a constant
and the last equality follows from the computations in (TT].

Now, by definition m’ = zJ + o (27)&7 + b7 (27) for every j € [N], where the &/ are random
variables with zero mean and unit "variance" E(||¢7]|?). Note that because Y; and Y> depend only
on the data of all players j € {1,2,..., N}/{i} and on the data of player 7 respectively, they are
independent and we get:

E(IV2])) =E (V1 +Y2[?)
=E(I1*) +E (|¥2]?) + 2B (1) E (¥2) (13)
In order to calculate the value of E (Y?) we have to compute E(Y7), E(Y2),E (||Y1]|*) and
E ([|Y2]?). We have:

1 L
EY) =E| & Z (77 + ol (27)60 + b (27))
J#i
1 i 1 L 1
= ¥ LE@) + 5 L E@E)EE) + 5 Y EW @)
J#i J#i JFi
N -1 1 o
= — J ()
N (M)+NZEb (z7),
J#i
since E(¢7) = 0 and &7 is independent from all other variables. In addition,

B = (o' - n) = B - u= U5

Next,

E(Il?) =E (|5 3 (7 + o9 @)e + 0/ () |
i

1 - . 1 S
=B {5 @ 0@+l S o @)el|?

J#i g
1 . . 1 L
L 1Y 27+ () —i—ﬁZ]E(a](aﬂ)Q)
j#i j#i i
1 » o
= N2 E 1Y @ =+ (@7)) + (N = Dplf? +fZEaJ (a7)?

J#i J#i

=%E 1Y 27—l + 11D (27) + (N = D)p? +%ZEW($J~)2)

J#i J#i J#i
! L 2| o 1 J ()2 4+ 2 i (g9)?
= 2 & HZZ(E% —WI7 |+ REIWV -~ D+ b (@) + WZE(Q (@')%)
ik i i

W) + 2BV = Dt W @I + 15 S o (09)?)

1
= ﬁE H* ZZ%

j#i k j#i j#i
1 1 o 1 o
= 2B ZH* Zl‘k WIP | + 32EIV = Dt Y ¥ @)+ 55 D E(e! (7))
e i i
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(N—-1) (o2 9 1 2 1 N
= e o Tk +W]E||(N*1)N+ij($)|| +ﬁZE(0¢ (@’)7)
[y i
Where the first squared norms factors because
1 o 1 o
Bl< 1 38 +6/(@),0 (@) ] = El< 03 (@) 2 Y& +H(0)),6 5] =0
J# J#i
as the &; are independent of all other variables and have zero mean, the E(|| 35, _; o7 (27)¢7]|?) term

factors because all o/ (27) and &; are independent (and the &; have zero mean), the b/ (27) terms
factor because E < 77 — 1, b’ (x7) >= 0 by assumption and because the Z7 — i have zero mean and
are independent of b*(z*) for j # 4. The last squared norm factors because all }, f — [ terms are
independent and have zero mean.

Finally,

1 .
E(1%1%) =& (Il ya* - l?)
=B [l S ul?
Nnj J

1 1-N
=E ”ﬂ%x H)JFTHH

— 1 2 2
=E IINnZ( — ol + 1

J

1 1 7 2 (17N)2 2
= mE ||ﬁ zj:(%‘ " |+ THHH

1 o (1-N)?
= m(ﬁ +03) + THMW

1 1 (1 N)?

——0’+—o7 +

2
= =0t o+

with the sums factoring for the same reasons as above. Substituting in (I3):

E ([Y2]) =E ([¥il*) + E ([Ya[*) + 2E (¥1) E (¥2)

(N-1) o 1 - 1 o
= DT oy LI - Dt P+ o SE@)?)
J#i J#i
1 5, 1 5, (1=N)?2 N -1 1 g (1T=N)
_ — RS o= — E J
+ 320 3t t el 2 u+N; v (ah) S n
2 2
1
=+ S Y @)
Jj#i
N —1)?
e L w e+ 2D S @ ey
J#i ];ﬁz
(N -1)° (N-1)(1-=N)
$ Oz o VO e 202N S gy
J#i
o? ‘72 J ] J ] 2
:N7+F+W§Ea 2)%) + Eugb )| (14)
JF JF1
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Substituting (TT)), (I2) and (T4) into (T0), we have:
E (|6~ ull?) = (1= 8) E(YI?) + (8)E (12)%) +2 (1 - /3%’) BE(2'Y)

2 2 1

- _* _ E(a? J E j 2

Ntz LB @) 3l
J#i J#i

2 2 2

*

O

Next we prove a lemma that gives the optimal value of the defense parameter J of a player, assuming
that the attack parameters « of all players are fixed.

Lemma C.1. For a fixed set of values o, . ..,an € [0,00) and b*, ... bN € R?, the value of 5°
that minimizes the mean squared error of the estimate of player i is given by:
(ﬁz)* _ ﬁzjii (O‘j(xj)z) %EH Zj?éi bj(a:j)HQ (15)
(2402 8 =%+ 3 Dy B0 @)2) + ] X, 09 (29) 2)

Proof. Re-writing the statement of Theorem|[C.1]

i i 0'2 (72 (72
E (6" — pl?) = (87)? ;+03—N—n—ﬁ+ﬁZEoﬂ (@7)?) + ]ElleJ 20|12
J#i J#i
—27 D E(ad (7)) +E| Db (27
J#i i

02 2 )

’ N+N+N2;EO‘J ()?) + Engbﬂ @)
J7T JFL

This is a quadratic function of 3% with a positive coefficient in front of the square term. Therefore,
the function is minimized over (—oo, 00) at the point:

% Zj;ﬁi (o’ (27)?) + %E” Zj;ﬁi b (27|
(2 +02- 55— 5+ 3 Dy B9 @9)?) + Bl T, 09(a9) 2)

(B =
0

This result is closely related to the work of |Grimberg et al.| (2021)), which studies the optimal way of
averaging two sample sets from two different distributions, with the goal of minimizing the mean
squared error of the estimate on one of these distributions. However, in our case the estimate from
the server is an average of manipulated samples coming from multiple distributions, rather than i.i.d.
samples from a single one. Now, [C.I]allows us to prove Corollary .2}

Corollary C.2. The game defined by the expected reward

Zj;ﬁiE (||9j - N”Z)
N -1

and the set of strategies </ x 9 does not have a (pure or mixed) Nash equilibrium at which E((a7)?)
and E||b? (27)||? are finite for all players.

Proof. Assume that a strategy profile ((a',b',8Y), ..., (a™N,bN, BN)) € P (o x 2)V is a (po-
tentially mixed) Nash equilibrium for which E((a?)? ) and IE||b] (xj )||? are finite for player j # i
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(with the expectations taken both over the randomness of the strategy profile and ). Note that
in the definition of the (expected) reward function, the value of the defense parameters of the i-th
player 3° only affects the MSE of the estimate 6; of that player. Therefore, it follows from Lemma
that each 3’ must be non-random and defined by equation (15). In particular, it is easy to
see that each 3* € [0,1). In that case, it follows from Theorem that the expected reward of
each player j is strictly monotonically increasing in E(a7 (27)2), so that player j can increase their
reward by increasing E((a’)?). This contradicts the assumption that the strategy profile is a Nash
equilibrium. O

Finally, we prove corollary For this, we consider the same game as before, in the case when
an upper bound A on the parameters o’ is given. Recall that we denote the resulting set of attack
strategies by o7x. Since @/p C /™, Theorem holds for the joint set of strategies (/" x 2).
Then we have the following

Corollary C.3. In the setup of Theorem 4.1} if the set of available strategies is </ X 9 for some
constant A > 0, the only Nash equilibria of the game with b*(x*) = 0 fixed for all players i are the
strategy profiles for which:

A2

()] and f (Z L a?)N + A2

Vi € [N]. (16)

Furthermore, at each of these equilibria the value of mean squared error of the estimate of each
player i is

. 9 0'2 9 (1+ ﬁl 2A2)
E (10 — — (— _0mn 7*x

Proof. Assume that a strategy profile ((a*, b, 81),..., (@™, b", V) is a Nash equilibrium. As in
Corollary it follows that each 3 is given by equation and is therefore in the interval [0, 1).
Therefore, the reward of each player i is increasing with E(a*(2%)?). It follows that o’ (z¢) = A for
all i € [N]. Substituting for the value of (3%)* we get that for every i € [N]:

) ) N_21A2 A2
Bi=(8) = = — =

o2 _ o2 .
42 82 %y NoIA2 (24 02)N + A2

Substituting into Theoremand setting 62 = 02 + no? we get:

E (6" - p]?) = (1 - 8)° Ll + L (a)? +(6")2—&2 +2(1—B")ﬁi—&2
Nn N2 oy n Nn
N34 ~2 4 A2 A%2N&2 A2
o N -1 A o L9 o
= N&?nz 22( Nz AQ) N&2 e T2 TN s
(M= 4 422 \Nn N (B 4 A%)2 n (B= + A2%)2 Nn

No® | SN —1)A2 4 AZ02 4 9A’s%
(L&Q + A2)2

52 Ngt L (N 1) A% 4 A% 4227 42

n (NTUQ + A2)2

52N + LNA2 4 A 4 2 A2

n (ZN + A2)2
62N+ LNA? ¢ ALy 1A
=% (N + B AZ)2

52 (14 5 A%)(N + A%
n (N + &A2)2

62 (14 & 4?)
T (N+ %42
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D Proofs on mechanisms for mean estimation

Next, we proof a version of Theorem [5.1] without redistribution.

Proposition D.1. In the setting of| the penalized game with rewards

Ri — Zj;éi 167 — |

i 2 % 5112
L= 2t 0l Ol 0]

has a Nash equilbrium consisting of the strategies o = b7 = 37 = 0 for all j whenever C > ﬁ
. . . i N . . . N—1

At this equilbrium, the expected penalty p*(m?, ..., m™) paid by each player i is equal to C ( Nn ) o2,

thus a player is incentivized to participate in the penalized game rather than relying on their own

estimate, whenever N > 2, the other N — 1 players participate at the honest equilibrium and

i >C+(N NE or N =2and \; > C + 1.

Proof. We begin by inserting the equality E (]|6" — pll?) =

2

i 2 P o . . . . i 0_2
(1= (55 + 5 + 5 Siu B @) + HEI S, V@) + (8925 + 02) +
2 (1 — Bi) ﬂ’(i + WE from.m the first two terms to obtain

, Zj;&' 167 — pu? ; 2 ' 1 j
T J7FT ). i _ i 72
ER} = E <N1 NllO* =l = Cllm* = =5 >_m|
J#i
N2 0_2 0’3

]EZ#i (1-p7) (7 + %+ Dokt E(a*(z*)?) + x=El Dokt bk(fk)\m)
B N-1

T (BP(E o) +20- ) P + §)
+ N—-1

o2

—\ g ol T I( J I( J 2

NE (1 - 5Y) Nn+N+NQZEa z))%) + E||Zb )|l

J#i J#i
2 o2 2

(8922 L2 i L%

5 (B o 20 8 NQ
—E (C||mi — 95||2)

Correspondingly, we get
d (1—pH? d , 9
—_— = — ——E|m* —0° 17
dEaJ (EJ Z _ 1 N2 OdO[J(.’EJ)2 ||m ¢ || ( )

To analyze the second term, we calculate:

E|lm" = 0°|* = |lm" — 0°||?

% 1 112
=Mm—ﬁgwu

=E[a’(z")¢" +b'(x Zfﬁk—*z o (27)¢ + b (a7) Zxk )12
= E|oi(x ka
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1 R | , ‘
N2 (aj(x])f“rnZ(xi—u))+/~L—u+dill2
J

k
N 1
= E|l—— (a% ¢+ ~(3al —u))
k
v (www + 5 2@ —m) +dj|?
j#i k
N -1
= (——Ella’(a)€|? + QEHfok ull®
1 S
+ 5z 2 Eled @) I + szwk ul? + Elldy
J#i J#i
N -1 o N -1
e RS N
1 o N —1) o2 ,
by YR @) + %(% +02) + E|d)
J#i
— (P PR + 35 Y Bled @)
JFi
(N=1) o N1 o b
+ ot + o+ E|ldy| (18)

setting dj = N bt (zt) -3 i v gffj) . The squared norm again factors because of the independence
and zero means of both ¢ and 2§ — p and because E < 7 — p, b7 (27) >= 0, while b’(27) is
independent of Z' — p for i # j. Now, 1nsert1ng1n. we obtain

d ER;(gl’“.’eN,ﬂ):Z((l_ﬁl) —C(N_l)z

dEat (x%)? oy N —1)N? N
1 (N —1)2
SvCa
1
=3 (1-Cc(N -1)%) (19)

As 3¢ € [0,1]. Thus E
for such C, player 1 is incentivized to set o = 0, independent of other players’ strategies.

d‘;i R}, is negative whenever C(N—1)* > 1orC > ( = -z Correspondingly,

Now, assuming b’ (z7) = 0 for all other players j # i, we also get

L RO, 0%, = 3 P oMLy

dE||bi (z7)]|? (N -1)N? N
1 (N —1)
e AR
1
=3 (1-C(N -1)%). (20)

Correspondingly, b* = 0 for all players is a Nash Equilbrium. As the penalty pi(ml, vy mN ) does
not dependend on the defense strategies 3°, the optimal 5 at the equilbrium o* = 0 and b* = 0 can
still be calculated using[T3]and is equal to zero as well.

The average penalty honest players pay at the Nash equilbrium is then given by c®-b (%2 +02),
according to[T8]
To understand participation incentives, we compare the equilbrium reward R*(01, ..., 0V, /1) player

i receives if they do not participate while all other players do, to the penalized reward R;, player ¢
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would obtain when participating. We first calculate R*(6*,. .., 6™ 1) assuming player i only uses
their own estimate and does not send an update to the server, while the other NV — 1 players participate
in the penalized game at equilbrium:

N -1

o? o?

2

o

_ W A Y

-1 T von MG o) @D

using4.1|with o = b/ = 37 = 0 and substituting N — 1 and 1 for NV respectively. We then calculate
ER::
)

ER!(0*(N —1),...,0°(1),...,0N(N —1),u) =E (Z#i 107N = 1) — pll® A61(1) — ,L||2>

i Z 1”0J_/U’||2 i i s
ER;‘F]E(#NI Bl )
o 2 (N-1) , (N-1),
—(1—)\1)(N7n+ﬁ)—0( Nn o+ N U*) (22)

using[4.1|with o/ = b/ = 87 = 0 and[D.1] The difference between these can the be calculated as
ER}, —ER* (0" (N —1),...,60°(1),...,0N (N —1), )

R A R AN PR VLA
= Z ot (a-ng oo )

e (v oty we )

EN

> (& 4ol (- + - 0)

and is positive whenever \; > C' + ﬁ, such that in these cases player 1 is better off participating
in data sharing, despite the penalties. If N = 2, we instead obtain

) . . 2 1 1
ER} —ER' (0" (N —1),...,0(1),...,0N (N — 1), 1) = % (—2 50 - 0))
which is positive whenever \; > C' + 1. O
We now prove 5.1}
Theorem D.1. In the setting of .1 the penalized game with rewards
i 2y 07—l i 2 i ps|2 1 P2
RP/ZW—)VHQ — pll” = Cllm" — 07| +ﬁZC||mJ—m||

J#i
has a Nash equilbrium consisting of the strategies o = b/ = B9 = 0 for all j whenever C >
m. Furthermore, this equilibrium maximizes the sum of all players’ rewards among equilibria
whenever \; > 1 for all players.

At this equilbrium, the expected penalty p'(m?, ..., m™) paid by each player i is equal to 0, such
that player i is incentivized to participate in the penalized game rather than relying on their own
estimate, whenever N > 2, the other N — 1 players participate at the honest equilibrium, and
A > N

ESIES
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Proof. Analogous to the proof of [D.T| We have that

d .
- v - J __ ps|2
Ea @ P = Fa@p o N1 224 e
1
< ¥F ((1—0(]\7—1) ))+Cﬁ
1
- (e 12 )
by inserting [I8|and [I9]
Similarly, assuming b’ (/) = 0 for all players j # i we get
d . d 1 d .
T e a3 ey e A e DY e
1 1
<3z (1-Cc(N=1)%) + Cz
1
- L(a-c(@-1-)
by inserting [I8]and 20]
Thus EWR;, is negative whenever C((N — 1)2 = 1) > lor C > W and

W‘WERP, under the same conditions as long as b’ (x7) = 0 for all other players ;.

The expected penalty paid by each player is zero by symmetry, as every players’ paid penalty gets
redistributed equally among all other players, such that the payments cancel out in expectation.

Similarly, the calculations for participation incentives are exactly as in 1§ but IE’Ri, is now equal to

(1— )\i)(]f,—i + %E) rather than (1 — )\i)(j\’[—i + 0—1\;) Cl+:~ G 1) o?+ (N L 52) because the expected
penalty paid by players is equal to zero at equilbrium.

Lastly, it is easy to see that E|[b?(x%)||? has to be nonzero for at least two players at any other
equilibrium. Compared to the honest equilibrium, that increases every players’ MSE. But the

W — N[0 — p|?, such that the sum

of all players’ (unpenalized) rewards equals (1 — M) |67 — |2, which is strictly monotonically
decreasing in all players’ MSEs when A; > 1 for all players. As all players’ penalties add up to
zero in expectation, the sum of penalized rewards is equally strictly monotonically decreasing in all
players’ MSEs.

(unpenalized) expected reward for player ¢ equals

O

Next, we prove[5.2]

Theorem D.2. Consider the modified game with reward
Zj;&i 167 — |
N -1
where player i receives an estimate m + VCE|m? — m|| for independent noise € with mean
Ee' = 0 and "variance" E||ez |2 = 1, instead of the empirical mean mn, from the server. Then honesty
(@' =0,b' =0,8" = C+1) is a Nash equilibrium, as long as C > W and X\; > ﬁ

Furthermore, honesty maximizes the sum of all players’ rewards among equilibria whenever \; > 1
for all players.

R' = = illo" = pll?,

. 2
Furthermore, for fixed constant \; = X\, E (||6" — p|*) € O (f\% + UT\}) whenever C' = W

for any constant k > 1, such that players are incentivized to participate in the penalized game rather
than relying on their own estimate, whenever N > 2, the other N — 1 players participate at the
honest equilibrium, and \ > 1.

Proof. In order to calculate the reward R*(61,...,0N pn) = M Ai||6F — u)|? for player

1, we have a closer look at the mean squared error incurred by players in the modified game. For
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convenience, we set 52 := %2 + 02

B6' — ul* = E|(1 - ) (i + Vil - 6°[1) + 55" —
= E|(1 - 8)mi + FF — pll? + El|(1 — B)VCm — 0[]
+2E < (1= B)VClm! = 0%, (1 - B)m* + B3’ — ) ) >

—(1-4) ( ¥ g DB (@)) + 1 E Zbﬂ‘(x]’)lf)
j#i J#i
52
+ (B +2(1-8) 8

JjFi
+2E<(u—5n¢7ml—mm ((1- mz+ﬁﬂ—u»

Fa-gye ((NN PR () + 5z OB (@)?) + Eldf | +

using the calculations from the proof of [C.1|for the first term and [DI]for the second. The last term is
equal to zero because:

E (< (1= )WClm' - 0°||c", (1 = 8)i' + 8% — i) >)
=E (<, (1= B0VCllm' - 6| (1= By’ + 5% — i) >)
=M<éﬂ(ﬂ—ﬁw@wf—WMu—Wmf+ﬁf—m>)
=0

as €' is independent of all the other terms and has mean zero. Simplifying, we obtain

E0" — pl®

=2
H? = i\ i 9
= (1-F) (NszEW + E|an2> G20t +2(1- 5 515
3 J#i
2o [ (M =Lyegie i L -1
+<1—ﬂ>20((N>2n«:(a<x>2>+Edbl2+ 5 0 B @)) + 5 02)
J#i
inaf -9 CN—-1)—1_ 1+C
:“)2(“2* N0 e B Bl P )P
i#i i
N-1 . .
+(XZV)%Ma%xﬂ%—kCEW%W>
(1+C
2ﬂ< o LB @)+ I Y
J#i Ve
N -1 1
+CP37VE(())+CMJW+C( )4>
1+C 1-C+CN _
vz 2B SHEI W) T
i#i i#i
N

-1 o .
— VE(e' (") + CEl|d;|*)
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As in[C.1] this yields an optimal value for 3% of

(Hi(a,b) + 0%52)
g2 4 CWDZl52 4 Hi(a,b))

(87 =
(

for Hy(a, b) = 155 32 E(o? (27)? )+N2EHZH5Z (@9)|? + C(FFH)°E(a’ ()?) + CEl|dj ||*

Now, calculating the derivative of ER? (6, ..., 0N 1) with respect to E(a?(z*)?) yields:
d irpl N oy d > 107 — wll® d ; )
i@ O = ey N i@ 7 v
1-p7)° ; N —1)?
= M((1+C)) -(1-5 )Q(AiC(T)
J#i
Similarly, assuming b/ (27) = 0 for all other players j # i, we get
d : d Xt —pl? d :
71{‘: v 1 ... N = 3 . j#z - 3 . ] v - 2
A R e e
1- /8‘7 2 i N -1 2
-3 o on - - g oS
J#i
Both are negative, whenever 3/ = Bl #land \C(N —1)2>14+CorC(\(N —1)2—1) > 1,

which is true whenever C' > W and \; > W.
But for o/ = b = 0 for all players 5, the formula for (5%)* simplifies to
(N—l) _ N—1) (N—l)
cW 52 oWl ci c
N1 +O(N D 14C°

(B°)" = - C(N 1) 12

52 + C(N— 1)1_

1+
for all players. In particular, we have (3¢)* < 1 for C' > 0, such that 37 = 3* # 1 and the derivatives
with respect to both « and b are negative for all players, turning o/ = &/ = 0, (8%) = 1fc into a
Nash equilibrium.

We can now upper bound E||% — y|? at the honest equilbrium by considering it at the suboptimal

Bt =0:

52
-1
E||6" — ul|* < ﬁ o 0
which is is O(%) as long as C' is in O(3;), which is the case for constant \; = A, C' = W

and any k£ > 1.

In terms of participation incentives, we again look at the difference in rewards obtained by player ¢ in
both cases:

ERY(O,...,0N u) —ERY(O'(N —1),...,60"(1),...,0N (N — 1), p) (23)

. Z];éz ||93(N> _:U’H2 i 2

—E( N1 = Aill0"(N) — ] (24)
Zj;ﬁi 167(N — 1) — p|? i 2

1E< N1 = A6 (1) — pll

_ 89 (N = 1) — ul|? .
:<1—Ai>E|el<N>—u2—E<Zj¢z ¥ -1- i —/\¢||91(1)—M||2>

It is obvious that E||0*(N) — p|? < E|[|6 (N — 1) — p||* < E||6°(1) — p||* at the honest equilibrium
because of symmetry and as players could otherwise improve their reward by setting 5° = 1, which
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was shown to be suboptimal in the proof of [5.2] This has two implications: First, [23]is positive for
Ai = 1. Second, the derivative of 23| with respect to \; is always positive. Combined, this implies
that[23]is positive for all \; > 1.

Lastly, it is easy to see that E|[b*(2%)||? has to be nonzero for at least two players at any other
equilibrium. Compared to the honest equilibrium that increases every players’ MSE. But the

expected reward for player ¢ equals M — |60 —

2 such that the sum of all players’

rewards equals (1 — A;) 167 — u|)?, Wthh is strictly monotonically decreasing in all players’
MSEs when A; > 1 for all players. O

E Proofs on stochastic gradient descent

Outlook In this section we prove Theorem|[6.1] To this end, we first present the formal definitions of
the assumptions on f that we make. Next, we prove two results which bound the difference between
the performance of a model resulting from a corrupted optimization scheme (in which players send
corrupted estimates) and the performance of a model resulting from honest participation (i.e. from
vanilla SGD). In particular, Theorem [E.T] provides such a result for a simple penalization scheme,
which then easily extends to the penalties presented in Section [6](Theorem [E.Z). Next, we combine
these results with classic bounds on the distance of the plain SGD trajectory to the minimum value
of f (Lemma [E.I)), to provide an upper bound on the difference between the performance of the
corrupted trajectory and the minimum value of f in Theorem[E.T] Finally, we show how this last
result can be extended to general Lipschitz utilities in Theorem |E.2] thereby proving the result from
the main text.

Definitions First we formally state our assumptions on the function f.

Definition 2. A function f : W C R™ — R? is called L-Lipschitz with respect to given norms || - ||,
and || - || if forall z,y € W

1 (@) = f@)lla < Lllz = yln-

Definition 3. A continously differentiable function f : W C R™ — R is called B-smooth if its
gradient V f : W — R" is B—Lipschitz with respect to the euclidean norm.

Definition 4. A differentiable function f : W C R™ — R is called m-strongly convex if for all
z,y e W

m
F@) = f) + VW) @ =y + Sl =yl
where || - || denotes the euclidean norm.

We start with proving a weaker version of [6.1] with constant learning rates in which player’s paid
penalties do not get redistributed:

Proposition E.1. Assume f is B-smooth and L-Lipschitz with respect to the euclidean norm on
W and m-strongly convex on R%. Also assume that for all i,t the gradient noise € is B'-Lipschitz
with respect to the euclidean norm with probabiltiy one and that the constant learning rate ~y fulfills
0<y< %. Then for the penalized game with reward

T

i i 1 j

Rp(91T+1a-- 9T+17f E f(o T+1 - E Ctlm} — N E miHQa
J#l t=1 J

any player’s best response strategy fulfills o < L]\E?V 21)Z <& (L]\],le)Q forc= (1+~2%(B*+B"?) -
2ym), independent of other players’ strategies.

Given € > 0, the expected absolute change in function values f (HJT) due to noise added by players
playing best responses compared to full honesty can be bounded by 1_1 \/L’ye by choosing Cy >

T—t
L:(VAC, 3)27 < s(N 1)2 The total penalties paid by player i can then be bounded by 1— f (NLVD (G2 +

€) < for a global bound on the "variance" of the gradient estimates ||e%(0)|* < G*.
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Proof. We compare two trajectories 0; and 6; starting at the same 6 and sharing the same realizations

for the noise variables e] and ft in which player 1 employs dlfferent agressiveness schedules ol and
(f)’ with squared difference 8} = (o — (a})’)%. We define & = + >, ei. Then:

1 T T
B0 — 01111 = Bl Tw (0: — 72 (V£ (6:) + &(6:) + N Zaigg + NOZKZ))

J#i
—Tw (0, — % (V£ (8;) + W—waZ%@ a) e’
J#i
< E[0 — v (Vf(0:) +e(6:) + N Zatft aéfg)
J#i
— 0, — (VIO + 9’+—§)x a)&)|?
J#i

=E|6; — 01> + 7E[Vf(6:) — Vf(9§)||2 + VE||e(6:) — e ()]
+2%E| < 0, — 0, Vf(0;) — Vf(6) > +FZEH(04?: — (a))& P
—2%E < &(6;) — e (0;),0: — 0 — v (Vf(0:) — Vf(6})) >

Where the first inequality follows from the well-known 1—Lipschitzness of projections onto convex
closed sets with respect to the euclidean norm (Balashov & Golubev|(2012))) and the £ ¢ terms factor
because of their zero mean and independence of the other variables. Similarly, the last term turns out
to equal zero because:

E < ey (0:) — en(0r),0r — 0, — % (Vf(0:) — Vf(6;)) >

=E[E[< &(0:) — &:(0;),0: — 0, — v (Vf(0:) — V£(6;)) > |0:,6,]]
= E[< Ele:(0:) — €:(0,)10:, 0], 0. — 0, — v (Vf(0:) — Vf(6;)) >]
=E[<0,0; — 0, — v(Vf(0:) —Vf(6) >] =0

as Ee;(#) = 0 for any fixed . Correspondingly,

Ell0ps1 — 0411 = Ell0: — 042 +2E[V£(6:) — VO +17Ellec(6:) — & (6))]
+ JLEll(0} — (o) )€1 + 204E < 6 — 6, V£(6}) — VF(61) >
= E|[0; = 0,|12 +77E|[V £ (01) = VF(O)) 2 + 7Bl le0(6:) — & (0)] + 2 51
+2%E < 0, — 0,V f(0,) > +2vE < 0, — 0,V £(6;) >
2 .
<E|0, — 61112 + 2ZEIVS(0) = VIO +PElec(0:) — e (0] + 2550
+ 2vE(f(6) — f(6;) — 5||9t — 011 + f(6) — f(6:) — 5||9t —611%)
2 .
= E|0; — 0} + VE[VS(0:) = VSO +7Elle:(0:) - (0] + 50}
— 2mE||9; — 6]
2 .
< E|l6; - 6, + 77 B*E|l6; - 6, + 77 (B)’E[l6, — 6;]” + 359
— 29mE||9, — 6;]°

2
= (1+92(B* + B) — 2m)E||o; — 0;]|” + 2550} 25)
Where the first inequality follows from strong convexity.
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Now for a constant learning rate v = 7; and ¢ = (1 +v2(B? + B?) — 2ym):

(E%V(QT-H) — f(071)1)* < (EllOr41 — 0744 )

< E[f741 — 0747

2
< TE||6, — 8] + Zc t%a@

t=1

so that

’ T '72 . ’y T—t . L’y T T—t . N
B (0rs1) = FOp) < Ly et oai < LY L5\ Joj = S22 37 "5 faf — (ad)|.

t=1 t=1 t=1

Where the last inequality follows from the general inequality /Zi x; <> ; v/Zi for z; > 0, which
inductively follows from

VET Y =\ (VE+ Vi) - 205 < \[(VE+ VB2 = VE+ VA

In particular if we set 0} to the trajectory in which player 4 is honest ((a})’ = 0), we obtain

T
Bl (Or11) — f0r)] < 5 > e 6)

The same inequalities holds for players’ final estimates 9% 41 and (QJT +1)'> as the noise correction

step 0%y = 011 — % i is the same in both cases, so that
E[0511 — (0741)1* = Ell0r41 — (6211)'|%.

It is worth noting, that the contribution of noise at early time steps to the sum diminishes exponentially
as long as ¢ < 1 which is true for y2(B? + B"?) — 2ym < 0,i.e. v < %.

Next, we consider the expected difference in penalties received by player 7 at time ¢ if they use (i)
rather than o and thus send message (m})’ rather than m:

Ept(ml,...,(md),...,mN) = pt(m}, mf;,.. miv)
N-1 . 1 ;
= Bl — o S i Bt — S i
J#i J#l
N-1 Jn2 2
:E”T(( )ft +9;) — szt” E” (O‘fgt +9;) — NZ tH
J#Z J#i
= IE||7( )5:&”2 EH ( D€
1 jn2 1 jn2
—|—IE||7 gt) Z tll EHi(gt) my||
N N &~
J#i J#i
N-1, . N -1

=

for gi = g,(0;_1,2%).

In particular, we can bound the difference between expected penalized rewards for two trajectories
with all o, fixed but two different values o and («})’ varying for k = t as follows:

T(ai)')Q - (Tai)Z
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E( (Or41) chpk my,...,m 7...,mkN)

- ,R'i((eTJrl)/) + Z Ckp?c(mllm RS (m;‘c)/’ s vmg))
k

1 : : N-1, , N-1 ,
= SO )~ () + Ol a))? — (M tal)?)
JFi
VoIt i N-1 N-1,
< LNC 7 Jag — (at)/‘ + Ct((T(at)/)Q - (Tat)z)
In particular, for (af)” = 0, we obtain
(Rl (6r) — chp My, .. .,m ..,mg)—’Ri((GT)')—|—ZC’;€pf€(m}€,...,(mi)’,...,mg
t
Tt N-1,
SLNC 7oy — C(( N a;)?)

By the quadratic formula, this is zero at zero and at

—QL%C% B LNc¢ =y
—2C,(NMF1)2 - Cy(N —1)?

i
Qy =

27)

and because of the negative quadratic term negative whenever o} > % Correspondingly, in

terms of penalized reward players are always better off by not adding any noise at all a! = 0 compared

to adding large noise, such that rational players will never choose af > % Therefore, the

noise o added by any player 1 at a given time step t can be limited to any fixed constant ¢ > 0 by

choosing C} such that % <eie Cp > %

Applying this observation to each player, substituting into Equation (26) and using the triangle
inequality, the overall damage caused by all N players compared to full honesty can then be bounded
by

T
E|f(0741) — f(0741)] < Lch%e

t=1
where 0} represents the fully honest strategy and 6, represents a strategy in which all players act
rationally given the penalty magnitude C;. Using a geometric series bound, we obtain E|f(07.41) —

f0r 1) < %ﬁlﬁﬁ

Lastly, for a global bound on the "variance" of the gradients ||ei(0)[|?> < G? we get,

Epﬁ(mtl,.. mi,.. miv)
o R S
J#i

N-—-1, . i 1 ) o
=BIS 5 l +aieh -y Sl ol
_ N-1, 1 N2 N—-1,, ;.9 1 N
=BI Sty Sl + (el + 5 )

N-1, , 1 ; N -1 N -1
< Bl Y6 0) - 100 - 5 S 0) - o)+ Ot - X v

JF#i
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+ ()¢
= B[E() (o) - %Zezw)nﬂen (A e
j#i
= (LA PEEGOI10] + 53 S EENE O)1710] + (e

J#i

< (@)

as the & are independent with zero mean, and the gradient noise ei(#) are independent with zero
T—t
mean, given #. Correspondingly, for C; = % the total expected penalties paid by player ¢ can

be bounded as

Next, we prove the budget-balanced version of [E]|
Proposition E.2. Under the assumptions of [E.1} in the balanced penalized game with reward

T
, 1 ,
R;(H%Url"' 9T+17f Zf 92.r+1 —ZCth;i— N miHQ
néz t=1 J

T
f e Y Gl — 5 Y milP,
k#i t=0 J

T—t

any player’s best response strategy fulfills o/ < éc(N 5) < Ct(N 5) forc= (1+~%(B? + B"?) —

2ym), independent of other players’ strategies.

Given € > 0, the expected absolute change in function values f (6‘j ) due to noise added by players
playmg best responses compared to full honesty can be bounded by 1— fL’ye by choosing Cy >

i(CNQ 2)7 < G(NZQ). As long as all players i choose the same strategy (ot = at Vi, j,t), the expected

total penalty paid by each player equals zero.

Proof. We begin by considering the expected difference in penalties received by player [ at time ¢ if
player i uses (%)’ rather than o and thus send message (m})’ rather than m?:

Epl(ml,... (mi)',. miv)—pi(m%w. mi,.. ,m)
= EHmt N th mt ||2 ]E”mt Y th - *mt”Q

J#Z J#l

1

=E[m; — th — (@))€ + g)I” —E[mi — N Z (@ +90)|1?

J#Z J#i

1 .

=Enmi—ﬁzmt—ﬁgtn2+ﬂs (o€l

i
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1 1 Lo
— Bl — = Sl — gl ~ B laigi)?

L
_ ((O]‘\t[) )2 _ (%)2

Again, we can bound the difference between expected penalized rewards for two trajectories with all
. fixed but two different values o} and (o)’ varying for k = ¢ as follows:

R (0711) chpk (M- s My -,y
jZZCkpi(m}“,mz,,mév)
Jj7Fi k

—RY((Or-01)) + ) Cuvi(mi, ., (mi)' ... miY)

t
1 .
N1 chkpg@(mllw 7(mk>,’ amg))
jFi i
1 )
= N _1 Z(f(ez.mrl) f((9T+1)/))
jFi
N-1 , 1, ., N-1, 1,
T CUl(—— (al)? = (5 0d))? = (——ad)?) + (5rad)?)
1 j j !
= 1 D) = F(#h))
iFi
N-1, . 1, . N-1 ., 1 .
+ Cul(F— () = (5 (01))? = (= ad)®) + (ad)?)
VoIt i N -2 i N-2 ,
< LcF o (ad) |+ Gl " ((ad))? = = (ad)?)
Again, for (a})’ = 0 we obtain
9T+1 chpk mk,..., ,...,mkN)
jzzckpi(m}w...,m};,...,mév)
JFi
—RU(OT + 1)) + Y Copi(mi, ..., (m)', ..., my)
k
1 ; i
7_1ZZC}Cpi(m}C,...,(m,’c)’,...,mkN))
iFi k
’y T—t i N—2 i
<12 o) - oD
which is zero at zero and at
) Loy
v — = 28
o} = —plwT = GV (28)

T—t
and negative for o} > % as long as N > 2. Players are thus again incentivized to select o’
that do not fulfill that inequality.

As in[E-T] the overall damage caused by all NV players compared to full honesty can then be bounded
by E[f(0741) — f(071)| < 1= \[Lye by choosing C; > CN722)7 where 0/ represents the fully
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honest strategy and 67 represents a strategy in which all players act rationally given the penalty
magnitude C, and the same is true for player’s estimates 67, 41 and (HT +1)- By symmetry, as long

as all players i choose the same strategy (o} = at Vi, 7, 1), the expected penalties paid by each player
equal 0. O

To prove[6.1} we adapt a classic result from convex optimization to give convergence rates for SGD
with bounded perturbations from the clients and with a linearly decaying learning rate.

Lemma E.1. In the settings of assume that all players use bounded attacks, so that (a})? < €2
forall i,t. Also, assume that there exist scalars M > 0 and My > 0, such that for all t:

Es, (e (9)1%) = Epi (190 (67, 2)II*) — [ Ee90 (87, 2)|* < M + My [V F(5)]3. 29

Assume that f()r some integer constant n > 0, such that

4 1 . .
< By /NI the learning rate is

set as vy = m In that case, if P(3t < T : HW(H — ) # 0f — i) € O(5kr) we get
E(f(6;) — f(6%)) € O(%) + O(3), we have:
8B(M + €%) 1 1
_ *)) « 22V TR T el il
B(f0r) - 10 < i v o (57) +0(72) 60)
forany T' > n.

Proof. 'We first condition on the case in which there is no ¢t < T with Iy (0] — vemy) # 0 — v,
so that we do not have to worry about projections. Then, for a random vector g, denote V(g) =
E (/lg]/*) — [E(g)||*. Note that, by the independence of the stochastic gradients and players’ noise,
it follows that:

=2~

1N 1 _ - N _ o
<NZ )EIINZ(Vf(Gt)Jrei(@fHaZfZ)lz]E( D (VF(0) + €;(07) + i)

=1 i=1

1 N , o 1
= WEH Z(Vf(9t) +e;(07) + aieh)|I* - FHVf(et)HQ

=1

N N
. _ 1
= I S AEDI? + BN S @il + 19 £@0IP) - 15V @I
=1 =1
;X ‘ N ‘
- m<ZIE||ez<ef>H2 + (Bl

<3 ZM+MV||Vf 07))13 +Z (a})?

=1
MJre
N

IN

My s
+ S IVF@;)IB

Additionally, since f is strongly convex it has a unique minimizer #* € R?. Now since the learning
i 4/m 8 1 .
rate is of the form v, = e Wlth = > —, n>0and vy = | < By /NTT) the conditions of

Theorem 4.7 in Bottou et al. (2018) hold with u = 1, My = My /N,M = (M + ¢*)/N, Mg =
My /N + 1. Using equation 4.23 in their proof gives:

8B(M + €2)

Nm?2(n+t)? S

E (f(0n) — F(67) < (1 - 4) E(f(6) - 167)) +

n+t

for any ¢ > 1. We now use a classic result by Chung:
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Lemma E.2 (Chung|(1954)). Let {bn}nZI be a sequence of real numbers, such that for some ng € N,
it holds that for all n > ny,

d c
bn—i—l S (1 - n) bn + Ea

where ¢ > 1,c¢y > 0. Then

c 1 1 1
n < - 4+0(=+—=]).
Sd-in " (n2+nd>

We set 244, := E (f(0;) — f(0%)) fort > 1 and z, = E (f(01) — f(6*)) for k <. Using[31]and
k=1t+nwe get

b

4 8B(M + €?)

Tpy1 < (1 — %)xk + e

Now using d =4 and ¢ = w, we have zp41 < (1 — %)xk + 4z such thatyields

Nm?2
8B(M + €2) 11
<=2 )05+~
TS Ny O\ \etu

and thus

8B(M + €%) +0<1 1)§8B(M+62)+0(1 1)

E (f(et) - f(@*)) < 2 + ] SN2 +

= 3Nm2(t +1n)

Now, if there is a ¢ with Iy (6 — vmny) # 07 — vy, we can still bound E (f(6;) — f(6%))
by some constant because W is bounded and f is Lipschitz. Correspondingly, as P(3t < T :
Iy (0 — vemye) # 0; — ymy) € O(+t7), the total expectation for both cases combined is bounded

by *Frmi + O (1) + 0 (2)-

2

O

To prove theorem [6.1} we use a non-asymptotic version of Chung’s Lemma |Chung (1954) similar to
the one used in the proof of Lemma 1 in|Rakhlin et al.| (2012):

Lemma E.3. For constants ¢ > 0 and d > 1, whenever t + 1 > d and the recursive inequality

c
<(1-—— S
v < (1= g9q)eet Gy
holds we get that if
< 2d%c
p, < T
C (B — d?)
fort = k the same is true fort = k + 1.
Proof. Using the condition on z;, we obtain
<1 Yoy + ¢
x — x
= t+177 Tt 1)2
2d%c 2d3¢ c
<

t(d3 —d?)  t(t+1)(d — d?) + (t+1)2

2
as by assumption H_il <1l Asd>1, (H_l)z(ch_dQ) is positive and we can divide the equation above
by it to obtain

It+1(t+1)(d3—d2) < t—'—l _g (dg—d2)
2d%c =t ! (t+1)22
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for which we want to show that it is bounded above by 1. Multiplying the equation

¢ 3 _ g2
1 A (@ -d)
t ot (t+1)2d2
by t(t + 1) for t > 1 we get
d3_d2
t2+2t+1—dt—d+t%§t2+t

which is equivalent to
t
t+1—dt—d+§(d—1) <0,
ie. 1
5(1—d)t+1—d§0,
and
1-dit<2(d-1),

which is true whenever
t> -2

O
Theorem E.1. In the settings of [E.2) assume that there exist scalars M > 0 and My > 0, such that

forall t: _
Es, (€3 (0)1) < M + My ||V £(67))]15. (32)

Assume that for some integer constant ) > 1, such that nmﬁ_m <3 Oty

1/N+1), the learning rate is

4
set as Y+ = amttm®

8L
Ct*(N—-2)m~/T1+n

strategies, such that for any given ¢ > 0, C* > Mgiim yields o < ¢ for rational players. In

that case, as long as W is bounded and we have that P(3t < T : Ty (0F — vymy) # 0F — yemy) €
—_— 2
O(NlT) we get E (f(0:) — f(0%)) € O(%) + O(%)

Then any player’s best response strategy fulfills ot < independent of other players’

Proof. We make use of inequality 25| from the proof of [EI| to analyse the difference between two
trajectories that are identical except for the actions of player <.

E||f;41 — 04

2
< (1 ++2(B?+ B?) — 2vym)E||6, — 0}]]> + Ji_st

N2
16 8 16
= (14 —5—5(B*+ B”) = —)E||6; — 0{|]” + ——555—50:-
( + m2(77+t)2( + ) 77+t) || t t” + (n+t)2N2m2 9
16 16
<(1+————(B*+B?) - —)E||#, — 0> + ——————0_.
—( + m2(77+t)2( + ) 77+t) ” t t” + (17+t)2N2m2 i

Fort > 0andn > max{w, 1} we get

13m?2

B? + B”? 8 1.5
5 ki 5 — < - (33)
m2(t +n) t+n t+n

by calculating

2 12
0> 32(B* + B"?)
13m?
16(B* + B"?)
m2
16(B?* + B"?)
m2

— 6.5 4 6.5t >

= 8n + 8t — > 1.5n 4+ 1.5¢
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16(3223’2) . 1.5(t+77)2
m t+mn
8 16(B? + B'?) o 15
n+t  (n+t)Pm? T t+q
16(B? + B"?) § _ 15

(n+t)2m2  n+t - t+n

— 8n+ 8t —

We now set x4y, := E||641 — ;1 ||* for t > 0 and x;, = 0 for k < 1. These definitions are
consistent for ¢ = 0 because E||#; — 61 ]|* = 0.
Using[33]and k = ¢ — 1 + 1, we get
1.5 16
— , 5t
D"
At the same time, z,, = E[|¢; — 0}]|? = 0 < -2 for any ¢ > 0. Correspondingly,with d=15

1 < (1

n—1
and ¢ = 325 max, {46!} implies that for k > nand k + 1 > 1.5 we get
c
T < ?
and thus 4
E6; — 6] < ——
t—1+n
for t > 1. This yields
64 max;{d!}
E|6 — 0 2 VAT
” T+1 T+1|| = (T ¥ n)Nng
Consequentially, we obtain
64 max; {4} }

E|f(0ry1) — f(07,1)| < L T+ nN?m2z’

Again, we can bound the difference between expected penalized rewards for two trajectories with all
af, fixed but two different values o} and («})’ varying for k = ¢ by considering d;, = 0 for all k # ¢.
This yields

640 64| — (a})'|?
— (6 < L = . R
E|f(67+1) f(oTH)_LwTM)NW L\/ (T + n)N2m?

As in this allows us to upper bound the gains in penalized reward from changing o to (a?)’ by

8L i i N-2, . N-2, .,
W‘at — ()] + Ci( N ((@))? = T(O‘t)2)'
In particular, for ()’ = 0 this bound becomes
8L ; N-2 .

I VR @ Y Guh— oY 2

Nm\/mat t( N (at) )
which is zero at o = 0 and at

4 _9__ 8L L
a; = NmyT+n _ (34)

20,822 Cy(N —2)my/T + 1

and negative for o} larger than that as long as N > 2.

Again the noise o} added by any rational player i at a given time step ¢ can therefore be limited to
any fixed constant € > 0 by choosing C'; such that m <eie Cy > Miﬁl\/m.
We conclude by using[E-T]to obtain the convergence rate. O
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As a final step, we show that a version of E] also holds for more general reward functions, thus

proving|[6.1}

Theorem E.2. Up to constants, theorems and also hold for the reward
Riy, Ok i1 080 ) = U(fOh)se o fOR4) = 0o, CFImi — % Sy mil® +
= D ki Zthl Cf|mk — % y m]||? for arbitrary I, -Lipschitz U" with common Lipschitz con-
stant Ly;. Any bound on o can be achieved by setting CY' = Ly NCy for the Cy achieving the same

bound in[E2|or[E-1] respectively.
Proof. We first note that for any pointwise bound E| (67, 1) — f( (6%, ) <K

EU(f(07s1), - F070) = U (f((0 1)), - - F(OF))]
<ELy Z |f(9%“+1) - f((9%+1))/|

= Lu Y EBIf(0F11) = F(6741))]
J
< LyNK.

This means that the gains |U*(f (0%, ,),..., f(0F,1)) = U(f((0%.,1)), ..., fF((64,1)"))] in unpe-
nalized reward player i can achieve by using a given o at time ¢ instead of ! = 0 is multiplied by
Ly N compared toand Thus, for a given C, the bound on ! for rational players is multiplied
by N Ly as well, as the quadratic formula solution for o is linear in the linear term. Correspondingly,
we need to set CY = Ly NC; to achieve the same bounds on o as inor

Now, for o} < €, the bound on the expected absolute change in U*(f(6%.,), ..., f(0¥,)) is Ly N
times higher than for f (67, +1) using the bounds above. Because these bounds are linear in ¢ for
we can achieve a bound of & for U*(f (04, .- ., f(07 ) by ensuring o} < xf— for € achieving

a bound of § for f(6%.). In total, we thus need to multiply the corresponding C; by N Ly; twice to
achieve a given bound on the gains in unpenalized reward from cheating: Once because we need a
smaller bound on ai to achieve the same bound on the unpenalized reward, and once to ensure that
rational players are incentivized to use that smaller bound.

O

Discussion on the projection assumptions We note that the assumption P(3t < T : Iy (0 —
Yemy) # 05 — yime) € O(55) in particular holds if W is chosen such that ||w — 6] € Q(T') for
all w in the boundary of W while ||m.| € O(]|0f — 65]|) with probability one for all ¢ < T'. In that
case, the linearly decaying learning rate ensures that (||0; — 6§||) stays in O(T") and thus in W (for
appropriately chosen constants) with probability one.

Similarly, Lemma 5 in Rakhlin et al.[(2012) states that for a probability one bound on the gradient
norm ||| < G, Vt, we have that [[f; — *[| < 2< with probability one, such that the iterates stay in
W without the need for any projections, as long as G grows slower in T" than inf ¢ 5 ||w — 6.
In particular, if f grows quadratically in # — 6* and noise is proportional to the gradient norm, G
grows linearly in the distance between 6* and the boundary of W, such that the condition holds for
the right proportionality constants.
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