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Abstract

Decision-makers often adaptively influence down-
stream competitive agents’ behavior to minimize
their cost, yet in doing so face critical challenges:
(i) decision-makers might not a priori know
the agents’ objectives; (i7) agents might learn
their responses, introducing stochasticity and non-
stationarity into the decision-making process; and
(4i7) there may be additional non-strategic envi-
ronmental stochasticity. Characterizing conver-
gence of this complex system is contingent on
how the decision-maker controls for the tradeoff
between the induced drift and additional noise
from the learning agent behavior and environmen-
tal stochasticity. To understand how the learning
agents’ behavior is influenced by the decision-
maker’s actions, we first consider a decision-
maker that deploys an arbitrary sequence of ac-
tions which induces a sequence of games and cor-
responding equilibria. We characterize how the
drift and noise in the agents’ stochastic algorithms
decouples from their optimization error. Leverag-
ing this decoupling and accompanying finite-time
efficiency estimates, we design decision-maker al-
gorithms that control the induced drift relative to
the agent noise. This enables efficient finite-time
tracking of game theoretic equilibrium concepts
that adhere to the incentives of the players’ col-
lective learning processes.

1. Introduction

Decision-making not only under uncertainty but also in en-
vironments with competitive learning agents arises quite
naturally and frequently in machine learning applications
(Cai et al., 2015; Dean et al., 2024; Kim & Perdomo, 2023;
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Westenbroek et al., 2019). For example, recommendation
systems deploy predictive models of engagement to encour-
age user interactions (Calvano & Polo, 2021; Hardt et al.,
2022), crowd-sourcing markets leverage incentives to elicit
responses (Dasari et al., 2020; Hu et al., 2018; Scheid et al.,
2024; Shah & Zhou, 2016; Xie et al., 2014), and in multi-
agent systems, control policies influence outcomes of agent
competition (Ho et al., 1982; Ratliff & Fiez, 2020; Yang
et al., 2022). Common to these domains is the assumption
that agent preferences are fully known and their behavior
is stationary: the decision-maker knows how agents will
react and expects them to react the same over time. Yet, in
practice this assumption is frequently violated, particularly
when competitive agents adapt their response to a decision-
maker’s action (Fiez et al., 2020; Liu & Ratliff, 2024; Miller
et al., 2021; Narang et al., 2023; Perdomo et al., 2020).

A natural abstraction between the decision-maker and agents
is a Stackelberg game, where the decision-maker takes
the role of leader and the agents take the role of follow-
ers (Stackelberg et al., 1952). Stackelberg games can
be viewed as a bilevel optimization problem wherein the
decision-maker seeks to optimize its objective subject to a
variational inequality that captures the equilibrium behavior
of the agents. As a class of convex structured problems,
monotone variational inequalities have garnered much at-
tention in machine learning due to their application to clas-
sical (Combettes et al., 2023; Ghadimi & Lan, 2015) and
modern problems such as adversarial learning (Fiez et al.,
2020; 2021a; Gidel et al., 2019; Goodfellow et al., 2014), ro-
bust and multi-agent reinforcement learning (Foerster et al.,
2018; Pinto et al., 2017; Zheng et al., 2022), auction the-
ory (Syrgkanis et al., 2015), and recently to fine-tune large
language models (Amini et al., 2024; Yang et al., 2024).

In the setting we consider, the agents are learning and
therefore adapting their behavior for any deployed decision-
maker action. This alone makes the decision-maker’s objec-
tive time-varying: indeed, even for a fixed decision-maker’s
action deployed over a time horizon, the agents’ learning
process may not have stabilized at an equilibrium, much
less for a sequence of decision-maker actions. Moreover,
the environment itself is also stochastic and is unknown to
the decision-maker beyond query access. Ignoring that the
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distribution shift arises from competing agents, the decision-
maker’s objective is reminiscent of stochastic tracking prob-
lems (Borkar, 2009; Cutler et al., 2023; Kusher & Yin, 1997).
Similarly, if the decision-maker faces a single, non-learning
agent, this setting is reminiscent of performative predic-
tion (Perdomo et al., 2020). A natural challenge is to design
and analyze the combined learning processes of multiple
competing agents and the decision-maker ensuring conver-
gence to game-theoretically meaningful equilibria.

Contributions. We analyze scenarios that reflect the
decision-maker’s ability to reason about the agents’ behav-
ior via different estimates of how it impacts their gradient.
The agents update their actions by playing any one of a
class of stochastic p-contracting algorithms. Experiments
illustrating our theoretical results in practical scenarios are
in Appendix D.

Characterizing Drift-to-Noise Ratio in Agent Play. To un-
derstand how the learning agents’ behavior is influenced by
the decision-maker’s actions, we first analyze a decision-
maker that obliviously deploys an arbitrary sequence of
actions wu, that cause drift in the agents’ stochastic algo-
rithms and induce a sequence of games and corresponding
equilibria. In Section 3, we identify regimes governed by
the drift-to-noise ratio and characterize the agents’ optimal
play via non-asymptotic convergence guarantees. In par-
ticular, we bound the equilibrium tracking error in each
of the regimes and give high probability tracking bounds
(Appendix H.3) that provide guarantees that hold in settings
with irreversible drift such as learning with adaptive agents
that strategically respond. These efficiency estimates ex-
pose how the equilibrium error decouples from noise in the
agents’ learning process and time drift in the game; it is
also integral to controlling the induced drift in the decision-
maker dynamics (Section 4).

Controlling Induced Drift in Agent Play. Given this de-
coupling, we then design decision-maker 7 epoch-based
algorithms that control the induced drift relative to the agent
noise and therefore enable efficient tracking of game the-
oretic equilibrium concepts dependent upon the gradient
information available. The key theoretical challenge is de-
signing the epoch length such that the stochastic tracking
error induced in the agent game can be bounded efficiently;
for this we much leverage the novel analysis from Section 3
in combination with analysis of the bias-variance trade-off
in the combined dynamics. We examine two natural set-
tings, wherein for each setting we set the epoch length—
7= O(log(1/e,) + 02 /e, ), where o2 is the agents’ noise
parameter—by cleverly setting the per-epoch agent toler-
ance e, using the drift-to-noise analysis.

In the first setting, a naive decision-maker that recog-
nizes there is distribution shift and opts for a stochastically
queryable gradient estimator (i.e., stochastic repeated re-

training) that is biased due to ignoring the reaction of agents.
We show (cf. Section 4.1) convergence to an approximate
performatively stable equilibrium in O(log(1/¢) + 02 /¢)
epochs where o2 and ¢ are the decision-maker gradient
estimator variance and target accuracy, respectively. In-
creasing the gradient information but at a computational
cost, strategic decision-maker recognizes the agents are dy-
namically responding, yet does not know the agents objec-
tives. We devise a derivative-free method (cf. Section 4.2)
that converges to an approximate Stackelberg equilibrium
in O(d?/<?) epochs. In both cases, the epoch complexity
matches the optimal rate for their single player counter-
parts.! A key challenge we address is designing the epoch
length to get an efficient an overall iteration complexity,
where the per epoch rate is optimal for tracking problems.

2. Preliminaries

Throughout, we use R? to denote a d-dimensional space
with inner product (-, -) and the corresponding induced norm
is given by ||x|| = \/(z,z). For any set X C R%, we
denote the projection of a vector y onto X’ as projy(y) =
argming ¢ y |2 — y||. We also set [n] := {1,...,n}.

2.1. Stackelberg Game Abstraction

The interaction between agents and the decision-maker is
a Stackelberg game: a decision-maker takes actions which
influences the behavior of n competitive agents.

Induced Agent Game. Given a decision-maker’s ac-
tion u € U C R? where U is some closed convex
set, each player ¢ € [n] seeks to solve the problem
ming. ex, f¥(z;, z—;) where X; C R™i is the set of agent
i’s actions and f(z;,z_;) denotes a C*>-smooth loss func-
tion of agent 7 induced by the decision-maker’s action u. We
use the standard notation = := (z;,2_;) € X :=[[, &; C
R™, where z; is the action of agent i, x_; is the joint action

of all other agents, and m = 37, (.1 m;.

The tuple G,, := (f1", ..., f¥) denotes the game induced by
u € U. We say that G, is a C'-smooth convex game if, for
each i € [n], the set & is closed and convex, the function
f¥(-,x_;) is convex in z; for all fixed (u,z_;) € U x X_;,
and the partial gradient V, f}(x;, z_;) with respect to z;
exists and is continuous. A C'-smooth convex game is
called pu-strongly monotone for p > 0 if the inequality
(o () —wy (2", 2 —2") > pljz—2'||? holds for all z, " €
X C R™, where the map wy(x) := (Vif{, ...,V f¥)
is the vector of individual gradients. Strongly monotone
games arise in economics (e.g., Kelly auctions) as well as

"Duchi et al. (2013) improve the dependence on d with a two-
point estimator using two queries of the exact same environment;
this is impossible in our setting, as agents irrevocably update their
play in response to queries.
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in engineering and machine learning systems as highlighted
in Section 1; further examples and commentary on the chal-
lenges to relaxing monotonicity are in Appendix C.

The most natural solution concept for the induced game is
a Nash equilibrium. Given a fixed action v € U, a strat-
egy ¢* € X is a Nash equilibrium for G, if the condition
holds: f}(xf,z*;) < f¥(w;,«*,;) for all z; € X; and
all i € [n]. A Nash equilibrium z* € Eq(G,) satisfies
(—wy(x*),z — x*) < 0forall z € X (Rockafellar, 2018).
Denote the set of Nash equilibria for G, as Eq(G,,). To en-
sure existence and uniqueness (Rosen, 1965), we adopt the
following assumption (cf. Appendix F for more insight).

Assumption 2.1. We assume the following for each u € U:
() the induced game G, is p—strongly monotone, (i) the
mappings z; — V, f}*(x;,x_;) are L;—Lipschitz continu-
ous, and (i7%) ||Vywy(2)]|op is bounded.

Notably, Assumption 2.1 implies that the agents’ equilib-
rium response x* () is Lipschitz continuous; let the Lips-
chitz constant be Leq, and define L, := max;cp,) L;.

Decision-Maker’s Problem. The decision-maker seeks
to minimize loss £ : U x Z — R that depends on their
action v € U and the decision-dependent environment z =
(x,€) € Z := X x Z which comprises the joint action
of the agents x € X and a non-strategic random variable
& € E. We write z ~ D(u) := Dy(u) X D.(u) where
D..() captures the decision-dependent stochasticity of the
agents’ reactions and D, (-) captures non-strategic decision-
dependent stochasticity. The latter arise in economics, e.g.,
based on external market factors such as seasonality (Miron,
1990) or economic growth (Davis et al., 2010). Further, the
expected loss is denoted L£(u) = E. () [¢(u, 2)].

The decision-maker aims to find an equilibrium of the
stochastic hierarchical game wherein the agents are
playing a Nash equilibrium of the induced game. The
most salient solution concept here is a Stackelberg
equilibrium: namely, (u*, x*(u*)) € U x X such that u* €

argmin, ey, { Eenp, ( {(u, (¢7(0),€))| 27 (u) € Ba(Ga) }.

However, for any deployed action u, the agents are not nec-
essarily playing behavior consistent with 2*(u) € Eq(G,,).
The agents are trying to adaptively learn the induced
equilibrium z*(u) and may be employing a stochastic
algorithm to do so. This necessitates the design of
algorithms for the decision-maker that can control the
induced drift and the stochasticity from the environment.

Remark 2.2. In the main body of the paper, we primarily
concern ourselves with the setting in which D, (u) = D,
(i.e., a stationary distribution) in an attempt to reduce nota-
tional overhead. Throughout, we remark on the decision-
dependent non-strategic setting (i.e. where D.(u) is non-
stationary) and defer proofs to the appendix.

2.2. Smooth Algorithmic Agents

Returning to the agents, we now define the class of stochas-
tic algorithms the agents are employing. The decision-
maker deploys an action u; for a number of iterations
7 € N within epoch ¢. For a fixed action u;, each agent
i € [n] independently updates their action according to a

stochastic algorithm A;,—i.e., xff_&l = A;(2?,us, 1) for
k € [r] where the epoch-t initial condition is ¥ := z,
and by a slight abuse of notation, z; := x]_;. That is

x¢ = A(mi—1,uy) is the agents’ collective response after
running A = (A4, ..., A,) for 7 timesteps. We consider a
broad class of algorithms for the agents that adhere to the
following definition.

Definition 2.3. Fix constants p € (0,1), o, € [0,00) and
c > 0. A stochastic algorithm is p-contracting if, for
fixed u € U, the inequality holds: E ||zF+1 — 2*(u)|? <
P E |z — 2% ()2 + 2 - (po )2, where a*(u) € Eq(G).

As we show in Appendix G, there are many examples of
algorithms that satisfy Definition 2.3, including stochastic
gradient play, asynchronous stochastic gradient play, best
response dynamics, and even momentum-based gradient
play in strongly convex-strongly concave zero-sum games.

2.3. Challenges in Equilibrium Tracking

Let us start by providing some intuition for the technical
challenges. A decision-maker’s action sequence {u;} in-
duces a time-varying game G,,, and are trying to learn a
time-vary equilibrium z} € Eq(G,, ). For any p-contracting
stochastic algorithm executed by the agents, Proposition 3.1
shows that their equilibrium tracking error decomposes as
2

E oo~ 2 S (1= 152) oo~ + 125 + (:25),
where A, := maxi{|lz} — z}_,||*} is the drift and o,
characterizes the noise.”> The first term is exponentially
decaying so that, as ¢ — oo, we are left with the drift and
noise terms. This raises the following challenge:

Challenge 1: Given the decision-maker induced drift in
the agents’ stochastic game, what is the contraction p that
optimizes the target accuracy?

Section 3 contains results that characterizes the drift-to-
noise regimes and corresponding optimal contraction rate
for stochastic gradient play. These efficiency rates are cru-
cial for analysis of decision-maker algorithms in Section 4.

Turning now to the decision-maker’s perspective, even if
the agents have equilibriated such that for any given u
the agents play a “best response” x*(u), the expected loss
E.~p(u)[(u, 2)] still depends on the a priori unknown pref-
erences of the agents. In practice, this means that the second

Here, = and < indicate an equality and inequality, respec-
tively, holding up to a constant.
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Figure 1. The spectral radius of the local linearization J- (z*, u*)—
parameterized by 7—of the combined update. Stability is attained
only when 7 > min{7’ | spec(J,s(z*,u*)) C D[0,1] C C}.
See Appendix D.4 for further details.

term in the decision maker’s gradient
IE“lzwD(u) vug(ua Z) + % IEZND(U) g(ua Z)|v:u7 (D

is not directly computable.

Challenge 2: Can the decision-maker algorithmically ex-
ploit available gradient information to converge to a game-
theoretically meaningful equilibrium?

To address this nontrivial problem, we set up a hierarchy of
reasonable interaction models that account for progressively
more gradient information. There are two natural settings:
the decision-maker () naively employs repeated retraining
that does not account for the second term in (1), and (%)
strategically employs a query-based method to estimate this
decision-dependent term. In Section 4, we characterize
which equilibrium concepts are achievable under these two
approaches: namely, performatively stable equilibrium in
() and Stackelberg equilibrium in (7).

Further exacerbating the aforementioned challenge, be-
cause the agents’ learned play x; also evolves with the
decision-maker’s actions, the decision-maker also faces a
time-varying objective. To illustrate this point, consider a
decision-maker with a-strongly convex loss £(-, z) and de-
fine uf € argmin, {E¢ p, (u) £(u, (21,))}. Analogous to
the agent decomposition above, if the decision-maker uses
a stochastic gradient-based algorithm with stepsize 7, then
2

E flus—uf [ < (1= 2) uo —ug |2+ 22+ (2)°, @)
where o is the gradient estimator variance (“noise”) and
A := maxy, |u} — u}_,||? parameterizes the drift induced
by the agents time-varying actions {z;}. The aim is to opti-
mize the right-hand side of (2) by controlling A/o. How-
ever, recall that the decision-maker does not have a priori
knowledge of the agents’ objectives nor their update rules.

Challenge 3: Can we design algorithms to control the
induced drift such that (us, x+) reaches an e-equilibrium
in finite time?

The question of controlling the drift in finite-time reveals in-
teresting algorithm design questions: how does the decision-

* DFO, £=0.09
RGM, &' =& — JuPs —u™|
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Figure 2. (left) A scenario where the performatively stable equilib-
rium uP® lies in an e-ball around u*; (right) Approximate big-O
sample complexity (Theorems 4.4 and 4.9) needed by the repeated-
gradient (RGM) and derivative-free (DFM) methods to bring the
decision-maker within € of u* as agent reactivity Leq grows. Be-
cause RGM ignores the implicit term of the decision-maker gradient,
the gap ||uP® — u*|| widens as Leq grows, shrinking its effective
tolerance &’ = ¢ — ||u®® — u*|| and pushing its sample complexity
past that of DFM. See Appendix D.5 for additional details.

maker ensure that the agents equilibrate fast enough so as
to control A relative to o? To address this, we introduce
time-scale separation via epoch-based algorithms in the two
aforementioned gradient information settings. To obtain
finite-time rather than asymptotic convergence, it is nec-
essary to allow the agents to update multiple times while
the decision-maker remains relatively stationary. This is
illustrated by analyzing the local stability of the dynamical
system representing the combined update. For fixed step-
sizes (n,7) and gradient updates for the decision-maker
and agents, respectively, at each fixed action u,, the agents
update 7 steps and then the decision-maker updates. As il-
lustrated in Figure 1, it is required that 7 > 1 for equilibrium
convergence, meaning that the epoch-based algorithm struc-
ture is necessary for finite-time guarantees. We describe the
epoch length lower bound in more detail in Appendix D.4.
In Section 4, for each of the gradient information settings,
we optimize the epoch length to obtain non-asymptotic con-
vergence by controlling A /c.

A last natural question centers on efficiency versus opti-
mality. Recall that the iterates equilibrate at different equi-
librium concepts dependent upon the decision-maker’s es-
timated gradient information. We show that the sample
efficiency of the gradient method decreases as more of the
gradient (1) is estimated (under the same information as-
sumptions on the agents behavior), but is there an effect
on the optimality of achievable equilibrium? Consider the
scenario shown in Figure 2: a decision-maker could use a
derivative-free method to reach within € > 0 of the Stack-
elberg equilibrium u*, or use the more efficient repeated
gradient method to reach within ¢’ = ¢ — ||uP® — u*|| of
the performatively stable equilibrium uP®; in either case,
the worst-case expected distance from u* is the same. This
poses a problem for the decision-maker: how to assess the
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tradeoff between performance degradation and sample com-
plexity? With this in mind, in Appendix I, we characterize
the performance gap (Proposition 1.4) in terms of proper-
ties of the game—in particular, how dynamic agents are in
reaction to the decision-maker.

3. Characterizing Drift-to-Noise Ratio

To understand the drift versus noise, we consider the setting
in which a decision-maker obliviously deploys a sequence
of actions {u;} and passively observes how the agents’ re-
sponse {z;} as generated by some set of algorithms A. Ex-
amples include pricing or recommendations where periodic
changes are made to interventions. The decision-maker’s
sequence of actions induces drift in the agents’ equilibrium:
x} := x*(uy). Prior work has focused only on asymptotic
guarantees for stochastic tracking in strongly monotone
games assuming that the time-varying sequence of games
being tracked equilibrates a priori (Duvocelle et al., 2023).
Given the induced drift A as identified in (1), a natural
question is can we obtain a finite-time bound on the time
to reach a target equilibrium, E|lz; — 2} |*? With the de-
sign questions outlined in Section 2.3, taking a different
tack than prior asymptotic work, we extend recent work
in stochastic optimization, namely Cutler et al. (2023), to
stochastic monotone games; this requires novel analysis as
games generally do not admit a single cost function to which
we can appeal in the analysis.

3.1. Bounding the Equilibrium Tracking Error

Suppose the decision-maker deploys actions u; such that
xy is the induced equilibrium for the p—strongly monotone
game G,,, which depends on u;. As long as the agents em-
ploy a p-contracting stochastic method as in Definition 2.3,
then it is possible to bound the expected equilibrium track-
ing error with a notable dependence on the noise o, and
induced drift A, := max;{||z} ; — z7[/}.

Proposition 3.1 (Informal). Under Assumption 2.1, suppose
agents employ a p-contracting stochastic algorithm in the
regime p € [0, 1). Then the estimate holds:

1—p2)\t )2 L \2
Ello—af|? S (1- S522) lao—af |2+ 220 + (122
This result is formally stated in Proposition H.2 (Ap-
pendix H). We exploit this decomposition of the tracking
error to obtain efficiency estimates, thereby laying the foun-
dation for efficient decision-maker algorithms.

Indeed, do last-iterate convergent algorithms exist for the
agents in this time-varying setting? To provide insight into
the difficulty of the problem, we focus on a natural learning
rule, stochastic gradient play:

Tpp1 = pl;?j(ﬂ?t — @) ¢ Qg = (Vifi" (4))i=;. (SGP)

Proposition 3.1 reduces to the following corollary, the for-
mal version of which is given in Corollary H.4.

Corollary 3.2 (Informal). Under Assumption 2.1, suppose
agents are running stochastic gradient play (SGP ) with step-
size v < ju/(2L2), and an unbiased estimator @y satisfying
El||@; — Ei@e]||?] < o2 for 0o € [0,00). Then p?> =
1/(1 4 yp) and ¢ = /27, respectively, so that

t 2 2
Eillze — 27| S (1= 22) [lo — 2> + 22 + (22)".

Letting t — oo, the optimization error tends to zero,
leaving only the noise and drift terms. Optimizing with
respect to v leads to the optimal learning rate v, :=
min {4/ (2L2), (2A§/(ua§))l/3} and asymptotic track-
. . 2
ing error &, := min,e(o,./222) {702/1 + (Aa/ (7))}
Here ~, determines the interesting regimes. Indeed, set-
ting 1/ (2L2) = (2A2/(uo?))"/? and rearranging, we have
two regimes for the drift-to-noise ratio: the low regime if
A, /o < pu?/(4L3), and otherwise the high regime.

In the high drift-to-noise regime, if agents run stochastic
gradient play with v, =< p/(2L2), we have that

2 * (12
Elz;—z||? < e, int < % log (@) time steps.
With high drift-to-noise the problem is essentially deter-
ministic, and the rate in fact matches the deterministic set-
ting (see, e.g., Chasnov et al. (2020a)). The low drift-to-
noise regime is decidedly more interesting as the rate can
be improved by controlling the combined drift and noise
(cf. Section 4). Setting the step-size 7, < (2A2 - M%‘g)l/?’,
informally we have that

2 * 12
Ellz—af|? Sevint S ;32 log (%) time steps.
The following proposition shows that if the agents employ
stochastic gradient play in stages, then much like the single
player time-invariant optimization problem (Kulunchakov
& Mairal, 2019), the agents tracking error can be improved.

Proposition 3.3 (Informal). Suppose that induced time-
varying agent problem is in the low drift-to-noise regime.
There is an algorithm that proceeds by running stochastic
gradient play (SGP) in K stages with Ty, steps in each of
the k € [K| stages such that the total time satisfies T =

kK;()l Tr < ﬁ—g log (M) ++ ;235’ and the expected
tracking error satisfies E |z — 2% ||* < e. Further, if the
agents employ v, then € = ¢,.

In Appendix H, we detail the construction of this algorithm,
and give the formal statement in Proposition H.5. Essen-
tially, the agents employ an algorithm that repeatedly runs
stochastic gradient play in stages by reinitializing the al-
gorithm at the previous stage and adjusting the stepsize by
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Algorithm 1 Epoch-Based Drift-to-Noise Control

Input: 219, T, ny, x_1, Ug, Tt
fort=1,....,Tdo
fork=0,...,7 — 1: query agents with u;
observe z; = (A(xy—1,ut), &)
update w1 = ALg(24, 1¢, Gt)
end for

a factor of 27%. This progressively reduces the constant
variance term. The iteration complexity clearly is com-
posed of two terms: the classical deterministic complexity
O((L%/u?)log(1/¢,)) of gradient play, and the optimal
complexity for stochastic gradient play in O(c2/(u%¢,)).
Crucially, the regime is controlled by the decision-maker’s
algorithm—since E||x}, | — 27 || < Leq E [|us41 — wef| so
that A, < LeqA—as well as the agents’ step-size which
determines proximity to optimal. Bounds such as those
in Proposition 3.3 are exploited (cf. Section 4) to design
the epoch length in algorithms to control the agents’—and
therefore the decision-maker’s—error.

Remark 3.4 (Beyond Worst Case Tracking Bounds). The
preceding results focus on the worst-case equilibrium ex-
pected tracking error. In Appendix H.2, by assuming con-
traction rate on the sequence {u; }, we give a time-varying
equilibrium tracking error. However, expected equilibrium
tracking guarantees are only meaningful if the dynamics
run many times. Hence, in Appendix H.3, we give high
probability bounds on the tracking error. Due to the strate-
gic nature of agents, if the u;’s are deployed in real-time
there will be irreversible drift, and thus high-probability
efficiency results are more meaningful as they characterize
the performance if dynamics were executed only once.

4. Controlling for the Drift-to-Noise Ratio

Recall from Section 2 that the decision-maker seeks to
solve a stochastic optimization problem with both uncer-
tainty due to the response of the agents and stochasticity of
the environment—namely, they seek to minimize the loss
L(u) = E.pe)[£(u, z)] with respect to u where z ~ D(u)
is the stochastic observation that the decision-maker receives
from the environment and abstracts the agents’ (stochastic)
decision process. Ultimately for u; to stabilize around some
(appropriate) equilibrium u*, the decision-maker needs to
control ||z, — x}||? and ||z} — 2}_,||? as these terms drive
the induced drift and noise (and therefore bias and variance).
Key questions center on 1) what types of algorithms enable
controlling these two sources of error, and 2) given a par-
ticular algorithm, how long before the agents reach the low
drift-to-noise regime, wherein the optimal target accuracy
can be achieved? In Figure 3, for stochastic gradient play,
we show the iteration complexity and optimal target accu-
racy for the agents as a function of the drift-to-noise. There

o

Jim <.(8,) = 40%/13
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w
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high drift-to-noise
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Figure 3. Iteration complexity and target accuracy of stochastic
gradient play as a function of drift-to-noise ratio. Switching to
the optimal learning rate . (Section 3) and using a stage based
algorithm improves iteration complexity and lowers the achievable
target error in the low drift-to-noise regime by decreasing the
variance, while SGP is limited by the noise floor.

is a clear transition at A, /o, = u?/(4v/3L2) after which,
if the agents adopt a stage-based algorithm, then the target
accuracy can be set arbitrarily small with modest impact
on the iteration complexity. On the other hand, if a stage
based algorithm is not employed, the agents risk hitting
the noise floor o, which will lead to a constant error in the
decision-maker’s update.

We address these design and analysis questions in the sub-
sequent sections, focusing on a hierarchy of different gradi-
ent information and epoch-based algorithms (Algorithm 1).
We use bounds from Section 3 to set epoch lengths and
the decision-maker’s step-size to control the two aforemen-
tioned two errors, respectively.

4.1. Naive Decision-Maker

A common naive approach in machine learning is a stochas-
tic repeated gradient method wherein the decision-maker
periodically retrains given new data from the environment.
Since the decision-maker does not have a priori access to the
agents’ response mapping, it updates its loss using a stochas-
tic gradient estimate of [E, p () Vul(u, z)—i.e., only the
part of the total gradient of £(u) with explicit dependence
on u. We make the following regularity assumption.

Assumption 4.1. a. The loss £(-, z) is C'-smooth and a—
strongly convex for any z; b. The maps u — V,¢(u,z)
and z — V,{(u, z) are L, and L, Lipschitz continuous,
respectively.

Equilibrium Baseline. The appropriate notion of an
equilibrium in this case is that of a performatively sta-
ble equilibrium of the “lifted” (n + 1)-player game
(¢, f1,..., fn) (Narang et al., 2023).

Definition 4.2. The joint action (uP®,z*(uP®)) is a per-
Sformatively stable equilibrium if z*(uP®) € Eq(Gyes) and
uP® = argmin, ¢y Eeop, (ues) £(u, (27 (uP?),)).

In Appendix 1.1, we show the equilibrium exists and
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is unique when o < L,(Len + Leq) Where L, is
the Lipschitz parameter for the environment—namely,
Wi1(De(u), De(w)) < Len|lu — w]|| (cf. Assumption 1.2).
In the setting where D, (u) = D, existence is guaranteed
with a@ < L, L, and the performatively stable equilib-
rium is a Nash equilibrium of the game (¢, f1,..., fn):
the decision-maker is playing a best response to the equi-
librium response of the agents in expectation.> In Ap-
pendix 1.2, we analyze the performative gap which is de-
fined as ||u* — uP®|| +||z* (u*) — z* (uP®)||—the distance be-
tween the Stackelberg and performatively stable equilibrium.
Depending on the problem parameters, the performatively
stable equilibrium is sub-optimal, yet the gap may be small
(cf. Proposition 1.4). It is interesting to examine regimes in
which the gap is small so that obtaining the Stackelberg is
not worth extra sample complexity (cf. Figure 2).

Stochastic Repeated Gradient Method. The repeated
stochastic gradient method is given by

Uyl = PLOJ'(Ut —ngt) : gt = Vul(ug, (x4,&)). (RGM)

Assumption 4.3 (Finite Variance). Suppose there exists a
filtered probability space ({2, F,F,P) with filtration F =
(Ft)e>0 such that Fo = {0, Q}, g¢ is Fy41-measurable, and
there exists a constant o > 0 satisfying E¢ | g: — E¢[g:]||> <
o2 where E; = E[| ;] denotes the conditional expectation.

Suppose that the decision-maker fixes its action wuy in round
t for 7 time-steps, and the agents run a stage-based p-
contracting algorithm (cf. Corollary G.2) A. Agents are
incentivized to run stage-based algorithms: they aim to
stabilize within the smallest neighborhood of z} as pos-
sible, thereby requiring control of their own variance o2.
In the remainder of this subsection, fix constants & :=
a— L, Le, > 0 (for existence and uniqueness, Theorem 1.3),
and L? := L2 + L2L2 (abusing notation).

zeq

Theorem 4.4 (Informal). Suppose Assumptions 2.1, 4.1,
and 4.3 hold, and that constants R > ||x_1 — x*(ug)|| and
B > ||ug — uP®||? are available. Further, suppose we are
in the regime where o > L, L¢, and the decision-maker
runs Algorithm I with Alg := RGM using step-size n <
%, and the agents employ a stage-based p—contracting
algorithm Awith p € [0,1) and o, € (0,00). Set R := R+
21672;32 +6qu(4B+%z))/(1—p2)2, the tolerance e, < n°c?
and epoch length 7 < O (ﬁ log (%) + %).
Then, the following estimate holds:

Eullus = w*lP < (1= 51)° fluo — w?*|[* + 42

3Performatively stable points in the single player setting (Per-
domo et al., 2020) are equally interpretable as Nash when the
environment comprises a stochastic best responding agent whose
reaction is determined by a utility function.

Proposition 1.5 contains the formal statement and proof. A
key technical difficulty is bounding the induced drift (i.e.,
agents’ equilibrium tracking error). We leverage results
from Section 3 to set the epoch length via bounding the se-
quential (epoch to epoch) initialization error E ||x;_1 — 7|2,
and combine this with within epoch efficiency estimates
for p-contracting algorithms (Appendix G). We also pro-
vide a specialization to the case where the p-contracting
algorithm is stochastic gradient play (Proposition 1.6). To
provide more intuition on the effect of drift vs noise, we
also specialize to the case where the p-contracting algorithm
is deterministic (Proposition 1.11); indeed, here agents do
not need to run a stage-based algorithm as there is no extra
bias from their stochasticity. Finally, we also leverage the
high probability tracking error results (Appendix H.3) to
give stronger guarantees for irreversible induced drift (cf.
Theorem 1.9, Appendix 1.3.1).

Given this t-step bound, the decision-maker may employ
a staged method to obtain convergence to an approximate
performatively stable equilibrium.

Corollary 4.5 (Informal). Fix a target accuracy € > 0.
Under the assumptions of Theorem 4.4, suppose the decision
maker runs the stochastic repeated gradient method in k =
0, ..., K super-epochs, for Ty epochs each with constant
step-size i, = 27 Fno, and such that the last iterate of each
super-epoch is the first iterate of the next. Fix constants

= il To = [ o8 ()], 7o = 22802, ana

Qank
K = [1+ log, (L"—;Eﬂ Then E|ur — uPs||? < ¢ and
E|jzr — 2*(uP*)||* < 2(e; + Leqe) in

K
T= Zk:l Te S

~

O(é—j log (2152) + g—;a) epochs.
The formal statement and proof is in Corollary I.7. Note
that since we run 7 iterations within each epoch, the total
number of iterations is 7" - 7. Analogous to Proposition 3.3,
we progressively decrease the step-size to control the bias—
namely, the drift in the agent game E ||z}_; — x7||? and
noise from their update E||z; — x}||>—until the desired
accuracy is achieved. Reflecting back to Figure 3, the target
accuracy can be better optimized if the agents switch their
step-size to the optimal v, once in the low drift-to-noise
regime. Hence, it is interesting to characterize the time T'
after which maxy <7 E ||uj—_1 —uy||* ensures the agents are
in the low drift-to-noise regime in expectation.

Proposition 4.6 (Informal). Under the assumptions of
Corollary 4.5, the estimate maxp<r E ||ur, — up_1|*> <

(4_‘226‘:22 )2 holds after T = Y"1 Th, S O (L log (222) +

"—2) epochs where e = & (p?0a/(4 - Leng))Q-

aze

We give the formal statement in Proposition I.10. Once in
this region the agents are naturally incentivized to optimize
their learning rates (i.e., selecting 7, ) as it will enable them
to more effectively stabilize the learning process.
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Remark 4.7 (Non-Strategic Environment Decision-Depen-
dence). As we show in Appendix 1.3.4, even if D, (u) de-
pends on u the results immediately extend. Indeed, sup-
pose there exists Le, < 0o such that Wy (D, (u), D.(w)) <
Len||u — w|| and that &« > L, (Len + Leq) s0 an equilibrium
exists (cf. Proposition 1.3). Then, the results immediately
apply replacing & with o« — L, (Len + Leq)-

4.2. Strategic Decision-Maker

A more strategic approach in low-information settings—i.e.,
where the decision-maker knows that the agents are respond-
ing to uy, yet still does not know the agents’ objectives nor
the algorithms they employ—is to estimate the effect of
the agents’ time-varying behavior via carefully designed
stochastic queries to the environment.

Equilibrium Baseline. The natural equilibrium baseline
in this case is the Stackelberg equilibrium (cf. Section 2.1)
since the decision-maker aims to optimize through the re-
action of the environment including the agents’ collective
response. To do so via gradient methods, the decision-maker
needs to estimate the full gradient of its loss as given in (1).
Derivative free methods are one type of approach that enable
estimation of the second term in (1) via stochastic samples
of the loss at the queried environment state. The resulting
gradient estimator tends to be inherently biased, prone to
high variance, and is nominally sample inefficient; nonethe-
less, Stackelberg equilibrium convergence is possible, as
opposed to suboptimal performatively stable equilibrium.

Derivative Free Method. Given that the environment is
time-varying and responsive to the decision-maker’s queries,
we adapt a single point derivative free method (see, e.g.,
(Agarwal et al., 2010; Drusvyatskiy et al., 2022)) to the
epoch-based framework outlined in Algorithm 1. Multi-
point methods tend to have better complexity in terms of
d, yet agents are responding and therefore it may not be
possible to query the same static population repeatedly.

For a fixed query radius § > 0 and epoch length 7 > 1, the
decision-maker updates its action via

Ugp1 = Proj (ug — n:Ge), (DFM)

a-ou

where, for a uniformly sampled vector v; ~ S, the gradient
estimate is g; = %E(ut + vr, (A(wp—1, ur + 0v1),&))ve
with & ~ D.. The challenge compared to classical analysis
is accounting for the additional bias from the agents’ drift
and noise. We require some regularity assumptions.

Assumption 4.8. The following hold: a. the loss ¢(u, z)
is bounded with £, := sup(,, .y« z |¢(u, 2)[; b. the map
u +— V2L (u) is Ly-Lipschitz continuous; c. the expected
loss L(u) is a—strongly convex; d. 3 b, B > 0 such that
bB C U C BB where B = {u € RY| |jul| < 1}.

Assumption 4.8.d is common (cf. Agarwal et al. (2010)),
and implies the convex set { is compact with a non-empty
interior; otherwise, we can map U to a lower dimensional
space. Assumption 4.8.c requires the composition of the al-
gorithm the agents’ play and the loss ¢ to be convex. We give
examples of how this criteria may be met in Appendix J, and
discussion of relevant literature (Dong et al., 2018; Miller
et al., 2021; Perdomo et al., 2020; Ray et al., 2022). This
assumption allows convergence to global optima; when it is
not met, convergence is possible to local solutions; yet, as
with non-monotone games, what constitutes an interesting
solution is widely debated (Fiez et al., 2020; Jin et al., 2020;
Mangoubi & Vishnoi, 2021). We explore local convergence
numerically (Appendix D), and leave theory to future work.

Let (u*,z*(u*)) be the Stackelberg equilibrium. In the
remainder of this subsection, let L := L, + L, Leg.

Theorem 4.9 (Informal). Suppose that Assumptions 2.1, 4.1,
and 4.8 hold, and that a constant R > ||z_1 — x* (ug)||?
is available. Further, suppose the decision-maker runs Al-
gorithm 1 with A1g := DFM using step-size 1y = a(%ﬂ)
and query radius § < min{b, L%}, and that the agents
employ a p—contracting algorithm A with p € [0,1) and
0a € (0,00). There exists a constant R < oo such that
if the tolerance is set to e, = (6(t + 1))~ with epoch

o, p

length T X O <ﬁ log (?) + W), ﬂ’len the es-

max{2a262B,16(¢2d%>+1)} i
52aZ(t+1)

timate holds: E||u; — u*||?> <
207 (14 3) Il + 2)-

For simplicity, the formal definition of R, which determines
the required epoch length, is given in Appendix J.2; it is
analogous to the constant in Theorem 4.4 in that it is derived
from bounding the tracking error E ||x; — x7||? using the
drift-to-noise decomposition analysis in Section 3. We now
characterize the iteration complexity to reach an approxi-
mate Stackelberg equilibrium.

Corollary 4.10. Suppose the assumptions of Theorem 4.9
hold. Fix target accuracy € < 4b> ((1 + é) B+ é)Q and
set § = av/e/4/((a+ L)B + L) and n; = 4/(a(t + 1)).
The iterates (uy, x1) converge to an approximate Stackelberg
equilibrium: E[||us — u*||?] < ¢ and E[||z¢ — 2* (u*)||?] <
2(€; + Leqe) hold for all t > 16 max{a*e B2, 8(¢2d* +
1)((a+ L)B + L)?}/(a*e?).

The formal statement is given in Theorem J.6 (Appendix J).
An analogous statement to Proposition 4.6 which identifies
the transition from high to low regimes as the decision-
maker stabilizes is also provided. Observe that € may be
selected arbitrarily small to control the agents’ locality rela-
tive to the equilibrium. Corollary 4.10 provides a bound in
terms of the number of epochs; the total iteration complex-
ityis S0, 7o < O(g—z(log (&) + g)) If the agents are
deterministic (o, = 0), this rate matches the rate of single
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(a) RGM with SGP agents. (b) DFM with SGP agents.

Figure 4. Effects of decision-maker’s choice of 7 on equilibrium
convergence in a convex quadratic game. As expected, larger 7
produces smaller equilibrium error.

point derivative-free convex optimization (Agarwal et al.,
2010) up to log factors, where the log factor is precisely due
to the agents running their algorithms for 7 time-steps. The
rate for the derivative free method is decidedly worse than
for the stochastic repeated gradient method, owing to the
extra estimator bias, yet the latter converges to a suboptimal
equilibrium.

Remark 4.11 (Non-Strategic Decision-Dependence). As we
show in Appendix J.3, if D.(u) depends on u, the results in
this section apply with minor changes to constants as long
as ¢ satisfies mixture dominance (cf. Assumption J.10) and
W1(De(u), De(w)) < Len||u — w]| (cf. Assumption 1.2).

S. Empirical Vignettes

In this section, we present some empirical results targeting
some of the technical assumptions. These results elucidate
the effect of the decision-maker’s algorithm design space
on the “shape” of the agent game and convergence behavior.
A broader set of experiments is contained in Appendix D.

Selecting 7. In many real-world settings the optimal 7 is
unknown as some of the constants on which it depends are
properties of the agents’ algorithms. We study a represen-
tative quadratic game to examine the effects of a decision-
maker’s choice of 7. Indeed, many real-world problems (e.g.
Bertrand/Cournot markets, multi-agent linear—quadratic
games, and revenue-maximization models (Narang et al.,
2023)) can be cast as quadratic games (cf. Appendix C).
Here, the i-th agent’s cost formulated as

filzi,o—) = 3a] Ay + 2l 2 + ¢ 2 + ¢(, ),

where ¢; belongs to a quadratic family of incentives by
which the decision-maker tries to nudge agents toward a de-
sired outcome (¢, u?) (cf. Ratliff & Fiez (2020)). Figure 6
illustrates that several modest choices of 7 suffice: larger 7
results in faster convergence, yet the benefit of increasing 7
is marginal. See Appendix D.1 for further details.

Shaping the Landscape. Another assumption made
throughout is that the induced game G,, is strongly mono-

# unstable

X2, [player 2 amount on s=2]

10

02 04 06 [ 02 04 06 08
1,1 [player 1 amount on s=1] 1,1 [player 1 amount on s=1]

(a) Non-monotone (b) Strongly Monotone

Figure 5. Phase portraits for the dynamics of a decision-maker
influenced Kelly auction. Markers indicate where w, (z) = 0 on
int(X'), and arrows represent the gradient flow. From (a) to (b), the
agents’ game transitions from non-monotone (admitting a local
Nash and saddle point) to strongly monotone (single stable Nash).

tone. It is natural to question whether or not the decision-
maker can induce strong monotonicity. We explore this
via a Kelly auction with m resources, where n agents
submit bids x; € R for the resources, with the joint
set of bids given by x = (z1,...,z,) € R™". The
i-th agent receives pj(z) = % units of re-
source j proportionate to their bid, and minimizes their
loss fi"(zi,x—i) = =370, (aip;(x) — x;) over X; =
{wi € RY © 3570 i; < b} A common auction con-
trol mechanism is price floor u = (uq,...,u,;,) € R™
regulation. Shown in Appendix C.5, if p = max;a; -

(Z;':i::-{s—qs?: }1 b))’ > 0, then the agents’ game is p-
strongly monotone. Figure 7 shows the decision-maker’s
action changes the equilibrium landscape from multiple sta-
tionary points to a single stable Nash. It is interesting to
consider incorporating a design constraint on the shape of
the agent game. See Appendix D.2 for details.

6. Discussion

We consider a novel class of stochastic time-varying Stack-
elberg games. We present finite-time efficiency estimates
that are governed by the drift-to-noise ratio for the decision-
maker influenced agent updates. We also identify two epoch-
based algorithms that find two different notions of equilibria,
the performatively stable Stackelberg equilibrium and the
true Stackelberg equilibrium, and establish finite-time con-
vergence rates. This work enables ample opportunities for
future work. First, parameters intrinsic to the theoretical
bounds are oft unavailable in practice, hence adaptive algo-
rithms tuned to game theoretic settings may be especially
useful. Second, future work might better capture the trade-
offs in the performative gap and sample complexity. Finally,
a particularly interesting direction is to estimate agent dy-
namics using techniques from adaptive control. Further
discussion of these proposed directions are in Appendix B.
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Impact Statement

This paper presents work whose goal is to advance the field
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consequences of our work, none which we feel must be
specifically highlighted here.
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Organization of Appendix

The appendix contains many sections, so here we provide a contents list to help the reader navigate the material.

» Appendix §A: Related Work. This section contains a discussion of related work

* Appendix §B: Extended Discussion. An extended discussion section containing implications for future work and
proposed directions.

» Appendix §C: Examples of Monotone Games. This section contains examples of monotone games.

* Appendix §D: Numerical Experiments. Illustrative numerical experiments exploring both the limits of the theoretical
results as well as semi-synthetic real-world simulations.

» Appendix §E: Technical Lemmas. Technical lemmas used to prove the theoretical results.

* Appendix §F: Regularity of the Equilibrium Response. Exposition on the regularity assumption on the equilibrium
response of agents.

* Appendix §G: Contracting Agent Updates. Examples (and proofs) of p—contracting learning rules.

¢ Appendix $H: Proofs for Oblivious Decision-Maker Setting. Proofs for all the theoretical results for the setting in
which the decision-maker is obliviously deploying a sequence of actions.

* Appendix §$I: Proofs for the Naive Decision-Maker Setting. Proofs for all the theoretical results for the setting
in which the decision-maker is naively deploying a sequence of actions generated by running a repeated stochastic
gradient method.

* Appendix §J: Proofs for the Strategic Decision-Maker Setting. Proofs for all the theoretical results for the setting
in which the decision-maker is strategically deploying a sequence of actions that are selected via a derivative free
stochastic method that allows the decision-maker to optimize through the smooth algorithmic response of the agents.

A. Extended Related Work

Asymptotic equilibrium tracking is a long studied problem in single player stochastic optimization and stochastic approxi-
mation; see (Borkar, 2009; Kusher & Yin, 1997) and references therein. Our work focuses on obtaining convergence rates
when the decision-maker faces a time-varying stochastic optimization problem subject to equilibrium constraints that are
themselves varying in time. Below we highlight the most relevant work in this broad field, focusing on recent developments.

Static Performative Prediction. The decision-maker’s problem is analogous to the setting of performative prediction,
first introduced in Perdomo et al. (2020), in the sense that the decision-maker faces a stochastic optimization problem where
the distribution describing the environment depends on the actions of the decision-maker. Performative prediction, in turn,
shares many features with the earlier work on stochastic optimization with decision-dependent probabilities (Hellemo et al.,
2018) and strategic classification (Hardt et al., 2016; Mendler-Diinner et al., 2020). Numerous recent papers have developed
algorithms and convergence guarantees in different performative prediction settings (Brown et al., 2022; Cutler et al., 2024;
Drusvyatskiy & Xiao, 2023; Maheshwari et al., 2022; Mendler-Diinner et al., 2020; Miller et al., 2021; Narang et al., 2022).

In particular, Mendler-Diinner et al. (2020) develops the first stochastic optimization algorithms within the performative
prediction setting. The subsequent work by Drusvyatskiy & Xiao (2023) reveals that all the typical stochastic optimization
algorithms used in the classical static setting extend directly to the performative setting with no loss in efficiency. The work
Cutler et al. (2024) moreover shows that the basic stochastic gradient method asymptotically achieves the best possible
sample complexity among any estimation procedures.

Recent work by Conger et al. (2023) extends the specific sub-problem known as strategic classification to functional spaces
by way of optimal transport in order to analyze the effects of the entire distribution (as compared to the mean) as a function
of the decision-maker’s action. Another interesting direction is explored in Narang et al. (2022) wherein the authors extend
the performative prediction problem to multiple players and characterize the Nash equilibrium. Finally, work from Wood &
Dall’ Anese (2022), which finds equilibrium points that are analogs to performatively stable points.
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Time-Varying Stochastic Optimization & Performative Prediction. Of the recent work on performative prediction, the
most closely related work focuses on performative prediction problems that change dynamically over time in response to
exogenous changes in the environment. This is in contrast to classical online tracking work (Fujita & Fukao, 1972; Kushner
& Yin, 1997; Tsypkin & Nikolic, 1971; Tsypkin & Polyak, 1992), which, despite using several modern techniques and
objectives such as accelerated gradients (Madden et al., 2020) and dynamic regret (Besbes et al., 2015) respectively, does
not capture decision-dependence in the environment’s drift.

Brown et al. (2022) introduced the notion of dynamics in the performative prediction problem through repeated risk
minimization. Ray et al. (2022) introduce novel epoch-based algorithms for performative prediction when the environment
is subject to geometrically decaying dynamics.

There has also been a recent surge on the empirical front in related fields such as recommendation design when the
decision-maker recognizes that the user pool may be reactive (Cen et al., 2024). Cutler et al. (2023) provides convergence
rates for gradient-based stochastic optimization methods over time-varying decision-dependent distributions. Wood &
Dall’ Anese (2023) develop a similar analysis for zero sum games, and provide bounds on tracking stochastic saddle point
equilibrium. Finally, (Cen et al., 2024) studies performative and strategic effects in recommendation systems, and provides a
theoretical model to study user strategization along with an empirical study.

Of these, the analysis in (Cutler et al., 2023) is most closely related to our work, especially in the oblivious decision-maker
setting. We extend the analysis in that paper to strongly monotone games. Further, none of these works considers the
Stackelberg setting in which the decision-maker (leader) faces multiple competing agents (followers) who are themselves
learning and adapting.

Bilevel Optimization & Stackelberg Games. There is vast work on bilevel optimization and Stackelberg games (Basar
& Olsder, 1998; Bracken & McGill, 1973; Colson et al., 2007; Dempe & Zemkoho, 2020; Stackelberg et al., 1952); the
specific work most related to this paper focuses on settings where the agent problem is an equilibrium problem or variational
inequality. In this setting, the literature is specialized to mathematical programming with equilibrium constraints. Prominent
examples include settings where a leader optimizes over the outcome of a Cournot game (Sherali et al., 1983), or Stackelberg
congestion games (Wardrop, 1952).

Typically it is assumed that the decision-maker has full knowledge of the agent game or can control the agent game through
multiple specialized queries such as in recent work (L1 et al., 2023; Maheshwari et al., 2023). There has also been work on
incentive design when facing multiple adaptive agents such as (Ratliff & Fiez, 2020; Yang et al., 2020; 2022); however, the
majority of this work makes the assumption that the decision-maker can estimate the preferences of the agents, can compute
the a priori optimal solution to use as a benchmark, gives asymptotic convergence guarantees, or provides empirical results.
In contrast, our work does not assume that the decision-maker has any knowledge of the agent preferences or update methods
beyond belonging to a broad contractive update class.

B. Extended Discussion, Implications for Future Work, and Proposed Directions

We consider a novel class of stochastic Stackelberg games, where updates from the decision-maker and the agents induces a
time-varying game for both parties. We present finite-time efficiency estimates that are governed by the drift-to-noise ratio
for the agents’ updates for settings where the decision-maker sequentially deploys actions. The results motivate future work
on better characterization of the tradeoffs in the performative gap and in sample complexity as this helps determine the most
efficient class of algorithms to run in information limited settings.

We also identify two epoch-based algorithms that find two different notions of equilibria, the performatively stable
Stackelberg equilibrium and the true Stackelberg equilibrium. We characterize the existence of the former equilibrium,
and establish convergence rates. Illustrative numerical examples explore the theoretical assumptions and suggest many
interesting directions for future work.

Performative Gap vs Sample Complexity. Indeed, the results motivate future work that captures the interplay between
game theory, optimization, and learning. Better characterizing the tradeoffs in the performative gap, both in ¢/ as well as in
cost, and in sample complexity is essential across a number of performative prediction settings. Additionally, having a better
characterization the extent of performativity exists in a stochastic optimization system would enable decision-makers to
determine which algorithmic approach (i.e., computationally expensive derivative free methods versus sub-optimal repeated
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stochastic methods) is beneficial given the reactivity of its user base.

Designing Adaptive Parameter Estimation Methods. Our theoretical results also depend on a number of intrinsic
parameters such as Lipschtiz constants which may not be readily available in practice. This suggests developing adaptive
algorithms for learning in game-theoretic settings such as the ones explored in this paper. In the game theory literature,
there are few adaptive methods in part because extending traditional methods from single-player optimization would require
coordination, however, there is recent work on adaptive methods in distributed setting for monotone variational inequalities
which can be leveraged.

Methods for Estimating Opponent/Agent Models using Adaptive Control. Finally, we examine the two extremes in
terms of estimating the performative effects on the loss of the decision-maker. Indeed, recall the gradient decomposition
from Equation 1:
d
zw%(u) vug(U7 Z) + 7’[) zw]g(v) K(U, Z) ‘v:u’

where the second term is the derivative of the loss through the reaction of the agents (and the non-strategic decision-dependent
component of the environment). We examine what happens when the decision-maker updates by ignoring the reaction
of the agents in its gradient and, at the other end of the spectrum, when the decision-maker estimates—via a derivative
free method—the second term in (1). There is a natural intermediate formulation in which the decision-maker models the
D(u) with a sufficiently rich function class. For instance, in prior work by Ratliff & Fiez (2020), in the context of adaptive
incentive design the authors model best responding agents via reproducing kernel Hilbert spaces (RKHS)—which are known
to have desirable properties such as persistence of excitation. In particular, the cost functions of the agents’ are estimated via
RKHS. Then, using the estimated costs, they constrain the incentive design problem to ensure that the (estimated) game
amongst the agents has a positive definite Jacobian (D, w(x,u) > 0) which is a sufficient condition for strong monotonicity.
This requires an assumption on the model class being expressive enough to capture the true cost functions; the challenge
here is that the model could of course be miss-specified, and this assumption is not a priori verifiable. Hence, what is needed
is some uncertainty quantification or distributional robustness on top in order to give guarantees. This is an interesting
direction of future research.

C. Examples of Monotone Games

In this section, we provide several examples of strongly monotone games. Before diving into some examples, let us give
some intuition for strong monotonicity via sufficient conditions, and discuss challenges related to relaxing this assumption.
C.1. Strong Monotonicity of Agent Game

Recall that Assumption 2.1.i. Here we explore the strength of this assumption. In particular, this assumption requires that
the decision maker is only deploying u’s such that the agents game is strongly monotone. A sufficient condition for this
game to be strongly monotone for a given w is that the game Jacobian is positive definite:

Vift Viaff Vinfy

Vo1 f3'

Ju(x) := = 0.

: . g Vin-1nfn-1
anf:: T vn(n—l)f# V?Lf#

It is instructive to see what this implies via an example. Consider a revenue maximization game amongst the players
u T Ai 2
fitlzi, ) = (Auzs + Aj v + & + i) 2i+ ol

here u; is some demand signal to correct for the implicit bias agent ¢ has about the demand.

For simplicity let’s consider the two player case:
wu(z) = (Vifi', Vafy) = (2411 + MD)x1 + &1+ ur + A1, (2422 + Aol)wa + §o + uz + Ag171)
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_12A0 + M T Aia
Ju(@) = [ Ay 2455 + )\QI:|
Then,
1 T 241+ M A+ A,
2 (Ju(x) + J“ ($)) o [AB + Ag1 2499 + Ao

Then as long as the game when v = 0 is strongly monotone, so is any induced game.

Prior work by Ratliff & Fiez (2020) on adaptive incentive design with simultaneous utility estimation incorporates this
condition as a constraint on the optimization problem (for choosing the next u;). One direction for future work is specifying
the space of ¢/ via a similar radial basis function method as in Ratliff & Fiez (2020), and then characterizing the additional
constraint to be added to the epoch-based algorithms we propose herein. If this expansion results in a closed, convex set 4,
then our results will apply and the decision-maker will only be choosing actions « that retain strong monotonicity of the
agents’ game.

C.2. Challenges to Relaxing Strong Monotonicity

Relaxing the monotonicity assumption leads to issues of not just non-uniqueness but especially non-existence of solutions
(Facchinei & Pang, 2003; Rockafellar, 2018). To our knowledge there are not solution concepts for Stackelberg problems
over non-monotone games. The rich literature on non-convex, non-concave zero sum games, especially in machine learning,
is illustrative of the challenge which is only exacerbated by the lack of structure in general sum settings. In particular, there
are many different local solution concepts and no one in particular that is widely accepted in zero sum settings (Daskalakis
et al., 2023; Fiez et al., 2021a;b; Jin et al., 2020; Mangoubi & Vishnoi, 2021), and very few in general sum settings (Fiez
et al., 2020).

There are two natural methods of defining solutions:

1. assume a locally monotone structure, or

2. define a solution concept with respect to the algorithm class (or regularizer) adopted by the agents.

The first option demands the novel analysis in this paper for monotone settings as that is what is exploited locally around
the equilibrium to obtain convergence. The main technical concerns beyond the analysis in this paper are then ensuring
saddle point avoidance and characterizing the lock in probability guaranteeing that the combined learning behavior remains
in the appropriate local neighborhood—see the appendix of (Fiez et al., 2020) for asymptotic analysis that is illustrative.
Essentially, it is necessary to bound the probability that iterates will get locked into a neighborhood around the equilibrium
which can be more difficult in general sum settings without a lack of the equilibrium landscape outside the region of
attraction, itself a difficult concept to characterize without local structure (e.g., bounds on the game Jacobian Dw,, (z)).

The second option arises from the fact that most methods for solving non-monotone inequalities derive algorithms that
leverage regularization (e.g., Tikhonov regularization is popular (Tatarenko & Kamgarpour, 2019)), and then define a
solution concept relative to a performance gap notion that depends on this choice of regularizer. This is dissatisfying in
a game theoretic sense as it requires the agents to coordinate on the choice of regularizer and then it gives no guarantees
with respect to the incentive structure of the agents objectives. That being said, there may be interesting future research on
understanding the relationship between algorithms adopted by strategic or learning agents and their underlying objectives
and incentives.

C.3. Quadratic Games

Consider the game defined by costs

1l 1" A4 B[ a;]" [
-] BB 1)

where A; € R4*4i D, € Ri-ixd-i B, € R&-i*di g, € R% and b; € R+ with A; = A] and D; = D/ . Further, we
assume that A; > 0 for each ¢ = 1, 2. The D; matrices penalize player i based solely on z_; and may often be negative or
zero. Quadratic games are a useful approximation of the behavior of more complex games around an equilibrium. This
game is strongly monotone if there exists 1 € (0, 00) such that

(w(z) —w(a’),z —a’) > pllz — 2%,
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where
w(@) = (Vifi(@), ..., Vafa(z)) with Vifi(v;,2_;) = Az + Bl 2_; + a;.

A sufficient condition for strong monotonicity is

B
A1 Bio e Bin :
J(z) = Vw(z) = B Az >~ 0, where B; = gf(%_l)
“. . B(nfl)n z(?-&-l)
Bno - Bn(nfl) An :
Bin h

There are many important examples of quadratic games in economics and control theory. Below we highlight a few.

C.3.1. OPEN LOOP LINEAR QUADRATIC DYNAMIC GAMES

One important class in control theory is that of linear quadratic dynamic games in open loop strategies. For simplicity, we
write out the details for a n = 2 player game; however, these derivations easily extend to arbitrary but finite n. To that end,

consider a two player linear quadratic dynamic game with open loop policies v; = (v; 0, ..., v; 7—1) With costs
= 1 1 1
T T T T
filvi,ve) = Z 3% Qize + 50 Bivie +0; R iv—iw + S270 Qi gor
t=0

zey1 = Fzp + G1U17t + GQ'UQ,t, z € R™.

Unfolding the dynamics and letting Z = [z , ..., 27, we have that Z = Wiv; + Wava + Fzo where
. 0
G; 0 . 0
FG; G; 0 0
WZ' == . 5 1= 1, 2,
FT_ZGi FT_?’GZ‘ s G; 0
_FT_lGi FT_2Gi - FG; Gi_
andF=1[ F' ... (FT-HT (FT)T]T. Define the following cost matrices:

Q; = diag(Qi,..., Q, Qi) € RMIFDXmTHD,
R; := diag(R;, ..., R;) € R4T*&T,
Ri,—i = diag(RL_i, RN Ri,—z’) S RdiTXd*iT.
Player i’s cost is
fitvi,vei) = A Rvi + v Ry _v_i + S(Wivy + Wava + F2o) ' Qi(Wivy + Wavs + Fzo).
Mapping back to the original quadratic cost form in (3), we have that
A =R +W, QW;, B;= (Ri—i + WiTQiW—i)Ta D, =wW!lQWw_;
o = JFTQWL, ] = FTQIV

The game Jacobian is given by

J(z) = A Bl [ Re+W/ QWi (Ria+ W, QiWy)
B A, (Ro1 + Wy QaW1) R+ W, QaWs

In a typical linear quadratic regulator problem it is assumed that R, > 0 and @); > 0 in order for solutions to exist (there are
conditions that weaken these assumptions), and hence A; > 0. In this case A; is non-degenerate for ¢« = 1, 2, and hence
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a sufficient condition for the game Jacobian to be positive definite is checking that either Schur complement is positive
definite.

The goal of a decision-maker here might be to design “pricing mechanisms’ to influence the equilibrium; e.g., they may
optimize over the matrices (R;, R; _;) (Coogan et al., 2013; Ratliff et al., 2012).

C.3.2. COURNOT AND BERTRAND COMPETITION

Both Cournot and Bertrand oligopoly models are monotone games under certain conditions on the cost parameters. In the
Cournot model, firms choose quantities in non-cooperative competition, and the market determines the price of each good.
On the other hand, in a Bertrand competition, firms set prices, and the market determines its demand for each type of good.

To see that these games are both strongly monotone, consider a setting with n firms.

Cournot Competition. Each firm supplies the market with a quantity x; € [0, B;] of some good or service where B; > 0 is

firm ¢’s capacity for production. The market determines the price P(z) for the good, where the pricing mechanism here P(-)

is typically a decreasing function of the total supply to the market 1"z = >, x;. For example, a commonly adopted

model is a linear pricing function of the form

P(I):quzlfi, where r,q > 0. )

i=1

The i~th firm aims to maximize their utility which is given by U, (x) = x; P(x) — ¢;x;. Here, the first term x; P(x) is the
revenue generated from selling z; goods in the market and the second term c;z; is the cost of production.
Consider the game with costs f;(z) = —U;(x) over strategy spaces X; = [0, B;]. The game is strongly monotone if there
exists ;o > 0 such that

[—21V1P(z) — P(z) + 1 —2{V1P(2') — P(2') + &1

wm»—wumx—x»:< : - : 7x—z>

| —2, Vo P(z) — P(x) + ¢, -0 Vo P(x') — P(a') + ¢,

[ —21V1P(z) + i V1 P(z') — P(z) + P(a')

= : T — x'>
< | —2, Vo P(2) + 2, V,P(2') — P(x) + P(2)
> ulle - 2'|P.

Using the linear form of P(z) from (4), it is easy to compute

x — ) x] — ) DoiTi— YT x — )
<w(x)w(o:’),o:r’>q< : : : >+q< : : : >
T ! YoiTi— DT Ty — T,

n — T, Ty — X
=qY (@i—2)+q> | D (x;—a})(zi — )
i i

J

K2

2
= qllz—a'|* +q (Z(fﬂ - xé))
> gl —o'|?

so that the game is strongly monotone with x = ¢ > 0. In a Cournot competition, the market reaches an equilibrium where
all firms choose a quantity that is their best response to their competitors’ quantities. This turns out to be an inefficient
equilibrium, in that the equilibrium price is above the price in perfect competition and therefore firms earn a profit. A third
party (such as a government entity) may intervene in the market by modulating the price P(z) or by taxing individual firms
(thereby increasing the cost of production ¢;z;) in order to move the market to an efficient equilibrium.
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Bertrand Competition. In a Bertrand competition, where prices are the strategic variable, firms are incentivized to set
their price slightly lower than the competition. Since all firms are so incentivized, they repeatedly drop the price until the
price reaches the price in perfect competition wherein firms do not earn a profit. A third party may intervene in this market
to improve uncertainties related to forecasting demand. For example, often times demand depends on exogenous time
varying quantity or signal, such as gross domestic product, for which an individual firm may not have a good (low variance)
forecaster.

To illustrate this, consider again n firms, but now the strategies x; € [0, B;] are the prices instead of quantities of production.
The firms seek to maximize their revenue in this setting which is given by R;(z;, x_;,u) = z; F;(x;, x_;, u) where F; is
the marginal revenue function or demand curve given prices « = (z;,2_;). Here u is some exogenous signal as described
above. Then, for a fixed u, we have that

(w(z,u) —w@ u),z — 2"y = (—2; Vi Fy(x,u) — Fy(z,u) — (=2, Vi Fy(2',u) — F;(2',u)),z — 2)

so that, just like with the Cournot competition, if the marginal revenue is an affine function with parameters (r, ¢) then the
game is strongly monotone with y = ¢. The marginal revenue function, however, does not have to be linear for the game to
be strongly monotone. Indeed a common form for the marginal revenue includes logarithmic terms (Bertsimas et al., 2015;
Ratliff & Fiez, 2020). For instance consider marginal revenue function given by

Fi(x,u) = log(z;) + 0, @ + & + w;,
where (6;, &;) are parameters. Therefore we have that

—(log(xl) + 29171I1 + 017_11‘_1) + (1Og(l‘/1) + 29171,I/1 + 91,_11'/_1)
(w(z,u) —w(@ u),xr —2') = < : ,xa:’>
)

—(log(xy) + 261 121 + 61,—12-1) + (log(x},) + 20, nz), + 6, —nz’_,,

A sufficient condition for strong monotonicity is that the game Jacobian is positive definite. The game Jacobian is given by

2011 — - =012 e —01.n
—6 —20y5 — L :
Vw(z,u) = 21 227w
_on,l t _an,(nfl) _297L,n - %ﬂ

For the game Jacobian to be positive definite the prices have to be strictly positive, and there are constraints on the parameters
6. One interesting question is if there is a natural mechanism that a third party could use to shape the game in order to ensure
it is positive definite; in the example above, since u; enters linearly in the marginal revenue, it does not directly shape the
game. However, e.g., if u; was a tariff affine in x;, such as a;x; + b;, then the diagonal terms of the Jacobian would be
—20;; — 2a; — mi and the third party could design a; to ensure monotonicity.

C.4. Strongly Convex Potential Game

A game G = (f1,..., fn) is called a potential game (Monderer & Shapley, 1996) if there exists a potential function
® : X — R such that
filzi,z—y) — filxh,x_;) = ®(zs, ;) — ®(z},xz_;), Vien,VeeX, o, X,

If the potential function ® is pu—strongly convex, it follows from convex analysis that the game is p—strongly monotone
(Rockafellar, 1970). The following is an example of such a game where there is a natural decision-maker influencing the
outcomes.

Example: Power Control in Shared Wireless Channel. Another interesting class which has a similar structure to the
Kelly auction is power control for shared wireless channels (d’Oro et al., 2015; Duvocelle et al., 2023; Facchinei & Kanzow,

2007; Tse & Viswanath, 2005). Consider n wireless users that aim to transmit a set of packets to a common receiver over a
set S of shared wireless channels (subcarriers). The aggregate received signal y5 over the s € S subcarrier is

n
Ys = Z hi,sfi,s + 25
=1

21



Finite-Time Convergence in Stochastic Stackelberg Games with Smooth Algorithmic Agents

where &; , is the transmitted signal of user ¢ over the s-th subcarrier, h;  is the corresponding channel coefficient, and z,
is the aggregate interference-plus-noise received from all sources not in [n] and for which we have that z, ~ N(0, 02) is
a Gaussian random variable. The average transmit power of user ¢ on subcarrier s is z; s = ]E|§Z-,5|2 and each users total
power x; satisfies x; = ZS x;,s < P; for some P; > 0. Then the strategy space of user ¢ is

X;=<ux; € Rl‘sl‘ z;s >0 and in,s <P
seS

Each users transmission rate is given by Shannon’s formula:

Ri(xs,x_;) = Zlog (14 ¢is(x)) = Z log (03 + ws(x)) —log | 02 + Zvj,sxj,s ,

seS s€S i

where wy(z) = 3¢ |his|? - @ s for each s € S and such that |h; 4| is the channel gain of user i over subcarrier s.
Additionally, the term

|hi,s|2 * Ti,s
03 + 2 i [hgsl? - s
is the signal-to-inference-and-noise ratio. The network operator (decision-maker) aims to design a pricing scheme for
the channel so as to induce an efficient equilibrium. For example, in a cognitive radio scenario the users described above
are secondary users that are free riding on the network and cause interference on the primary users and therefore the the
network operator needs to ensure that the system’s users meet the quality of service guarantees that they have already paid
for—typically in the form of minimum rate requirements or maximum interference tolerance per subcarrier. How this is
achieved is by designing a pricing mechanism that consists of a flat spectrum access price 7 : RIS| — R and a user specific
price 7; : X; — R. Thus user ¢’s utility is given by

pi,s(r) =

Ui(z) = Ri(x) — (mo(w) + m;(x;)) where w = (wy,...,ws).

This game admits an exact potential function (d’Oro et al., 2015):

D(x) = Zlog(af + wg) — mo(w) — Z i (24)-

s€S i1€[n]

To align with economic considerations on diminishing returns, it is common to assume that the pricing functions 7y and
each 7; is non-decreasing and convex in each of its arguments, and they are Lipschitz continuous. This ensures that ®(z) is
concave (though not necessarily strongly). Some regularization of the potential function would ensure its strongly concave
but would induce a different set of Nash equilibrium than optimizing ®. It is interesting to see how much regularization is
introduced impacts the difference between the induced sets of equilibrium.

C.5. Kelly Auction: Resource Allocation Mechanisms

Resource allocation problems are another interesting class of games that can be strongly monotone games. Consider a service
provider with a number of divisible resources s € S = {1,2,...,m}. These resources could be things like server time,
bandwidth, ad space, amongst many other divisible resources. Now, suppose there are n agents to which these resources can
be leased. Each agent ¢ submits a (monetary) bid z; = (z1,...,Zim) € R! for the resources; call the joint set of bids
x = (x1,...,x,) € R™™. The bids are non-negative and satisfy a budget constraint for each agent: Zse s Ti,s < b; for
some b; € [0, c0).

A common mechanism for allocating resources in this setting is the Kelly mechanism (Kelly et al., 1998). Under this
mechanism, each agent receives an amount of resource s in proportion to their bid, as a pro-rata percentage of the other
agents’ bids. That is, each agent receives

qsTis

n
Us + Zj:l Ljs

units of the resource s. Here, the parameter ¢ is the total available units of resource s and u; is the barrier to entry for
w=(ug,...,Uy) €R™.

pis(x) =
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Figure 6. Effects of 7 on equilibrium convergence: we explore the effect of the decision-maker’s choice of 7 on the ultimate equilibrium
in a convex quadratic game. As expected the larger 7 is, the smaller the equilibrium error.

Altogether, we can define the loss for each agent as

m

fl@iwoi) ==Y (aipl(x) — wis).

s=1

The strategy space of the i—th agent is X; = {z; € R7" : > | x;5 < b;}. Using analogous analysis to (Lin et al., 2021), it
is easy to see that this game is p-strongly monotone with

ming{qsus _
(221:1 us + 325 bj)‘3

If the choice of the decision-maker is the floor prices u = (us)s, then they can control whether or not the game is strongly
monotone.

[ = maxa; -
(2

D. Numerical Experiments

Code is available at https://github.com/SewoongLab/stoch-stackelberg.

In this section, we present numerical examples that are aimed at exploring the limits of the theory, and numerical examples
that explore applying the theory to semi-synthetic simulations based on real-world data. In particular, we use real-world
data to create semi-synthetic experiments for price setting in ride-share markets. We explore two decision-maker actions:
providing a demand signal to shape the equilibrium outcome, and modulating the price (via taxes or incentives) to estimate
the price elasticities.

In the subsections that follow, we first explore the choice of 7 which is a parameter that the decision-maker gets to set, but
depends on instance dependent quantities related to the agents’ game which in practice may not be a priori known. We show
that even if 7 is set modestly, convergence is still possible. A future direction of research is developing adaptive methods to
estimate key quantities. Next, we explore relaxing the regularity assumptions made on the agents’ game (monotonicity) and
on the decision-maker’s loss (convexity). We show that the decision-maker can control whether or not the agents’ game is
strongly monotone through their action, and that local convergence is possible in the absence of convexity. Future directions
consider designing constraints on the decision-maker problem to ensure monotonicity, and local convergence results in the
absence of convexity. We also comment on the key challenges that arise theoretically when these assumptions on regularity
are relaxed. Finally, we explore semi-synthetic real world examples that leverage data from ride-share markets.

D.1. Effect of Choosing 7 without a priori Knowledge of Agent Game Parameters

In practice, the decision-maker may not have access to the precise constants that determine the theoretically correct choice
of the epoch length 7 since some of these constants are determined by the private cost functions of the agents. In this section,
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we explore the choice of 7 on the tracking error of the agents’ equilibrium relative to the appropriate equilibrium—namely,
the performatively stable equilibrium if the decision-maker employs the repeated gradient method (RGM) and the Stackelberg
equilibrium if the decision-maker employs the derivative free method (DFM). To conduct this exploration, we generate a
random quadratic game instance where the decision-maker is deploying actions to with the objective of tracking a desired
equilibrium. The decision-maker may not know the agent game-related hyperparameters a priori and thus may not be able
to set 7 optimally as noted. Each player has cost

filzg,z_y) = %xITAle +a) Bix_; + ¢ x; + ¢i(x,u) for i € [n],

and where ¢;(z,u) belongs to a quadratic family of incentives, e.g., of the form ¢;(z,u) = 2" Q;z + " Ryu + ¢, z.
The goal of the decision maker is to design the input u = (u1,...,u,) € R? such that the agents converge to a desired
equilibrium (z¢, u?). For instance, if the decision-maker’s loss is E¢..p, (u)¢(u, (2,£)), then (2, u?) may be defined as
the globally optimal tuple for the decision-maker’s loss as if they were able to control both v and z. In the examples we
consider in this section, we let (z¢, u?) be so defined for a randomly generated convex loss £ and we let the decision-maker
optimize the auxiliary loss E¢.p_[||z — 29]|? + ||u — u?®||?] where z is generate by the agents’ algorithmic response to u. In
the accompanying code-base, the parameters of the game can be changed.

Figure 6 demonstrates that even if the decision-maker does not know the constants that define the optimal 7 (since these are
related to the agent game instance), there are choices of 7 for which the decision-maker’s algorithm still converges. Perhaps
surprisingly, it shows more specifically for the quadratic game instance we consider, that it suffices to pick 7 = 1, meaning
the agents only perform one update of their action in each round. That being said, the choice of 7 impacts the convergence
rate as can be seen in the plots: larger 7 results in faster convergence as expected, but the benefit of increasing 7 is marginal
after a certain point. The reader can explore different game instances by modifying the provided code base.

D.2. Relaxing Regularity Assumptions

We also consider numerical examples from Kelly auctions from economics. Here, we explore a synthetic Kelly auction
between two players participating in the auction, where the amount bid is influenced by the marginal utilities of the
competitors as well as the actions from the decision-maker.

D.2.1. KELLY AUCTION GAME FORMULATION

Consider a service provider with a number of divisible resources s € S = {1, 2,...,m}. These resources could be things
like server time, bandwidth, ad space, amongst many other divisible resources. Now, suppose there are n agents to which
these resources can be leased. Each agent ¢ submits a (monetary) bid z; = (21, ..., %im) € R? for the resources; call
the joint set of bids = (x1,...,z,) € R™™. The bids are non-negative and satisfy a budget constraint for each agent:
Y scs Tis < b for some b; € [0, 00).

A common mechanism for allocating resources in this setting is the Kelly mechanism (Kelly et al., 1998). Under this
mechanism, each agent receives an amount of resource s in proportion to their bid, as a pro-rata percentage of the other
agents’ bids. That is, each agent receives

u qsTis
) =m —m—m————
pzs( ) us + Z?:l Tjs

units of the resource s. Here, the parameter ¢, is the total available units of resource s and uy is the barrier to entry or floor
price foru = (uy,...,un) € R™.

Altogether, we can define the loss for each agent as

m

fif(i,xq) = — Z(az‘ﬂfg(w) - Tis)-

s=1

The strategy space of the i—th agent is X; = {x; € R : Y7 ;s < b;}. Using straightforward analysis of the
eigenstructure of the game Jacobian Dw,, (), it is easy to see that this game is u-strongly monotone with

ming{gsus

(E?ﬂ us + 30 bj)3 |
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Figure 7. Decision-maker equilibrium landscape design in a two-player Kelly auction: projected phase plot for the dynamics of the
induced game. The markers indicated different candidate equilibrium—namely, where w, (z) = 0 for € int(X). Arrows indicate
the direction of the gradient flow relative to the equilibrium—namely, if the arrows are pointing towards an equilibrium, then those are
gradient directions which are attracted to the equilibrium. The magnitude is indicated by the color spectrum. In this example, we explore
saddle node bifurcation in terms of varying u:. In (a-b), u1 is negative, making the agents’ game not strongly monotone; here, we find
two local optima, a single stable Nash and a saddle point. In (c-d), as u; becomes non-negative, the problem becomes strongly monotone,
with only a single stable Nash. This demonstrates how the choice of decision-maker action can control the equilibrium landscape.

This has been shown in prior works including that of Lin et al. (2021). If the choice of the decision-maker is the floor prices
u = (us)s, then they can control whether or not the game is strongly monotone.

On the decision-maker side, there are many potential cost functions that are reasonable. For example, the auctioneer may
care about maximizing their revenue and therefore their cost is

Lrey(u) = — Z Z TisPis ().

i=1 j=1

Alternatively, the decision-maker may care about the total agent welfare in which case their cost is given by

n n m

Luar(u) =Y fi'(w) = = > (aiplh () — wss).

i=1 =1 s=1

We note that in general, the decision-maker’s objective is not strongly convex in u; accordingly, this makes simple Kelly
auctions a useful framework for characterizing the strength of our various assumptions.

D.2.2. EFFECT OF DECISION-MAKER ON MONOTONICITY AND AGENTS’ EQUILIBRIUM LANDSCAPE

A decision-maker may alter the structure of the auction—for example, changing the barrier to entry or levying a subsidy
or tax on the agents—to encourage behavior that aligns with a desired outcome, such as revenue maximization for the
auctioneer or welfare maximization for the participants. Indeed, let us demonstrate how a decision-maker’s action can
induce monotonicity. Within the notation of our example, consider a setting where the decision-maker selects u; in other
words, the decision-maker intervenes by changing the barrier to entry (floor price) in the auction. In this synthetic example,
we consider a Kelly auction of m = 2 resource types and define the auction’s parameters as

a=[1 1], ¢=[1 1], and b=[10 10].

Accordingly, the constraints on the agents’ action space can be characterized as ES Z;s < byand z; s > 0 Vi, 5. Recall that
the Kelly auction is strongly monotone when

ming{qsus}
(u1 4 ug + by + ba)

ft = maxa; - 5 > 0.

Define the decision-maker’s action v as u = [u1 1], and note that min,{qsu,} = min{u, 1}. Accordingly, the decision-
maker’s action u; controls strong monotoncity. Figure 7 demonstrates the degree to which the game monotonicity (and thus,
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Figure 8. Local convergence in non-convex Kelly Auction optimizing for agent welfare or auctioneer revenue. We simulate convergence
over five distinct random seeds. In (a), we find that DFO tends to find local Stackelberg equilibria with lower cost than local performatively
stable Stackelberg equilibria found by RGM when optimizing L, and in (2) confirm that these equilibria are distinct. For similar
experiments optimizing the social welfare Lyei, (c-d) demonstrate that while again finding distinct solutions, RGM finds local performatively
stable Stackelberg equilibria with lower cost than local Stackelberg equilibria found by DFO.

the equilibrium landscape), even in a simple setting, depends on the decision-maker’s action. We see that as u; varies from
—0.1 to 0.2 we start from having a single stable Nash and a saddle point and eventually only a single stable Nash so that
through the choice of u the decision-maker can control the equilibrium landscape.

An interesting direction for future work would be including a constraint in the decision-maker’s optimization problem that
ensures the induced game amongst agents is strongly monotone. However, in this paper, we consider settings where the
decision-maker a priori has no information on the cost functions of the agents. Prior work in the asymptotic regime has
exampled the use of methods from adaptive control to estimate the cost functions and then use the estimated cost functions to
incorporate a constraint that the game is strongly monotone (Ratliff & Fiez, 2020). A natural question, therefore, is whether
or not we can develop utility estimation techniques in the non-asymptotic regime and whether its worth the additional sample
complexity. In fact, such techniques might interpolate between the nave and strategic settings considered in this paper.

D.2.3. LocAL CONVERGENCE IN NON-CONVEX DECISION-MAKER LOSS

In general, the decision-maker’s cost could be non-convex in u. As a result, while the auction played by the agents might be
strongly monotone with a single stable Nash equilibrium, our established convergence and sample complexity guarantees for
the Stackelberg game need not hold. Accordingly, we use this setting to empirically investigate the convergence properties
of our algorithms when the decision-maker has a non-convex cost. In our synthetic example, we consider a Kelly auction
over m = 3 resource types and auction parameters

g=1[4 2 3],a:E } ﬂ,b:[l.S 2]
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Here, we restrict the decision-maker’s action space to Y = {u € R3 : 1 < u, < 2.5 Vs € [3]} and compare the
repeated gradient method (RGM) and the derivative free method (DFO) in two settings: minimizing L., and Lyer. We
display our results in Figure 8. Here, in simulations run over five distinct seeds, we find that our algorithms nonetheless
converge at the predicted rate, but to distinct local Stackelberg equilibria. In Figure 8(a), when optimizing Ley, DFO
generally outperforms RGM though takes longer to converge, a finding consistent with our results in the strongly convex case;
Figure 8(b) likewise demonstrates that RGM and DFO converge to distinct local solutions in the decision-maker’s objective.
In contrast, Figure 8(c-d) indicates that optimizing Ly.js with RGM can result in lower cost than DFO. In other words, the
cost at local performatively stable equilibria can be lower than that of local Stackelberg equilibria obtained from the same
initialization. Formal theoretical characterizations of the equilibrium dynamics and convergence rates in non-convex settings
remains an interesting line of future work.

D.3. Quadratic Ride-Sharing Game: Semi-Synthetic Simulations

We consider an example from ride-sharing markets. Demand signals may be used to create more efficient ride share markets
without reducing individual revenue streams by enabling information-limited firms to recover latent demand. Using an
analogous set up as in Narang et al. (2022), we explore semi-synthetic competition between two ride-share platforms
seeking to maximize their revenue given that the demand they experience is influenced by their own prices as well as their
competitors. The data we use is from a prior Kaggle competition.*

Game Formulation. Each firm divides rides into $5 price bins ranging from $10 to $30, and then chooses a additive surge
on top of that price as described in Narang et al. (2022). The social cost is given by

L) = B [fHlae2) + £ or,22)

where each firm ¢’s cost is given by

1 A
fr@=_ B egalm Gl
Notice that each firm’s cost is decision-dependent in that the distribution on z; depends on not only x; but also the actions of
the other firms and the decision-maker (x_;, ). The action z; is a vector of additive surge prices to each $5 dollar bin and
across the eleven different physical locations, and the term 2, x; represents the added revenue across bins achieved via surge
pricing. The term % x;||? is a regularizer: namely, firm i does not want to charge too high of surge prices and prefers to
spread the surge prices it charges across the locations. The random variable capturing the demand vector for firm 7’s service
is modeled as

zi =&+ A imi + A ix_ U

where the vector A; = [Ai,i Ai7_i] contains the price elasticity parameters for firm 4; in particular, A; ; is the price
elasticity of demand for firm ¢’s service given changes in firm ¢’s price =; and A; _; is the price elasticity of demand for firm
1’s service given changes in all other firms’ prices x_;. In the simulations, we set these in the same manner as described in
Narang et al. (2023). Here, the decision-maker’s action is given by u = (u1, ug) where u; acts as a demand signal informing
the firm ¢ about latent demand. The regularization parameter A; serves to reduce the surge multiplier; that is, the firm does
not want to inadvertently set the price too high.

D.3.1. ESTIMATION OF PRICE ELASTICITIES

In many applications, a decision-maker may want to estimate the reactivity of agents. For example, a local government may
seek to estimate the price elasticity of agents—in this case ride-share companies—in a ride-share market so that they can
then subsequently set taxes or subsidies on these agents or even the other side of the market (passengers).

In the context of the ride-share market example above, if a decision-maker aims to estimate each of the A;’s—i.e., the price
elasticities of players—then they can run online least squares where in each round ¢ they first query the environment and
observe

2t =&+ Ajxy where A; = [Ai,i AL_i] .

“Data is publicly available: https://www.kaggle.com/datasets/brlirb/uber-and-1lyft-dataset-boston-ma

27


https://www.kaggle.com/datasets/brllrb/uber-and-lyft-dataset-boston-ma

Finite-Time Convergence in Stochastic Stackelberg Games with Smooth Algorithmic Agents

Then, they perturb the prices with actions u; for each player, and observe
G = Ai(ze +uey) + fz/sz
With these two queries, the decision maker updates their estimate of the price elasticities as follows:
At-s-l,i = Atz +vi(qri — 2t — At,iut,i)u;l:m

where 1 is the step size.

In Narang et al. (2022), the authors show that if multiple firms are running a stochastic gradient method while simultaneously
estimating their own price elasticities, then the joint strategy of the firms converges to the Nash equilibrium and the estimates
of the price elasticities converge to the true values as long as the firms inject noise satisfying the following assumption.

Assumption D.1. The sequence u; = (Ug1,...,Un,t) € R< is a zero-mean random vector that is independent of x;, and
independent of the previous random vectors {us| s < ¢}. Moreover, there exists constants ¢;, R > 0 and ¢,,; > 0 for each
i € [n] such that for all ¢ > 0 and ¢ € [n] the random vector v; := u; ; satisfies

0<c-I=Eww], Elvl®<cus, and E[|vs|?viv;'] < R*E[vsv]].
In our setting, it is an external third party that is injecting “noise” (which can be interpreted here as a random demand
signal) and they are decaying that noise over time with the goal of obtaining an approximate estimate of the price elasticities
and then leaving the base system close to the nominal Nash equilibrium. The firms in this case are assumed to know their
price elasticities A;.°> There is a tradeoff between how quickly the noise is decaying and the accuracy of the price elasticity
estimates as well as where the agents actions end up relative to the nominal Nash equilibrium x*—i.e., the Nash equilibrium
of the game G,, where u = 0.

Indeed, fixing a A € (0,1) and some horizon T', suppose that the decision-maker samples u; from N(0, oy - I;) where
ot+1 = Aoy. Then, in Assumption D.1 we have

= )\TUO, Cy,i = d;, and R? = Bm?)i d;.
i€[n

From Lemma 21 of Narang et al. (2022), we have that

) max { (1 + %) Ao — All%, 5282 S0, Tf(Eo,i)Cu,i}
E||Ar — AH2 < 0 0
T F = T—|— 2R2

/\TO‘()

where X ; = diag(oo.1,...,00.n)-

To bound the effect on the firms we analyze how injecting u; impacts the convergence to the nominal Nash equilibrium. In
this case, the firms are running stochastic gradient play with noise

Cri = &iyt + Ajug

where &;; ~ Dy and u;; ~ N (0,0, - I4). Hence, in the proof of the one step contraction for stochastic gradient play
(cf. Lemma G.4), we have that

(00 +0¢)? N E|| w1 — |2 _ (02 + Alog)? N nE||mes1 — |2

b <
21/1 2 21/1 2

so that, after some algebra, we have that

N 2v2(0, + Mog)?
]EtHl't+1 —r ||2 < W

* |12
Ty — T +
<t =l

> Another interesting example would be having firms that are simultaneously estimating A; and looking at the combined effects of
injecting noise by the decision-maker and the firms. If multiple entities are injecting noise it could be the case that the combined effect
reduces the time for convergence or makes it worse depending on the injected noise distributions.
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(a) Estimation error. (b) Equilibrium tracking error. (c) Theoretical bound vs. tracking error.

Figure 9. (a) Estimation error for the price elasticities 121171, Al’g, /1271, and Ag,g. (b) Agent tracking error. (c) The black dashed line is
the theoretical bound on tracking error versus number of iterations, and the purple trajectories are the actual tracking error. For each of the
plots, we run ten different random seeds and show the mean, the mean 41 standard deviation, and the actual trajectories using lower
opacity. Note that although the magnitude of noise injected into the game by the decision-maker decays over time, the decision-maker still

has sufficient information to estimate the price elasticities.

We know that if the firms run stage-wise stochastic gradient play with some target accuracy € > 0, then the agents obtain a
Nash equilibrium in a total of T iterations where 7" is given in Corollary G.5. Here T is fixed a priori, so in order to obtain
an estimate for e, consider that the total number of iterations satisfies

K
-3
k=0
[ 212 o”R\1 & ok+1[2
_ <1+ 2a>log () +> Kl+ >log(4)“
a ¢ k=1
(1, 2L oR\] (4L + e 4 8(ou + NT00)?) log(2) + epi? log (220 )
1+ 23 log | — + . H log(4)
H € ep?log(2)
[ 212 2R\ ] 412 4+ ATop)2 1 AT og)2 /(e L2
1+ =2 )log 20 +(1- =2 +8(0 +A o) 0g((0a + A" 00)*/(eL7))
ne € p? ep? log(2)

2 T, 32
O(L o (2R>+(aa+;\ Jo)>
w? 5 wre

Hence, in terms of fixed 7', the firms achieve an ez Nash equilibrium where

(02 + AT0g)?

er <
T 2T

D.3.2. SoCIALLY OPTIMAL DEMAND SIGNAL PROVISIONING

Recall that the social cost is £(u) = E¢op, [f{*(z) + f3'(x)]. Define the socially optimal intervention to be

u®® := argmin L(u).

uel
In this numerical example, we explore the effect of the decision-maker intervening with the socially optimal demand signal
versus no intervention. To this end, we compute u° using a symbolic solver (e.g., Mathematica) and then simulate stochastic
gradient play on the player objectives fiuso ().

Figure 10 illustrates the players’ behavior when there is no intervention by the decision-maker (i.e., v = 0) and when the
decision-maker intervenes with the socially optimal intervention (i.e., u = u%°). In particular, Figure 10(a) shows that
stochastic gradient play converges to the Nash equilibrium under v = 0 and to the social optimum under v = u%°. We
plot this for a single location and price bin, both of which can be changed in the code base. The simulations show that
when provided with the optimal demand signal, the firms are induced to increase their prices which indicates that user are
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(a) Surge prices in $10 price bin. (b) Utilities at social optimum vs. Nash.

Figure 10. (a) Surge prices in the $10 price bin given no intervention—i.e., uw = 0—and the socially optimal intervention—i.e. the optimal
demand signal ©*° = argmin,, £(u). With no intervention the agents converge to the Nash equilibrium (NE) of their nominal game; with
the socially optimal intervention, the agents converge to the socially optimal (5O) equilibrium. (b) Welfare for each firm in each of the
price bins under the Nash equilibrium and socially optimal equilibrium.

willing to pay more for the service and competition between services actually drives prices down. One interesting question
pertains exploring a social cost that includes the cost to users, incorporating elements such as cost of alternative means of
transportation such as public transit; unfortunately this data set does not include such information and would need to be
augmented so we leave that to future work.

Figure 10(b) shows that the welfare for each firm is higher in all the price bins under the social optimum, though more
marginally as the price increases. This demonstrates that a decision-maker who is able to provide optimal and informative
demand signals may be able to improve the welfare of the ridesharing marketplace, even under competition by the firms,
since both the prices are lower (thereby increasing the demand and cost to passengers) and the revenue is higher for all
players. It is also interesting to observe that the smaller player in the market—namely Lyft which has less demand in the
data set—has a larger marginal gain than the larger player (Uber) in the market.

D.4. Lower Bound on Epoch Length

To construct the example seen in Figure 11 (and Figure 1), we build the following quadratic, two-player game. Let
r1, 22 € R? be the leader’s and follower’s actions respectively. For simplicity, consider a two player quadratic Stackelberg
game with costs

1 1
filu,z) = §uTAu +u' Bz, and fo(u,z) = §xTDx + ' Cu.

We demonstrate that in order to obtain finite time convergence guarantees, in many games it is necessary to have an epoch
length 7 > 1. Indeed, it is possible to randomly generate quadratic games of the form described above such that the
following hold:

1. There exists unique performatively stable equilibrium—i.e., D?f; (u*, 2*(u*)) = A = 0 and D fo(u*, z*(u)) =
D > 0.

2. The gradient update is not a strongly monotone operator: i.e., for some ((x, u), (z’,u’)), we have that
(9(x,u) — g(xlv u,)v (z,u) — (33/7 ul)> <0 where g(v,u) = (D1fi(u,), Dafa(u,z)).

3. The equilibrium is not stable when the agents and decision-maker simultaneously update—i.e., spec(I — nJ) ¢
DJ0,1] C C for any (n, ) pair and Re(spec(—J)) C Rso where

A B
A
n n
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Figure 11. Lower bound examples: (a-b) Maximum eigenvalue for the combined dynamics as the epoch length 7 increases; (c-d) the
spectrum of the combined dynamics for selected values of 7. From (a-b), we see that the shape of the curve tracing out the maximum
eigenvalue of the combined dynamics as a function of 7 is highly non-linear and depends upon the game structure. Panels (c-d) illustrate
the eigenvalues relative to the unit disc in the complex plane, where eigenvalues inside the unit disc indicate the system is stable. Future
work would construct a guard map for the unit disc in the complex plane, and determine an instance dependent lower bound on 7 ensuring
stability of the combined dynamics.

4. The epoch based dynamics, which take the form
Te+1| o A B - 0 0 T Tt
ol = (s G) (ol m]) i)

This means that there are many instances of games such that it is necessary to have time-scale separation introduced via an
epoch-based algorithms in order to obtain convergence rates without making asymptotic assumptions on the learning rate
schedules. The precise construction of the instance-dependent lower bound on 7 remains an open question; we conjecture
that tools analogous to the guard map” for stability used by Fiez & Ratliff (2021) can be leveraged to derive this construction
and moreover extend the lower bound analysis to even non-convex settings.

are stable for some 7 > 1.

D.5. Interplay Between Sample Complexity & the Performative Gap

This section summarizes the setup for Figure 2, wherein we characterize the relationship between the expected tracking
error, sample complexity, and the performative gap as parameterized by the agents’ reactivity parameter L.q. To generate
this plot, we fix constants related to the decision-maker’s problem as follows:

L,=10,L,=1,a=5 R=10,0=1,d=2,B=1 ande = 0.09.
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Algorithm 2 Geometric Decay Schedule
Input: yo € R, C, D > 0, 6y € (0,1), estlmate A > h(y
Initialize: Set yo = A(yo, 0, Tp) with Ty = ( -log (2
Set K = [1 + log, (2%2)].
fork=1,...,K do

Setyr = Aly—1,05, Tx)  with 6 =276, T = [k - log(4C) .
end for
Return: yx.

accuracy € > 0, algorithm A(y, 0, T') satisfying (7)

=);

AN A o

We then vary Leq, and check that for each value the following are satisfied (otherwise we throw out that value of Leq as
there would not exist games meeting these criteria and our assumptions):

1. Existence of performatively stable equilibrium: L., < «

2. Existence of convex, smooth decision-maker cost: o < L, + L, Lq
Then for each valid value of L.q, we compute the “big-O” sample complexity and plot this on the y-axis for each method

RGM and DFO. Here, we fix £ := 0.09 while defining ¢’ := ||uP®* — «*||. In doing so, we characterize the worst-case sample
complexity needed for an ¢ or ¢’ approximation, defined as in Figure 2.

What we can see from this numerical example is that there is a tradeoff between sample complexity and performance for the
decision-maker as a function of how reactive the agent is (as measured by Leq). If the decision-maker had access to Leq they
could determine whether or not it is worth it to run a more sample efficient algorithm like RGM versus alternatives.

E. Technical Lemmas

Throughout, we use R? to denote a d-dimensional space with inner product (-, -) and the corresponding induced norm is given
by ||z|| = v/(x, x). For any set X C R, we denote the projection of a vector y onto X’ as projy (y) = argmin, ¢ y ||z —y|.
Finally, for a convex set X', we denote its normal cone at z € X as Ny (z) = {v € R?: (v,y —2) <0 Vy € X}. To
simplify notation, we set [n] := {1,...,n}.

E.1. Technical Lemmas for Convergence Analysis

We need the following standard technical lemma for convergence of sequences and high-probability guarantees.

Lemma E.1. Consider a sequence w; > 0 fort > 1 and constants to > 0, a > 0 satisfying

2 c
1-— —_— 5
at+1_< t+t0)at+(t+t0)g (5)

Then the following estimate holds:
< max{(l + to)al, C}
- t+ 1o

vi>1. (6)

Qg

We also restate the following Lemma, adapted from (Drusvyatskiy & Xiao, 2023).

Lemma E.2 (Lemma B.2, (Drusvyatskiy & Xiao, 2023)). Suppose we have a stochastic algorithm A(yo, 6, T) such that as
long as § < dg, the method generates a point satisfying

E[h(Yr)] < C(1—(5))" h(yo) + D3, ©)

where h is a non-negative function, C, D > 0, and 6 € (0, 1) are constants specific to the algorithm, and v is a function
mapping [0, do) into (0,1). The point y returned by Algorithm 2 satisfies E[h(yk )] < € with the efficiency estimate

éTkz Lp(léo)'lo (ZOAN i{jlog i(;“ow
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Note that this does not immediately apply to our general case: h is generally a fixed non-negative function, such as
h(y) = ||ly — z||* the distance to some fixed equilibrium Z. However, in our case, our target equilibrium is changing
depending on the action u; from the decision-maker. A short corollary, however, gives us the desired result.

Lemma E.3. Suppose we have a stochastic algorithm A(yo, §, T) such that as long as § < g, the method generates a point
satisfying

Ellyr — y7lI* < C(1 = (8)) lyo - w5 |I> + Ds
for C, D, 6y, and v as defined above. Then the point y returned by Algorithm 2 satisfies E ||yx — y5 || < € with the efficiency

estimate
K K

-l (2)]- £

k=0 k=1
Proof. For posterity, we include a short proof. Suppose that our target accuracy is 2D4. Then note that it would be sufficient
to run our algorithm for T iterations such that
C(1—(6)"lyo — y5I* < Ds.
Note that since ¥(d) € (0, 1), we have that —log(1 — 1(d)) > ¥(d), so
1 Cllyo — w5112
1 <Tp.
@) ° < D5 )"
By the concavity of log, it is in fact sufficient to chose

1 Cllyo — vi|I?
1 <Tp.
¥ (5) Og( c =70

Then we proceed just as that of Drusvyatskiy & Xiao (2023, Lemma B.2). O

E.2. Technical Lemma for Decomposing the Decision-Maker’s Tracking Error

Recall in Section 2.3, we made the claim that the decision-maker’s tracking error could be decomposed into a optimization
error, drift and noise term. In this section, we formally prove this claim.

Lemma E.4. Consider a setting in which the decision-maker’s loss is o—strongly convex in wu, define uy €
argmin, {E,, e)~pw) £(u, (x¢,£))}, where x; is the agents’ response from a stochastic algorithm A, and define
g(u) =V, (E(wt,ﬁ)ND(u) (u, (x4, f))) Suppose g is L-Lipshcitz continuous. If the decision-maker employs a stochastic
gradient-based algorithm with stepsize 1 and unbiased gradient estimator for , then

2 nayt 2, gN0° AN
Bl -l < (1- %) o -l + 87 + 20 ()
4 «a an

where o2 is the gradient estimator variance and A := maxy, |u}, — u}_,||? is the worst-case drift.

Note that the decision-maker could also be employing a repeated gradient method where we alternatively define
uy € argmin, {Eq, e)~p(ur) £(u, (24,£))} and replace in the statement above V, (Ezy.)~D(u) L1, (2,€))) with
Vau (E(wt,f)va(ut) (u, (x4, §))) An analogous decomposition argument holds.

Proof of Lemma E.4. For a stochastic gradient method, we have that

2202
Eellues —u[? < 1 1o
+ an 14+ an

Indeed, let §; be the unbiased gradient estimator, and g(u) be the expected gradient evaluated at u € U. Then, we have that
the map uw — %[ lu; — ng, — u||? is a 1-strongly convex function over /. Hence, we have that

e — g ]| +

1 1 N 1 N
Slluerr — Ut*||2 < Sllue —ngs — U?HZ — 5 llue —ng: — ut+1H2
2 2 2
. 1
< Slue = uf > = n(ge, wesr — up) — §||Ut+1 — uy|?

. 1 .
= §||Ut - UZHQ — (e, us — Uf) - §||Ut+1 - Ut||2 — (G, Up g1 — Uy).
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Taking expectations, we have that

1 R 1 .
§||Ut —uf|® = n(Bede, ur — uf) — sEellusr — well® — nEe(Ge, wp1 — ue)

1
“Etllupr — uf]® < 5

5 <
1 * |12 * 1 * 12 ~
< §||Ut —upl]® = nlg(ue), uy —uy) — §Et||ut+1 —up||* = nE¢(Ge, wer1 — ug)
1 N N 1
= §||Ut —u}|]® = nE¢(g(ues1), w1 —uj) — §]EtHut+1 —u)?

+nEi(gr — g(ue), us — uppr) +nEe(g(ue) — g(u1), uy — uggr) -
=:P; =:P5

Since the game is a—strongly convex, we have that
(9(urr), upsr —uf) > (gluesr) = g(u), wepr —up) > allugr — uf|*.
This in turn implies that

14+ 2na

1 1
5 uger —up? < §||Ut —up? - iEtHut—i-l —ue|? +n(Py + Py).

Employing Young’s inequality, we upper bound P; as follows:

R e

P <
21/1 2

Applying Young’s inequality, we bound P, as follows:

Eillg(u) — guesr)|? n VB |lug 1 — uf?

Py, < s
21/2 2
< LPEy|lus — upqr ||? . Vol ||lugg1 — U?H27
- 21/2 2
so that
1+ 2na — nu 1 o2 1—nl2v;t — v
L 200 = 2y — w2 < Sy — g2 2o - L m g e
2 2 211 2

Setting v, = avand v = 77_1 —L? /., we have that the last term on the right hand side is zero, and since 1 < ﬁ we have

1_ 2L 51 _ 1

. 2
that 1 > QL; indeed, ,QL < —2L° 46 that V=g = % Therefore

= 2 n = a a =n 2y
21202
IE o x 2 < o x 2
tlluer —ug]]” < 1+17aHut up|® + T+ an’
as claimed.
Now observe that
ursr = wpe|1? = lueen — w12+ luf = uipg P + 20w =y, uf — ufyy)

< e = wg [ + g = uy i ? + 2lween — g lluf — ugy |

< (14 2 g — w2 4 (1 n a)) f — |

where the last inequality follows from Young’s inequality. Since 1 — 11’[‘;& < 1— 5!, we have that

x no na x no 4 XX
Bl = uiall? < (14 5) (15 b=l + 270 (1= 5)) + (1 o0 ) o = a2

4
< (1= 22) Ju — i)+ 20%0% (1= 22) + (14 — ) a2,
4 4 no
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Iterating, we have that

2
oyt et (A
Eilluers —uiyal? < (1= 7)) llwo —wg) +8%- +20( )

which concludes the proof. O

F. Regularity of the Equilibrium Response

Recall that w,, (z) := (V1 f{, ...,V fY). Strong metric regularity allows for Lipschitz continuity of solutions to w, (x) €
N (z) to be Lipschitz continuous. The following proposition is a formal statement of the discussion in Section 2.
Proposition F.1 (Inner Problem Regularity: Polyhedral Constraints). Under Assumption 2.1.i—iii, suppose that, for
any fixed u € U, the Jacobian of w,(x) with respect to x is non-degenerate and the Jacobian with respect to u has
finite operator norm—i.e., det(Dyw,(x)) # 0 and |Dywy(x)|lop < 00. Then w, is k-metrically regular with with
K= i Sup(u,a;)eXxy ||Duwu('r)”°P'

This proposition follows precisely from Dontchev et al. (2009, Chapter 2.F, Chapter 3); indeed, the strong metric regularity
parameter in this case is equivalent to the Lipschitz continuity parameter of the implicit function.

To give some intuition, we can consider the case where & is the whole Euclidean space R™. In this section alone, we define
w(u, x) := w,y,(x) for the purpose of clarity on the derivatives herein. In this case, by the fact that the joint strategy space X
is unconstrained, for any fixed v € U, assuming det(D w(u, z)) # 0, the Nash equilibrium 2*(u) is defined as an implicit
function (cf. Abraham et al. (2012)) that solves w(u, z*(u)) = 0. By the implicit function theorem, the derivative Dx* (u)
is given by

Dz*(u) = —Dyw(u, z* (1)) "' Dyw(u, 2*(u)).

We have the following lemma which provides sufficient conditions for z*(u) to be Lipschitz by assuming suitable bounds
on || Dyw(u, z)||ep and || Dyw(u, ) ||op-

Lemma F.2. Suppose that | Dyw(u, z)||ep > 1 and || Dyw(u, x)|lop < po for all v € X and set Leq := Z—f Then x*(u) is
Leq-Lipschitz.

Proof. We realize that by the mean value theorem,

o)~ @)l < | ([ 2@ = a0
< sup D" ((1= N+ 2)lopllu — |
A€(0,1]

By the assumption, we have || D w(u, z*(u))|| > w1 and | Dyw(u, 2*(w))|| < peo for all u € U, then we have that

sup [ Da*((1 = Nz + Aa')|| < 22 1= Leg,
A€[0,1] 251

which concludes the proof. O

Again, in the polyhedral constraint case, the analysis above is almost identical; see, e.g., Dontchev et al. (2009).

G. Contracting Agent Learning Algorithms

In this section, we show that several natural learning dynamics are p-contracting for some p € [0, 1). The following is a
modified version of Assumption 2.1 where we remove the decision-maker for simplicity.

Assumption G.1. The following hold:

1. The game G := (f1,..., fn) is a C*-smooth convex game and p—strongly monotone;
2. The mappings x; — V; f;(x;, x_;) are L;—Lipschitz continuous;

3. The game G is k—strongly metrically regular.

In this section, set w(z) := (V1 f1(),..., V, fu(x)), and recall that we have set L, := max;c[,) L;.
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G.1. General p-contracting Updates

Before getting into specific examples, let us analyze stage-based algorithms such as Algorithm 2 applied to a general
p-contracting algorithms (cf. Definition 2.3).

First, we iterate on the contraction for ¢ steps to get
Eillze - 2 |? < pllwees — 2"|> + p2P03

< 02 (Pllars — a* |2 + p2cP02) + P20

t
< pMMwo — ¥ [P + o2y p**
k=1

2.t 2 2 2 PQ
< p” —z"||* + .
>p ||I0 £ || ¢ Ual_pg

The following corollary shows how Lemma E.2 (and Algorithm 2) applies to p-contracting algorithms.

Corollary G.2 (Stage-wise Stochastic p-Contracting A). Consider some target accuracy € > 0 and suppose we have a
constant R > ||xg — 2*||?. Define () :=1—7, C:=1,and D := %. Set v := p?. Then running Algorithm 2 with a
stochastic p contracting algorithm as A, guarantees that E ||z, — x*||* < ¢ after

T = éTk - [1_1[)2 log (2?” + i [(1_21%2) 1og(4)—‘

k=1

total iterations where K = {1 + log, ( (’ff;;'iﬂ.

G.2. Stochastic Gradient Play and Asynchronous Gradient Play

Consider first players updating according to the stochastic gradient method given by

Typq = pl;?j(xt —yW(xy)), (®)

where E[W ()] = w(x¢). This is stochastic gradient play.

Assumption G.3. Suppose that there exists a constant o, > 0 satisfying

E[|& () — w(@)|*] < o2

Given the above assumption on the variance of the estimator @ of the vector of individual gradients, we have the following
lemma showing that stochastic gradient play is p—contracting.

Lemma G.4. Under Assumptions G.1 and G.3, suppose that players update according to stochastic gradient play with

v < 5%z. Then, the dynamics satisfy

2v%02
L+yp’

1
E|lze41 — 2*]? <

El|z; — 2*||% +
< 7Bl =

so that (8) is p-contracting with ,02 =73 J:M and ¢ = \/57.

Proof. Observe that z — % |lz; — v@(z;) — x||? is a 1-strongly convex function over X. Hence we deduce that
1 * (12 1 - *1|2 1 B 2
§||3?t+1 -zt < §||33t —y@(ze) — =" - §||’It — @ (xe) — g |
1 . 1
< 5”% —a*|? = (@ (), e — 2*) - §||$t+1 — zy|?

1 - 1 ~
= §||=’17t - 17*||2 —y{(@(2t), 2t — ) — §||xt+1 - $t||2 — Y(@(21), Tep1 — x4).
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Taking expectations, we have that

1 * 1 * ~ * 1 ~
§]EtHIt+1 —z*|? < §H~’Ct — a2 |? = (B (), 4y — 2*) — §Et||$t+1 — x| — VB (@(2), w1 — m)

IN

1 1 N
§H$t —a*))? — y{w(zy), ze — 2*) — §]Etth+1 — 2*|)? = VB (@(21), wes1 — @)

1 1
= §H93t —2*|? = VEi(w(@i41), Tep1 — ) — iEt”le — z?

+YE(@(x) — w(@e), v — 241) +y Eelw(@r) — w(@41), 2% — 2441) -
=:P =:Ps

Since the game is u—strongly monotone, we have that
(W(Ee1), Top1 — %) 2> (W(@041) = W(@"), Tpp1 — &) > plleg — 27
This in turn implies that

142y

5 241 —2*)* < §||33t—33 HQ—§]Et||$t+1—$t||2+V(P1+P2)-

Employing Young’s inequality, we upper bound P; as follows:

P, < s L+ Bllzen — m*
21/1 2

Applying Young’s inequality, we bound P, as follows:

P, < Eyllw(z:) — w(@i)? n Vol || e g1 — $*||2’
2V2 2
< LaBiflze — wepa | n Vo ||@ey1 — $*||27
- 215 2
so that
14 2vu — e N 1 N ~yo2 1—~L2v;t —
+Et”$t+1 —z*|? < §||$t —z*|?+ Tya ! 2 22 1)]EtHfftJrl —z*
1

1

Setting vo = prand v; = v~ — L2 /u, we have that the last term on the right hand side is zero, and since v < ﬁ we have

2 2
that v, > L:indeed, — £ < —2La gothatyy = L — 222 > 1 L _ 1 Therefore
2y 2y Iz vy Iz v 2y 2y
2,}/20.2
2 2
Eillzesr — 2" < g — 2| + ——=,
L+yu L+ py
which concludes the proof. O

The following corollary demonstrates how agents could use a stage-based algorithm to decrease the bias in their tracking
error estimate and achieve a target accuracy.

Corollary G.5 (Stage-wise Stochastic Gradient Play). Consider some target accuracy € > 0 and suppose we have a
2
constant R > ||xg — 2*||%. Define )(y) :=1— +2—, C:=1,and D := 2% Set 7o := 5z Then running Algorithm 2

1+py?
with stochastic gradient play as A, guarantees that E ||z, — 2*||* < ¢ after

g () ()] 255 o]

k=0 k=1

2
a-a

total iterations where K := {1 + log, (L%)—‘.
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Proof. Note that from Lemma G.4, we can iterate further to get that

. 2
I+ 5 n Wvgaf

1 1 . 2 2
< ( o — a7+ 3)+ 102
1+ 14+ p 1+u’y 1+ py
t
< )'M*?Ha DI

- 1+/w
2 2
) lzo — 2* || + 72
I

+ py
t 2
20
Ellzg — 2*||> + v=—2.
< < 1+m)) o | 7#

Letting () = 1 — 1+1u’y’ C=1andD =
parameters gives us the desired result.

Eillzy — 2% <
o =P <

zt—1 —

IN

O

Asynchronous Updates. In practice, it may not be the case that the agents observe data or actions synchronously, and as
a result they may not have the requisite information to update their action in every time step. A natural model to capture
asynchronous updates is one in which agent ¢ receives sufficient information to update its decision y; with probability p;.
For instance, this means that

X; 9)

proj (zir —VVifi(zie, x_it)), Wp. pi
Lit+1 =
Li,t, w.p. (1 — pi)

Let ppay 1= max;e[n) P; a0d Ppin := Min;c[,) p;- Then as described in (Narang et al., 2022), this can be dealt with using
techniques from preconditioning in optimization—see, e.g., (Chasnov et al., 2020b; Huo & Huang, 2017; Lian et al., 2015;
Recht et al., 2011; Zhou et al., 2018) and references therein.

The analysis in Lemma G.4 does not change much; the primary difference is that the Lipschitz constant L, is rescaled by
Pnax and the strong monotonicity constant w is rescaled by pypi,. The reason this works out is that we can simply perform the
exact same analysis using a modified inner product as has been performed in prior literature—i.e., we simply perform the
analysis in the inner product [z, y] = (P~ 'x,y) where P = diag(p1,...,pn).

G.3. Momentum Updates: Strongly Convex-Strongly Concave Zero-Sum Games

Consider a strongly convex, strongly concave zero sum game (f, — f) where player one seeks to minimize f(x7,z2) with
respect to 1 and player two seeks to maximize f with respect to zo. It is known that such games are strongly monotone.
Momentum based updates such as optimistic gradient descent-ascent (OGDA) and negative momentum are p contracting for
such games. This family of updates is given by

Tpp1 = (14 B)ze = Bre—1 — (1 + d)w(@e) — aw (1)), (10)

where « is the extrapolation parameter, 5 is the momentum parameter, and

w(z) = [_VV{ Jgglxji)} '

For example, standard gradient descent-ascent is equivalent to setting («, 5) = (0,0). OGDA is given by (a, 8) = (1,0)
and negative momentum is given by («, 8) = (0, 8) for some 5 < 1.

Let k := L,/u. Gradient decent ascent is a commonly studied update and has been shown to be p-contracting with
p = O(1 — k~2) (Ryu & Boyd, 2016). Mokhtari et al. (2020) study both OGDA and proximal point methods for this
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class of games. They show that OGDA is p-contracting with p = O(1 — k1), and that proximal point methods are also
p-contracting with p = 1/(1+ ~yu) and ¢ = 0 in both cases. Zhang & Wang (2021) show that the negative momentum based
update is p-contracting for strongly convex, strongly concave zero sum games, which are known to be strongly monotone.
Specifically they say that negative momentum is suboptimal, but nonetheless, still p-contracting with p = 1 — O (k= 1%).

G .4. Best Response Dynamics

Now, we show that the best response dynamics converge linearly to the Nash equilibrium of the game. This result is
commonly known and the proof is analogous to Theorem 1 in Narang et al. (2023), with one exception where we obtain a
tighter bound on the regime where linear convergence is guaranteed. Nevertheless, we include it for convenience. Define

BR(z) := {a’ € X' : z}is abestresponse to z’; Vi € [n]}.
That is, unrolling notation, given a current decision vector x, the updated decision vector x; 1 is such that

T 441 = argmin fi(z;,x_;;) Vi€ [n]. (11
T, €EX;

Lemma G.6. Under Assumption G.1, set p := Lali\/tnfl and suppose that we are in the regime where p < 1, and that
players update according to (11). Then, the game admits a unique Nash equilibrium x* € X and the best response process
converges linearly:

€41 — 2| < pllwe —2*]| VE=0.

Proof. Since the game is p strongly monotone, we have that

n

Z<Vz'fi(“) — Vifi(u),u; — uf) > pllu— |2 (12)

i=1

We will show the map BR(-) is Lipschitz continuous with parameter p. To this end, consider a point w € X and set
x := BR(w). For each i € [n], first order optimality conditions for x; guarantee that

(Vifi(ziyw_y),m; —x}) <0 Ve X
Strong monotonicity implies that, for any x;, z; € X;, we have that
(Vifi(zi,w_i) — Vifi(zhw_y),z; — 2}y > pllz; — 2f||*  foreachi € [n].
Indeed this follows from (12) bx letting u = (x;, w—;) and v’ = (a}, w_;) for each ¢ € [n]. Hence
pllws — 2f)1? < (Vifi(wi,wo) = Vifi(ag, wog), 2 — af) < (=Vifi(a),w_y), z; — ).

Since this holds for any x/ we can replace x} with 27 to get that

pY i —afl? <D Vil we), ) — )
i=1 i=1
Since x* is a Nash equilibrium, we have that
(w(@*),z—2*) <0 VzelX.
Hence, we deduce that

n
plle -2t < ZWz’f@(UC?vU/—i)va — ),
1=1

yw_;) —w(a®),z* — x),

sw—i) —w(@)|flz* = x|,
n

< Lalla* — 2|l ) lw—i — 2%,
i=1

= La<U1, U2>,
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where u1 = (||lat — 21]|, ..., ||z} — x,]|) and ug = (lw—1 — x*4]|,..., ||lw—pn — x*,,]||). Letting { = ||w — z*||, we have
that (2 = ||w_; — 2*,||? + ||w; — x}]|? for each i € [n]. Observe that
n 1/2
luall = (Z [ xiillz’)
i=1
n 1/2
- (et
i=1
1 1/2
—1¢l (- gzllws —at1?)
2
— (Va1
Therefore, we deduce that
pllz =21 < Lafur, uz) < Ll |[fus]) = Lavn = Tw — a*[[* —
so that by dividing through we have
Lavn—1
[ — 2™ < ————jw —="].
Since this holds for any w and corresponding y := BR(w) we have that
N N Lavn—1
lees =) < p- lre = 2| where p = Z2—,
as claimed. The rest of the result follows immediately from the Banach fixed point theorem. O

H. Oblivious Decision-Maker

In this section we prove the bounds on the equilibrium tracking error and the dynamic regret of the agents given an oblivious
decision-maker who is deploying a sequence of actions {z}%_; that are of bounded variation and sufficiently contracting.

H.1. Worst-Case Expected Equilibrium Tracking Error.

The first natural question in this setting relates to bounding the time to track the time-varying equilibrium in expectation
given the drift A, = ||z} — x}, || where ] € Eq(G.,) where G,,, := (f1", ..., f**) Thatis, given that the decision-maker
is obliviously deploying sequence {u,}._,

&

how long does it take for ||z — x§||* to be less than some error tolerance € and how to we optimize that error?

We make the following assumption on the stochasticity.

Assumption H.1. There exists a probability space (£2, F,P) with filtration (F;);>¢ such that F, = {0, Q}. Iterates and
corresponding Nash equilibrium, z;, x} : @ — R™, are F;-measurable.

Proposition H.2 (Formal Statement of Proposition 3.1). Suppose that Assumption H.1 holds, that agents employ a p-
contracting update (Definition 2.3), and we are in the regime p € [0,1). Then, the expected equilibrium tracking error
satisfies

. 1- )\ o 2(co,)? As \2
Billoes —atal? < (1= S520) o — gl + T2 w0 (122)

where A, := max{|z} ; — 27|}

Proof. Since the agents’ updates are p-contracting with constants (¢, o, ), following the analysis in Appendix G.1, we have
that

Eillzeps — p|* < p?llwe — 27| + p*(G0a)?, where &:=1/(1—p?).
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Now observe that

Eillwrer — 2712 = lmegr — 271 + 2} — 2 1P + 2Ee(wegn — 2, 27 — 27)
S Eillzeen — afl? + oy — 2512 + 2B e — 2|27 — af |
< (L4 N Eillzesr — 272+ L+ A Eellzy — 254 1?
<+ N) (PP llee — 2712+ p*(E0a)?) + (14271 Bellay — 74 117,

where the second to last inequality holds since ||a||[|b]| < Alal|? + A71||b]|? for any A > 0. For algebraic convenience, let
p* = (1 — 7) for some variable 7 > 0. Setting A = 7, we have that

* T * ~ 2 * *
Eillows = atall? < (14 5) (=) o = ot + (1= 7) @ou?) + (14 2) Bulaf = atalP,
2
< (1= Z) e —wp P+ (1= 2) @on)? + (14 2 ) A2
2 2 T

where A2 := max{||z} — z},4|?}. Iterating this expression, we have that

Billows = aial? < (1= 3) (1= ) lows ot + (1= 7) o + (14 2) a2)
+ (1 - g) (é0a)? + (1 + i) A2
<(1-9)" Imo il +;§(5"a>2 (-9 ()05

t+1 2(Co,)? 2\ 2—-2(1-Z) +(1-2)t
< (1-5) " - apl 4 22y a2 (14 2) 22202 L OA)E

[\

2 T T
t+1 2(é0,)? 2\ 2
< (1—1) o — z)? + 26727 | A2 <1+> ‘.
2 T T) T

Observe that (1 + 2)2 < % < -5 for w € (0,1]. In the regime where p < 1 we have that 7 = 1 — p? < 1. Hence,
we have that

T\ t+1 2(é0,)? 2\ 2
Eillou —atal? < (1-3)7 oo - a4 220 1 a2 (14 2) 2
T\t 2(é0,)? AL\°
<(1-7) |%—%w+()+6().
2 T T

Since 7 := (1 — p?), we have that

. 1- )\ Lo 2(E0,)? As \2
Billos —atal? < (1= S520) o — gl + 320 4 (122

1—p2 1—p
This concludes the proof. O
Let us specialize to the stochastic gradient play setting. Set w; ; := V; f;* (z), (it = wiy — Wip and ¢ == (C1e5- -+, Cnt)-
Define also wy := (w1 ¢, . . . ,wn, ). Here (; is the noise of the vector of individual gradients.

Assumption H.3. Suppose there exists A,, o, > 0 such that the following hold:
a. The drift A, ; := ||z}, — 27| is such that EAZ , < AZ for all ¢;
b. The gradient noise (; satisfies E ||¢;||? < o2;
c. The gradient noise (; :  — R? is F;,;-measurable with E[(;|.F;] = 0.

Recall that A := max{|jus11 — w||} and Ay < Leg - A.
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Algorithm 3 Projected Stochastic Gradient Play

1: Input: Step-size v < ﬁ; initial condition z; decision-maker input sequence {u, }:_
2:. fork=1,...,t—1do

3:  fori € [n]do

4 Set z; k41 = proj (x;p —YWi k) Vi€ [n] wherew;y == ﬁfz“’“ (k)

5:  end for
end for

=)

Corollary H.4 (Formal Statement of Corollary 3.2). Under the assumptions of Proposition 3.1 and Assumption H.3, suppose

that the agents are running stochastic gradient play (Algorithm 3) with v < p/(2L2). Then p* = T +1w and ¢ = /27 so
that
t+1 802 LegA\?
Blloees — el < (1= )™ o — gl + 8178 1 24 (L)
tllzern — 27 < 1 [0 — x5[|” + T o

Given Lemma G.4, the proof of the above corollary follows an identical argument to Proposition 3.1.

Proof. From Lemma G.4, we have that

2202
Eillziaq — x*|? < xy — x|+
s = < ol =o'l + e
Now observe that
Eill @i — 212 = lzen — 27|12 + oy — 2i 1P + 2Be(wigs — o, 27 — 2744)

S Bl — o711 + o} — ap I” + 2Eel|zegs — 27 [[|27 — 27,4 |l

< (14 N Eellwer — a7 + (14 A7) Eellay — a7y, )2

< (1 A k|2 . 2 1 )\—1 E * 0k 2
<40 (ol = et + 20002 + (1 A7) Bl = et
where the second to last inequality holds since ||a|||b]| < A|jal|? + A71||b]|? for any A > 0. Observe that
1
1K o B
14 py 14 py 2

Using this fact and setting A\ = %, we have that

* * 4 *
Eillous —atal? < (14 27) (1= ) hoe—at P + (1= 52) VBvon?) + (14 = ) Balat — ol

Wy « Yy 4
< (1= ) o=t 2 (1= B1) o+ (14 ) A2

where A2 := max{||z} — x},4|?}. Iterating this expression, we have that

4
EtH-TtJrl . x:+1||2 < (1 _ %) th _ x:l|2 +2 (1 — %) ('YO'a)Q + (1 + W) Az

< (-2 (1= ) o —sialP 2 (1= ) o+ (14 ) 2)

4
+2 (1 - ﬁ) (voa)? + (1+ M’Y) A2

4
t+1 t
py\ *12 2 By \* 2 4 By \*
S(I—T) oo — a2 + 3 (V2yea)? _Z) Faz(1 Z<1‘Z>
k=1 k=0
t+1 2 A\
§(1fﬂ) o — x5 + 8122 + 24 () ,
4 % Y
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which concludes the proof. O

The preceding corollary shows that in order to obtain last iterate convergence guarantees there is a clear tradeoff between the
step-size and the drift-to-noise ratio. Using Corollary 3.2, we define the asymptotic tracking error of Algorithm 3 and the
optimal step-size as follows:

2 A 2 AQ 1/3
€y 1= min 819 + 24 (a) and v, := min Lz’ (6 ;) .
YEO.u/(2L7)] | M Y 2027 \ po?

so that the high and low regimes are determined by

1 6A2\ "/ p A
212 (u@?) TP 02

a

1 1/2 12 A
(324L<>> T W3 L3 o

2
Therefore the high drift-to-noise regime is % > \/‘% 73 and otherwise we are in the low drift-to-noise regime®. Plugging

% into €4, we have that

LAN2 o2 A 2
96. 272 4 4. Za I
.- 7 .
* 1/3 Aao_g 2/3 )
12-67/° - — otherwise.
"

Oa

2
High drift-to-noise regime. When 2= > 4\/‘%7.]43, the decision-maker is in the high drift-to-noise regime. In this case,

running Algorithm 3 with vy, = u/(2L?2) results in a point x; such that

lwo — 25

*

. L2 .
Elx; — 25> See in t < — log ( ) time steps.
I
This case is less interesting as the decision-maker is deploying a sequence {uy }}_, such that the drift (i.e., change in the
equilibrium corresponding to the induced sequence of games) is higher than the stochastic noise in the game. Here, the
agents must use a learning rate v that is as large as the deterministic setting and therefore, achieve a expected tracking error
within a constant factor of

A
TS

Low drift-to-noise regime. The more interesting regime results when the deployed sequence causes low drift relative to
the noise level—i.e. when A, /o, < u?/ (4\/5 . Lg) In this case, it is possible that the agents can choose a step-size such

that the tracking error is within a constant factor of ¢,. Indeed, with v, < (6A2/ (uo?)) 1 ? its straightforward to show
that stochastic gradient play (Algorithm 3) finds a point z; € X" such that

2 * |2
. g o — & .
Bz, —2f]|* Sep in t S 5 log (l ] > time steps.
H2ey Ex
The following proposition (formal statement of Proposition 3.3 from the main body) shows that there is an algorithm (a
super algorithm that consumes stochastic gradient play) that proceeds in stages to obtain a stronger convergence guarantee.

Proposition H.5 (Formal Statement of Proposition 3.3: Expected Tracking Error for Induced Time-Varying Game.).
Suppose that Assumptions 2.1, H.1, and H.3 hold and that the decision-maker deploys a sequence {us}._, satisfying
Aa/oa < p?/ (4v/3 - L2). Set constants

7= (682)(u0))* and e, = (Ba0?/p?)?,

SObserve that this bound is in terms of the induced equilibrium drift; it is equivalent to restate it in terms of the decision-maker action
sequence drift as follows: the high drift-to-noise regime is U% >
we have used the bound A, < LegA.

V3 Lile and otherwise we are in the low drift-to-noise regime, where
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Suppose that there is a constant R available such that R > ||xo — x}||>. Further, set constants o = k= and

2.\ 1/3 2 2p\ T
M Ta b 8La LaR Ve—1 — Ux 410g(4)
K=1 I — Ty = 1 — T, —
=+ ’70g2 (Lg ( AZ > >—‘ ) 0 ’V ,U/2 og < O'E y Vk 2 ) k LYk 3

forall k > 1. Consider running stochastic gradient play (Algorithm 3)ink = 0, ..., K—1 stages. ThenT = Ty+- - -+Tx 1

satisfies
L2 L2R + 2 L2 R + 2
T<Zagpg (2] 4 %2 < Zagge () 4 T2
2 o2 2 € 12,

pres T p
and the expected tracking error satisfies E ||vx — 2% ||* < &,

In the above corollary (-)" := max{(-),0}. We use this operator since some of the logarithmic terms can be negative
depending on the size of constants.

Proof. Set ty := 0 and for each stage index k, let ¢, := le;é T be the total cumulative time up to stage k. Let x} be the
Nash equilibrium of the induced game gutk , and set
2, o AF
(’ykaa +3 2) .
gl

= oo

Recall that v > ~y,. Corollary 3.2 implies that

e T a8 5 A2
Ellzkss — o l? < (1= E8) "B Jax — a2+ = (o2 +3
e 4 R\ T 2
< e TR ||z — 2|2 + ek

We claim that E ||z, — 2% ||? < 2€;_1 for all k > 1. The argument proceeds by induction. The base case holds since

L2 L2R\ "
TO = ’7 2& IOg ( 32 )
I o3

implies that

_um 2 812 L2R? o2
B eyl < s il o < exp (g s (P ) o il 40 < B v <20
a

a a

Suppose that the claim holds for some k > 1—i.e., the estimate E ||}, — 2}|* < 2¢j,_1 holds for some fixed k. Then, we
_ ) 4log(4) . .
have that e #7:Tk = ¢ ‘”"[ Kk W < 1. Further, its easy to deduce that § < <& -. Hence, putting these facts together,

2€k —
we have that

1
Ellokin = 2 |® < e Ellag — o] + e < 7 Ellze — o ]* + e

€L

<
2€k-1

E ||£L’k — x2||2 + € < 2¢,

by the induction hypothesis E ||z, — 2}||? < 2€j,_1. In particular, this implies that E ||z x — Zf||? < 2€x_1.

Now, we need to show that the claimed efficiency estimate holds. That is, we need to show that e =< £,. Observe that for
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some constants c that we will set later, the following is true:

Aa0'2 2/3 8 2 2/3
wme(57) = (eteags) (52
8 A2 /3 o2 A,o? 23
; Ve— 10 +3 102 23 —c 2
802 Lo A e Ao2\*?
= —_ — C
p \ 6202 u I
B 80’2 s AZ 1/3 - E Ag 1/3
T\ 6202 p 8 \ po? '

Thus by setting ¢ := 12 - 6*/3 we have that

A2\ ?? 80 802 40— 7 A2\ ??
€)— —12-6'3 (a a) TK—-1— V%) = = <4< - a) = Ex-
' 2 I e )= w2871 2

Indeed, this inequality holds since

— (612,A%/(no2))"*

M'QK—l_M‘ o2\ 1/3
(& @)
8o2L2AZE [ 6Y3AY?
B 81/3 202 pt/3g2/3

A.o 2/3 8L2 L 61/3A3/3
w2 po\ 212 ,u1/303/3

(a
(2

wbz\‘;»‘t

a§>2/3 PRCRARLES -
2 ﬂ4/302/3

M
2\ 2/3
=(5%)

1%
S 6*7

" o2u 1/3
K:1+’710g2<-[/2(£2> >—‘

) Aa 2\ 2/3
E|zx — x| <2(1+12-6Y3) <M;’) = e,

where we used the fact that

Therefore, we have that

What remains is to show that the total time 7" satisfies the claimed bound. Recall that we set

Observe that
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2

We need to show that the sum on the left is asymptotically proportional to . To this end, observe that

Ta
HE
K-1 K-1

_ 2
S IIPELS SRV ST
b1 Vi w h—1 14 14

[ERV]

Using the definition of K, we have that

Hence, we deduce that

LN~ L2020y 2020 </~L>/ 4 <u>/ _ 493 <A>/ _ o
= T p T L3\ A7 AZ I
as claimed. This completes the proof. O

H.2. Beyond Worst Case Expected Tracking Error

The preceding results provide a “worst-case” bound in the sense that A = max{||us 1 — u¢||?} is the largest difference in
the decision maker’s actions. Here, we want to understand what happens when we make “reasonable” assumptions on the
behavior of A; := ||us1 — u¢||?. For instance, one reasonable assumption is that the decision-maker is employing some
stochastic gradient method with a convergence guarantee of the form E ||u; — u*||? < O((t + 1) ~2%). Here u* might be a
locally optimal point for £ or argmin ,o;, £(u) given that players are playing a Nash 2*(u) € Eq(G,,) or even some other
solution concept—e.g., in Section 4.1 we introduce the notion of a performatively stable Stackelberg equilibrium. Note that

E [Jur41 — ][> < O((t + 1)~3*) means there exists a constant ¢q > 0 such that E [|u41 — w||* < 7%z

Proposition H.6. Suppose that Assumptions 2.1, H.1, and H.3 hold and that the decision-maker deploys a sequence of
actions such that E ||us 11 — ug])? < (H_fﬁfor some a € (0,1/2] and absolute constant cq4 > 0. Set vy, = mﬂ)r
some b € (0,1] and integer to > 1 and consider agents running stochastic gradient play with time varying stepsize ;. Then,
the iterates satisfy

(t+1to)7", if b> 2a,

IW%—xmzﬁmwﬂLHMWm—%W£J'{@+myma go 5

802 5L2 c2
where ¢, := 52 + .
Proof. Let A, := ||z}, — «}||. We know from the proof of Lemma G.4, that stochastic gradient play is p-contracting.

Moreover, for a fixed u; which induces =} € Eq(G,, ), we have that

27202
Eillzinq —xF|? < x — x| + 2
s = < e = 1 4+ o
Now observe that
lzesr — ap P = loeps — 2712 + lof — 27 1P + 2@ — 2f, 27 — 27,)

<l = 27 + ot — 2y ” + 2z — o — 23yl

Yy * (12 4 * * 2
<(1 7) - 14+ — ) flaf —
< (U4 B fowa =t + (14 = ) of — atal
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where the last inequality follows from Young’s inequality. Since 1 — 11’; L < 1 — &Y, we have that
Edflzer —aial? < (1+50) (1= %) lloe — a2 + 29202 (1 - 22°))

4
+ {14+ — ) |z} — 25112
( w)Ht tll

Y Y 4
< (1 - Z) |z — 27| + 29202 (1 - Z) + (1 + w) AZ,

Y )
< (1) e = il + 29707 + - Ll = el

The agents are engaging in stochastic gradient play given the induced sequence of games G,,, with v, = m. Hence,
plugging v, in to the above bound, we have that
2 802 5(t +19)°
* 2 *|2 a 2 2
Ellouns —atal? < (1= gy ) o =il + sy + X2y —
2 802 5(t +1t9)° 2
< 1— %12 a L2 d
= ( (t+ to)b> loe =2+ G T~ 8 Le e
2 802 ) 3
<|{1l—-—— — )P+ 2+ oL —2
= ( (t+ to)b) lee =2+ oy * sl g
Define D; := E ||x; — }||. Then there are two cases to analyze.
Casel: Ifb> %a, then the above bound reduces to
2 c
E ok 2 <[|l1- —=2 k|2 _ ta
t“xtJrl ‘rt+1|| = < (t—|—t0)b> Hl't xt” + (t+t0)2b
Then we claim that
D, < max{ (1 + to)bDo, Ca}
(t + to)
Indeed, it clearly holds for ¢ = 0. Hence we may use induction to conclude the argument. Suppose it holds for some fixed
t > 1. Then, we have that
2 Cay Ca
Dy <[ 1- +
= ( (t+ to)b) (t+to)’ | (t+to)®

1 2 Ca
< _
= Ca <(t Th)p t0)2b> RECESNED

1 1
< c, —
= ((t—i—to)b (t+t0)2b>
Ca
< -
T (t+1+t)?

where the last inequality holds since (H‘lto)b — (t+t10)2b < <(t+1t0) — (t+}&o)2) < (H‘l}‘rto)b forany ¢ > 1 and b € (0, 1].
This verifies the claim.

Case 2: Suppose now that b < %a. Then the bound on D, reduces to

Ca 2 Ca
D <(1l——1|D — = << (1—-——|D [ S
LS < i+ to>b) CT )t S ( t+ to)“b/2) AT

where the last inequality holds since b < %a. Using a completely analogous argument to case 1, we have that

D, < max{ (1 +t9)D1,ca}
— (t + to)afb/2

Therefore, putting the two cases together, concludes the proof. O
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As noted in the main, this proposition shows that if the decision-maker is employing a reasonably well-behaved sequence of
actions (i.e., that is stabilizing at a sufficient rate), then the agents can utilize time varying step-sizes to control the drift and
obtain an expected tracking error bound that is decaying in time. The rate of decay however highly depends on the behavior
of the decision maker’s sequence. For instance, if @ = 1/2, then choosing b = 1 leads to a rate of O(1/t). Here, a = 1/2 is
not just a reasonable rate for a stochastic gradient method for the decision-maker as we will see in Section 4, but likely the
best we could hope for. However, if the agents choose a much slower rate such as b < 1/3, then even with a = 1/2 the
tracking error decays at a rate of O(£%/2~1/2) so that, somewhat counter intuitively, the rate is much slower as b — % This
is because the rate of the decision-maker dominates.

H.3. High-Probability Guarantees

The above results are characterized in terms of the expected tracking error; accordingly, characterizing the guarantees of
the algorithm are only meaningful if it is run multiple times. Instead, if our algorithm were deployed in real-time with
irreversible drift, we would like high-probability efficiency results to characterize the performance of our algorithm if it
were executed only once. Here, we present high-probability guarantees for the tracking error. We require the following tail
assumptions on the equilibrium drift and gradient noise.

Assumption H.7 (Sub-Gaussian drift and noise). There exist constants A,, o, > 0 such that the following two conditions
hold for all ¢ > 0:

(a) The drift A2, is sub-exponential conditioned on F; with parameter AZ:

]E[exp()\Aitﬂ Fi] <exp(AAZ) forall 0< )< A2

(b) The gradient noise &; is norm sub-Gaussian conditioned on F; with parameter o2:

P(||&] > ¢| Fi) < 2exp(—2¢%/o2) forall ¢ > 0.

Note that Assumption H.7 implies Assumption H.3 under the with the same constants A,, c,. We need the following (albeit
simplified) proposition from (Cutler et al., 2023), which is an extension of Claim D.1 from (Harvey et al., 2019).

Proposition H.8 (Simplified version of Proposition 29, (Cutler et al., 2023)). Consider a scalar stochastic process {Vi, X1}
on a probability space with filtration H, such that V, is nonnegative and H-measurable, and satisfies

Vitr S oV + Xy + Ky

for deterministic constant oy € (—00, 1]. Suppose that the moment generating functions of X; conditioned on H; satisfy

1
Elexp(AX:)| Hi] < exp(Ary) VO< A< —.

Vi

for constant v, > 0. Then the inequality

Elexp(AVi41)] < exp(A - 1)E [exp (Aay Vi),
holds for all 0 < X\ < %‘%‘t
Proof. For any index ¢ and scalar A > 0, the tower rule of expectations implies that

Elexp(AVi+1)] < Elexp(Mae Vi + X)) = E [exp(Aa V2) Elexp(AXy)| Hel] -
By assumption, we have that E[exp(AX})| Ht] < exp(Ary) for0 < A < Q%t Thus, we have that
Elexp(AViy1)] < E [exp(Aa: Vi) Elexp(AX})| He]] < exp(Avy) E[exp(Aa: Vi),

which completes the proof. O
Given this proposition, we have the following high probability bounds.
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Theorem H.9 (High probability tracking error.). Suppose that Assumptions 2.1, H.1, and H.7 hold and that the decision-
2
maker deploys a sequence {us}_, satisfying % <5 \%H so that the agents are in the low drift-to-noise regime. Let {x;}

be the iterates produced by stochastic gradient play (SGP) with v < 5%5. There exists an absolute constant ¢ > 0 such that

Sor any specified t € N and § € (0,1), the following estimate holds with probability at least 1 — §:

|| *H2<<1 M"Y)t” *H2+ JZ’Y+ Aa ? lo (6)
Ty — T —— ) |lzo— = c| — — =.
o= g ) O p Y 55

Proof. By Young’s inequality, we have that

e = wtall® = o — 2717 + llof — 2y 17 + 2@ — o, 27 — 2744),
<l — 27l + llod — 27 ” + 2z — o — 28,

< (M) ey =272+ 1+ 271 laf = ai

for some . Observe that z — ||z, — 4@ (x;) — || is a 1-strongly convex function over X'. Therefore, we deduce that

1 1 - 1 ~
§||’It+1 - $§||2 < §||33t — Y@(wy) — JJ:HQ - §||$t — Y@(wy) — $t+1||2’
1 N 1
< §||17t - ft*||2 —y(@(x), p41 — 50?) - §||$t+1 - $t||2,
_ 1” K12 ~ R\ 1 o 2 ~ o
=9 ry — x7|| Wo(ze), v — ) 2||xt+1 | Y@(), Tog1 — 24).

Next, we have that
1 * (|2 1 * 12 -~ * 1 2 ~
§||$t+1 —z||” < §||33t — 2|7 =y (@(ze), 2 — xF) — §H3«”t+1 — xg||* = A (@(2t), Teg1 — T4),
1 1 « ~
< §||$t - @HQ —y(w(ze), z¢ — x7) — §H3«”t+1 - ||2 = (@(xt), Tpp1 — T4),

1 1
= §||$t =z |? = Yw(@eg1), w1 — xF) — §th+1 —z?,

+ vy (@(x) — w(@e), e — Tg1) + (W) — W(Te41), TF — Tagr) -

:ipl :1P2

Since each induced game G, is is p—strongly monotone, we have that
(W), w1 — 27) 2 (W(weg) — w(@p), w1 — ) = pllwres — 7]
This in turn implies that

1+ 2vp
2

N 1 . 1
lzer1 — 27 < Sllze —z [ Sz = || + (P + Py).
Applying Young’s inequality, we have that

€117 | villzin — o?
21/1 2 ’

~
IN

and analogously, we have that

[§

| (zt) — w($t+1)H2 + vallze1 — af

P, <
2= 205 2 ’
< L2|lz — 2412 n vallzes1 — $f||2.
- 21/2 2
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Combining these two bounds, we have that

1+2’Y/1'_’W/2 1 *”2 + Hgt||2 _ (1 —7L§V51 _’le)

B) 241 — o7 || §\|xt — Ty 20, B ze41 — J5t||2~

1

Setting v, = pand v = 7_ — L2/ u, we have that the last term on the right hand side is zero, and since v < ﬁ we have

2L2 2L2 1 1 1 .
1 5 54 J— - 9 on 1
that v 2 indeed, w < o a 5 Applying these bounds on the constants v, and

1 1_
v Bo= 2y
Vo, We have that

so that v, =

22010

L+ py

[T e — 2|2

L+yp

Thus, we have that
loers = w2 = loers = 2512 + o} = o |2 + 2@ — oF, 2 - af4)
< Noss = 212 + 125 = 272l + 2wers — o7 lle} = i
1 272”@“2 _
< (1 A |12 1 A 1 * ok 2
<) (ol atlP+ 20 ) o @A) ot - atal
<@+ (1= E) o —az)? +2( ED) 2 lel®) + (1 + A7) llag — a1

)
(1 /“Z/) ||$t—33t||2+2( %) ’72”&”24' <1+> Aft,

where we have set A = &, and A, ; := ||z} — 2}, ||. Bounding the last two terms, we have that

IN

wy
loess = aiall? < (1= 58 lloe =27l + 29262 + —A2 (13)

Under Assumption H.7, there exists an absolute constant ¢ > 1 such that ||&;]|? is sub-exponential conditioned on JF; with
parameter CUZ and &; is mean-zero sub-Gaussian conditioned on F; with parameter co, for all ¢ (cf. Lemma 3 from Jin et al.
(2019)). Assumption H.7 also implies that Ait is sub-exponential conditioned on F; with parameter A2. Given (13), we

apply Proposition H.8 with parameters

5
Vi = |lwe — 2|2, Dy =0, X¢=2v2&]° + —Ait, o =1-— %7 ke =0, and v, =2v%co? + mAz
This yields the estimate
" 5A32
Elexp(M|@i1 — 21 1%)] < exp <A (27%02 + W)) E[exp (A (1-51) e - 27]1)] (14)
for all
1
0<A< . (15)

T T 2(29%co2 4+ 5A%/ ()

Since (1 — “7:’) € (0,1] and V4 is a non-negative random variable (almost surely), Jensen’s inequality implies that

Elexp(AVi41)] < exp () E [exp (AV;) =5

< exp (W) E exp (V)] 175,
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Iterating this expression, we have that

t—
E [exp(Al|z; — zf||*)] < exp <(2ch ) > (- ) (Elexp(Al|zo — a5]2))) 7"
=exp(Av)exp | A ﬂ)tHx —3g||2 % 2024_% 5(1_/‘7)8
p p 1 0 0 Yooy, ) 2 1
5A2 t—1 s
< exp (A ((1 %) o= il + (2er%02+ 222) = (1- £2) )

s=0

¢ Scyo?  20A2 ))
To — x* 2 + ( a 4 a
) o =il poo (w)?

=I5

< exp <,\ ((1 -

2
for all \ satisfying (33), where the equality holds since ||z — z§||? is a constant. Let v := W +20 (ﬁ—;) . Recall

that ¢ > 1 and py < 1 so that

2 2
<80’yaa n 2OA;) <
I (1)

and

1 2 . 1z 1
JE— < .
v 32y(coa)? + 2082 /(un?) T { 32 2y02 2(27%co? + 5A2/ (1) }

Hence, we have that

¢
E [exp <)\ (||xt -z H2 (1 — %) lxo — x6|2)>} <exp(Arv) VO<A<L

Rewriting this expression, we have that

B [oxp (3 (I =il = (1= )" o —311))] _

exp(A\v)

Applying Markov’s inequality, we have that

Pr (exp (A (nxt a2 = (1= 22) o - wéll?)) - prs”)

o (3 (lo - et - 0 ) oo - i)

- exp(Av)/d

V

Therefore, setting A = -, with probability 1 — §, we have that

t 32(cao,)?y AL\ e
_*2<<1_ﬂ) —x*|? ZeA\rel Ta9p | =2 1 (,
lze — 7 [|" < 1) Nlzo—agl”+ L T20( ) Jls 5)’

as claimed.

The above theorem can be translated to a time-to-track high probability result.

R

(16)

Corollary H.10 (Time to track with high probability.). Suppose that the assumptions of Theorem H.9 hold so that we are in
the low drift-to-noise regime, and there is a constant R available such that R > ||x¢ — x}||?. Suppose that the agents are

running SGP ink = 0,..., K — 1 stages (cf. Lemma E.2) with constants constants

po o2\ [
K:1+’710g2<m<£2) >“a VOZEa
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and

8L2 L2R\ ' _ 41og(12
Ty = { 2a 0g< a2 ) , ,yk:w7 T, = ’VOg()—‘ forall k> 1.
H Ta 2 Pk

ThenT' =Ty + - - - + T, _1 satisfies

L2 LZR + 2 L2 R + 2
(5 ()

)
O'g Ex [LQE*

and for any given § € (0, 1), the tracking error satisfies ||z — 2% ||*> < €4 log (%) with probability at least 1 — 6.

Proof. Settg:= 0. Foreach k, lett, := Ty + - - - 4+ T)—1, let 7 be the Nash equilibrium of the game G,,,, and set

2 A 2
Ep:=c 7k03+< a)
H Y

where ¢ > 1 is an absolute constant satisfying the bound (16). Since ~y;, > ,, Theorem H.9 implies that for any specified
index k and ¢ € (0, 1), the following estimate holds with probability at least 1 — §:

I x ||2<(1 /Wk)Tk I P e (224 (2o ) (6>

Thyl — T 4 e e Y

k1 — Ty ll” S 4 v " . o
< Wy — 2 4 By log (£)

We claim that an induction-based argument yields the following: for each k > 1, the estimate ||z —z}||* < AE)_1 log(e/d)
holds with probability at least 1 — ¢ for all § € (0, 1). To see the base case, observe that

2 2 2 2 2

_ we 8L L:R o o

e ’”"TOMHIO —2}||? < exp (—4 22 Tﬂa log ( ;2 2o — x5 = 55 llwo — x5l < 5
a

a

B - 700§+£2> 02+Aa2> 3a§>303
T T\ ) ) o\ e T o) ) 7 \azz) 7 \arz

2
since y; > v, and ¢ > 1, and we are in the regime where % < 4“?. Therefore we have that

and

e 0T/l zy — zf]> < 22 < %EO.

‘Q
[N RN

Hence

7
s — 12 < 0 g — a2+ Bylog (£) <~ Bolog (£) < 35010 (£)
since log(e/d) > 1, and where we take the bound in the last inequality to simplify constants.

Now, suppose the claim holds for some index k > 1 and let 6 € (0, 1); then ||z —2%||? < 3Ex_1 log(2e/§) with probability

at least 1 — §/2. Since
e HVeTk /4 <exp | —pvi 4log(12) . 1 < i’
MYk 4 12
we also have that

_ 2e
fowss = sl < e = a2+ Brlog (5 ).

1 . 2e
Eka — 23| + Ex log (5>

Ek 2e

El —

6B, " Og<5)’

3 2e 2e
< 2 it 2t
< 6Eklog(6> +Eklog<5>
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with probability at least 1 — /2. Taking a union bound, we have that

lxger — $k+1||2 Ek log ( 5 ) < 3FEjlog (6)

with probability at least 1 — §. This completes the inductive proof. Hence, fixing 6 € (0, 1), we have that ||z — %2
3E K 1 log(e/d) with probability at least 1 — .

. . 1/3
Recall that we are in the regime where ﬁ—: < 3 fL3 and we have set constants v, := (6A2/(uo?)) /3 and Ex !

(A,02/pu?)?/3. Observe that for some constant C, the following is true:
2/3 2/3
oo (SE) =10 i) o) |
c 1 2 u
(% 102 + ) v A ) —C(Aaag>2/3
022‘ 62/3 ,u2
02 A2 1/3 Ayo? 2/3
= (”k (o) )‘C< )
202 A2\ oAz
~w (”k o) 2 () )

With this expression in hand, setting C := 7 - (%) Y 3, we have that

2E . 2\ /3 A,o? 2/3 20 202 )= 202 Yo — T < A,o? 2/3
— =71 = — — ) = . < =c,.
c K—1 9 2 0 TK—-1 =7 0 oK1 2

c 2 1/3 AaUz 2/3 (&
EF' < — + 7 - — 2

E|lzx — 2% < 3Ek_1log (5) < % <1 +7- (3)1/3> (A;gg)wg log (g) = e, log (g) .

‘What remains is to show that the total time 7" satisfies the claimed bound. To this end, recall that
2 1/3
H Oa b

L? LR
75 g (B) z*

[ Do

1\3 = |

Therefore, we deduce that

so that

and observe that

Here, we need to show that the sum on the right is asymptotically proportional to o2 /(e ). Indeed, we have that

K

D

-1
k=1

K
Z 2k < 2L221 2K — 2.2L§2K71

-1
1 iz w

o N

1 2L
— <
Yk M

so that by using the definition of K, we have

o2u /3
9K —1 :210g2(#§'(£§> ) _ (%%N)l/g.
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Hence, we deduce that

K-1 1 2 2La2K . _ 2~2L§ L <U§N)1/3 4(UZN>1/3 B 402 <Aag >—2/3 g Jz

. wo Lz \AZ

k=1

as claimed. This completes the proof. O

Algorithm 4 Epoch-Based Algorithm Framework for Stochastic Stackelberg Games

1: Input: decision maker algorithm Alggy,, horizon T, stepsize schedule {1}, initial parameter u; € U, and query radius
§ > 0 (if Algy, = DFM)

2: fort=1,...,T do

3 if Algy, = DFM then

4 Sample v; ~ S? uniformly at random /* 1.e., derivative free method =/

5 Setﬂt:ut+5vt andL{:(l—é)L{

6:  elseif Algy, = RGM then

7.

8

9

Sett; =ugandUd =U /% i.e., repeated gradient method
end if
: fork=1,...,7zdo
10: Query agents with u; /+* i.e., agents update with any p contracting method

11:  end for
12:  Decision-maker observes ;" ()
13:  if Algg, = DFM then

14: Setg; = é(uta(xt (@), &))ve

15 elseif Algdm = RGM then

16: Set gr = Vo, L(Us, (7t (Ur), §))

17:  end if

18:  Update ut11 = proj(us — n:ge)
u

19: end for

1. Naive Decision-Maker

In Algorithm 4 we state the main algorithm structure for the epoch based methods including the naive decision-maker. In
this appendix section, we provide the formal statements for the results in Section 4.1 and the proofs. To reduce notation in
places, we let L, denote the overall Lipschitz parameter for (u, z) — (V,0(u, 2), V £(u, 2)).

I.1. Existence of Performatively Stable Stackelberg Equilibrium

Recall that performatively stable Stackelberg equilibrium are precisely the fixed points of the map

pseq(u’) := {u € U : wuis optimal forE DE( /)K(u, (z*(u'),€)) and z*(v) € Eq(gu,)} .

Lemma L1. Fix afunction { : R x Z — R such that (-, z) is C! for all z € Z and the map z — V £(u, z) is L-Lipschitz
continuous for any u € R%. Fix now any measures vy,vo € P(Z) such that {(u, -) is both vy and vy integrable for all u.
Then we may exchange differentiation and integration V B, (u, z) = E, .,V €(u, z) and the estimate holds:

sup ||vu]Ez~V1£(ua Z) - quzrszK(ua Z)H S Lz : Wl(Vh V2)-
u

Assumption 1.2 (Lipschitz Distributions). There exists Le, > 0 satisfying

W1 (De(u), De(w)) < Lep - |Ju — w]|  forall u,w € U.

54



Finite-Time Convergence in Stochastic Stackelberg Games with Smooth Algorithmic Agents

Theorem 1.3 (Existence & Uniqueness of Performatively Stable Equilibrium). Under Assumptions 2.1, 4.1 and 1.2 and
when 1 < o/(L.(Leq + Len)), there exists a unique performatively stable equilibrium. When the non-strategic decision-
dependent component is stationary—i.e., D.(u) = D, for stationary distribution D.—existence and uniquness is guaranteed
if1 < a/(L,Leq) and Assumption 1.2 is no longer required.

Proof. We show that pseq(-) is Lipschitz continuous with parameter \. Since the induced game G,, is u strongly monotone
for any u € U by assumption, there is a unique induced Nash equilibrium z*(u) € Eq(G,,) for each u. Consider two points
wand v’ and set w := pseq(u) and w’ := pseq(u’). First order optimality conditions for w and w’ guarantee

<gu(w)7w - wl> <0 and <gu’ (w/)vw/ - w> <0,

where g, (v') = E¢up, (v) Vul(V', (2% (v), §)). Since the loss £(-, ) is a-strongly convex for any 2z € Z, we have that

o flw—w'|? <

IN N

B Tl WD 0) = Bl (o 0).9) - o w]

< La(Leq + Len) [l = ull - [lw — w'|].
Dividing through by ||w — w’|| guarantees

Lz(Leq + Len) ||u _ u/H

lw —w'l| = pseq(u) — pseq(w)] <
Observe that Leq + L, characterizes the total reactivity of the environment due to decision-dependence from both the
induced agent behavior and environmental stochasticity. In the regime where (Leq + Len) < -, then A € [0, 1) so that that
pseq(-) is indeed a contraction as claimed. The result follows immediately from the Banach fixed point theorem. O

I.2. Characterization of Performative Gap

In this section, we characterize the notion of the performative gap—i.e., the gap between the performatively stable
equilibrium and the Stackelberg equilibrium. We also introduce a toy example to see the implications of this gap on the
losses for the decision-maker.

Proposition I.4 (Performative Equilibrium Gap.). Under the assumptions of Theorem L3, if €(u, z) is L, Lipschitz continuous
in z, then
L;(Leq + Len)

||u* _ uPSH + ||;1:*(u*) — aj*(uPS)H < (1 + Leq)a — Lz(Leq n Len).

When the non-strategic decision-dependent component is stationary—i.e., D.(u) = D, for stationary distribution D.—the
bound reduces to

L,L
* _ , PS * *\ 0k ps < 1 L z--eq
[Ju® = uP? [ + [l2" (u*) — 2" (uP®)]] < (1 + eq)ia—LzLeq’
and Assumption 1.2 is no longer required.
Proof of Proposition 1.4. First observe that
l[u® = uP?[| + [l (u*) — 2" (uP®) | < (1 + Leg)[lu™ — uP®]. (17)

Recall that

Gu/(u) = END]PE(u’) vug(ua (z*(u/)v 5))
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Next, since ¢ is a—strongly convex in u, we have that

allu* = uP*|[? < (G (u") = Guos (uP®), u* — uP®)
< A{G e (u*),u — uP®)
< (Gups (u") = Gus (u") + G (u*), u* — uP®)
<Gy (u™),u” —uPS + E V0, (@*WwP),8))— E Ve, (2" (u"), uw* — uP®
(G ) =)+ BVl (@), ) = B Tl ) ) —
< (G (u*), u" = uP®) + Lo (Leq + Len) [0 — uP®[|?.

Now, since u* is optimal for min,, £(u), we have that

OeGu*<u*>+d‘i( E e(u*,<x*<w>,s>>)\ N ().

E~De(w) w=u*

=Q

By Lipschitz conitnuity of £ in z and of x*(-), we have that ||Q|| < L,(Leq + Len). Therefore, combining the above results,

we have that
Lz(Leq + Len)

- Lz (Leq + Len)

[u® —uP?]| <
so that
L,(Leq + Len)
& —L,(Leq+ Len) ’
as claimed. O

[ = wP®[] + 2" (u®) — 2" (uP®)[| < (1 + Leq)

Informative Toy Example: Implications of the Performative Gap in Quadratic Games. Figure 2 in the main paper
explores the sample complexity and performative gap tradeoff in terms of the equilibrium strategies. Indeed, if the reactivity
of the agents is small and the dependence of the cost for the decision-maker on the agents is also ”small”, then the
performatively stable equilibrium will be near the Stackelberg equlibrium. It is also natural to ask what the implications are
for the utility of the decision-maker. Here we provide a concrete example of Stackelberg games where the gap in utility
between the Stackelberg equilibrium and performative stable equilibrium is large or small.

Consider a quadratic game with a linear “tariff” ¢;(z, u):

1
sz + bz + cix; + di(x,u) and  @i(z,u) =w; fori=1,2

And let the decision-maker cost is something simple like

fi(wi, o) =

Uz, u) = [Ju—u?? + [l (u) — 27

for some “desired” (u¢, x%). Supposing the game constants are such that the game Jacobian is invertible, the Nash is given
by
-1
* 1 bl C1
W(QZ,U):(1'1+b11‘2+01,$2+b21’1 +62):(0,0) —— T = — b2 1 ¢

Then no matter what v is the Nash equilibrium stays the same. And, we have that uP* = u* = u? since x* (u) is constant.

So not only are the performatively stable equilibrium and Stackelberg equilibrium “close” but the change in decision-maker
cost is also small (zero in this case).

Now, consider a quadratic game with a slightly different linear “tariff”: ¢;(z,u) = u;x; + ¢;. Thus the Nash equilibrium is
given by

1
% 1 0
w(z,u) = (x1 + brwe + ur, o + bawy + u2) = (0,0) = z*(u) = — |:b2 11} [Zj

=A
Hence, if

||AH S b b max{l— \/b1b2,1+\/ blbg}
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is small * (u) does not change much if u does not change much. We again have that uP® = u? for the performatively stable
equilibrium and for the Stackelberg equilibrium we have that

2u—u?)+ 24T (Au -2 =0 = w* =T+ ATA)(ul+ ATz?)
so that u* # uP®. Then £(zP%, uP®) = || Au? — 29||? and
O (uw),u*) = [T+ ATA) ud + ATz —uld|]? + |AUT + ATA) Y + ATz?) — 242

We know that £(zPS, uP®) > £(z*(u*), u*) just from the basics of optimization. Depending on the size of A (i.e., the size
of the agent reactivity Leq = ||A||) the losses can be very close or very far apart. So in this case A determines both the
closeness of the equilibrium and the differences in losses.

If the decision-maker places more or less emphasis on the u term via a weighting term A, then that can cause the decision-
makers utility to change more significantly. For example, consider (u?, 2¢) = ((1,1),(1,1)) for simplicity. And let
by = by = 0.5 and /) (z,u) = A|Ju — u?||? + ||z — 2¢||%. Then uP* = (1, 1). Then (relatively speaking) we have a small
change in both ¢ and z* when A = 1:

01 (2P, uP®) — £y (2%, u*) = 1.71 and  [|2* (uP®) — 2* (u*)]|* = 0.72.
On the other hand, we have a large change in ¢ with a small change in * when \ = 5:
Os(xP%, uP®) — l5(x*,u*) = 22.67 and ||z*(uP®) — z*(u*)||* = 0.19.

Thus, even in simple quadratic settings it is possible to get a variety of outcomes in terms of the decision-maker’s loss
depending on the reactivity of the agents’ (Leq) and how reactive the decision-maker’s loss is to changes in the agents’
behavior (L.,).

1.3. Naive Decision-Maker: Stationary Non-strategic Environment

Given the preceding technical lemma, we know prove Theorem 4.4. Let’s us restate it more formally.

Theorem L.5 (Formal Statement of Theorem 4.4). Suppose that Assumptions 2.1, 4.1, and 4.3 hold, that we have available

constants R > ||z_1 — x*(uo)||* and B > ||ug — uP®||%, and that we are in the regime where o > L, Leq so that there is a

unique performatively stable equilibrium. Further, suppose the decision-maker runs Algorithm 4 with A1g := RGM using

step-size n < W;LQ) where & := & — L, Leq, and the agents employ a p—contracting algorithm A with p € [0,1) and
£ eq

0a € (0,00). Suppose the agents run their p-contracting algorithm stage-wise via Algorithm 2. In this case, set the epoch

length to

1 2R 4 1
and tolerance e, = n>c? where K = {1 + log, (%)—‘ and

2c%02 L? 402
=R 216 9 4B + ————— 19
'Hw+<upw< *@aw@>’ o

where 3 = (1 — p?). Then, the following estimate holds:

juo]]

Q

t+1 4 0.2
Eellurr — w2 < (1= ) fluo — w2 + =5

Recall from Corollary G.5, that if the agents run stochastic gradient play in stages then we are able to characterize precisely
the number of iterations required to hit a particular specified error tolerance. This is where the epoch length in (41) is
derived.
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Proof of Theorem 1.5. Define the following objects:

gt = Vaul(ug, (A(wi-1,ut),§)), where § ~ De;
Gt(ut) = Ei% Vug Ut , (A(mt—laut)gg));

2 (ur), €)); (20)
X

(
G, (uy) == EE% Vol (ug, (
Gops(ut) == 53%6 Vil (ug, (27 (uP?), ).

Also note that E;[g:] = G (us)—i.e., the gradient estimate g; is an unbiased estimate of the time varying expected gradient
Gi—and

uP®* =argmin @ E  l(u,z) sothat (Gps(uP®),u—uP*)>0Vuell.
uel  z2~D(up®)

Fix two constants v, 2 > 0 to be specified later. Noting that u;; is the minimizer of the 1-strongly convex function
u— 3|luy — nge — ul|* over U, we deduce that

1 1 1
Slluepr — Ups||2 < Sllwe —nge — UPS||2 — S llue —nege — Ut+1H2'
2 2 2
Expanding the squares on the right hand side and combining terms yields
1
§||Ut+1 — | < §||Ut — P |1* = i (ge, wr g1 — uP%) — §||Ut+1 — ug||”
1 1
= §||Ut — (1> — nlge, ue — uP®) — iHUtH — ugl|* = n(ge, wrgr — ug).
Using the fact that E.[g;] = G (u+), we successively compute
1 ps||2 1 ps||2 ps 1 2
SEelluers —uP® )" < gllue = w17 = n{Eege, we — uP*) = SEelluers — uell” — nBe(ge, urpr — ue),
1 1
< §Hut - Ups||2 — (Ge(ur), up — uP®) — §]EtHut+1 - ut||2 — NE¢(g¢, w1 — uy),

1 1
= §Hut — uP?||? = nEy (G (ups1), upgr — uP®) — §Et||ut+1 — uy]?

+1nEi(ge — Gi(ue), up — up1) +10 B (Ge(ue) — Guwpyr), uP° — ugpn) -
Py Py

Recall that for any z, the loss ¢(u, z) is a—strongly convex in u so that
(Gs(urs1), ups1 — uP*) > (Gpg(urs1) — Gps(uP), ups1 — uP*) > affugr — uP®||?.
Therefore, adding and subtracting Gips (u¢+1), we have that
E(Gr(utgr), tep1 — uP®) = By (Gps(tig1), upr1 — uP®) + Ee(Gy(ups1) — Gps(Upg1), U1 — uP®)
Now, the second term is upper bounded as follows:
Ei(Gy(uts1) — Gps(uir1), ugy1 — uP%) < L Legllugyr — ups||2'

Then, rearranging the above expression, we have that

14 2na s 1 s 1
TnEtHutH —uP*|? < o llue — I? — 5 Belluesr — wl® +n(P + Po). 21
Applying Young’s inequality to P;, we have that
_ 2 _ 2 2 o 2
P < Eq [|g: — Gi(uy)]] N ViEg[[upr — ] <5 By llugrn — | . 22)
21/1 2 21/1 2
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We have the following upper bound for Ps:

S EtHGt(Ut) - G*(Ut+1)H2 + I/Q]EtH'LLPS — ’U,t+1H2

P
2 2o 2
2E4[|Gy(ue) — Golug)[|? + 2B || G (ue) — Gulugpn)[* | voEl[uP® — upyq|?
< +
- 215 2
< 2B |G (us) — Gulun)|I? + 207 (1 + L) lus — sy |? N Vol [|uP® — wyyq ||
- 21/2 2 '

The first term in the first fraction can be bounded as follows:

Eel|Ge(ue) = Gulu) P = Bell B Vil(ug, (A(e—1,w),€) = B Vil(ug, (2*(u), )]
&E~D, §~De (23)
< LB A1, up) — 2™ () ||

This shows we have a time varying bias component in our gradient estimator. Here, we aim to show that E; || A(z¢—1,us) —
x*(ug)||* < €, = n?0? where in each epoch agents are running a p contracting algorithms for 7 steps. In order to
obtain the e, target accuracy bound in epoch ¢, we need that the agents’ initial condition to be bounded at the start of this
epoch. To obtain a bound on the initial condition in expectation we need to perform an inductive argument to show that
E[||z¢—1 — 2*(u¢)||?] < R where R is defined in (19). Let us suppose for the time that this bound holds for each ¢.

T = iTk = {1_1,02 -log <2f>-‘ +§:1 {(1_21_%2) 103(4)-‘

k=0

Recall that

22 2
total iterations where K := [1 + log, ( %ﬂ . In this case, we deduce that

Lier + 2L7(1+ qu)”“t — up|? n Vog [|uP® — ugyq ||

Py, <
2] 2vy 2

Coming back to the bound in (37), we have that

1+ 2na 21 2 1 2 o®  nEflue —u?
' E —_uPsr < = —uPE* = ZE _ i
5 tlluwerr — uP?|]® < QHUt uP?| 5 tllusr —well” +n 9, + 9
L2e,  2L7(1+ L3)|lus — ura [ voy||uP® — upyq ||?
+1 + +
170} 21/2 2
so that
1+ 2na —nu 1 02 L2, 1-2L3(1+LZ)mwy' —mm
T T R gy — P <l — P2 4 D P A A Eollursr — el
2 2 21/1 1] 2

Letting 1 = n~ and v5 = & ensures that the last term on the right is zero. By our assumption that

4L7 (14+L2)
a

1 2LP0A+LE)
e

we have that % > so that vy > indeed, we claim that

< o i 1.
= 1520+12) 2

1 2L7(1+ LZ,) - 1

n a T 2

Rearranging, this is equivalent to showing that

2 2
B 772L£(1 +Lg,) S 1.
a -2
Now we can lower bound the left-hand side as follows:
2L7(1+ L2) a 2L7(14 LZ,) 11
- nf Z - 2 — - -5 = 3
a 4L7(1 + qu) a 2 2
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That shows that claim. Hence we have that

1+ na

€r

41+ L)

1 1
< Z L 2 2
_2||ut uP?|| +<1+4(1+qu))?70,

1
< sl — w2 + 2720

1
E¢lluss1 — uP®|* < 2 llue —uP?|? +no® +

where the second to last inequality holds since e, = n?02. Thus, we have that

[

psHQ 4 2 2
“ 1+na

~1no

Hut B 1+na

]Et Hut+1 — UPS

Recursively iterating the above expression, we have that

1 1
E w2 < ps |2
e =2 < Q+mw%1un+

t+1 s
_ .,ps||2 2
el w—w P anto S ()

1 i 112 2 2
< - llug — uP®||* + 4no

4
2 2 2 2
1+7 na>+ al?

1+ na

Given the choice of n < we have that

L27

any ! 4no?
EMH—WW50_£)|W—WW+Q<

(07

Bounding the initial condition via constructing the constant R. Recall from (29), that for each epoch ¢, the error
decomposition for the decision maker contains a term E || A(z;_1,u;) — 2*(u;)||?. This means that we need a bound on the
per epoch tracking error which as noted above depends on the initial condition being bounded. Let us argue by induction
that the value of R as defined in (19) is such that E[||z;_; — 2*(us)||?] < Raslongas ||z_; — 2*(uo)||* < R.

Consider ||ug — uP®||? < Band ||x_1 — 2*(uo)||?> < R. Set e, = 1?02 throughout. We will construct a sequence R; that

determines the epoch length
1 2R,
o= [ e () |+ 5 (e )|

needed in order to hit €, target accuracy given the per-epoch initial condition bound E ||z;—1 — z* (u;)|* < R;. Our goal is
to determine R; inductively and then show that there is in fact R; = R, i.e. an absolute bound based on problem constants.

Base Case. Starting with ¢ = 0, the aim is to choose (R, 7o) such that E | A(z_1,uo) —2* (ug)||? = E [|zo—2* (u0)||* < €r.
Indeed, given that the agents run a p-contracting algorithm in stages for 7 total iterations where

2 ()] £ b

E || A(z—1,u0) — 2" (uo)||* = E ||lzo — 2* (uo)||* < €.

with Ry = R we have that
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Warm-up to Inductive Step. Let us examine the expected tracking error for the decision maker. For ¢ = 1, we have that

1+na o 1 2 o o, Ellzo — 2 (uo)l?
Ellu — uPS|12 < = _,pS
5 [lug — uPs||* < 2||uo uP?||* 4+ nco” + (14 12,
1 €
< Z _ ,,Ps||2 2 2 T
< 2||uo uPs||* +nco” + 10112

1 1
< = — uPs|1? 1 2 2
_2||uo uP?|| +( +4(1+qu))na,

1
< 5”“0 — uP®||? 4 2n°07,

which implies that
n2o?

Bllus — u|] < —

luo — uP=||* +

1+ na 24)

More generally, from the above analysis, we have that

1+na E [z — a*(ue)||?
41+ L2,)

Fort = 2,if E[||x1 — 2% (u1)]|?|€1] < €, with & = {||zg — 2*(u1)||?> < R1}, we have that

Bty — uP®)|? < Z E |lug — uP®|)? + n?o? +

N |

14+ na
2

E [y — a* (ud)|?

Elfuz — o 10+ 1)
eq

IN

1
5 Ellun = w®[* + 0’0 +

1 1
_E _ ,,Ps||2 1 2 2
b =+ (14 g )

1
92 E [Juy — uP®||* 4 2n°0?,

IN

A

Hence, we need to select (R, 1) such that this holds. Here we appeal to the drift-to-noise analysis in Section 3. Shifting
indices in that analysis as appropriate for this setting, we have that

1—p? 2c202 L2 A3
Blleo — ")l < (1= 257 ) o1 =" (@)l + 2+6<(eq1

L—p 1 —p?)?

1—p? 2c%02 LZA7
<(1- R 2 +6 k
<(1-55) e s

2 2 2 A2
SR—}—QCUa —|—6< eq1 >

1—p? (1—p?)?

where A? := E; ||u; — up||? and x_ is the given initial joint action profile of the agents. Using (24), we have that

2 s||2 s||2 dn*o?
E|Ju; — ug||* < 2||Jug — uP?||* + 2E ||u; — uP®||* < 2B+ 2| B+ —
1+ na

so that it suffices to set

_ 2c%02 L2 no? 2c202 L2 no?
R =R 2 16 a 4B+ 16— || >R 2 16 ! 4B +8—
LRI T (uwv( * a) T T e (P TR

where we upper bounded 27?02 /(1 + na) < 2n?0? > o0 | 1/(1 +na)* < 2% and also multiplied the variance term by
two (the reason for which will be come clear shortly). Moreover, note that ) < &/(4(L¢(1 + LZ,)) and Ry > Ry = R.

For ¢t = 3, we have that

E [lxg — a* (us)|*

Bllus —uf** < 401+ L2,)
eq

E|jug — uP*||? + n?0? +

N | =
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and

1—p? 2¢%02 L2 maxp<o A7
* 2 * 2 a €q =
s - o (u)l? < (1= 257 ) oo — ")l + 7205 + 6“9

2c%0?2 - 6 LZ, maxp<o A
(1—p?)?

This means we need a bound on A% for each k <t — 1. Let’s examine the ¢ = 3 case in which we have

) , where A7 = |lup —up_1||*.

Elluz — u1® < 2E |lug — uP*||* + 2 [Juy — uP®|?
2 - 4n?0?
o ps 2
1+7 T )+1+ 5 o R

1 1 4n? 4 1 4n’o?
<2 = g — w4+ ) o ———n?0? ) 42 ug — uP?||? +
1+na \1+na 1+ na 1+na 14+ na 1+ na

1
<2 ( —E||u; — up‘°'||2
14+ na

1 477
=2 8n°o?
Z(14—007 80 Z 1+om (1+om)

<upy B, S0

a (1+oz77)

1

<44 2007

a

where the second inequality holds by (24) (since we showed that E ||zg — 2*(u)||? < €, = n?0?) and an < a?/(4L%).

For good measure, let us consider ¢ = 3. Here, we need to bound maxj<3 E lug — ug—1 ||2 which in turn means we need to
bound the following term:

E[lus — ual|* < 2 [lus — uP*||* + 2 [Juz — uP*||?

1 4
<2 (Bl -+ ”")+2E||u2—upsz

1+na
2 1 4n2g2 21252 2 2. 4n2g2
< Ry P M) 2002 gy ey 2T
14+na \1+na 1+77a 1+na 1+na 14+ na
1 3 770' 1 2 2 7720.2
<2 ug —uPs|? +2-4 +2 ug — uPs||? +2 -4 —_—
<2( ) - Z T 2 () oo 2
2
<4B+161
«Q

2

so that we set Ry = R + 3 27 02 +6(
argue this claim holds via 1nduct10n

2 <4B + 1622 )) = R;. We claim at this point that R, = R for all ¢, and we

Induction Step. For any t, to obtain a bound on the E ||x;_1 — 2* (u)||?, we simply observe that

1 t t 7720_2
ug — uP%[|? + 2 E
+no7> o | (1 +na

2
< 4B + 16@ for any t.
«

2 2

1\t
2 — uPs||Z + 2
<1+na> o = wP[[" + Z 1+ &)

Bl - wal? <2 (5

Moreover, we have that maxg<¢ E ||u, — up—1]|* < 4B + 16% for all t. Now since ) < a/(4L3(1 + LZ,), setting

_ 2202 qu 402
= & = 4B+ —5———
& R*l—fﬂ%((l—pa?( *L%(Hqu))

results in the expected tracking error being bounded by ¢, = 7?02 as claimed. This completes the proof. O
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This proof utilizes an arbitrary p-contracting stochastic method for the agents. It useful to see what the statement is for some
particular methods. Let us start with stochastic gradient play.

Proposition 1.6. Suppose that Assumptions 2.1, 4.1, and 4.3 hold, that we have available a constant R > ||z¢ — x* (uo) ||,
and that we are in the regime where o > L, Ley so that there is a unique performatively stable equilibrium. Further, suppose
the decision-maker runs Algorithm 4 with A1g := RGMusing step-size ) < & /(4L (14 LZ,)) where & := o — L Leq, and
the agents employ a stochastic gradient player as A with p € [0,1) and 0, € (0,00). Suppose the agents run stochastic
gradient play stage-wise via Algorithm 2. Set the epoch length to

O o ol [ O

2
k=1 K

and tolerance e, = n?c? where K = [1 + logQ(%)—‘ and

_ 4'70'2 4Lg < 40‘2 )
Ri=R+ 172 4 @ (4B+ ) |
p ((/w)2 Li(1+Lg,)

Then the following estimate holds:

4no?

a t
Eoflue — w2 < (1= 7)o — P +

Notice the only change is the constants for the stage-based algorithm.

As noted in the main it possible to employ any number of stage-based methods from stochastic optimization in order to
obtain convergence to an e-performatively stable equilibrium. The following is a more formal statement of Corollary 4.5
from the main body.

Corollary 1.7 (Formal Statement of Corollary 4.5). Under the assumptions of Theorem 4.4, consider running the stochastic
repeated gradient method in k = 0, . .., K super-epochs, for T}, epochs each with constant step-size 1y, = 2~ 1, and such
that the last iterate of each epoch k is used as the first iterate in stage k + 1. Fix a target accuracy € > 0 and suppose the
decision-maker has B > |lug — uP®||. Set no := a/(4L7(1 + LZ,)),

Ty = [QIOg <2B2>—‘ , Ty = [210%(4)—‘ fork>1,and K = ’71+10g2 (02>—‘ .

ano € ang L7(1+ L2))e
Then E |lur — uP®||? < e and E ||zr — 2* (uP®)||? < 2(€; + Leqe) in a total number of epochs
- EK:T “o L§(1+L§q)1 2B2 N o2
B Pt i a? e\ e a’e |’

Proof. The proof follows immediately from applying Lemma E.3 with A = RGM in Algorithm 2. Indeed, we set constants

an 40 a
= =1, D= —"— - =
1/1(77) 9 ’ C ) a » To 4L%(1+qu)
so that
K 2 2 K 2 2
S8L;(1+ Lg,) 2R? 8L;(1+ LZ,)log(4)
T = T, = | £ e - il
k}z::o ’ ’V &2 Og ( € ) + ’CEZ:I 2_k ’ d2

and K is given as in the corollary statement. Applying Lemma E.3 gives us that E ||[ur — uP||?

< ein T total stages. Then
Eller — 2" (u®)]” < 2E|ler — 2" (ur) | + 2E " (ur) — 2" ()| < 2(er + Leqe),

where € is given in the Theorem L5. O
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1.3.1. HIGH PROBABILITY RESULTS FOR NATVE DECISION-MAKER

In the preceding analysis we utilized the expected tracking error bounds for the agents problem from the oblivious setting
(Section 3, Appendix H). These results hold only in expectation meaning that the decision-maker would need to be able
to deploy u; several times to be confidence in each epoch the results hold in the practice. On the other hand, it is more
reasonable to leverage the high probability results from Appendix H.3 since these convergence results state that with
probability (1 — 4) that a single deployment of u; in epoch t ensures that ||z; — x}||? < elog(e/d). Let us state such
a theorem. Indeed, if the decision-maker deploys their algorithms in real-time with irreversible drift, high-probability
efficiency results are desired in order to characterize the performance of the algorithm if it were executed only once.

In addition to Assumption H.7 for the agents, we require the following tail assumptions on the equilibrium drift and gradient
noise for the decision-maker.

Assumption L.8 (Sub-Gaussian drift and noise). There exist constants A, ¢ > 0 such that the following two conditions hold
forallt > 0:

(a) The drift Af is sub-exponential conditioned on F; with parameter AZ:

Elexp(AA?)| Fi] < exp(AA?) forall 0 <\ < A?

(b) The gradient noise ¢; is norm sub-Gaussian conditioned on JF; with parameter o-2:

P(||p¢|| > ¢| Fi) < 2exp(—2¢?/0?) forall ¢ > 0.

Note that Assumption H.7 implies Assumption H.3 with the same constants A and o.

Theorem 1.9. Suppose that Assumptions 2.1, 4.1, 4.3, H.7, and 1.8 all hold, there exists b, B > 0 such that bB C U C BB
where B = {u € RY| |ju|| < 1}, we have available constants R, > ||x_1 — 2*(uo)||? and R, > ||ug — uP*||% and we
are in the regime where o > L, Leq so that there is a unique performatively stable equilibrium. Further, suppose the
decision-maker runs Algorithm 4 with A1g := RGMusing step-size ) < a/(4L3(1 4 L2,)) where & := o — L Leq, and the
agents employ stochastic gradient play (via Algorithm 2) A with o, € (0, 00). There exists an absolute constant ¢ > 0 such
that for any specified t € N and § € (0, 1), the equilibrium tracking error across epochs satisfies ||z, — x7||*> < €, log(e/d)
with probability at least 1 — § where €, = 0?02, the epoch length is

[ oI ol I

2
k=1 K

with K = {1 + logg(ef%ﬂ and

so that the following estimate holds with probability at least (1 — §)3:

@\ 16¢ + 1)no? 1 e
_psz<(1_@) sz (¢ L 1 2(7)
[[ue — uP®|]” < 5 ) Iluo —uP|I" + = +2(1+qu) og” (5)

The proof of this theorem follows Theorem 1.5, replacing the expected bounds on the equilibrium tracking error for the
agent initializations—i.e., E ||z;_; — 2} ||*>—with high probability statements. Analogous statements to Proposition 1.6 and
Corollary 1.7 hold as well in this high probability setting, simply by replacing the appropriate constants.

Below, let us highlight the key steps.

Proof of Theorem 1.9. Recall the gradient definitions in (20) from the proof of Theorem L.5. Fix two constants vy, 5 > 0 to
be specified later. Noting that w1 is the minimizer of the 1-strongly convex function u + % |u; — ng; — u/|? over U, we
deduce that

1
e — nge — uP®||* — §||ut — ge — U ||

N =

1
§||Ut+1 —uP?|? <
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Expanding the squares on the right hand side and combining terms yields
1 ps||2 1 ps||2 ps 1 2
g luerr = wP[" < §||Ut — U7 = me (g, v — uP®) — §||Ut+1 — |
1 1
= §||ut — uP®|? = ngs, up — uP®) — §Hut+1 — wg||* = n{ge, urgr — w).

Using the fact that E;[g;] = G (u¢), we successively compute

1 1 1
EHUtH —uP?|? < iHut — uP®||* — n{gs, up — uP) — §||Ut+1 — | — nEe(ge, uprr — ue),

1 1
< iHUt - UPS||2 — (Ge(ug), up — uP®) — §||Ut+1 - UtHz —n(gt, U1 — ug),

1 1
= gHUt — P12 — (G (ups1), upp1 — uP®) — §||Ut+1 — uy?

+ 1 (9t — Ge(ue), up — wppr) +1e (Ge(ue) — Ga(Upg1), vP° — ugpn) -
Py Py

Recall that for any z, the loss £(u, z) is a—strongly convex in u so that
(Gps(ueg1), upg1 — uP%) > (Gps(upg1) — Gps(UP), up1 — UP%) > af|ugyy — uP®|?
Therefore, adding and subtracting Gps (u¢+1), we have that
(Galutsr), uepr — uP®) = (Gps(ues1), uerr — uP®) + (Gul(uer1) — Gps(ues1), ups1 — uP®)
Now, the second term is upper bounded as follows:
(Gi(us1) — Gps(tgg1), upp1 — uP®) < L, Leglugq — uP®||?.
Then, rearranging the above expression, we have that

1+ 2na

5l —wP)* <

1
g — uP||* — §||Ut+1 —w|® + (P + Py). (27)

N |

Applying Young’s inequality to P, and invoking Assumption 1.8, we have that

lge — G (uy)|I? n villug i — w)? < loll® | villuesr — u?

P < 28
t= 201 2 = 2 2 (28)
We have the following upper bound for Ps:
P, < |Gt (ur) = G (ueg)]? n vo[uP® — up g ||?
21/2 2
< 20Gi(ur) = G(ue) | + 2] G (ue) — G(usg)| n Vo |[uP® — wgyq ||
- 2V2 2
2|Gi(ur) = Gy(ue)|* + 2L (1 + L2, Jur — ey ||? N Vo || uP® — uyqq?
- 21/2 2 '
The first term in the first fraction can be bounded as follows:
G (ur) = Gulug)|* < LEIA(me—1, ue) — 2% (ur) || (29)

This shows there is a time varying bias component in the gradient estimator. Here, we need to show that || A(z¢—1,us) —
x*(ut)]|? < €, log(e/d,) with probability 1 — §,, for any &, € [0, 1].

This is a good point to lay out the proof structure from here forward. Define the events
& = {A(we—1,u) — " (uy)||* < e log(e/d,)} and &g = {[lwe—1 — o™ (uy)||* < R},

65



Finite-Time Convergence in Stochastic Stackelberg Games with Smooth Algorithmic Agents

where we will specify what R is shortly. The aim here is then to lower bound
Pr(&:) = Pr(&|&o) Pr(&o).

We know from the analysis of p contracting algorithms, that within a 7-length epoch conditioned on &y, we will have
Pr(&|E) > 1 — &, where 7 is defined with respect to R. Hence, we need to bound the probability of the initial condition
event &. This is where we use the high probability tracking error bound analysis from Appendix H.3. Indeed, for some
absolute constant c,, with probability 1 — d,,, we have that

2 2
o 2 (1Y K o 2 32(cz0a)™y 2Leq B €
loi—1 — 2™ (u)||* < <1 1 ) lz—1 — 2™ (uo)||* + ( o + 20 = log 5 ) (30)

x

where we have bounded the drift ||z*(u;) — 2* (ui—1)|| < Legl|lur — wi—1|| < 2LeqB due to the fact that u, € U C BB for
all ¢ Immediately7, we can see that we can set

2 2
R:=R,+ 32(0“30"")’}/4_20(2113‘13) 10g<6>.
% Y Oz

Now, coming back to the analysis of ||u; — uP®
we deduce that

, we now have that Pr(&;) = Pr(&/|&y) Pr(&) > (1 — §,)?. In this case,

- Lie. log(e/o) N 205 (1 + L2)luy — urya|]? N Vo |l uPs — ugiq]?

P.
2 Vo 21/2 2

Coming back to the bound in (37), we have that

1+ 2na ps2 L 2 1 2 6] | valluepr — uel®
Il el _ P2 < = _ PS|2 _ = _
S s = | < G = = e = w4 (o +
Lie log(e/d) | 2L7(L+ LZ)|lur — wea|? | voljuP® — ugs |2
+1 + +
) 2vy 2
so that
1+ 2na — nu 1 no? nL2e log(¢) 1—2L2(1+ L2 )nvyt —nv
Muut_‘_liu})SHQ < f||ut7ups||2+]—+ nisy g([s) . l( q)77 2 n 1||1Lt+1*ut||2~
2 2 211 1% 2

Letting vy = n~' — 2L7(1 + LZ,)/a and v, = & ensures that the last term on the right is zero. By the assumption
n < a/(4L7(1+ LZ,)), we have that % > 4L7(1+ LZ,)/asothat vy > ﬁ Hence we have that

1+ na 5 1 9 9 5 €7 log(e/dz)
luerr = w17 < Sllue = uP* 17+ 07|l oul|” + — 775+
2 2 A1+ L)
so that ) (e/8.)
1 27] 1 €r log €/0g
U — P 2 —_ wy — uPs 2 4= 2 +
e =PI = el =P+ o + = S

1 e log(e/s,) GD

L+na 41+ L2,)

na
= (1 - 7) [ = uP |12 + 202 || 4 ||* +
Under Assumption 1.8, there exists an absolute constant ¢ > 1 such that ||¢;||? is sub-exponential conditioned on F; with
parameter ¢o? and ¢, is mean-zero sub-Gaussian conditioned on JF; with parameter ¢o for all ¢ (cf. Lemma 3 from Jin et al.
(2019)). Assumption 1.8 also implies that A? is sub-exponential conditioned on F; with parameter A2,

[

"Note that we could reduce this term by more specifically bounding ( - “7:’) K |lz—1 — 2*(uo)||? thereby allowing R to be a function

of the current iteration ¢ instead of using the fixed bound ||z—; — 2* (uo)||* < Ra.
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Given (31), we apply Proposition H.8 with

1 erlog(F) na 1 erlog(s)

Vi = |Jus — w52, X, = 21° 2+ Lo =1— "2 v =220 + ,
t H t || t 77||¢t|| 1+77644(1+qu) t 9 t n 1+77644(1+qu)

D; = 0, and x; = 0. This yields the estimate

1 e log($) na
— Ps|12)] < ~ 2 2 O I _.ps||2
Elexp(Al|usyr1 — uP®?])?)] < exp <)\ <2cn o’ + T —|—L§q) E [exp ()\ (1 5 ) |lus — uP®| )} . (32

for all
1

~ erl Oa
2(2n?co® + 1+1na 41(0%2/5])))

0<A< . (33)

Since (1 — %) € (0,1] and V4 is a non-negative random variable (almost surely), Jensen’s inequality implies that

Elexp(AVis1)] < exp () E [exp ()\Vt)( ’%)]

< exp () Eexp (W) F) |

Iterating this expression, we have that

e log(& =1 nan s 1_nayt
Efoxp(WV0)] < exp ((2&77202 b f%%) > (1) ) (Elexp(a15))

= exp(\v) exp | A (17@)tv 1 (2epor 4 L crlosE) 5(1"5‘)
P P 2 ) 0 K L6 41+ L2,) | 4 2
e t—1 _
na\? 9. o 1 e log(s) nay*
MM (11— — 2 z 1-—
eXp( (( 2)V°+<nca +1+77644(1+L§q) ;( 2)

nayt deno® 2 erlog(s)
exp (A <(1 - 7> o ( a " (na)? 4(1+L6§q)>>

for all \ satisfying (33), where the equality holds since ||ug — uP®||? is a constant. Recall that & > 1 and na < 1 so that

IN

IN

4770'2 " 2 €r lOg(i) < 166770.2 N 2 €r log(i)
= - <vi=—— -
a (na)? 4(1 + qu) a (na)? 4(1 + qu)
and
! @ < m Q 1
= — < min _ , _
O 16eno? + 2T log(7;) 16 - ¢°nog 20202 + 2 & log(55)

W2a A(1FLZ) na AATLZ)

Hence, we have that

R

~\t
E [exp <)\ (||ut — uPs[|2 — (1 - %) |lwo — upsz))} <exp(Av) VO<A<L
Rewriting this expression, we have that

B [owp (3 (e = 1P = (1= 28)" o = 7)) _
exp(\v) -
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Applying Markov’s inequality, we have that

A\t
P (exp (A (e =7 = (12 o — ) ) 2 2R

B fow (3 (= = (1= )’ o = ) )]

< Oy-
- exp(Av) /0y -
Therefore, setting A = % with probability 1 — ¢,,, we have that
A\t 16¢n0> 2 e log(y) e
—P52<(1—@) — w2 PR e 34
Hut u H = 2 ||u0 U H + & + (na)Q 4(1 + qu) 0og o ’ (34)

conditioned on the event & holding. Setting ¢, = n?0? (34) becomes

@\t 16¢ + 1)no? 1 e e
a2 < (1o a2 [
|us — uP||* < (1 5 ) [lug — uP®||* + < z 1+ 211 12 max < 1,log 5 log 5 ) (35)

Then all together we have we have that (35) holds with probability (1 — §,)(1 — d,)?. With 6, = &, = & for some § € [0, 1]
the claim holds. 0

1.3.2. BOUNDING THE TIME TO THE LOW DRIFT-TO-NOISE REGIME IN EXPECTATION

Reflecting back to Figure 3, the target accuracy can be better optimized if the agents switch their step-size to the optimal -y,
once in the low drift-to-noise regime. Hence, it is interesting to characterize the time T after which maxy<7 E |Jup—1 —ug ||2
ensures the agents are in the low drift-to-noise regime in expectation.

The following is the formal statement of Proposition 4.6.
Proposition 1.10. Under the assumptions of Corollary 1.7, the estimate maxy<r E |Juy, — up—1]|* < ( 1o, )2 holds

4-v/3LeqL2
after T = Zszl Te < O(é—z log (232) + g—;) epochs where e = % (20 /(4V/3 - LeqLi))Q.

g

Once in this region the agents are naturally incentivized to optimize their learning rates (i.e., selecting 7, ) as it will enable
them to more effectively stabilize the learning process.

Proof. We aim to show that
2
2
H~0a
maxE||us —u_ | < | ——— ] .
¢ || ' ' 1” h (4\/§LSQL§>
Let us first bound the sequence of differences for any particular ¢. Observe that
g —we—1]|* < 2(||ug — uP®||* + |lug_1 — uP®||?) forany t > 1.

Choose (g, T') such that ||ur — uP®||? < e. Then, we know that since w71 is an update from the (K + 1)-th stage, we have
that

477%(02
14+ angs1
402 a?
22K(4- L}(1 4 Lg))?

S @ S
Eflurss — w2 < (1= 5 Ellur — w2 +

<e+

R
40?28 HL 4 L3(1+ L2) a?

a? 22K(4- Lj(1 + Lg))?
. 2. 402 1
= 1 2K 4. L2(1+L2)

402  L2(1+ L2)e

<€+1a2.ﬁL§(1i)qu)
< 2¢

<e+
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2
2
Hence, by setting ¢ := % ( A) , we have that

6 \1v3LaL
2
2
K= 0a
E||lu —up|P< | ——2— .
|| T+1 TH = <4\/§'Leng>

This holds for any 7'. Thus by setting

K 2 2
L;(1+LZ) 282 o?
T:ZT’“SO<Z&QEQIOg<e)+&26>'

k=1
L2(1+ L2 2, i 2\2 2 i 2\2
0( 2( ks eq)log<123 (4v/3 - LegL2) >+60 (4v/3 - LegL2) )

- a (120a)? a2 (u?0,)?

we have that the drift-to-noise ratio is the low regime in expectation. O

1.3.3. NAIVE DECISION-MAKER: DETERMINISTIC AGENT ALGORITHMS

Additionally, agents may run some deterministic algorithm. In this case the agents do not need to run a stage-wise algorithm
since they do not introduce the additional bias due to stochasticity of their algorithm into the decision-makers problem.
Proposition I.11. Suppose that Assumptions 2.1, 4.1, and 4.3 hold, that

sup  E[|Vul(u, z + )] < Lu,
(u,z)EUXX

that we have available a constant R > ||xo — x*(uo)||, and that we are in the regime where & > L, Leq so that there is a

unique performatively stable equilibrium. Further, suppose the decision-maker runs Algorithm 4 with A1g := RGM using

step-size n < m where & := o — L, Leq, and the agents employ a deterministic p-contracting algorithms (i.e.
14 eq

0a = 0). Let the epoch length be given by

212 NLeqLu\> 1
> 4 t—lR eq-+u .
TR <CW702 (p R log(1/p?)

Then the following estimate holds:

an\?t 4no?
Eeflurr = |2 < (1= 1) fluo — w2 + =5

To prove this proposition, we need a technical lemma on the contractive deterministic dynamics.

Technical Lemma. For both the naive and strategic settings, we will need the following technical lemma on the behavior
of the stochastic agents play. Recall that in each epoch ¢ the agents initialize their algorithm at 29 := z]_, and that, by an
abuse of notation, xg = 18.

Recall that when the agents algorithms are deterministic, Definition 2.3 reduces to [|zF ™! — 2% (u,)||2 < p?||lzF — 2* (u)||?,

so that

i =2t ()l < pllat — @ ().

2
The following lemma will be used in the proof of Theorem 1.5 when the agents are deterministic.

Lemma 1.12 (Deterministic Agent Contraction). Suppose that the decision-maker is running Algorithm 4 with Al1g := RGM
using step-size 1) and under the assumption that Sup, ,yeyx x IVul(u,x)|| < Ly Further, suppose agents use a p-
contracting update (Definition 2.3) with p € [0,1) and 0, = 0. Under Assumption 2.1, the following bound holds:

nLeq Lu)

7 (ue) = 2% (u)|| < pT (ptlllwo — @ (uo)ll + = 5
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Proof. Given Definition 2.3, we have that
7 (ue) — 2™ (un)|| < pllo] ™" (ue) — 2" ().
Iterating this expression we have that
7 (ue) — 2™ (ue) || < pT gy (1) — 27 (us)]

Adding and subtracting appropriate terms we have that

g (ue) = 2" (ue)|| < pTllagoy (1) = 2% (ue—1) + 2" (w—1) — 2" (wp) |

< prllgog (i) = 2% (ue—1)l| + p7 Leg|[tr—1 — |

Continuing in this fashion we have that

o (ur) — a* ()| < p7 laf_y (1) — @ ()| + 97 Lellte—s — e
< 97 (07 27 (tr—2) — &" (ue—o)l| + 5" Leallur—s — us—1 ) + p" Leallur—1 — ]
t
< 970" wo — @ (uo) | + Legp™ 3 o7 s — wp s

s=1
-

<070 Hwo = @ (uo) | + LeaLun "

where in the second to last inequality we use the fact that p” < p for any 7 > 1, and in the last inequality we use the fact
that uy = ug—1 — NVyl(ur—1, 2e-1) and sup, ey x || Vaul(u, )| < Ly. O

Proof of Deterministic Case. Now we are ready to prove the deterministic agent case.

Proof of Proposition 1.11. The proof is the same as for Theorem 1.5 up to bounding the bias due to the agents updates.

Given our assumption on the deterministic contractive dynamics of the followers, by Lemma I.12, we have that

Et||Ge(ue) — Gps(ue) I” < LeEe|| A(—1,us) — 2™ (ug) ||

s § LeqLu >
< 23?7 (i lro =" (ua)] + 2L
. § LeqLu\ >
< 237" (plaa — " wo)] + 22
—p
=C?2
Therefore
2 2 2 s
P, < Lj (2/)2702) + 2L (1 + L) llue — wesn | n Vol [|uP® — Ut+1||2.
1) 2vy 2

Coming back to the bound in (37), we have that

1+ 2na s 1 s 1 o2 nEy||upsr — ue?
2 s 1P < s = = Bl = wl? 4 (1 2o =l
L? L2(1 + L2 E, |lup — u 2 E.|luPs — 2
+ i(QpQTCQ)—&— i( ) B [l el +1/2 ¢ w U || 7
2] 1) 2
so that
1+ 2na —nuy 9 1 5 Mo’ 2L3p*7C?
STAt T iR e ZuPsI12 < I, — uPs o 2tel ~
5 tllugrr — uP||® < 2|\Ut uP®||® + " +n v
1= 2L7(1+ L2)nvy " — v

1
Eilluerr — el

2
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2L3(1+L2 _ . . .
L M and v, = & ensures that the last term on the right is zero. By our assumption that

4L;(1+L2)
a

Letting v1 = n~

indeed,

y we have that > so that v; > 277,

< a
IS #)

L 2L H L) ALE(+ L) 2Li(L+ L)  2Li(1+Le) 1

a=n o a = & a - & T

Hence we have that

—_

1+ na
T2By g1 — wP*]|2 < = flug — wP®[® +nP0® + 1

2L2p* C?
a

N}

27—2L c?

Now, choose 7 as stated in the theorem to ensure that np < n?02. Indeed, this inequality is equivalent to

~ 2 272
ano 2L;C 1
log p* <1 =71 >1
Thosp =08 (2[%02) T= og( ano? ) log(1/p?)’

which is precisely the stated lower bound on 7. Hence, we have that

4
ps||2 77720,2.

”ut 1+ na

Eellusr — uP®|* < 0

Recursively iterating the above expression, we have that

1 1
E —uPs|? < L —uPs|?
s =l < 1 (g (e — P+

1\ 1\
< _ ,Ps||2 42 2
_<1+77d> luo = w|I" + 4n°e ; 1+na

1 t
< _ ., Ps||2 422
< (13g) o=l + a0

2 2
1—1—7)0/7 >+1+7]ana

Given the choice of n < we have that

___a
4L2 (1+L2)°

4no?
Eolues — w2 < (1= B0) ug — w2 + 217

as claimed. O

1.3.4. NAIVE DECISION-MAKER: NON-STATIONARY NON-STRATEGIC ENVIRONMENT

Now we generalize to the case where D, (u) now depends on u so that the non-strategic component of the environment is
also decision-dependent. This requires the additional assumption that the distribution D,(+) is Le,-Lipschitz continuous
(Assumption 1.2), and we also need that & < L, (Len + Leq) Which is already required for existence and uniqueness of the
performatively stable equilibrium.

Theorem 1.13 (Naive Repeated Gradient Method with Non-Stationary Non-Strategic Environment). Suppose that As-
sumptions 2.1, 4.1, 1.2 and 4.3 hold, that we have available constant R > |lzo — z*(ug)||* and B > |jug — u®®||%, and
that & < L,(Len + Leq) S0 that a unique performatively stable equilibrium exists. Further, suppose the decision-maker
runs Algorithm 4 with A1g := RGM using step-size n < WM where & := & — L,(Len + Leq), and the agents
employ a p—contracting algorithm A with p € [0,1) and o, € (0, 00). Suppose the agents run their p-contracting algorithm
stage-wise via Algorithm 2. In this case, set the epoch length to

O IS (= S T
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2C2 02
and tolerance e, = n?c? where K = {1 + log, (&T}}ﬂ and

_ 2202 L? o2
Rim R+ X% g Le (4B+> |
5 <52 1+ 12

Then the following estimate holds:

4no?

a t
Bl 2 (1= 2) o

Recall from Corollary G.5, that if the agents run stochastic gradient play in stages then we are able to characterize precisely
the number of iterations required to hit a particular specified error tolerance. This is where the epoch length in (41) is
derived.

Proof of Theorem 1.5. Define the following objects:

gt ‘= vug(uta (xz—(ut)af))7 where§ ~ De(ut);

Gi(ur) = £NDE(Ut)Vu£(Ut7 (27 (ut), €));
G*(Ut) = fN’DE(ut) Vug(ut» (1'* (ut)’ f)),
Gps(ut) = EN'D}?(UPS) Vuf(utv (.Z'* (up5)7 5))

Also note that E;[g;] = G (us)—i.e., the gradient estimate g; is an unbiased estimate of the time varying expected gradient
Gi—and
uP®* =argmin @ E  {l(u,z) sothat (Gps(uP®),u—uP®)>0Vuell.
ueld z~D(upe)

Fix two constants v, 2 > 0 to be specified later. Noting that u;; is the minimizer of the 1-strongly convex function
u— 3||luy — nge — ul|* over U, we deduce that

1 1 1
e — uPP | < Sllue — nge — wP®|* — S llue — mege — wega ||
2 2 2

Expanding the squares on the right hand side and combining terms yields

1 1 1
5l - uP||? < 5 llue = RS2 — e ge, w1 — uP) — 3 lluer - ug||?

1 1
§||Ut — uP?||* — n(ge, up — uP®) — iHut—H —ue|l® = n{ge, w1 — ue).
Using the fact that E,[g,] = G (u:), we successively compute

1 ps||2 1 ps||2 ps 1 2

§Et||ut+1 —uP?® < §Hut —uP®|* = n(Ergr, up — uP®) — §Et||ut+1 —ue|® = nEe(ge, w1 — ),

1 1
< §Huf — uP®||* — n(Gy(ue), ur — uP®) — §]Et|\ut+1 — wi||® = nEi{ge, w1 — ue),

1 1
= §Hut — uP?||? — nEy(Ga(ups1), upgr — uP®) — §Et||ut+1 — ug]?

+nEi(ge — Gi(ue), up — up1) +1m B (Ge(ue) — Gu(upyr), uP° — ugpn)
Py Py

Recall that for any z, the loss £(u, z) is a—strongly convex in u so that

(Grps(ueg1), U1 — uP%) > (Grs(upr1) — Gps (uP®), uppy — uP) > aflugpr — uP®||?
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Hence, adding and subtracting appropriate terms, we have that
(G (uwtt1), upy1 — uP®?) = —(Gu(ug1) — GPS(ut+1)a Upy1 — uP®) — <Gp5(ut+1)aut+1 — uP®).
The first term is upper bounded as follows:
—(Gy (1) — Gps (1), U1 — UP%) < L, (Len + Leg)|[urs1 — uP®||%

The second term is upper bounded using a—strong convexity of ¢ in u as noted above. Therefore, as in the proof for the
stationary non-strategic environment, we have that

1+ 2na s 1 s 1
5 Eullurey = |? < S llue = ¥ ? = SBillursr — wel* + (P + P). (37)
Applying Young’s inequality to P;, we have that
_ 2 12 2 112
P < By |lge — Gi(u)|| n | A viByl[uper —u® (38)
21/1 2 21/1 2

We have the following upper bound for Ps:
Ei||Gi(ur) — Gelugs)|? n Vol [uP® — uyiq[|?

P, <
2V2 2
2B [|G i (ue) — Gl ||? + 2E¢|| G (ue) — Go(ueyn) | n Vol ||uP® — ey ||
- 21/2 2
< 2B |Gy (ur) — Golug)||® + 205 (1 + L2, + L2,) lus — gy |? N Vol ||uP® — uyyq ||
- 21/2 2 '

The first term in the first fraction can be bounded as follows:

B/ Gelur) = Gu(un) |2 = Bl B, (u) Vil (s, (A@e-1,0),€)) = Een, (up) Vaull, (2 (wr), €) ||
< LIl A1, ) — 2 ()|

This shows we have a time varying bias component in our gradient estimator. Recall that

=St e ()] (ke ]

2 _2
total iterations where K := [1 + log, ((1 Cp;’)é.)-‘. Moreover, the decision-maker sets e, = n?c2. Therefore, we deduce
that

Lie; N 2L7(1+ Ly + L) |lur — weia |? N Vol ||uP® — uy gy ||?

P, <
12} 2V2 2

Coming back to the bound in (37), we have that

1+ 2na 2 _ 1 2 1 2 o? | viBfluerr —uel®
il hed) ) _uPsl12 < = _uPsII2 - IR _ Z
5 tlluerr — uP®|* < 2||Ut uPe|| 5 tllwesr —well” +1n ot 5
L%Q— 2L?(1 + qu + Lgn)Hut - ut+1||2 VQEtHupS - ut+1||2
+1 + +
12} 2V2 2
so that
1+ 2na —nuy 1 LZe,

2
g
Elluer = w?*? < S e —u®[? + 5 - +

[\

2 Uy
B 1—-2L2(1+ qu + LG)m/z_l — Ny

2

Eilluesr — well.
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and v, = & ensures that the last term on the right is zero. By our assumption that

ALZ(14+L2 +L2
> % so that vy >

. _ 212 1+L2+L2
Letting v; = n~ ! — w

indeed, we claim that

we have that ;
) 277

1

"< IR "
1 2LRO+ L5+ 15) 1

" a 2

Rearranging, this is equivalent to showing that

2L§(1 + qu +L2) S 1
— Z 5
Now we can lower bound the left-hand side as follows:
2L+ Lo+ L) o ALE(+ LG+ L5) 2050+ Leg + Len) _ | 1 1
T - a & "1y
That shows that claim. Hence we have that
1+ na s s
TR lupsr — 2722 < §H“t—$P ||2+772‘72+5
Then since e, = 1?02, we have that
Ellues — 77 < o[l — a?* | + 2o
147 1+na
Recursively iterating the above expression, we have that
1 1 4 4
E:llu 7UPSQ< Us_ 7ups2+ 22>+ 20,2
s =P £ (s - P+ o?) +

1
1 : 1
< () o=+ 00" 32 (15
s=1
< 2 1

up — uPs||? + 4n?
) o

Given the choice of < we have that

&
4L;(1+LZ+L2)°

1 2 an\t 4no?
T o — wre? + =E-.

t
E _ ., Ps||2 < _ ., Ps||2 g < (1 _

tllugr — uP||® < <1+77a> [[uo — uP|| +L,?(1+L§q+L§n) = 2

The choice of constant R follows from the same proof as in Theorem 1.5. This completes the proof. O

Note that L7 (1 + L2, + LZ,) can be replaced with L2 + L2(LZ, + LZ2,) for more precise Lipschitz constants.

J. Strategic Decision-Maker

In this appendix section, we put all the formal analysis for the strategic decision-maker. Let us introduce some needed
notation. Let

d
£5(ut) 5 UE}Bd l:&EED [K(ut + 51],5, A(xt, Ut + 5’015), +€)}:|

denote the smoothed expected loss at time ¢, and let

denote the smoothed expected risk. The smoothed expected risk is evaluated when the strategic agents are at the Nash
equilibrium 2* (u; + dv; ) for the reported value u; + Jv;. The estimate gy is an unbiased estimate of VL)—i.e., E,, ga [g;] =
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J.1. Technical Lemmas

The following series of lemmas allow us to bound the error between the true gradient of £(u) and the zeroth-order gradient
estimate g;.

Lemma J.1. Suppose that Assumptions 2.1 and 4.1 hold. The smoothed expected risk L°(u) satisfies ||V L(u) — VL2 (u)]| <
L6, where L := Ly(1 + Legq).

Proof. For any points u,u’ € U, we successively estimate

VL (u) — VL (u))]| < E_[IVL(u+0w) = VL(u' + 6w)|| < Ljju—u'|.
Therefore V£° is L-Lipschitz continuous. Next, we have that
IVL(u) = VL (u)]| < E_[IVLOw) = VL(u)|| < Lo E_ ] < L6,

which concludes the proof. O

Lemma J.2. Under Assumptions 4.1 and 4.8, by choosing § < %, for any c € (0, 1) the smoothed decision-dependent risk
L%(u) is (1 — ¢)a—strongly convex.

Proof. We first define h(u) := VL(u) — VL(u). Observe that Vi(u) = E,p[VZL(u + dw) — V2L(u)]. Since
u — V2L(u) is Ly-Lipschitz continuous, we deduce that

IVh(@llep < E_IV2L(u+b6w) = V2L(w)op < Ly E_lw]] < 6Ly,
We therefore compute that
(VL (w) = VL (), u— ') = (VL(u) — VL)) + (h(u) — h(u),u — ') > (@ — Lyd) u — o'|]%,
which concludes the proof of the first statement. O

Now, let u* be the optimal point for £ over I/, and let u° be the optimal point of £ on (1 — &)U.
Lemma J.3. Suppose Assumptions 4.1 and 4.8 hold. Choose any § < min{r, L%} Then the estimate holds:

oL oL
it — ) < OE ¢ ( +6> ]
[0 @]

Proof. There are two sources of perturbation: one replacing I/ with (1 — §)U and the other replacing £ with Lo

Set ¢ = 1 — ¢ and let @ be the optimal point for £ on ¢. Thus 0 € VL(@) + Ny (@). Then
ot — ) < fJu* =l + 1 — ).

The first term is bounded as
alla — ou*|| < dist(0, VL(¢pu™) + Ny (opu™)

since u — VL(u) + Ny (u) is a—strongly convex. For the second term, since u* is optimal, we have that 0 € VL(u*) +
Ny (u*). Since Nyyy(du*) = Ny (u*), we have that

dist(0, VL(¢u*) + Nyy (u*)) = dist(0, VL(pu*) + Ny (u*)) < [|VL(pu*) — VLW)|| < SL[u*]].

We therefore have that I
o = all < = o'l + ol < 8 (14 5 ) ]

Since w is optimal, we have that
(=VL(a),u—u) <0, Yue dU.
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Analogously, since u? is also optimal we have that

(=VL (W), u—u’) <0, Yue dlU.

Therefore
alla —u’|* < (VL(a) ~ (ué i—u’)
< (VL (u) = VL(u'), i — u’)
<IVL (1) = VL[| — ||
< Lé|a — ||
Combining the bounds yields the claim. O

The next lemma bounds the error between the converged strategies z7 (u;) and the equilibrium z*(u;) as a function of the
previous iterates.

Lemma J.4. Suppose the agents are employing deterministic algorithms satisfying Definition 2.3 with p € [0,1) and o, = 0.
Under Assumptions 2.1, 4.1, and 4.8, the estimate holds:

l.d
At ur) = 2% (u)]] < pT (p”llxo — 7 (uo) || + ﬂLeqno(;(l_p))

Proof. Given Definition 2.3, we have that

27 (ue) — 2" (ue) | < pllof ™" (ue) — 2™ (ue)-

Iterating this expression we have that

27 (ue) = 2" (ue)|| < p7 g (we—1) — 2™ (ur) |
Adding and subtracting appropriate terms we have that
o7 (ue) — & (ue) | < p7ll2f 5 (we—1) — 27 (up—1) + 2™ (we—1) — @™ (we)|
< o7l (uem) = 2" (wem1) || + o7 Legllte—1 — e
Continuing in this fashion we have that
a7 (ue) = " (uo) | < 97 075" (we-1) = 2" ()| + 7 Lealluer = ul

< P (P 2y (wi—2) — 2" (w—2)l| + P77 Leqllue—2 — wemrl]) + p7 Leglle—1 —
t

< p7p" Mlwo — 2 (o) || + Leqp™ Y p°[ut—s — us—sal;
s=1

where in the last inequality we use the fact that p” < p for any 7 > 1. Using the update for the decision maker, we have that

t—1

T * T — * S g*d
a7 (ue) = " (u)l| < p (ﬁ Yy = ()| + pleg nt—l—w)

s=0

T — * é*d
<p (pt Hlzo — 2 (uo)|| + pLeqno(;(l_p)) ’
where we used the fact that 19 > n;_, for all ¢ > 1. This concludes the proof. O

Next, we use Lemma J.4 to bound the error between the gradient of the smoothed expected risk £°(u) and the smoothed
loss £9 (ug).
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Lemma J.5. Suppose the agents are employing deterministic algorithms satisfying Definition 2.3 with p € [0,1) and o, = 0.
Under Assumptions 2.1, 4.1, and 4.8, the smoothed expected risk and the smoothed loss satisfy

[ ) Legiolsd )\’
e e O e )

Proof. We have that

E [VE(ut + 0ve, 2] (us + 6vt) + &)

IVLY (ue) = VL (u)] < E )

~Bd

— Vl(uy + v, " (uy + dv) + §)]H
<Ly IE]IBd llxf (ue + dvy) — 2™ (ug + dvg) ||

Hence applying Lemma J.4 gives the result. O

The above lemmas give us our main result, which establishes that the decision-maker’s updates converge to the optimal
parameter u* € U (and correspondingly, the agents’ updates converge to the Nash equilibrium z*(u*)).

Let us define a useful quantity that we will use in the remaining proof:

(39)

Legiol, .
o) i= (oo = a* (o)l + ool 4 L7,

6(1=p)  (1—=p)?

so that

2
IV L3 () — VLS (u)|? < L2 (,fct(aa) + fffcp)

J.2. Derivative Free Method for Stochastic p-Contracting Agents

We now state a formal version of Theorem 4.9 and provide a proof.

Theorem J.6 (Formal Statement of Theorem 4.9). Suppose that Assumptions 2.1, 4.1, and 4.8 hold, and that we have
available a constant R > ||z — x* (ug)||>. Further, suppose the decision-maker runs Algorithm 1 with A1g := DFM using
step-size Ny = , query radius 6 < min{b, L%} and the agents employ a p—contracting algorithm A with p € [0, 1)

a@+1)
and o, € (0,00). Suppose the agents run their p-contracting algorithm stage-wise via Algorithm 2. In this case, set

tolerance e, = ﬁ, constant ¢ = 16(¢2d? + 1), and the epoch length to

g [ () Bl () o]

where K = {1 + log, (Jif;;i)—‘ and

B 20202 Lz 4a262B2.16(02d2 + 1 L L
Rim Rt 20 g Le (maxldaTTBLIGEATH D) e (1 LY g L)Y )
32 02a2 a Qa

Then the following estimate holds:

max{2a%62||ug — u*||?, c} L L
E||lu; — u*|?> < ’ 202 ((14+ =) Ju|+ = ).
Hut u || = 62072(t+1)'8 + + & HU || + &

The proof follows a similar structure to that of Theorem 4.4 (see Theorem 1.5 for the longer version).
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Proof. Consider the error ||u;; 1 — u*||?. Add and subtract u’, and apply the triangle inequality and Lemma J.2 to get the
following estimate:

1 5L (6L 2
sllues = 012 < e = w012+ Jus = o2 < e =012+ (5 + (55 +6) 1)

Now, to bound the error ||u; ;1 — u?||?, we note by the nonexpansiveness of the projection mapping that

Ellluss1 — w’[1?] < Effur — u® = 1:g4%]
< Eflfuy — u®[|* = 20E(gs, uy — u®) + n7E|l 9o %]
< Efflur — u’||* = 20 E(V LY (), ue — u®) + 07 El|g¢ ]
where we use the fact that E[g;] = V£ (u) in the last inequality, and the expectation is taken over the randomness in ¢ and
v up to time ¢.

Next, we add and subtract V£°(u;) from the middle term to get that

(VL (ug), uy — u®)y = (VL (ug),up — u®) + (VL (ug) — VL (uy), uy — u’)

IN

a
e = w12 4 (£ () = VL (ur), w = u?),

where we have used the fact that £ () is (1 — ¢)a-strong convex with ¢ = 1/2 (Lemma J.2). Hence, we deduce that

Ellluer1 — u’[1?] < Efljue — u® — megel|),
< E[[lue — wll|?] — 20 (VLS (ug), up — u®)
— 2 BV LY (ug) — VL (ug), ue — u®) + 17 E ||ge|1?,

22d?
< (1 —n@) El||us — u5||2] —2n E(Vﬁf(ut) - Vﬁé(ut),ut - u5> +n? 557

The agents are running stage-based p—contracting algorithms. For the moment suppose our choice of R is correct. In this
case, we set €; = (62(¢ + 1))~* and choose

T: éTk B KH 25) log (Qfﬂ +ZK: Ku 2’“;12133) log(4)—‘ :

and K = {1 + log, (%ﬂ Then we have that

802d? +8 1
52a2(t+1)2 ' a2 62(t+1)2
8
azs2(t+1)2

«
Ellucss — | < (1= 1) Ellus — )] +

IN

2 é
(1= 727 ) Ellu — o+ (B2 + 1)

Next, we claim that

max{a262||ug — u®||?,8(¢2d* + 1)}

E flus — u’|* < 52a2(t + 1)

To see this, let D; = E[||u; — u®||?] so that we need to show the above claim given that

8

2
< - 2 12 N —
Dyy1 < (1 )Dt+ (G2d* +1) 2 L)

t+1
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Clearly the claim holds for ¢ = 1. Suppose it holds for some fixed ¢ > 1. Then we have that

2 8
D1 <(1-——1\D 22 +1) ————
t“—( t+1> o+ (Bd+ )a262(t+1)2

2 92
< (1 2 > Bbud” +1) + (2d* +1) 8

Ct41) 82a2(t+1) a262(t +1)2
- 8(02d? +1) ( 1 >
- % (t+1) (t+1)2
8(2d2 +1) 1
52az  (t+2)

Therefore

max{4a262|lug — u®||?,16(¢2d> + 1)} L L
B [|Ju; — u*]]? < L+ 202 ([ 1+ =) || += ).
[lur —u*]]* < a2+ 1) + += [|w*|| + =

Finding the constant R. What remains is to show that we set R correctly. The proof follows an analogous proof to the
repeated gradient method (Theorem 1.5). Recall that

46252 B2, 16(£2d? + 1)} L L
E fJug — ut]? < 22 O 2% ((1+2)B+2).
ue =7 < 52a2(t+1) T ta)°Ta

Hence, to obtain a bound on the E ||z;_; — z* (uy)||?, we simply observe that for any ¢ > 1, we have

4625%B2% 16(02d% + 1 L L
EHut—Ut+1||2 < max{4a 2,_2 (6d” + D)} + 462 <<1+_>B+_>
0%a a «a

Moreover, this implies that

4a%6%B2,16(02d% + 1 L L
max E ||ug — uk,1||2 < max{4a L 6(Cd” + 1)} + 462 1+=—|B+= for all ¢,
k<t 0%2a2 a a

so that

~ 2 2 1.2 =252 32 2 72
R::R—|—2caa—|—6 eq max{4oz6B,716(€*d +1)}+452 1+£ B+£
B 52 62a2 Q «Q

where 3 = (1 — p?). This completes the proof.
O

Observe that we can replace the expected value bound on the drift with a high probability statement as in Theorem 1.9.
Essentially, where we have bounds like E ||z;—1 — 2*(u;)||?> < €., we replace them with bounds ||z;—1 — z*(us)[|? <
e- - log(e/d) which hold with probability at least (1 — §) for any selected 6 € (0, 1).

Theorem J.6 allows us to obtain the following convergence guarantee.

Corollary J.7. Suppose the assumptions of Theorem 4.9 hold. Fix target accuracy € < 4b? ((1 + é) B+ é)2 and set

0 = ave/d/((a+ L)B+ L) and n, = 4/(a(t + 1)). The iterates (uy,x¢) converge to an approximate Stackelberg
equilibrium: E[||u; — u*||?] < e and E||z; — 2* (u*)||] < 2(e- + Leqe) hold for all t > 16 max{a*e B2, 8(¢2d* +1)((a+
L)B + L)?}/(a*?).

In the proceeding corollary, the lower bound on ¢ is in terms of the number of epochs. In terms of total iterations 22:1 Ts
the rate is O(g—j (log (1/€;) 4+ 02/e;)). This rate is equivalent to O(T~1/2) in terms of iteration complexity where
T = 2221 Ts.
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Proof of Corollary 4.10. The assumed upper bound on ¢ directly implies that § < &/(2Ly) and 6 < b. Applying Theo-

rem J.6 yields
max{2a%62|lug — u®|?, c} 9 L L\?
E —x* < . 26 14+ — * —
llee =" € —=Gmqr ta) g
< max{8a‘eB? 4c((a + L)B + L)?} e
- eat(t+1) 2
Setting the right-hand side to € and solving for ¢, concludes the proof. O

We can also specialize the result to the case where agents run stochastic gradient play (in order to better understand the
constants).

Corollary J.8. Suppose that Assumptions 2.1, 4.1, and 4.8 hold, and that we have available constants R > ||xg — x (uo) |2
and B > ||ug — u*||%. Further, suppose the decision-maker runs Algorithm 1 with A1g := DFMusing step-size 1y = a(t+1)’
query radius § < min{b, fﬂ}’ and the agents employ stochastic gradient play as A with p € [0,1) and 5, € (0,00).

Suppose the agents run their algorithm stage-wise via Algorithm 2. In this case, set tolerance ¢, = 5(t7i-1)’ constant
c = 16(¢2d? + 1), and the epoch length to

r= ZTk - [_2 -log <2fﬂ +]§:1 {(1_21_,%2) log(4)w , (41

where K = {1 + logz(:ﬁ)—‘. Then the following estimate holds:

max{2a%62%||ug — u*||?, c} L L
E|ju; — u*|]® < ’ 202 ( (14 =) |Ju*|+= ).
e — w*||? < 1) + +— el + =

The proof is identical to that of Theorem J.6 and hence we omit it. Moreover, a corollary completely analogous to
Corollary J.8 immediately follows.

J.2.1. STRATEGIC DECISION-MAKER: DETERMINISTIC AGENT ALGORITHMS

We can also specialize to the case when the agents use a deterministic algorithm. In the latter case, much like the repeated
gradient method, the agents do not need to run an stage based method.

Proposition J.9. Suppose that Assumptions 2.1, 4.1, and 4.8 hold, and that we have available a constant R > ||zg—x* (uo)||.
Further, suppose the decision-maker runs Algorithm 1 with Alg := DFM using step-size 1; = ﬁ, query radius
§ < min{b, L%}, and the agents employ a p—contracting algorithm A with p € [0,1) The agents employ deterministic
algorithms (i.e., 0, = 0) and the decision-maker receives a noisy observation A(xi—1,us) + £ in each round where £ is

zero mean and finite variance. In this case, set the epoch length such that T > log(%\/z—figz(?) m, constant ¢ = 320%d?

and agent tolerance ¢, = C(0)p™. Then the following estimate holds:

max{2a%6?||ug — u*||?, ¢} L L
E|juy — u*||* < : 282 ((1+ =) [+ =) .
e — | < R 20 (1 2 )l

Proof. The proof proceeds in a similar fashion to Theorem J.6.

Consider the error ||us 41 — u*||?. Add and subtract u°, and apply the triangle inequality and Lemma J.2 to get the following

estimate:

1 i . §L (4L A\
luess =l < s = P+ s = 1P < s = 1P + (5 + (55 +6) 1l )

Now, to bound the error ||u;,; — u’||?, we note by the nonexpansiveness of the projection mapping that

Ellluesr — w’)?] < Efflug — u® — nugel|?]
< Efllue — v’ | — 20:E{ge, ue — u’) + n7El|g¢||*]
< Efflue — vl — 20 B(V L] (ug), ue — u®) + 7 El g4 |]
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where we use the fact that E[g;] = V£ (u;) in the last inequality, and the expectation is taken over the randomness in ¢ and
v, up to time .

Next, we add and subtract V.£%(u;) from the middle term to get that

(VL) (ur), up — u)

(VL (ug), uy — u®) + (VL (ug) — VL (ug), uy — u)

a
Sl = a2 4+ (£ () = VL (ur), e — ),

IN

where we have used the fact that £ () is (1 — ¢)a-strong convex with ¢ = 1/2 (Lemma J.2). Hence, we deduce that
Effuer —u’[?] < Elfue —u® — mgel],

< Efllue — v’ ||?] — 2 E(VL (), ug — u®)

— 2, BV LY (ug) — VL (ug), ue — u®) + 17 E [|ge 1,
242
< (1 —n@) EBffluy — u®||?] — 20, BAVL (ug) — VL (wy), ug — u’) + 2 =

un 252 .
Now, we bound the term (V£ (u;) — VL (ut), us — u®) and we apply Young’s inequality® to this term to get that

1 v
B VL) (ue) = VL (ue), e = )| < 5~ BIVLY () = VL ()|]* + 5 B uy — o’
<

1 2 4t
syr (LE (0700°) + 5 E e — P,
where we have that o, = 0 so that

= _ L Uoé*d
Cri= (o = 0" (un)] + 25 )
Setting v; := @/2, we deduce that

5112 _ 5112 U?éidQ 1 2 rA\2 Aq 5112
Ellusr — o’ < (1= m@) Bl —??] + T+ 2m 55 (£2 (o7C) >—|—7||ut—u 2),
S 202 72
ang sy, mlid” | 2m
< 1——>E - Ul 7(
< ( 5 [lue — ("] + 55z T4
Hence, if it is the case that

9 B 292 12
gL%pQTCtQ S nt f*d
a
then we conclude

(42)

a 2d?
Elfurss — w2 < (1 =5 ) Ellue — | + n?
Indeed, the bound in (42) is equivalent to

t 52 (43)

77p€3d2 (7 26L£Ct 1
7 -log(p? <log< ——=5 | <= 7>log — ,
(") 15° L12C? Jal.d ) log(1/p)

which is precisely the assumed bound on 7.
Recall that 7, = —-2

D Hence we apply Lemma E.1 to obtain the final bound in this case. Indeed, we have that

4—252 _ 2,002 32d2€2
E”Ut 7’U,*||2 < maX{ Q HU‘O U || ) *}

L L
202 ( (14 =) |lu*||+ =
a26%(t+1) + (<+a>||u ||+a>
as claimed.

(44)
O
A completely analogous corollary to Corollary H.4 directly follows.

8Young’s inequality for inner product spaces says that for two vectors u,v € V where V is an inner product space, we have
(u,v) < Z|ull* + 55 ||v||* for any A > 0.
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J.3. Strategic Decision-Maker: Non-Stationary Non-Strategic Environment

Recall the gradient deviation lemma (Lemma I.1) and the assumption on the environment distributions being Lipschitz
continuous (Assumption 1.2) from Appendix I.1. The following assumption implies a convex ordering on the non-strategic
decision-dependent random variable on which the loss is dependent.

Assumption J.10. The probability measures D, (u) and loss ¢ satisfy mixture dominance—i.e., for any (u,z) € U x X and
A € [0, 1], the following inequality holds:

E £(u, (x, < E L(u, (x, forall v,w e U.
E~De(Av+(1-N)w) (u, (@,8)) E~ADe (V)4 (1—X)De (w) w (@.0)

Under these additional assumptions—namely Assumption 1.2 and J.10—Theorem J.6 and Corollary J.8 immediately follow.
The only change is to the gradient estimator and the Lipschitz constant for the gradient of the expected loss. Indeed, we
have the modified costs

£ (uy) =

STIRSH

B LNDE({E - [(us + v, (A2, ug + vy), g))]}

and the modified smoothed expected loss at time ¢, and let

d

Lo(uy) = =
(ur) 6 vBd |:£~De(ut+6vt)

[6(us + S0r, (& (s + S0r), sm}

denote the smoothed expected risk. The smoothed expected risk is evaluated when the strategic agents are at the Nash
equilibrium 2* (u; + dv; ) for the reported value u; +&v;. The estimate g; is an unbiased estimate of VL—i.e., E,,ga [g;] =
VL2 (uy). Further, we replace L with L := Ly, + L, (Leq + Len)-
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