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Abstract

Given a finite model M, it is possible to associate to every sentence ¢

of Backslash Logic and Dependence Logic the value of the corresponding
imperfect information game H(¢).
Hodges’ compositional semantics can then be adapted to this new logic,
and the value of atomic dependence formulas in the resulting framework
is seen to correspond to one of Kivinen and Mannila’s measures of ap-
proximate functional dependency.
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1 Preliminaries

Logics of Imperfect Information are extensions of First-Order Logic which al-
low more general patterns of dependence and independence between quantified
variables - for example, in Hodges’ Slash Logic [6] the formula

Va1 3y Ve 3y /{1, yi DY(z1, 22, y1, y2) (1)

corresponds to the Skolem normal form

Af gV Vo (z1, z2, f(21), g(22))

that is, the values of y; and ys may only depend respectively on the values of
z1 and xo.

The two forms of Imperfect Information Logic which will be considered in
this work are Backslash Logic (called also Dependence-Friendly Logic, or DF-
Logic for short: [16], [17]), and Dependence Logic ([16]).

The former uses backslashed quantifiers (Qz,\{z1...2n_1}), whose intuitive
meaning is that the value of z is dependent only on the variables x1...z,_1;



the latter, instead, introduces dependence atomic formulas =(t; ...ty), which
hold if and only if the value of ¢,, is determined by the values of ¢1...¢,_1.

For example, the formula (1) would be written as

Va1 EIyNa:g(Elyz\sz(ﬂ?l, T2, Y1, y2)

in DF-Logic, where (Jy2\x2) is used as a shorthand for (Jy2\{z2}), and

Va1 3y Vo dye (=(22, y2) A (21, 22,91, y2))

in Dependence Logic.

These two logics can be easily translated into one another: indeed, in ([16],
§3.6) it is verified that

(Qzp\{z1.. . T DY(@1 ... 2p) = Qup(=(z1 ... ) ANY(21...20))  (2)
for all @ € {V,3}, and

n

=(t1--tn) = 1 Y1 Cua w1 - v DA\ i = 1)) (3)

=1

The game-theoretic semantics for First-Order Logic can be easily adapted
to DF-Logic: the interpretation of the first-order connectives does not change,
and for the backslashed quantifiers we simply restrict the available information
of the corresponding player (Player I for V, Player II for 3)) as required.

Thus, for every model M, initial assignment s and DF-Logic formula ¢ it is
possible to build a game HM(¢) such that M,s = ¢ if and only if Player IT
(also called the Verifier) has a winning strategy for HM(¢) which is uniform,
that is, which does not “cheat” by employing unavailable information.

Because of (2), the same also holds for formulas of Dependence Logic. The
semantic games H(¢) could also be defined directly for formulas of Dependence
Logic, as in ([16], §5.3); however, in this work dependence atomic formulas will
be interpreted as shorthands for the corresponding formulas of D F-Logic.

2 Game Values
A behavioral strategy for Player I [IT] is defined as follows:

Definition 1 (Behavioral Strategy)

A behavioral strategy B for Player 1 [II] in the game Hg(@) is a family of
functions B; from partial plays p = (p1...pi), where each p; is of the form
(1, 8") for some subformula instance ¢ of ¢ and Player I [I1] has to make a
choice in p;, to probability distributions of possible successors p;y1.



Then, a behavioral strategy is said to be uniform if it respects the informa-
tion constraints stated in the formula:

Definition 2 (Uniform Behavioral Strategy)
A behavioral strategy v for Player II is said to be uniform if and only if, for
every two partial plays (p1...p:) and (P} ...p;) in which Player IT follows vy, if

e [t holds that
= ((F2\V)¢,s)
and
pi = (E2\V)¢,s)

for the same instance of the subformula (3x\V )1,
e The assignments s and s’ coincide over the set of variables V;

then v induces the same distribution over x in both plays, that is,

Y(p1 ... pi) (W, s[m/x]) = ~y(py ... pi) (4, s'Im/x]), for allm € M

The definition of behavioral strategy for Player 1 is analogous, except that
now the condition is concerned with backslashed universal quantifiers (Vx\V )y

As the games Hg(¢) can be of imperfect recall, Kuhn’s Theorem [10] does
not hold, and not all uniform mixed strategies (that is, not all probability dis-
tributions over uniform pure strategies), correspond to an uniform behavioral
strategy.

Example 1
Let dom(M) = ({a,b}), let ¢ := Fx(Fy\z)(z = y), and the two pure strategies
7, 7" given by

71(6,0) = (Gy\{}(z = y), 0[a/z]);
(6. 0)(Gy\{N(@ = y), 5)) = (z = y, s[a/y)).

and

(¢,0) = (Gy\{}) (= = v), O[b/]);
5 (6, D(C\ N (= =y). ) = (z =y, s[b/y]).

That is, 7' is “always choose a” and 7" is ’always choose b”; it is easy to see
that both these strategies are winning for Player I1 in the game.

Now, let g be the mized strategy which selects either 7' or 7" with equal
probability: g(t') = g(7"") =1/2.
Then g does not correspond to any uniform behavioral strategy, as the probability
distribution of y according to g is not independent from that of x.



However, every uniform behavioral strategy 3 induces a probability distri-
bution #* over uniform pure strategies. Because of this, it is possible to define
the payoff for Player IT of the game H(¢), when Player I uses 5 and Player IT
uses 7, as follows:

Definition 3 (Payoffs of Behavioral Strategies)
Let M be a finite model, let ¢ be any formula, let s be a variable assignment
over FV(¢) and let 3, v be two behavioral strategies for the two players.

Then Player I1’s payoff for this pair of strategies is

Pri(Hy(0); 8;7) = > B (0)y" (1) P(Hy(¢); 05 7)

where P(Hs(¢);0;7) is the payoff, for Player I1, of the play (o;7), that is,

1 if the play (o;7T) is winning for Player 1T,
Pri(Hs(¢);037) = { 0 ojjfhemisg (7:7) . !

The value for Player I P;(Hs(¢); 3;7) can be defined similarly, and it turns
out that

P(H(9); B;7) + Pr(Hs(¢); B;7) =1 (4)
for all 8 and 7.

When there is no risk of confusion, the subscript I1 will be omitted in

Pri(H(¢); B;7)-

Now, the value of the formula ¢ (in the model M and for the assignment s)
is the best expected payoff that Player IT can guarantee, no matter what Player
I does:

Definition 4 (Value of a formula)

Let M be a finite model, let ¢ be a formula and let s be an assignment over
FV(9).

Then

Vi(¢) = sup irﬁlfP(Hs(cé); B;7)
Y

Van Benthem proposed investigating equilibria of semantic games for IF Logic
along similar lines, asking if “could it be that IF games also involve an essential
probabilistic feature, which we just have not been able to identify yet” ([2],
18]).

Also, the above definition of value can be seen ate generalization to behavioral
strategies of the definition of value considered by Hodges in [7]; moreover, at the
very end of [3] an analogous concept is suggested, and Sevenster in [14] formal-
izes the intuitions of [3] in the context of Branching and Generalized Quantifiers.



It is not difficult to see that it makes no difference if the infimum ranges over
pure strategies, that is,

Vs(¢) = Sup inf P(Hs(¢); 057)

If M, s = ¢, then Player II has an uniform winning strategy for H;(¢) and
therefore Vi(¢) = 1; analogously, if M, s [E~¢ then Player I has an uniform
winning strategy for H,(¢) and Vi(¢) = 0.

However, undetermined formulas can take values in (0, 1), as the following
example demonstrates:

Example 2
Let M be a model with dom(M) ={a;...a,}, and let

¢ :=Vr(Iy\{})(z =y)

Then Vy(¢) = 1/n: indeed, let o1 . ..oy, be I's pure strategies, corresponding

to the choices “x =a1” ... “c = a,”, and analogously let I1’s strategies 11 .. .7,
correspond to ‘y=a1” ... ‘y=a,”.
Then

L ifi=j;
Ptoroam) ={ o Tio0

Now, let v be the strategy for Player II which selects the value for y randomly
in{aj...an}, that is,
(72((¢,0), (Fy\{D(z = v), )@ =y, s[ai/y]) = 1/n, for allie€1...n
Then «y corresponds to the uniform distribution over the T;, since
Y (i) =1/n, foralliecl...n

Then, let B be any uniform behavioral strategy for Player 1: by definition,

P(Hy(¢); B;7) = Zﬂ*(Uv:)W*(Tj)P(H@(fb),Uv:;Tj) = (B*(0:)6i;)/n = Zﬁ*(m)/n =1/n

i
Therefore, Vy(¢) > 1/n; on the other hand, if 8 is given by
(B1((¢,0))) G\ {} (= = y),0las/a]) = 1/n, fori€l...n.
then, by the same reasoning used above,
P(Hy(¢); B;7) = 1/n

In conclusion, the value V(o) is exactly 1/n, as stated.



3 The Minimax Theorem

The rest of this work will attempt to characterize the logic which associates to
every formula ¢ the value V(o).

An useful tool for this will be the Minimax Theorem, in the version found
n [15], and adapted to the games H(v)) in ([5], §3.2):

Theorem 1 (The Minimax Theorem for H,(v))
For every game Hg(@) in a finite model M, there exist two behavioral strategies
B¢ and v¢ such that, for all B and -,

P(Hy(¢); 8% 7) < P(Hs(¢): 8%7°) < P(Hy(); 8;7°)
A pair of strategies (3¢,~¢) as above is called an equilibrium pair.

This does not contradict the results in [13], which imply that, for games of
imperfect recall, the very definitions of behavioral strategy and equilibrium are
somewhat problematic: indeed, the games H(¢) do not present absentminded-
ness, to use the terminology of [13] - that is, no information set contains two
partial plays p and p’ such that the former is a proper initial segment of the
latter - and therefore the so-called “Paradox of the Absentminded Driver” has
no analogue in this class of games.

The Minimax Theorem has a well-known, useful corollary:

Corollary 1
For every game Hs(v) in a finite model M,

Vy3oPr(Hs(v¥);037) > r < 3BVTPr(H(); B;7) >

and
VBIT P (Hs(Y); B;7) > 1 < IWoPr(Hs(¥);0579) > r

Another consequence of the Minimax Theorem is that, if V1(¢) is the value
for Player I of the game H(¢),

W@—?mm—ﬂd(@@ﬂ—bmmwﬂﬂ(@@)
—1—1nfsupPH( $(0); B;7) = 1—sup1§fPH( Hy(¢);057) =
¥

=1- supnﬁlfPu( Hy(0); B;7) =1 —Vi(9)
.

Then, for the game-theoretic negation ~ and for all formulas ¢,

Vi(~g) = VI(g) =1 - Vi(0) (5)

It is worth observing that if the model M is not finite, the Minimax Theorem
does not hold:



Example 3
Let M = (N, <) and
¢ :=Vz(Fy\{H(y > z)

Then V(o) = Vy(~¢) = 0, contradicting the corollary of the Minimax The-
orem.

This can be verified as follows:

o Let v be any behavioral strategy for Player 11 in Hy(p).
As v must choose the value of y independently from the value of x, it in-
duces a probability distribution over N: for any assignment s with dom(s) =

{z},
Prob(y = m) = y2((,0), Fy\{}(y > x),5))(y > z,s[m/z])

Then, for any r > 0 there exists a n,. € N such that Prob(y > r) < r;
thus, if o” is the pure strategy for Player I which chooses n, for x, that

’ o1((6,0)) = B\ {}(y > ), Ol /2])

it turns out that

Pri(Hy(p);0"57) = Z Prob(y =n) = Prob(y > n,) <r

n>ngo

Hence,
inf Prr(Ho(¢); 037) =0

and, as this holds for all ,

Vo(¢) = supinf Pr;(Hy(¢); 037) = 0
Y

e Let 3 be any behavioral strategy for Player I in Hy(d): as above, it induces
a probability distribution of x over N, and for all r > 0 it is possible to
find a m, such that

Prob(x >m,) <r

Thus, if 7" 1is the pure strategy for Player I1 which chooses m, for y,
Pri(Ho(¢); B;7") <

And, since such a 7" can be found for all 5 and for all v > 0,

Vo(~¢) =0



4 Probabilistic teams and trumps

In [6], Hodges described a semantics for a game of imperfect information in
terms of sets of assignments, which, following [16], will be called teams.

In particular, the first-order semantics notion of assignment satisfying a for-
mula was substituted in Hodges’ semantics with the notion of team satisfying a
formula, called trump.

In the light of [7] and [16], it seems clear that this shift from assignments to sets
of assignments is caused by the fact that logics of imperfect information can
express statements about functional dependencies, and such a concept cannot
be meaningfully applied to single assignments.

Some variations of the definitions found in [6] and in the subsequent work
will now be presented.

Definition 5 (Probabilistic Team)
A probabilistic team p with domain dom(u) = {x1...x,} is a probability func-
tion over the set of all assignments on {x1...x,}, that is, a function

w:{s:dom(s) ={z1...2z,}} — [0,1]

S s =1

dom(s)=dom(p)

such that

Then, the game H I’,\’t is defined as follows:

Definition 6 (Hf((ﬁ))
Let ¢ be a formula, M a model, and let p be a probabilistic team.
The game H/f’t(qb) is then played as follows:

1. First, an assignment s is selected randomly, according to the distribution

1

2. Then, the game HM () is played.
The definitions of strategy, uniform strategqy, behavioral strategy and uniform
behavioral strategy are as usual; however, this time a play will be determined by
a triple (s,o0,7), where s is the initial assignment (chosen according to p) and

o, T are pure strategies.
Thus,

P(HL(9);8;7) = Y, w(s)P(H(9); B8;7)

dom(s)=dom(pu)
It can be easily verified that
P(Hs(¢); B;7) = P(Hy,: 8;7)

where 7, is the probabilistic team which chooses s with certainty, that is,

(s') = 1 if s’ =s;
s 1 0 otherwise.



A trump, in the original Hodges semantics, is a team X such that Player IT had
an uniform winning strategy for the game Hx (¢), in which a s € X is extracted
and then H,(¢) is played; analogously,

Definition 7 (r-trumps and 7))
A probabilistic team p is a r-trump of a formula ¢ if and only if

IWVoP(Hu(¢);057) > 1

where, as usual, it makes no difference whether Player 1 can use behavioral
strategies 3 or if he is limited to pure strategies o.

Then T is defined as

T = {(¢,p,7) = pu is a r-trump of ¢}
The following operations will be useful to characterize 7 :

Definition 8 (Linear combination)
If w1, po, and p' are probabilistic teams with dom(p1) = dom(ug) = dom(p')
and p € [0,1], it holds that

W= pp+ (L= p)us
if and only if
w'(s) = pui(s) + (1 — p)ua(s), for all s with dom(s) = dom(u")

It is easy to verify that p' is still a team:
SU(s)=pd m(s)+ 1 —p)Y pals)=p+(1—p)=1

Definition 9 (Supplementation)
If w is a probabilistic team, F is a function from {s : dom(s) = dom(u)} to
probability distributions over M, that is, a mapping

F: {s:dom(s) = dom(u)} — D(M)

where

D) = {f: M —[0,1], 3 f(m) =1}

meM

and y & dom(p), then u[F/y] is defined as the probabilistic team such that

pE/yl(sim/y]) = p(s) - F(s)(m)

for all s such that dom(s) = dom(u) and for all m € M.



It can be verified that u[F'/y] is a team over dom(p) U {y}:

> plF/y)(s') =

dom(s’)=dom(p)U{y}

= > Z [F/y)(s[m/y]) =

dom(s)=dom(pu) m

dom(s)=dom(u)

5 A compositional semantics
It is now possible to compositionally characterize the set 7

Theorem 2
If M is a finite model and ¢ is a formula, the following results hold' :

1. If ¢ is a literal, then (¢, u,r) € T if and only if
> ous)=r
sl=ro¢

where the expression s |=po ¢ means that, in the current model, the first-
order formula ¢ is satisfied by the assignment s.

2. (YVO,u,1r) €T if and only if p can be written as a linear combination of
probabilistic teams

p=pé1+ (1 —p)é
such that, for some r1 and ro, the following conditions hold:

(W, &1,m) €T;
(9,62,7‘2) € Ta
pri+ (1 —p)rg >

3. (WAO,pu,r) €T if and only if for all &1,&2,p such that
p=p&+ (1 —p)&
there exist r1,r9 such that

(w7§1a711)a (0,52,7"2) eT

and
pri+(1—pra >r

LA. Mann has informed us that he has proved a similar result.

10



4. (Fap, w,r) € T if and only if there exists a
F: {s:dom(s) = dom(u)} — D(M)

such that
(W, plF/x],r) €T

5. (Fx\{z1,...,zi},pu,r) € T if and only if the conditions for the above
case hold, and moreover

s(x1) = 8'(21),..., s(wy) = §'(xx) = F(s) = F(s)
for any two s, s with dom(s) = dom(s') = dom(u).
6. (Yo, u,7) € T if and only if for all
F: {s: dom(s) = dom()} — D(M)

it holds that
(Y, plF/x),r) €T

7. (Va\{z1...2p),u,r) € T if and only if the conditions of the previous
case hold for all F such that

s(zy) =§'(z1),...,8(zx) = s'(zx) = F(s) = F(s)
for every two s, s’ with the same domain of p.
8. (~¢,u,r) €T if and only if
(o, 7Y eT =1 <1—7
for all r € 10,1].
Proof:

1. If ¢ is a literal, there are no strategies available except the trivial ones,
and therefore

(6o10,7) € T iff P(H,(0):0;0) > r iff S pu(s) > 7

2. Suppose that (¢ V 0, u,r) € 7: then there exists an uniform behavioral
strategy - such that, for all o,

P(H,(YVO);057) >

Now, for every assignment s, let A\s be the probability, according to ~,
that Player IT chooses the left disjunct @ when the initial assignment s is
extracted - that is,

)\s = (71(¢ \ 9) s))(d)v S)

11



Then, the total probability that the left disjunct is selected is

p=>_ p(s)A

As a consequence, the conditional probability distribution

Prob(s is selected in H, (¢ V ) | the next position is (¢, s))

is given by
() As () As

And, analogously,
Prob(s is selected in H,, (1) V 0) | the next position is (6, s))

: ) MO0 =A) _ _pe)(1 =)
p S

Clearly,
p=p&+ (1 =p)e
Moreover, let v* and v be two behavioral strategies for H (1) and H (6)

such that
+1((0 V8, 8)(,5)...pi);

V(). ..pi) =
((WwVO,8)0,s)...p:).

YE((0,8) ... pi) = Yis1
R

Analogously, for each pure strategy o for Player I let us define o™ and o

such that
o (,5) ... i) = 01 ((VV 0,5)(¥,5) ... pi);
of((0,5) ... pi) = 001 (0 V 0,5)(6,5) ... pi).
Then
P(H, (¢ V 0);0;7) Zu Hy($V 0);057) =
Lyt +Zu )P(H(6); 054 =

—Zu JAP(Hy(¥); 0
—pZ& );o"9") + (1 —p) Zfzs H,(0);0™4™) =

ZPP(H&W);U Y )+(1_p)P(H§2(9) 77 )

12



Now, by hypothesis P(H, (¢ V 0);0;v) > r; therefore, there exist r and
r9 such that

P(H¢, ();059%) >y for all o;
P(He, (0)§0;’YR) > ro for all o;
pr1+ (L —p)re > 1.

as required.

Conversely, suppose that
p=p&+ (1 —p)
with
(¥,61,m) € T;
(97 625 TQ) € Ty
pri+ (1 —pra>r

Then, by the definition of 7, there exist behavioral strategies v%, v such
that

P(H€1 (d})?UL?’YL) > rq for all JL;
P(HEQ (0)§ UR;’YR) > o for all UR;

Then consider the following behavioral strategy ~ for Player IT in H, (¢ V
6): if the assignment s is selected, choose the left disjunct ¢» with proba-

bility
2316
As = ——=
()
that is, let
(71 W \ 0) 8))(’¢7 5) =A
Then, for the successive moves, let
Yo (W V0, 5)(0,9),...) = 7 (W, 8), - );
7i+1((w v 0) 8)(97 5)7 e ) = ’YzR((Ha S)a .. )

Then, for all strategies o,

P(H, (¢ V 0);037) Zu Hy($V 0);057) =
= Zu AP (H($): 057" +Zu )P(H,(0);0™;7%) =
—pZ& ); oty ") + (1=p) Y &als) P(H,(0); 0%57") =

= pP(H51 (¥);o"59") + (1= p)P(H(0);0™74™) 2 pri+ (1 —p)ry > 7

13



where o, o are defined as above and the fact that

1— )X = M(S) _pgl(s) . (]. —p)fz(s)

p(s) 1(s)

has been used.

. Suppose that (¢ A 0, pu,r) € T: then, there exists a behavioral strategy
v for Player IT such that, no matter which behavioral strategy § Player
I uses to select ¢ or v, the payoff P(H,, (1 A8); ;) is greater or equal to r.

Now, suppose that p = p&;+(1—p)&s, and let 3%, 3% be any two behavioral
strategies for Player I for the games H(¢) and H(0); then, let 8 be defined
as

(Br( A0, 8))(, ) = p&a(s)/n(s);

(Br(¥ A 0,5))(0,5) = (1 = p)&a(s)/n(s);
Bis1 (A0, 5)(,5),...) = B (¥, 5),..)
Bis1 (W A 0,5)(0,5),...) = BI((0,5),...)

Then, for v and % defined as in the previous case,

r > P(H, (4 A 0; B;7) = Zu Hy(4V 05 8;7) =

=p Y &(s)P(Hy( ;ﬁL; Zfz 0); 877 ") =
= pP(He, (¥); B;7") + (1 = p) P(He, (6); 5 ")
and, since this holds for every 8% and 8%, there exist r1, ro such that

(,&1,m1) €T;
(975257'2) S T’
pri+ (1 —=pra>r

as required.

Conversely, suppose that whenever

p=p& + (1 —p)a

there exist 1, r2 such that

(,&1,m) €T;
(975257'2) € T7
pri+(1—pra>r

14



Then, let § be any behavioral strategy for Player I, and, as usual, let

As = (51(¢ A 0; S))(¢7 S)

and let &; and & be the conditional assignment distributions when Player
I chooses 1 or 0, that is,

ICHL

51(Si) - E N(Sl)/\l

and
N k(s)(d =N
S81) = S = )

Then, for p =", pu(s;)A; it holds that

p=p& + (1 -p)&
Now, by hypothesis, there exist 1,72 such that (v, &1,71),(0,82,7m2) € T
and pr1 + (1 — p)ra > r, and thus it is possible to find two behavioral

strategies v and % for Player II such that

P(He, (¥); 8'57%) = 11, for all §';
P(Hg,(0); B";4™) > 7y, for all 5.

Now, let the strategy « for Player IT in H (¢ A ) be defined as

Yirr (WA 0,5), (4, 5), . ) = 2 (4, 8), )i
ryi+1((¢/\0a8)a (0,8),...) :’YzR((HaS)a)

Then
P(H, (¢ A 6); 5;7) Zu Hy($ A 6); B;7) =
—pil 5L,7 Z& 0); 8%7™) >
2pr1+(1— p)rg > r

Thus,
VBIVP(Hu (¢ NO); Biy) =

But then, by the minimax theorem and its corollary,

IWVBP(H, (Y ANO); B57) >

and, in conclusion, (¢ A0, u,r) € T.

15



4. Suppose that (Jzp, u, ) € T: then, there is a behavioral strategy v such
that, for all o,

P(H,(3z);037) =7
Then, for all assignments s, let F'(s) be defined as

F(s)(m) = (v1(3x¢, 5))(4, s[m/x]), for all m € M
and, moreover, let

%, slm/a])...) = vigr(F2e), 5) (¥, s[m/a]) ..

Now, let ¢’ be any strategy for Player I in H,[r/;(¢), and let o be a
strategy for H,(¢) such that

(F(s))(m) > 0= o((Fz1), s), (v, s[m/a]),...) = o' (4, s[m/x]),...)
Then,

r < P(H,(3z¢);0;7) Z,u H(3zy);037) =
=" u(s) > (F(5))(m) P(Hyf o) (10); 0'37) =

= P(Hp2)(¥);0'57)
Since this holds for all ¢/, one can conclude that
(b, plF/x],m) €T

as required.

Conversely, suppose that there exists a behavioral strategy + such that
P(H,ip2)();0'37") = r for all o’
Then, let the strategy ~ for H,,(3x¢) be as follows:

(1 3z, 8)) (¢, s[m/x]) = F(s)(m);
’yiJrl((Elxwv 8)7 (w7 S[m/x])v .- ) = ’7;((1/% S[m/x])a .- )

Now, let o be any strategy for Player I in H,(3zv), and let ¢’ be such
that

oi((,s[m/z])...) = 0ir1((Cay, 5)(v, s[m/z]),...)
Then,

P(H,(3z); Z/‘ Hy(3ay); 037) =
:ZZNS (8)(m))P(Hgpm/z)(¥); 0'57) =

= P(H,ip/a)(¥);0'7") > 7

as required.
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5. Suppose that (Jz\V,pu,r) € T, where V is a set of variables, and
let v be the corresponding uniform behavioral strategy for Player IT in

H,(3z\V).

Then, as in the previous case, let F' be such that

(F'(s))(m) = (m (32\VY, 8))(¢, s[m/x])

Then it is possible to verify, using exactly the same argument of the pre-
vious case, that

(Y, plF/a),r) € T;
Moreover, since « is uniform

s(x;) = §'(x;) for all 7, € V = F(s) = F(5)

as required.

Conversely, suppose that there exists a « such that, for all ¢’,
P(Hypya)(¥),0'9") = 7
where F is such that
s(x;) = §'(x;) for all x; € V = F(s) = F(s')

Then, as in the previous case, let the behavioral strategy v for H,(3z\Vv)
be defined as follows:

(1 B2\VY, 8)) (¢, s[m/z]) = F(s)(m);
Yirr((F2\VY, 5), (¥, s[m/a]),...) = vi((¥, slm/a]),...)
For the same argument used for the non-backslashed existential quantifier.

Then,
P(H,(3z\V);057) > 7

and it only remains to verify that v is uniform.
Indeed, let (p1...p;) and (p}...p}) be two partial plays of H,(3z\V)

in which Player II follows v, p; and p} are of the form (32\V’6,s) and
(32\V'0, s) for the same instance of this subformula, and

s(x;) = s'(x;) for all z € V'

Then
Y(p1---pi) =Py - P)
Indeed,
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e If i = 1, the current subformula is 3x\V, and
s(zi) = ' () for all z; € V
Then F(s) = F(s'), and therefore
(M (EL\VE, ) (8, s[m/a]) = (32 (Fa\Vep, ")) (&, s[m/a])

for all m € M, as required.

o If i > 1 and (p1...p:), (P} ...p}) are as above, then (ps...p;) and
(P .. p7) are plays of H,p/z (1) in which Player IT follows 7/, and
since 4/ is uniform the deslred result holds.

6. Suppose that there exists a behavioral strategy ~ for Player IT such that,
for all behavioral strategies 0 for Player I,

P(H,(Ya); Bi7) =7
Now, let F' be any function
F: {s:dom(s) = dom(u)} — D(M)
and let 3" be any strategy of Player I for H,z/,1(1).
Then, let the strategy 8 for H,(Vz) be defined as

(Br(Vayp, 8)) (0, slm/x]) = (F(s))(m);
Biv1((Vap, s) (¢, s[m/z]),...) = Bi((¥, s[m/x])...).

By hypothesis,
P(H,(Yz); Bi7) =7
Therefore, if one defines the strategy +' for Player IT in H,,[z/,)(¢) as

YW, s[m/x])..) = vipa (Yo, s) (¥, s[m/a]) ..)

then

r < P(H,(Vay); 6;7) = Zu H,(Yai); B5v) =
= u(s) Y _(F(8)(m)P(Hypja) (); B'57") = P(Hpur/a)(¥); 8'57)
and therefore (¢, u[F/x],r) € T, as required.

Conversely, suppose that for all F' : {s : dom(s) = dom(u)} — D(M) as
above there exists a strategy 7% such that

P(H 50 (0); 85595) = 7
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for all behavioral strategies 3 of Player I.

Then, let 8 be any behavioral strategy of Player I in H,(Vx1), and let F
be defined by

(F(s))(m) = (Br(Vae), 5)) (¢, s[m/x])
Moreover, let 3% be the strategy such that
BE (@, s[m/x]) ...) = Bira (Yo, 5) (0, s[m/x]) ...)
And let v be defined by
Yirr (Y, s) (4, slm/z)) ...) =+ (@, slm/a])...)
Then,

P(H,(Yay); 5 7) Zu Hy(Yay); By) =
= u(s) D> _(F(s) (m)P(Hs[m/M);ﬁFwF)=P(HM[F/I}(w>;ﬁFwF>zr

In conclusion,
VAIVP(Hu(Va); B;y) = v

and, by the corollary of the Minimax Theorem, this implies that (Vay; p;r) €
T, as required.

. Let v be such that, for all uniform behavioral strategies G for Player I,
P(H,(Va\V); Biy) = v
and let F: {s: dom(s) = dom(u)} — D(M) be such that

s(x;) = §'(x;) for all 7, € V = F(s) = F(5)

Then, for every uniform behavioral strategy 3 for Player I in H (g /4 (1)),
let B be defined as

(Br(Va\V, 5)) (4, s[m/z]) = (F(s))(m);
Bixr (V2\VY, 5)(¥, s[m/a]) ...) = B'((¢, s[m/z])...)

This 3 is uniform, since 3’ is uniform and since
s(xi) = &' (2;) for all w; € V = F(s) = F(s') = B (Va\V, 5) = B (Va\V, §)
Therefore, P(H,(Yx\V1)); 3;) > r; but then, the 4/ defined by

V(¥ sm/z])...) = i (V2\V, 8) (9, s[m/a]) . ..)

19



is such that
VB, P(Hup/a(¥); B57) > 7

as required.

Conversely, suppose that for all £ which satisfy the dependence condition
there exists a v such that

VB, P(Hyrya)(¥): B539) 2 7

Then, let 8 be any uniform behavioural strategy for H,(Vz\V), and as
usual let F' be given by

(£(s))(m) = (B1(Vz\V¥, 5)) (¢, s[m/z])
Since # must be uniform,
s(x;) = 8'(x;) for all z; € V = B1(V2\V1), 8) = B1(Va\Vp, s') = F(s) = F(s)

Therefore, F' satisfies the dependence requirement, and if ¥ is the re-
striction of 3 to the subgame H (1)), as in the case of the non-backslashed
universal quantifier,

P(H/L[F/m] (¢)55F57F) >
But then, for the v defined by

Vit (Va\V, 8) (¥, s[m/z]) ...) =+ (@, s[m/a]) ...)
it holds that
P(H,(Y2\VY); Bi7) = 7
Thus,
VIV P(H,(Va\VY); B;7) = 7
and therefore, by the Minimax Theorem,
IWBP(H(Ya\Vp); B5y) =7
as required.
8. By the Minimax Theorem’s corollary,
(~¢, p,r) € T iff
iff IWoPrr(H,(~¢);0;7) > r, iff
iff VT Pr(H(¢); B;7) > r, iff
iff 3BV Prr(H,(4); 8;7) <1 —r, iff
iff Vy3oPrr(H,(¢);057v) <1—r, iff
iff ~IVWVEPi(H,(p);05v) > 1 —r, iff
iff ((pyp,7") €T =1"<1-r)

as required.
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Given the definition of value, it is easy to see that

V}l (¢) = sup{?“ : (¢7 Hy ’I") € T}
Thus, by the about results about 7', V satisfies the following properties:
Corollary 2

1. If ¢ is a literal,
Vile) = > uls);

sEro¢

2. If =1 V0,

Vi@V 0) = sup{pVe, (¥) + (1 = p)Ve, (0) : p&1 + (1 — p)&2 = p};
3. Ifp=1p A0,

V(@ A 0) = inf{pVe, (V) + (1 = p)Ve, (0) : p&1 + (1 — p)éo =
4. If ¢ = Jay,

V.(3xy) = sup Vit 2 (¥);
5. If ¢ = Fa\{a1 ... 2 1),
Vu(Fe\{z1 ... ax }0) = sup{V(p/q) () : F' depends only on xy,. .. xy};

Vi (Vo)) = inf Vi /o) (¥);

7. If ¢ =Va\{z1 ... 21},
Vi(Va\{z1 ... 2p}) = inf{V, /4 (1) : F depends only on x1, ...z}

8 Vu(~¢) =1—=Vu(9).
Proof:

1. Obvious.
2. We have that
sup{r: (Y VO,ur)eT}=
=sup{pr1 + (L =p)ra : p=p& + (1 = p)é2, (¥, §1,m1) € T,(0,82,m2) € T} =

=sup{pri + (1 —p)r2 : p = p& + (1 — p)a, 71 < Ve, (¥), 12 < Ve, (0)} =
= sup{pVe, (¥) + (1 = p)Ve, (0) : p&1 + (1 — p)&2 = p}
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3. Similarly to the previous case,

sup{r: (Y AO,pu,r)eT}t=
=sup{r: u=p& + (1 —p)la = Irira s.t. (P, &1,m) €7,
(0,&,1m2) €T,r <pri+ (1 —p)ra} =
=sup{r:p=p&+ (1 —p)&a=1<pVe (¥) + (1 —p)Ve,(0)} =
= sup{r : 7 <inf{pVe, () + (1 = p)Ve, (0) : 1 + (1 — p)&2 = u}} =
= inf{pVe, (r1) + (1 = p)Ve, (0) : p&1 + (1 — p)&2) = p}
4. For the existential quantifier,
sup{r : (Jz,p,r) €T} =
=sup{r: IF s.t. (Y,u[F/z],r) €T} =
=sup{r: 3IF s.t. r < Vyp/a(¥)} =
= sup ViuiF/a) ()

5. The case for the backslashed existential quantifier is similar to that for
the non-backslashed one, except that now F' must satisfy a dependence
condition.

6. For the universal quantifier,
sup{r: (Vzo,pu,r) € T} =
— sup{r : VF, (6, ulF/al,7) € T} =
=sup{r: VF,r < V,p/q ()} =
= nf V(2 (¢)

7. The case for the backslashed universal quantifier is exactly as that for
the non-backslashed one, except that now F' must satisfy a dependence
condition.

8. Already proved.

These results provide a compositional semantics for Probabilistic Depen-
dence Logic.

6 The range of the value function

Any finite model M induces now a function ¢ — V(¢).

In this section, it will be attempted to obtain some results about the range of
this mapping.

The following theorem was proved independently in Sevenster and Sandu (to
appear).
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Theorem 3 If the domain of M is finite and contains at least two elements,
{reR:V(¢) =r for some ¢} =QnNI0,1]

Proof:

o {reR:V(¢)=r for some ¢} DQN[0,1J:
Let » = p/q, where p < q, and let s = [log,(q)].
Then, let ¢ be the following sentence:

¢ = Elonlxl((xo 7& xl)/\
ATy 3ws)(Fy213y22 - Fyas) - (Fyg1Fyg2 - - Fyg,s)

q s q q s
(/\/\yi,k:xo\/yi,k:x1>/\ AN N Vouvir#yn]

i=1k=1 i=1j=i+1 k=1

q s
Vz21Vzy ... </\ \/ 2k 7 Yik)V
=1 k=1

V(Fwia/{z-zs}) - Gurs /{21 2s))
(Elwgl/{zl 9})(311)29/{21 9})

Fwp1/{z1...25}) ... Gups/{z1...25})
e

where Jw/{z1...2s} is the slashed quantifier of IF-logic, which requires
the choice of w to be independent from the choice of z; ...z, and can be
easily translated in terms of the usual backslashed quantifier.

Then V(¢) = p/q: indeed, the game H(¢) can be described as follows:

1. Player II selects two distinct elements xg,x1 € M,

2. Player II selects ¢ distinct strings y1, ...y, in {xo, 21}%;

3. Player I selects a string z € {y1,...yq};

4. Player II selects p strings w, ...w,, without knowing z, and wins if
and only if w; = z for some i =1...p.

Now, let v be the following strategy for Player II:

1. Select two fixed distinct elements zg and x7.

2. Select ¢ fixed distinct strings y1,...,y, € {zo, 21}%;
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3. Extract p strings w, ... w, from {y; ...y,}, with uniform probability
and without repetition - that is, w; can be each y; with probability
1/q, wa can be each remaining element with probability 1/(¢ — 1),
and so on.

Now, consider any strategy o for Player I: by definition, o selects an
element z € {y1...y4}, and Player IT wins if it is one of {wy ... w,}.
When IT uses the behavioral strategy v,
P(H(¢);0;7) = Prob(w; = z for some i) =
= Prob(w; = z) + Prob(w; # 2z & wa =2)+ ...+
+Prob(un #z& wa# 2z & ... &wp_1F# 2z & w,=2) =
=1/qg+(q-1D/q-1/(g=D)+...+(¢-1/q-(¢-2)/(¢=1)- ...
o 1/la=p+1)=p/q

Since this holds for any o,

V(p) = sgping(H(fb);o;v) >p/q

On the other hand, consider the behavioral strategy (3 for Player I which
selects the value of z among y; ...y, with uniform probability, and let 7
be any pure strategy for Player II.

Then, 7 fixes, independently from I's choice of z, some values of w; ... w), €

{y1...yq}, and
P(H(¢); 8;7) = Prob(z € {wy ... wp}) = ZPmb(z =w;) =p/q

Thus,
BVTP(H(9); 8;7) < p/q

and therefore, by the Minimax Theorem,
VydoP(H(¢);058) < p/q
But then V(¢) < r and, in conclusion,
V(¢) =p/q
{r e R:V(¢)=r for some ¢} CQN[0,1]:
Since the model is finite, in H*(¢) there exists a finite set {01, 02, ...0%}

of all pure strategies for Player I, and a finite set {71, 72, ... 7} of all pure
strategies for Player II.

Now, let us consider all uniform behavioral strategies v for Player II, or,
more precisely, the corresponding distributions of pure strategies v*.
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It has already been seen that not all distributions derive from a behavioral
strategy: more precisely, if v is required to be uniform then, for all partial

plays (p1...p;) and (p} ...p}) with
pi = (F2\V, s),p}, = (3z\V1), s’) for the same instance of Ix\V;
s(z;) = §'(x;) forall z; € V

it must hold that, for all m € M,

%ilpr - p) (W, sim/a)) = > {7 () s 71 - pi) = (¥, s[m/x))} =
= {7 (@) m - ph) = (@5 Im/2))} = % . pilm/x)
Since the model is finite, there exist only finitely many possible partial

plays (p1...p;) and (p)...p;) as above, and therefore the requirement
that a vector

7 (1)

,Y*

T1

(72)
7 (7e)

corresponds to an uniform behavioral strategy v can be expressed by a

linear equation
Ayt =c

for a suitable matrix A and for a vector ¢ with rational coefficients.

Then the value V(¢) is the result of the following linear programming
problem:

maximize v, with respect to the variables (v, A1, ... A\¢),
22:1 A =1

and under the conditions Ao )\t)T e

S NP(H(G);045m) >0, forall j=1...

Ai >0, foralli=1...¢

where the tuple (A1,...A;) represents the probability distribution over
pure strategies induced by a uniform behavioral strategy ~.

In other words, the problem of calculating V' (¢) is equivalent to the prob-
lem of finding the maximum of the linear function z in a ¢+ 1-dimensional
polytope described by the above linear inequalities and equalities with ra-
tional coefficients.

It is then clear that the maximum is always reached at one of the vertices
of the polytope?; but since the linear inequalities have rational coefficients,
the coordinates of these vertices are also rational, and thus the value of

2This is also the basis of the simplex method for solving linear optimization problems.
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our target function z at this point will also be rational.

Moreover, the value function always assumes values between 0 and 1, and
this concludes the proof.

This for finite models; instead, ([5], §3.5) shows a sentence ¢ such that, for
every r € RN [0, 1] there exists an infinite model M, in which V,(¢) = .
The idea is to build ¢ so that the game H(¢) is as follows:

1. Player II chooses two points a and b on the unit circumference such that
the arc ab (obtained starting from a, and moving clockwise until b is
reached) is long exactly r/2m;

2. Player I chooses a point ¢ on the circumference, without knowing a and b;

3. Player IT wins the game if and only if ¢ lies in the arc cﬁ); otherwise, Player
I wins.

It is not difficult to write ¢ and M, explicitly, and to verify that the value of ¢
in M, is precisely r.

However, there are difficulties in extending the approach described in this work
to infinite models: since the Minimax Theorem does not hold, some clauses of
Theorem 2 fail, and moreover the very notion of game value loses much of its

interest, as von Neumann himself observes in [12].
O

7 The values of first-order formulas

Let ¢ be a first-order formula. What can one say, in general, about V,,(¢)?
The next theorem shows that, in this case, the value of ¢ is the relative size of
the biggest subteam of p which satisfies ¢:

Theorem 4

Let ¢ be a first-order formula with FV(¢) = {x1...xn}, let M be a finite
model and let p be a probabilistic team with dom(u) = FV ().

Then
VM) = > uls)
sl=FO¢

that is, the value of ¢ is the probability, under the distribution u, that a random
assignment satisfies classically ¢.

Proof:
The proof is by structural induction on ¢:

e ¢ is a literal:
In this case, the result has already been proved.
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e ¢ =1 A0: In this case,
Vi(9) = inf{pVe, () + (1 = p)Ve, (0) : p&a + (1 = p)&a = p} =
—infdp 3 @ +0-p) Y fls):ph+(1-pa—p
skErot sk=rof

For every assignment s, let \; be the fraction of the weight pu(s) which is
assigned to &7, that is,

Then, it is easy to verify that

p= Z p(s)As

and that Aopi(s)
_ Aspls
6&5)_' p )
(A= A5)u(s)
a(s) = 17_]9

Then, every decomposition of p in p&; + (1 — p)&2 is determined by the
values of the Ag; and moreover, every family of values A; € [0,1] corre-
sponds to an unique linear decomposition.

Thus,

Vi A0) =inf S > pli(s)+ D (1—pals):pli+(1—pa=pp =

sE=roy sl=rof
= inf Z Asp(s) + Z (1= Xs)p(s) : As €10,1] for all s
sk=roy sl=rof

The infimum is then obtained by letting Ay = 1 for all s such that s FEpo 9
and As = 0 for all s such that s Erpo 9 but s fEro 0; the choice of A\ for
the remaining s does not make any difference, and

Vwno) = 3 s)

sEFOYAD

as required.
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e ¢ = ¢V O: The proof is very similar to that for the conjunction: the
supremum

sup{pVg, (V) + (1 = p)Ve, (0) : p&1 + (1 = p)&o = p} =

—sup<p > L)+ (1—p) Y &ls):ipba+(1—pa=pp=

sErOY sk=rof

= sup Z Aspi(s) + Z (1 =X5)u(s): As €0,1] for all s

skErov skErob
is reached by letting A, = 1 for all s such that s EFro ¥, and A\s = 0 and

all s such that s F=po 0; as a consequence,

Vawvey = S us)

sl=rot Vo
e ¢ = Vaxi: By definition,
V) = g Vi) =g 30 ) (P
sim/zll=ro

The infimum can be reached as follows: given an assignment s, if there
exists a ¢ € M such that s[c/z] rro ¥, let F satisfy

1 ifm=c¢
F(s)(m) = { 0 otherwise.

If instead s[c/x] satisfies ¢ for all ¢, the choice of the distribution F(s)
has no importance, since ) ., u(s) - F'(s)(m) = pu(s). In conclusion,

Va(ag) = 37 pls)
sl=roVay
as required.

e ¢ = dxi: The proof is as for the universal quantifier: we have that

Vu(B29) = sup Ve () = sup Y. uls)- F(s)(m)

sim/x]l=rod

The supremum is reached as follows: for every s, if there exists a ¢ € M
such that s[c/x] Ero v then let

1 ifm=c;
F(s)(m) = { 0 otherwise.

If this is not the case, the choice of F'(s;) is again of no consequence, and

V@)= Y uls)

sl=ro3xy
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o ¢ =~1): As the law of the excluded middle holds in first-order logic,
Vv ) =1=Va@) =1= 37 pls) = > wls)
sEroY sErFo—Y

This concludes the proof.

8 The value of dependence atomic formulas

In this section, dependence atomic formulas =(¢; . .. t,), meaning “The value of
t,, is determined by the values of ¢; ...t,—1”, will be taken in exam.
These formulas, as said before, can be defined as

=ty ... tn) =31 Y1 CGyn\{t1 ... tn}) /\(y =)

Then, the next theorem shows that the value of dependence formulas is the
relative size of the biggest subteam of the probabilistic team g which satisfies
the dependency relation:

Theorem 5

where the B; are the maximal sets of assignments which satisfy the dependence
condition, that is,

5,8 € Bi,ti(s) =t;(s') fori=1...n—1=t,(s) = t,(s)

Proof:
By the Minimax Theorem,

V=t .. tn)) = sgp ing(HM(z(tl ctn))soy) = i%fst:p P(H,(=(t1...tn)): 6;7) =

= inf sup P(H,(3y1 - Fyn—1Gya\y1 - yn1}) N wi =ti): 8 7)

=1

An optimal pure strategy 7 for Player II in this game fixes a function f :
dom(M)"~t — dom(M): if the assignment s is extracted, it will choose the
elements s{(t1)...s{t,—1) for y1 ...yn—1, and then it will compute the value of
yn by applying the function f to these values.

The optimal behavioral strategy 8¢ for Player I is also easy to find out, as
the only choice of Player I in this game is which one of the conjuncts to verify:
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if for some ¢ € 1...n it holds that y; # ¢;, Player I can select the corresponding
conjunct and win, and otherwise Player IT wins.
Thus,

Vi(=(t1...tn)) =sup > pls)

where
B(f) ={s: f(s{t1),...s{tn-1)) = s{tn)}

In order to prove the desired result, it then suffices to verify that for every choice
of f the set B(f) is contained in one of the maximal sets B; and that each B;
can be written as B(f) for some f.

This is trivial: as every B(f) satisfies the dependency condition, it is con-
tained in some B;. Moreover, since every B; satisfies the dependency condition,
it is possible to define a function f; as

A  s(tn) if 3s € B; s.t. s{t;)) =a;,i=1...n—1;
filar...an_1) = { some fixed ag  otherwise.

By definition, B; € B(f;); but B; is maximal, and therefore B; = B(f;), as
required.
O

9 Approximate Functional Dependency in Database The-
ory

The concept of functional dependency is also one of the main tools of Database
Theory [4], and its definition corresponds exactly to Vadnénen’s interpretation
of the dependence atomic formulas:

Definition 10
Given a relation v C Ay X ... X Ay, and two attribute sets X, Y C {A;,... Ax},
it is said that Y is functionally dependent from X if and only if, for all the
tuples u,v € r,

mi(u) =mi(v) VA; € X = 7j(u) =7mj(v) VA; €Y
where m;(u) is the i-th element of the tuple u.
In this case, one can write that
reEpr X =Y

This dependency relation satisfies Armstrong’s Azioms:

Axiom of reflexivity: If X DY, then, for all r, r =pr X — Y,
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Axiom of augmentation: If r =ppr X — Y then, forall Z, r Epr XUZ —
Y U Z;

Axiom of transitivity: If r Epr X — Y and r =pr Y — X then r Epr
X — Z.

which are also known to be complete, in the sense that, given a set F of depen-
dency conditions, the condition X — Y is derivable from F if and only if every
relation which satisfies all dependencies in F satisfies X — Y.

Some measures of Approximate Functional Dependency have been intro-
duced, one of the most commonly used ones being the g3 measure of Kivinen
and Mannila ([9], [11], [8]):

Definition 11 (g3 measure)

Let X — Y be a functional dependency, and let r be a relation over the attribute
set R.

Then G3(X — Y,r) is the minimum number of tuples that one must remove
from r in order to obtain a relation s satisfying X — Y, that is,

G3(X = Y,r)=|r| —max{|r'| : 7' Cr,r' Epr X - Y}
Then, the g3 measure is defined as
93(X =Y r)=Gs3(X = Y,r)/|r|

This definition is quite similar to the semantics of our dependence operator.
This intuition is formalized by the next theorem:

Theorem 6 Letr be a relation over A1 X...x Ay, and let p be the corresponding
probabilistic team over {x1...x,} that is,

1u(s) = { el if (s(x1), ..., s(xn)) €13

0 otherwise.
Then, for all functional dependencies of the form

{Ail e 'Aiq—l} - {Aq}
it holds that

93({Aiy - Ai } = {Ag) ) = 1= Vu(=(Tiy, ... 24,))

Proof:
As it is known,

V(=i oi,)) = max 3 jals)

se€B;

where {B1, Ba,... By} are all maximal sets of assignments which satisfy the
dependency condition =(z;,,...x;,).
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Therefore,

Viu(=(@i, - w3,)) = max > uls) =

sEB;
= rr}lga;xZ{l/|r| :s € Bj,(s(x1),...s(xn)) €r} =
=1/r| HE:XHS € Bj,(s(z1),...s(zn)) €T} =
=1/|r|max{|r’| : 7 Cr,s Epr {A1... Ag—1} — {A44}}

where the last equivalence follows from the fact that every subset of r satisfying
the dependence condition corresponds to a subset of some B;.

In conclusion,
V(=i o @i,)) =1 —g3({Ai, .- Aiy } = {Ai, }7)

as required.
O

10 Further work
a) Dynamic Dependence Logic

In this work, the atomic dependence formulas =(¢; .. .t,) have been interpreted
as shorthands for the corresponding DF-Logic formulas.
Because of this, it is obvious that

V=t tn)) = Va1 - yn 1 Gun\w1 - 1)) \ (Wi = 1))

2

in all finite models M and for all probabilistic teams .

However, although in the non-probabilistic framework it is true that

Bz \{z1 ... 2p1 Y = Fzp(=(z1 ... 20) AY)

this equivalence, in general, does not carry over to probabilistic dependence
logic - for example, in [5] it is shown that, for some team p,

Vi(@E\{D (=) Az = 2)) < Vu@Gz(=(2)A =(y) Az = 2))

The problem lies in the fact that the value of the conjunction of two depen-
dence atomic formulas is not, in general, the measure of the biggest subteam of
u satisfying both of them, since the interpretation of 1 A 8 is “Player I decides
whether to verify ¢ or 6” rather than “Player I verifies ¢; if it turns out to be
true, he verifies 6 too”.
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Introducing this new kind of conjunction, which semantically seems to cor-
respond to the sequential conjunction of [1], would not increase the expressive
power of the logic, but would allow us to recover the above equivalence and, more
importantly, to express complex patterns of dependence and independence in
terms of conjunctions atomic dependence formulas.

The last part of [5] sketches (although with a minor mistake, for which a
solution has already been found) how to adapt the machinery described in this
article to the resulting “Dynamic Probabilistic Dependence Logic”, and further
investigation on this matter is underway.

b) (Probabilistic) Dependence Logic and Database Theory

The link between Dependence Logic and Database Theory runs certainly deeper
than what was hinted to in this article.

For example, one of the problems in database theory and data mining is
the search, given a relation r, of a minimal set of dependence relations which
entail all functional dependencies occurring in r - in effect, Kivinen and Mannila
introduced their measures of approximate functional dependency as a tool for
searching efficiently such minimal sets [9)].

This and similar questions could, in the author’s opinion, benefit from a thor-
ough investigation on the model theory of Dependence Logic and Probabilistic
Dependence Logic.

c) Infinite models

One of the main drawbacks of the analysis described in this work is that it only
holds for finite models.

As the Minimax Theorem seems to be an essential requisite of our adaptation of
Hodges’ semantics, there is little hope to transfer these results to general infinite
models; however, it may be worthwhile to attempt to define “well-behaved”
classes of infinite models, possibly by considering limits of directed chains of
finite models.
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