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Suppression of Hunting Phenomenon with Self Fulfilling Persuasion

Tatsuya Iwase, Yukihiro Tadokoro, Daisuke Fukuda

Incomplete information on traffic may cause inefficient traffic than Wardrop’s equilibrium in reality.
Traditional traffic information systems, such as VICS, sometimes induce unwanted hunting phenomenon.
In this paper, we simplified influence of information on traffic as game theoretic models and revealed the
conditions of suppressing hunting phenomenon and traffic congestion simultaneously.



