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Effect of errors on social efficiency in minority games
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We analyze a variation of the minority game in which agents make an perception error(PE) with some probability
ppe. The agent who made an PE knows incorrect win side. We find that the social efficiency in the population of
long memory length agents is maximized when ppr = 0 while, on the other hand, that of short memory length is
maximized at the limit ppg — 0 — when agents almost but not perfectly don’t make an PE.
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