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Abstract—We formulate the wireless security problem as an
indirect reciprocity game, and propose a security mechanism
that applies the indirect reciprocity principle to suppress attacks
in wireless networks. In this system, a large number of nodes
cooperate to reject the network access requests from attackers
during the punishment periods. If the punishment time is so long
that the cost due to the loss of network services exceeds the illegal
security gains of the attack, rational nodes do not have incentive
to attack, and hence our system can reduce the attacking prob-
ability in the network. We develop a social norm and reputation
updating process to build such an indirect reciprocity mechanism
for the network. We evaluate the evolutionarily stable strategy
(ESS) in the game, and provide the optimal action strategy and its
corresponding stationary reputation distribution. Our system is
robust against collusion attacks, and can signi�cantly reduce the
attacking rate for a wide range of attacks. Simulation results
show that our system has much better security performance
than the direct reciprocity mechanism, especially in the large-
scale wireless network with terminal mobility. Our system can
be applied to many wireless networks including cognitive radio
networks to improve their security performance.

I. INTRODUCTION

With the development of cognitive radios, users are gaining
autonomous and control in their radio transmissions, and
hence obtain more power and freedom to attack the networks.
Current wireless networks are threatened by a wide range of
attacks, such as jamming, spoo�ng, Sybil attacks, and many
relay-related attacks [1]–[3]. Attackers obtain illegal security
advantages if not being caught and punished. Extensive works
have been done to investigate their impacts on the network
performance, and many detection and localization algorithms
have been proposed to identify the attackers. Although most
existing works assume that attackers do not concern their
throughput performance, in practice, network access is highly
desirable for most users, including many potential attackers.
Therefore, we exploit the requests for network service to
decrease the attacking rate in wireless networks.

With the trust modelling and evaluation method proposed
in [4], the trust/reciprocity mechanism is a powerful tool to
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improve the security and stimulate cooperations in wireless
networks [1], [2], [5]–[7]. These works apply the direct
reciprocity principle, whose main idea is “I help you because
you helped me” [8]. More speci�cally, each node chooses its
actions according to the past interactions with the opponents,
and is more likely to decline the requests from those who have
ever hurt it. However, in a large-scale network with terminal
mobility, many nodes have a small chance to meet their
opponents before, and hence only have limited or outdated
knowledge on their past actions. In such a case, attackers have
small chance to meet their victims again and to be punished
by them, and hence nodes have incentive to take risks to attack
the network.

This problem can be addressed by the use of the indirect
reciprocity principle, �rst developed in social science and
evolutionary biology. The main idea is “I help you and
somebody else helps me” [8]. The indirect reciprocity game
is promising to stimulate cooperation in cognitive networks
[9], and can be used to improve the Sybil-resistance for the
accounting of peer contributions in peer-to-peer networks [10].

In this paper, we formulate an indirect reciprocity security
game, and propose a security system to counteract a wide
range of attacks in wireless networks, including jamming,
spoo�ng, Sybil, collusion attacks, relay-related attacks such
as the packet dropping attacks, and many others. The rep-
utation propagation mechanism in the indirect reciprocity
system allows attackers to be known and punished by a
larger population of nodes in the network. Compared with
the direct reciprocity system, our system provides stronger
security protection, especially for the large-scale networks
with node mobility.

We assume that multiple transmissions can take place at
the same time in a large-scale network without interfering
with each other. In each transmission period, the intended
receiver and other observing nodes evaluate the behavior of
each node in this area, reduce the reputations of the attackers,
and propagate the new reputations to the whole network
through the gossip channels. More speci�cally, we build a
public social norm and reputation updating process to assign to
the attackers low (bad) reputations, due to which most nodes
reject their requests for network service over a long time. We
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Fig. 1. A communication topology in the game formulation, including
a transmitter called Player B, an intended receiver, and n nodes in the
communication region, called Type-A players (including Player 1 to Player
n), with some Type-A players selected to relay.

can assign different values of reputation to the attackers and
punish them in different manners, according to their impacts
on the network performance. The system is designed to make
the cost to each attacker in the punishment duration exceed
its illegal security gain of attacks. Thus rational nodes in the
network are stimulated to deviate from the attacking behavior
for their own interests. Our system is promising to improve
the security performance of many wireless networks including
cognitive radio networks.

The remainder of the paper is organized as follows. In
Section II we present the network model and game model.
In Section III, we describe our security system for wireless
networks based on indirect reciprocity. We then analyze its
performance in Section IV, and show the simulation results in
Section V. Finally, we conclude in Section VI.

II. SYSTEM MODEL

We consider a homogenous wireless network, consisting of
N randomly located nodes. Each node leaves the network
with probability 1 − δ and (re)enters it with probability δ.
We assume that Ns out of the N nodes are allowed to
send messages to their intended receivers at the same time,
without interfering with each other. As shown in Fig. 1,
each transmission includes a transmitter called Player B, an
intended receiver, and n Type-A nodes in the area (called
Player i, with 1 ≤ i ≤ n). For simplicity of presentation, we
assume a constant n for each transmission and let Ns = Nρ,
where the transmission probability of each node, ρ, decreases
with the network geographical density. Note that our system
is not restricted to the case with �xed Ns and n.

In each transmission, Player B sends a message to the
receiver, while the latter and the observing nodes monitor
the transmission and evaluate the behavior of each Type-A
node. The transmitter can request a node to relay the message
and others to keep silence, according to the network topology,
radio channel conditions, and node reputations. The indicator
function Indi[k] denotes the decision of the relay selection
algorithm, where Indi[k] = 1, if Player i is selected to
relay at time k, and zero otherwise. In other words, to follow
the request, Player i has to relay the message at time k as
Indi[k] = 1, and keep silence as Indi[k] = 0. For simplicity,

Action ID Physical action
1 Type 1 attacks, e.g., jamming
2 Type 2 attacks, e.g., spoo�ng
· · · ...
L Type L attacks

L + 1 Decline the request by Player B
Lt(= L + 2) Follow the request by Player B

TABLE I
ACTION SET OF TYPE-A PLAYERS.

we assume perfect radio propagation in this area, i.e., the
transmission is successful if all the Type-A nodes follow the
requests from Player B.

We consider a wide range of attacks, such as jamming,
spoo�ng, Sybil attacks, deliberate packet dropping, and col-
lusion attacks. Each Type-A node can perform one of them
in each time slot. In the literature, multiple attack detection
and attacker identi�cation algorithms have been proposed for
each type of attacks. Our goal is to design a security system
that can incorporate most existing related algorithms. All the
attacks are classi�ed into L levels, according to their impacts
on the network performance and their costs to the attackers.
Without loss of generality, assume that Level-g attacks are
more dangerous to the network than Level-h attacks, if g < h.
For example, jamming can be labelled with a lower attack
level than spoo�ng. We use pD(i) to denote the probability
that Level-i attack is correctly detected and the attacker is
accurately identi�ed.

In this way, each transmission process is formulated into
one round of the indirect reciprocity game with n+1 players:
Player B, and Player 1 to Player n. Player B sends a message
and selects a subset of the Type-A nodes as its relay. The
actions of Player i at time k is denoted with Ai[k], with 1 ≤
i ≤ n. As shown in Table I, its action set has Lt(= L + 2)
actions, i.e., Ai[k] ∈ {1, 2, · · · , Lt}, where the element j ∈
[1, L] represents Level-j attacks. The node follows Player B’s
request as Ai[k] = Lt, and declines it when Ai[k] = L + 1.

Note that each action in Table I can correspond to different
communication states of a node, based on whether it is
selected as a relay. For example, the action that Player i
stops transmission corresponds to Ai[k] = Lt, for a non-relay
node with Indi[k] = 0; while the same communication state
becomes Ai[k] = L + 1, as Indi[k] = 1. Similarly, the payoff
of an action to Player i also depends on Indi. For example, the
action Ai[k] = Lt costs Player i more energy as Indi[k] = 1,
compared with the non-relay case.

Let CIndi
[j] (or G[j]) denote the instant payoff of the action

Ai[k] = j to Player i (or Player B), with 1 ≤ j ≤ Lt

and 1 ≤ i ≤ n, ignoring the actions of the other Type-A
nodes. A positive payoff value indicates that the node actually
gains from its action, while a negative value represents a loss.
Due to the efforts to attack the network or to decline the
request, a rational node never chooses them unless receiving
non-negative payoffs, and hence CInd[j] ≥ 0 for j < Lt.
In such a case, Player B does not bene�t due to the security
or throughput loss, indicating G[j] ≤ 0 for j < Lt. For the
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N Number of nodes in the network
n Number of Type-A players in a transmission

Ns Number of transmitters at each time
Lt Size of the action set
L Number of attack levels

Q = [Qi,j ]Lt×Lt Social norm
pl = [p1, · · · , pLt ]

T Reputation vector of Player l
a∗ Optimal action strategy
Λ Forgetting factor vector
Φ Reputation propagation matrix

p∗ = [p∗1, · · · , p∗Lt
]T Stationary reputation distribution

pD Prob. to successfully identify an attacker
CInd[i] Payoff of action i to Player A

G[i] Payoff of action i to Player B

TABLE II
SUMMARY OF SYMBOLS AND NOTATIONS.

case j = Lt, the transmission of Player B bene�ts, indicating
G[Lt] > 0. In this case, a relay node consumes transmission
energy while a non-relay node does not. Thus the cost to the
former is higher, with C1[Lt] < C0[Lt] ≤ 0.

The transmission performance of Player B actually depends
on the actions of all its n neighbors. Thus the payoff to Player
B at time k, denoted as UB [k], is a function of the actions of
all the n nodes at that time. For simplicity, we assume it as
the minimum instant payoffs due to their actions, i.e.,

UB [k] = min
i=1,··· ,n

G[Ai[k]]. (1)

That means, the transmission performance is determined by
the worst neighbor. For example, the transmission is assumed
to fail, if any node refuses to follow its request by dropping the
message as Ind = 1, or transmitting as Ind = 0. In another
example, an attacker can ruin the whole transmission even if
all the other nodes follow the requests.

Let Ui[k] denote the payoff of Ai[k] to Player i, and assume
it to be independent of Aj [k], for any j �= i. Hence we have

Ui[k] = CIndi[k][Ai[k]]. (2)

For ease of reference, the commonly used notations are
summarized in Table II.

III. A SECURITY SYSTEM BASED ON INDIRECT

RECIPROCITY

We design a security system that applies the indirect reci-
procity principle to reduce the attacker population in wireless
networks. This system maintains a reputation mechanism,
where each node obtains a reputation vector according to its
past and current actions. Each time slot consists of the message
transmission stage and the performance evaluation stage. In the
second stage, the reputation of each Type-A player is updated
and broadcast to the other nodes via the gossip channels. The
network determines whether to accept its future transmission
requests based on its reputation. In general, the reputation of a
node decreases, if it attacks the network or declines the request
from a transmitter with a good reputation. In order to punish
attackers, the reputation of the node decreases, if it helping a
node with a bad reputation. Its reputation improves in other
cases.

We design a reputation updating process to compute the
reputation vector for each node, based on its last reputation
and the instant reputation resulting from its current action.
The forgetting factor is used to weight the last reputation in
the calculation, and is related to the instant reputation. In this
system, attackers are not only rejected by their direct victims,
but also by most other nodes in the network during a long
time. The punishment period is determined by the forgetting
factors. The nodes are forgiven and regains the network access,
if following the network social norm during the punishment
period.

We use a reputation set R = {1, · · · , Lt}. Nodes are
encouraged to help the transmitters with higher reputation
values. Denote the reputation vector assigned to Player i as
pi = [p1, p2, · · · , pLt

]T , whose l-th element can be approx-
imately viewed as its probability to have a scalar reputation
l. We have 0 ≤ pl ≤ 1 and

∑
l pl = 1. Actually, Player i

also has a scaler reputation for given time slot, j ∈ [1, Lt], as
a realization of an integer random variable whose probability
mass function (PMF) is pi. In general, Player i is more likely
to have a higher scaler reputation, if the random variable
whose PMF is pi has a larger expectation.

During each transmission, the reputations of all Type-A
nodes are updated based on the same criterion, called social
norm. Denote the social norm as Q = [Qi,j ]Lt×Lt

, whose
element Qi,j is the instant scalar reputation assigned to the
node who takes action i ∈ {1, · · · , Lt} towards a transmitter
whose scalar reputation is j ∈ {1, · · · , Lt}.

In order to suppress attacks, the system assigns a high
reputation value to the nodes who help the good nodes and
to those who refuse to help the nodes with bad reputations.
In addition, to avoid the network performance downgrade or
collapse, the system gives a low reputation to each attacker,
even if the transmitter has a bad reputation. In this system, our
desirable action towards a transmitter with a low reputation is
to refuse its relay requests and keep silence.

Following the above principles, we build the social norm.
For the relay node (i.e., Ind = 1), the social norm is given by

Q |Ind=1=

⎡
⎢⎢⎢⎢⎣

1 1 · · · 1 1
· · · · · · · · · · · · · · ·
L L · · · L L
Lt Lt · · · Lt L + 1
1 2 · · · L + 1 Lt

⎤
⎥⎥⎥⎥⎦ . (3)

For a non-relay node, however, the action i = L+1 means that
this node and Player B transmit at the same time, and can lead
to the undesirable packet collision. Thus we assign L + 1 as
its reputation, even if Player B has a bad reputation. Similarly,
our desirable action for the non-relay nodes is always i = Lt

to avoid packet collision, and the social norm is chosen as

Q |Ind=0=

⎡
⎢⎢⎢⎢⎣

1 1 · · · 1 1
· · · · · · · · · · · · · · ·
L L · · · L L
L + 1 L + 1 · · · L + 1 L + 1
Lt L1 · · · Lt Lt

⎤
⎥⎥⎥⎥⎦ . (4)
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Without loss of generality, we assume that Player l chooses
its action at time k based on its own scalar reputation i and
Player B’s scalar reputation j, with Al[k] = ai,j , 1 ≤ l ≤ n.
As mentioned, the scalar reputations i, j ∈ {1, · · · , Lt} are

derived from pl[k] and pB [k], respectively. There are L
L2

t
t

possible action strategies for each node under all the scenarios.
Denote our desirable action strategy as a∗ = [a∗

i,j ]Lt×Lt
.

Following the same principles as the social norm, we hope
each relay node to relay for the good nodes, and drop packets
otherwise, and hence have

a∗ |Ind=1=

⎡
⎢⎢⎣

L + 1 L + 1 · · · L + 1 Lt

L + 1 L + 1 · · · L + 1 Lt

· · · · · · · · · · · · · · ·
L + 1 L + 1 · · · L + 1 Lt

⎤
⎥⎥⎦ . (5)

On the other hand, no matter what the reputation of the
transmitter has, we hope the non-relay nodes to keep silence,
i.e., to follow the request, in order to avoid packet collision.
Thus we have

a∗ |Ind=0=

⎡
⎣ Lt Lt · · · Lt

· · · · · · · · · · · ·
Lt Lt · · · Lt

⎤
⎦ . (6)

During this time slot, the reputation vectors of Player B,
the intended receiver and the nodes outside this area do not
change, with p[k+1] = p[k]. On the other hand, the observing
nodes in this area monitor the action of each Type-A player
and assign an instant reputation to it accordingly. The new
reputation of Player l, pl[k + 1] is updated, according to
both the instant reputation and the last reputation pl[k]. As
mentioned, we have derived the scale reputation, i and j, for
Player l and Player B, respectively, at time k. Based on the
public social norm and reputation updating process, all the
nodes in the network agree with the reputation of the nodes.

More speci�cally, we assign for each new node a high initial
reputation, p[0] = [0, 0, · · · , 0, 1]T . The forgetting factor Λx,
which is used to weight the last reputation vector p[k], is
a function of x, the immediate scalar reputation due to the
current action. Letting 0 < Λx < 1 for each reputation level
(x), we use the following process to update the reputation of
Player l,

pl[k + 1] = ΦΛQai,j ,j|Ind
pl[k]

+ Φ
(
1 − ΛQai,j ,j|Ind

)
eQai,j ,j|Ind

, (7)

where ex is the standard basis vector. The propagation error
matrix of reputation, Φ, includes both the detection error and
the propagation error due to imperfect gossip channels. For
simplicity, we use pDi to denote the probability for the i-th
action to be correctly identi�ed and broadcast to the network,
and model Φ as

Φ =

⎡
⎢⎢⎢⎣

pD1
1−pD1
Lt−1

1−pD1
Lt−1 · · · 1−pD1

Lt−1
1−pD2
Lt−1 pD2

1−pD2
Lt−1 · · · 1−pD2

Lt−1

· · · · · · · · · · · · · · ·
1−pDLt

Lt−1

1−pDLt

Lt−1

1−pDLt

Lt−1 · · · pDLt

⎤
⎥⎥⎥⎦ . (8)

Actually, our system is not restricted to (8), and can be easily
extended to the other models.

IV. PERFORMANCE ANALYSIS

A. Evolutionarily Stable Strategy

An evolutionarily stable strategy (ESS) cannot be invaded
by any alternative strategy that is initially rare, and the natural
selection alone is suf�cient to prevent alternative strategies
from invading [11]. To evaluate the ESS property of our
desirable action strategy, we assume the Wright-Fisher model
[11] for the action spreading, where the probability for a node
to choose a strategy is proportional to the expected payoff
to the population using that strategy. More speci�cally, the
probability for a node to choose action strategy i at time k+1,
yi[k + 1], is given by

yi[k + 1] =
yi[k]Ui[k]∑
l yl[k]Ul[k]

. (9)

B. Optimal Action & Stationary Reputation Distribution

Now we evaluate the optimal action strategy and the cor-
responding stationary reputation distribution. In a simpli�ed
scenario, Player A who has a scalar reputation i and a vector
reputation ei meets a transmitter whose vector reputation is ej

(thus its scalar reputation is j) in a time slot, and we assume
for now a �xed forgetting factor Λx = λ for any reputation x.

The optimal strategy a∗ = [a∗
i,j ]Lt×Lt

is de�ned as the
strategy that maximizes Ui,j , the long-term payoff for Player
A. Let ri,j(k) denote the probability that the scalar reputation
of Player A changes from i to k, when meeting Player B
with reputation j. Assume for simplicity that each node other
than Player B and the intended receiver is randomly and
independently selected as relay with probability ps. By (7),
following the derivation similar to that in [9], we have

ri,j = [ri,j(1), · · · , ri,j(Lt)]T

= Φ
(
λei + (1 − λ)

(
pseQai,j ,j|1 + (1 − ps)eQai,j ,j|0

))
.

(10)

As each node initiates a transmission with probability ρ,
we can write the Bellman equation of Ui,j as (11), where the
discounting factor of the future is set to be δ, the probability
for a node to stay or (re)enter the network, and the optimal
action a∗

i,j is given by

a∗
i,j = arg max

ai,j

Ui,j . (12)

We now consider the stationary reputation distribution p∗ =
[p∗1, · · · , p∗Lt

]T for a given optimal action strategy a∗. Since
p∗ does not change over time k, by (7), we have (13). Hence
the optimization of the optimal actions can be formulated as
a Markov Decision Process (MDP) and we can apply the
modi�ed value iteration algorithm in [9] and use (10)-(13)
to obtain the optimal action and the stationary reputation
distribution.
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Ui,j = max
ai,j

[
(1 − ρ)

(
psC1[ai,j|1] + (1 − ps)C0[ai,j|0] + δ

∑
k

∑
l

ri,j(k)p∗l Uk,l

)
+ ρ

(
G[a∗

j,i] + δ
∑

l

p∗l Ui,l

)]
. (11)

p∗ = Φ

⎛
⎜⎜⎝λp∗ + (1 − λ)

⎛
⎜⎜⎝ps

⎡
⎢⎢⎣

∑Lt

i=1

∑
l:Qa∗

i,l
,l|1=1 p∗i p

∗
l

· · ·∑Lt

i=1

∑
l:Qa∗

i,l
,l|1=Lt

p∗i p
∗
l

⎤
⎥⎥⎦ + (1 − ps)

⎡
⎢⎢⎣

∑Lt

i=1

∑
l:Qa∗

i,l
,l|0=1 p∗i p

∗
l

· · ·∑Lt

i=1

∑
l:Qa∗

i,l
,l|0=Lt

p∗i p
∗
l

⎤
⎥⎥⎦

⎞
⎟⎟⎠

⎞
⎟⎟⎠ . (13)

C. Security Analysis

In our system, a rational node has incentive to help good
nodes and punish attackers, in order to obtain a higher repu-
tation and hence better network services. On the other hand,
an attacker receives a bad reputation and loses its network
access during a long time. The punishment strength/duration
is adjusted by the forgetting factors in the reputation updating
process. If the punishment cost is large enough, the rational
nodes are motivated to abandon attacks.

Since collusion attacks are highly dangerous to the
reputation-based networks, we take it as an example. First,
we consider a case where several nodes collude to spread
false information on another node, in hopes of ruining its
reputation and hence its future transmission. In such a case,
the victim node can �nd its reputation loss and hence sends
alarm to initiate investigations on the colluders. We set a
very low reputation value to the colluders, and assign a small
forgetting factor to enable a longer punishment. In this way, the
reputations of the attackers signi�cantly drop, and the network
stops serving them over a very long time. Thus the colluders
cannot bene�t by this attack.

Next, we consider another case, where several nodes try to
improve each others’ reputation by reporting faked internal
cooperations. Although the gaining nodes never complain, the
system reduces the reputation of the nodes who have obtained
abnormal amounts of internal helps. Hence the incentive to
falsely promote each others’ reputations is reduced, and our
system can resist this type of collusion attacks.

V. SIMULATION RESULTS

We evaluate the performance of the proposed security
system with simulations for a simple case that views all
types of attacks as the same, i.e., L = 1. The action set is
{1, 2, 3}, representing attacks, request rejection, and to follow
the request of the transmitter, respectively. For simplicity, we
assume that all the non-relay nodes are outside the signal
coverage area of the transmitters, and hence only consider
the relay nodes in each round of the game with ps ≡ 1 and
Ind ≡ 1. The instant payoff of the actions to Player B and
Player A are given by G = [−8,−1, 10] and C = [5, 1,−0.5],
respectively. The social norm Q and the desirable action rule

a∗ are given respectively by

Q3×3 =

⎡
⎣ 1 1 1

3 3 2
1 2 3

⎤
⎦ , (14)

and

a∗ =

⎡
⎣ 2 2 3

2 2 3
2 2 3

⎤
⎦ . (15)

In the simulations, we assume N = 5000, ρ = 0.2, δ = 0.9,
and pD = 0.99 for each action, if not speci�ed otherwise.
Simulation results show that the stationary reputation distri-
bution corresponding to a∗ is x∗ = [0.0128, 0.0128, 0.9744],
as Λ = [0.5, 0.5, 0.5], indicating that most users can obtain
the best scalar reputation.

Next, we evaluate the evolutionarily stable property of
a∗, assuming that at the beginning of each process in the
simulation, 70% of the nodes choose a∗, while the other
nodes randomly select from the remaining strategies. We also
assume that the action spreading follows the Wright-Fisher
model, with the population selecting each strategy given by
(9). As comparison, we consider another security system based
on direct reciprocity, where each node chooses its actions
according to its past interaction with its opponents. As shown
in Fig. 2, the direct reciprocity-based scheme fails to work in
the networks with N = 5000 or N = 200, and the network
corrupts shortly after an eruption of attacks. The reason is
that as nodes are unlikely to meet each other again in the
large-scale network, the long-term cost to an attacker is small
compared with its illegal security gain in the direct reciprocity
game.

Fortunately, our system can address this problem and
ef�ciently suppress attacks in the large-scale network. For
example, our system reduces the attacker population from
more than 5% to less than 0.05% after 400 time slots, as in
Fig. 2 (a). It is also shown that the forgetting factor vector
Λ = [0.8, 0.6, 0.5] has a better security performance than that
of Λ = [0.5, 0.5, 0.5]. The former assigns a larger weight
to the instant bad reputation due to attacks in the reputation
updating process, and thus punishes the attackers with longer
punishment, resulting to the signi�cant drop of the attacker
population. It is also shown in Fig. 2 (b) that more than 90%
of the population chooses the desirable strategy, shortly after
the start of the process in our system. Finally, Fig. 2 (c) shows
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Fig. 2. The population evolution of our security system in a network with N
nodes, whose transmission probability ρ = 0.2, for both the direct reciprocity
system and the indirect reciprocity system, with different forgetting factor
vectors (Λ) in the reputation updating process.

that our system has a better performance in the network with a
smaller scale, where the attacking rate decreases much faster
than that in Fig. 2 (a). On the other hand, the performance
gain of our system over the system based on direct reciprocity
increases with the network size. In summary, our security
system can ef�ciently improve the security performance of
wireless networks.

VI. CONCLUSION & FUTURE WORK

We have proposed an indirect reciprocity-based security
system for wireless networks, which exploits the requirement
of network access by most users to motivate them not to attack.
We build a social norm and reputation updating process to
punish the attackers and to encourage node cooperation. We
have shown that our desirable action strategy is evolutionarily
stable, and our system can address a wide range of attacks,
including collusion attacks and many others. Simulation results
show that our system can signi�cantly suppress attacks and
is much more robust than the system based on the direct
reciprocity principle, especially in the large-scale networks
with node mobility. For example, our system can reduce the
attacking rate from more than 5% to less than 0.05% in a
network with 5000 nodes, while the system based on direct-
reciprocity collapses.

Moving forward, further investigation is needed to evaluate
the impacts of the attacking classi�cation on the security per-
formance of our system. Another interesting topic is to study
the condition for our desirable strategy to be evolutionarily
stable. Finally, we are working to thoroughly evaluate the
performance of our system under a wide range of network
scenarios against many types of attacks.

REFERENCES

[1] W. Yu and K.J.R. Liu, “Attack-resistant cooperation stimulation in
autonomous ad hoc networks,” IEEE J. Sel. Areas Commun., vol. 23,
pp. 2260–2271, Dec. 2005.

[2] W. Yu and K.J.R. Liu, “Game theoretic analysis of cooperation
stimulation and security in antonomous mobile ad hoc networks,” IEEE
Trans. Mobile Comput., pp. 459–473, May 2007.

[3] D. Djenouri, L. Khelladi, and A.N. Badache, “A survey of security
issues in mobile ad hoc and sensor networks,” IEEE Communications
Surveys and Tutorials, vol. 7, pp. 2 – 28, 2005.

[4] Y. Sun, W. Yu, Z. Han, and K.J.R. Liu, “Information theoretic framework
of trust modelling and evaluation for ad hoc networks,” IEEE J. Sel.
Areas Commun., vol. 24, pp. 305–317, Feb. 2006.

[5] N. Zhang, W. Yu, X. Fu, and S.K. Das, “Maintaining defender’s
reputation in anomaly detection against insider attacks,” IEEE Trans.
Systems, Man, and Cybernetics, vol. 40, pp. 597 – 611, June 2010.

[6] B. Niu, H.V. Zhao, and H. Jiang, “A cooperation stimulation strategy in
wireless multicast networks,” IEEE Trans. Signal Processing, vol. 59,
pp. 2355 – 2369, May 2011.

[7] E. Ayday, H. Lee, and F. Fekri, “Trust management and adversary
detection for delay tolerant networks,” in Proc. IEEE Military Comm.
Conf., 2010.

[8] M. Nowak and K. Sigmund, “Evolution of indirect reciprocity,” Nature,
vol. 437, pp. 1291–1298, Oct. 2005.

[9] Y. Chen and K.J.R. Liu, “Indirect reciprocity game modelling for
cooperation stimulation in cognitive networks,” IEEE Trans. Comm.,
vol. 59, pp. 159–168, Jan. 2011.

[10] R. Landa, D. Grif�n, R. Clegg, E. Mykoniati, and M. Rio, “A sybilproof
indirect reciprociy mechansim for peer-to-peer networks,” in Proc. IEEE
INFOCOM, 2009, pp. 343–351.

[11] R. Fisher, The Genetical Theory of Natural Selection, Cambridge
University Press, 1930.

933



<<
  /ASCII85EncodePages false
  /AllowTransparency false
  /AutoPositionEPSFiles false
  /AutoRotatePages /None
  /Binding /Left
  /CalGrayProfile (Gray Gamma 2.2)
  /CalRGBProfile (sRGB IEC61966-2.1)
  /CalCMYKProfile (U.S. Web Coated \050SWOP\051 v2)
  /sRGBProfile (sRGB IEC61966-2.1)
  /CannotEmbedFontPolicy /Warning
  /CompatibilityLevel 1.4
  /CompressObjects /Off
  /CompressPages true
  /ConvertImagesToIndexed true
  /PassThroughJPEGImages true
  /CreateJobTicket false
  /DefaultRenderingIntent /Default
  /DetectBlends true
  /DetectCurves 0.0000
  /ColorConversionStrategy /LeaveColorUnchanged
  /DoThumbnails false
  /EmbedAllFonts true
  /EmbedOpenType false
  /ParseICCProfilesInComments true
  /EmbedJobOptions true
  /DSCReportingLevel 0
  /EmitDSCWarnings false
  /EndPage -1
  /ImageMemory 1048576
  /LockDistillerParams true
  /MaxSubsetPct 1
  /Optimize false
  /OPM 0
  /ParseDSCComments false
  /ParseDSCCommentsForDocInfo false
  /PreserveCopyPage true
  /PreserveDICMYKValues true
  /PreserveEPSInfo false
  /PreserveFlatness true
  /PreserveHalftoneInfo true
  /PreserveOPIComments false
  /PreserveOverprintSettings true
  /StartPage 1
  /SubsetFonts false
  /TransferFunctionInfo /Remove
  /UCRandBGInfo /Preserve
  /UsePrologue false
  /ColorSettingsFile ()
  /AlwaysEmbed [ true
    /Arial-Black
    /Arial-BoldItalicMT
    /Arial-BoldMT
    /Arial-ItalicMT
    /ArialMT
    /ArialNarrow
    /ArialNarrow-Bold
    /ArialNarrow-BoldItalic
    /ArialNarrow-Italic
    /ArialUnicodeMS
    /BookAntiqua
    /BookAntiqua-Bold
    /BookAntiqua-BoldItalic
    /BookAntiqua-Italic
    /BookmanOldStyle
    /BookmanOldStyle-Bold
    /BookmanOldStyle-BoldItalic
    /BookmanOldStyle-Italic
    /BookshelfSymbolSeven
    /Century
    /CenturyGothic
    /CenturyGothic-Bold
    /CenturyGothic-BoldItalic
    /CenturyGothic-Italic
    /CenturySchoolbook
    /CenturySchoolbook-Bold
    /CenturySchoolbook-BoldItalic
    /CenturySchoolbook-Italic
    /ComicSansMS
    /ComicSansMS-Bold
    /CourierNewPS-BoldItalicMT
    /CourierNewPS-BoldMT
    /CourierNewPS-ItalicMT
    /CourierNewPSMT
    /EstrangeloEdessa
    /FranklinGothic-Medium
    /FranklinGothic-MediumItalic
    /Garamond
    /Garamond-Bold
    /Garamond-Italic
    /Gautami
    /Georgia
    /Georgia-Bold
    /Georgia-BoldItalic
    /Georgia-Italic
    /Haettenschweiler
    /Impact
    /Kartika
    /Latha
    /LetterGothicMT
    /LetterGothicMT-Bold
    /LetterGothicMT-BoldOblique
    /LetterGothicMT-Oblique
    /LucidaConsole
    /LucidaSans
    /LucidaSans-Demi
    /LucidaSans-DemiItalic
    /LucidaSans-Italic
    /LucidaSansUnicode
    /Mangal-Regular
    /MicrosoftSansSerif
    /MonotypeCorsiva
    /MSReferenceSansSerif
    /MSReferenceSpecialty
    /MVBoli
    /PalatinoLinotype-Bold
    /PalatinoLinotype-BoldItalic
    /PalatinoLinotype-Italic
    /PalatinoLinotype-Roman
    /Raavi
    /SABAEN44
    /SAKURAalp
    /Shruti
    /SimSun
    /STSong
    /Sylfaen
    /SymbolMT
    /Tahoma
    /Tahoma-Bold
    /TimesNewRomanMT-ExtraBold
    /TimesNewRomanPS-BoldItalicMT
    /TimesNewRomanPS-BoldMT
    /TimesNewRomanPS-ItalicMT
    /TimesNewRomanPSMT
    /Trebuchet-BoldItalic
    /TrebuchetMS
    /TrebuchetMS-Bold
    /TrebuchetMS-Italic
    /Tunga-Regular
    /Verdana
    /Verdana-Bold
    /Verdana-BoldItalic
    /Verdana-Italic
    /Vrinda
    /Webdings
    /Wingdings2
    /Wingdings3
    /Wingdings-Regular
    /ZWAdobeF
  ]
  /NeverEmbed [ true
  ]
  /AntiAliasColorImages false
  /CropColorImages true
  /ColorImageMinResolution 200
  /ColorImageMinResolutionPolicy /OK
  /DownsampleColorImages true
  /ColorImageDownsampleType /Bicubic
  /ColorImageResolution 300
  /ColorImageDepth -1
  /ColorImageMinDownsampleDepth 1
  /ColorImageDownsampleThreshold 1.50000
  /EncodeColorImages true
  /ColorImageFilter /DCTEncode
  /AutoFilterColorImages false
  /ColorImageAutoFilterStrategy /JPEG
  /ColorACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /ColorImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000ColorACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000ColorImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasGrayImages false
  /CropGrayImages true
  /GrayImageMinResolution 200
  /GrayImageMinResolutionPolicy /OK
  /DownsampleGrayImages true
  /GrayImageDownsampleType /Bicubic
  /GrayImageResolution 300
  /GrayImageDepth -1
  /GrayImageMinDownsampleDepth 2
  /GrayImageDownsampleThreshold 1.50000
  /EncodeGrayImages true
  /GrayImageFilter /DCTEncode
  /AutoFilterGrayImages false
  /GrayImageAutoFilterStrategy /JPEG
  /GrayACSImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /GrayImageDict <<
    /QFactor 0.76
    /HSamples [2 1 1 2] /VSamples [2 1 1 2]
  >>
  /JPEG2000GrayACSImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /JPEG2000GrayImageDict <<
    /TileWidth 256
    /TileHeight 256
    /Quality 15
  >>
  /AntiAliasMonoImages false
  /CropMonoImages true
  /MonoImageMinResolution 400
  /MonoImageMinResolutionPolicy /OK
  /DownsampleMonoImages true
  /MonoImageDownsampleType /Bicubic
  /MonoImageResolution 600
  /MonoImageDepth -1
  /MonoImageDownsampleThreshold 1.50000
  /EncodeMonoImages true
  /MonoImageFilter /CCITTFaxEncode
  /MonoImageDict <<
    /K -1
  >>
  /AllowPSXObjects false
  /CheckCompliance [
    /None
  ]
  /PDFX1aCheck false
  /PDFX3Check false
  /PDFXCompliantPDFOnly false
  /PDFXNoTrimBoxError true
  /PDFXTrimBoxToMediaBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXSetBleedBoxToMediaBox true
  /PDFXBleedBoxToTrimBoxOffset [
    0.00000
    0.00000
    0.00000
    0.00000
  ]
  /PDFXOutputIntentProfile (None)
  /PDFXOutputConditionIdentifier ()
  /PDFXOutputCondition ()
  /PDFXRegistryName ()
  /PDFXTrapped /False

  /CreateJDFFile false
  /Description <<
    /CHS <FEFF4f7f75288fd94e9b8bbe5b9a521b5efa7684002000410064006f006200650020005000440046002065876863900275284e8e55464e1a65876863768467e5770b548c62535370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c676562535f00521b5efa768400200050004400460020658768633002>
    /CHT <FEFF4f7f752890194e9b8a2d7f6e5efa7acb7684002000410064006f006200650020005000440046002065874ef69069752865bc666e901a554652d965874ef6768467e5770b548c52175370300260a853ef4ee54f7f75280020004100630072006f0062006100740020548c002000410064006f00620065002000520065006100640065007200200035002e003000204ee553ca66f49ad87248672c4f86958b555f5df25efa7acb76840020005000440046002065874ef63002>
    /DAN <>
    /DEU <>
    /ESP <>
    /FRA <>
    /ITA (Utilizzare queste impostazioni per creare documenti Adobe PDF adatti per visualizzare e stampare documenti aziendali in modo affidabile. I documenti PDF creati possono essere aperti con Acrobat e Adobe Reader 5.0 e versioni successive.)
    /JPN <>
    /KOR <FEFFc7740020c124c815c7440020c0acc6a9d558c5ec0020be44c988b2c8c2a40020bb38c11cb97c0020c548c815c801c73cb85c0020bcf4ace00020c778c1c4d558b2940020b3700020ac00c7a50020c801d569d55c002000410064006f0062006500200050004400460020bb38c11cb97c0020c791c131d569b2c8b2e4002e0020c774b807ac8c0020c791c131b41c00200050004400460020bb38c11cb2940020004100630072006f0062006100740020bc0f002000410064006f00620065002000520065006100640065007200200035002e00300020c774c0c1c5d0c11c0020c5f40020c2180020c788c2b5b2c8b2e4002e>
    /NLD (Gebruik deze instellingen om Adobe PDF-documenten te maken waarmee zakelijke documenten betrouwbaar kunnen worden weergegeven en afgedrukt. De gemaakte PDF-documenten kunnen worden geopend met Acrobat en Adobe Reader 5.0 en hoger.)
    /NOR <>
    /PTB <>
    /SUO <>
    /SVE <>
    /ENU (Use these settings to create PDFs that match the "Required"  settings for PDF Specification 4.01)
  >>
>> setdistillerparams
<<
  /HWResolution [600 600]
  /PageSize [612.000 792.000]
>> setpagedevice


