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Where the advice o comes from?

v~ signatures of Walukiewicz + iterative normalisation
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Picture of Agrg > Adet
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[EXPTIME algorithm from (Henzinger, Piterman ['06])]

Proposition

For parity automata at least as hard as solving parity games

Proposition

NP algorithm for Biichi automata

Theorem

PTIME algorithm for co-Biichi automata

Question

What about (1, 3)-parity automata?
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On the way:
game theoretic arguments,
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