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In the following, we present a complete description of the mathematical and numerical methods employed to obtain
the outcomes presented in the main body of the text. Firstly, we present a mathematical analysis of the cooperation
rate and payoff for the AoNg strategy and AdaCo strategy in the context of self-play, for arbitrary cooperation
thresholds K. Assessing a strategy’s performance through self-cooperative maintenance is crucial, particularly in the
presence of error perturbations, as it signifies the ability of a cooperative strategy to effectively sustain cooperation.
Furthermore, it is noteworthy to examine how this strategy performs against a variety of other strategies. On the
one hand, we derive the expression for the payoff in the game between any two distinct AoNk strategies. on the
other hand, We obtain the payoff of the AoNk (or AdaCo with cooperation threshold K and tolerance t) strategy
versus any of the memory-1 strategies by solving a 2K + 2 (or 2(K +t) 4+ 4)-dimensional system of linear equations.
Additionally, numerical simulations are utilized to determine the game payoffs for other strategies mentioned in the
paper. Finally, we provide a detailed description of the evolutionary dynamics within the populations described in
the main body of the paper. This description elucidates how the strategies evolve and interact with each other in
the population over time, shedding light on the dynamics and outcomes observed in the study.

1 Mathematical analysis of AoNg and AdaCo strategies for arbitrary memory

Consider an infinitely repeated social interaction in a group of N players. Players decide simultaneously each
round to cooperate (C) or defect (D). AoNk players will cooperate if all members behaved the same in the past
K rounds, otherwise, they will defect. So, K is the minimum memory length required by the strategy. AoNg
is very semnsitive to error when K is large. To improve the cooperative robustness of AONgk under long memory,
we propose the AdaCo strategy. It is reasonable to be tolerant of or ignore occasional errors when players have
cooperated for a certain number of consecutive rounds. If player behavior is uncoordinated in the current round,
instead of immediately retaliating for round K as AoNg does, AdaCo will tolerate once (continue to cooperate) if
all players have cooperated in the past ¢t rounds. t is the tolerance of the strategy, and the smaller it is, the more
tolerant it is.

Proposition 1. [AoNg vs. AoNk] Consider an infinitely repeated social dilemma in a group of N players. Let
€ > 0 represent the probability of a player making an error in any given round. Suppose all N players use the
AoNg strategy. Then, the group’s average cooperation rate is

paong =c+(1—2¢) [(1— )Y + V™. (1)

In the case of the prisoner’s dilemma with possible payoffs R, S, T, and P, the payoff for each player can be
expressed as:

7(AoNg, AoN) = {52 +(1-2) 2+ (1-¢)] K} R
—|—{(1—€)2—(1—2€) [€2+(1—6)2]K}P (2)
te(l—e)(T+8).
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Proof.  We categorize the outcomes of the past K steps into K + 1 states based on the number of latest consistent
rounds, denoted as Ag, A1, Ag, -+, Ag. A; means that all players chose the same action in the most recent ¢ rounds.
The state Ay means that the most recent round of players’ actions was inconsistent. We only focus on the last K
steps so the maximum value of i is K. z; denotes the probability that the player is in state A; in the repeated
game. Let ¢ = eV + (1 — &), then we get
T =qxi—1,0=1,2,--- aK_ 1,
TR = (4TK-1 T TK.

Since all probabilities must end up being one, so

We get
€T = (l—q)q’Lil?Z: 1727"' aK_17
TK :qK.

Now, let’s calculate the average cooperation rate of the players. By definition, in states 0 to K — 1, the player’s
cooperation rate is CY e + %Cx_lajv_l(l —&)+ -+ 0-C%(1 — €)Y and in state K to infinity, the player’s
cooperation rate is CY (1 — &)V + %C’x_l(l —e)Vle+ ... 40-0%eN. So

K-1

N-1
PAoNK = ) Ti [C%EN + SO TN T (L) 40 CR (1 - E)N}
i=0
N N, N-1 N N-1 0_N
+ag |Cy(l—¢) +TCN (I—e)"e+---+0-Cye
1— K
=1z 1_qq et+ag(l—e¢)

=+ (1-2¢) [(1—¢)V +EN]K
We use an identical approach to determine player payoffs in the prisoner’s dilemma, resulting in the equation
7(AoNg, AoNy) = {52 +(1—2) [2+ (1—e)?] K} R
+{a-e2--2)[E+0-27"} P
+e(l—¢e)(T+S).
Proposition 2. [AdaCo vs. AdaCo] Consider the same game parameters as in Proposition 1. Suppose all N

players use the AdaCo strategy with cooperation threshold K and tolerance t. The average cooperation rate of the

group is
PAdaCo = T €+ 1—-¢), 3
’ 0[1—q (l—qt)(l—q)( ) ®

1—¢)(1—¢*
where g = £ + (1 - 2)" and o = = Gl=)_

. In the two-person prisoner’s dilemma, each player’s payoff is

1—¢" , " 2
W(AdaCo,AdaCo):mo{{ - € +(1—qt)(1—q)(1_5)}R
1—g" 2 g 2 (4)
+[1—q(1 i +(1—qt)(1—q)g}]P

+e(l—e)(T+S95)}.

Proof.  On the basis of Assumption 1, we add ¢ states (Ax 1, Ax2, -+ ,Akt). We use zxy; (i =1,2,--- %) to
denote the probability that a player is in state Ax ;. According to the AdaCo rules, the probability x; satisfies the
following equation

xiZQ'xi—17i:0517"'7K
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T =q T, =K+1, K+2,--- K+t—-1,
rtr =¢q - Tx-1+ (1 —@Q)zrie,

T+t = QTR +t—1 + QT K +¢-

Because the probabilities sum to one,

By solving the above equations, we get

a‘(1—¢)(1—¢")
(1-g¥)(A+q*)+g"
q'(1—q)(1—¢")
(1K )(1 ) TH(=aR 1=
"t (1-¢*
(1—g%)(1—q*)*+(1—q*)g¥

i=0,1,- ,K—1

T = KK+1, K+t—1

1=K +1t.

Using these probabilities, we can calculate the player’s average cooperation rate as
K-
pAdaCo: [C +7CN TeN=1(1 — 5)—1—---—1—0-0]0\,(1—5)1\7}

K+t N_1
+ in {C’J]\\,’(le)NwLNCJJ\\,/_l(ls)N1€+~~+O-C?V5N]

1=K
— gk 1—e¢
=g 5+$K17
1—¢" g
=T e+ 1—¢)].
[1q (1*qt)(1*Q)( )

When it comes to the two-person prisoner’s dilemma, the player’s payoff is

K-1

m (AdaCo, AdaCo) = > x; [(1—€)’P +&®R+e(1—¢)(T + 5)]

Z:S(+t

+ ) 2, [(1—e)’R+e’P+e(l—e)(T+59)]
i—K

_ 1-¢% , g~ o2

_QCO{[l—q6 Taooi-g! E)] f
1_QK 2 QK 21,

’ [ =g 79 +(1—qt)(1—Q)E]]P

+e(l—e)(T+9)}.

Regarding competition between various AoNy strategies, we can also employ comparable methods to obtain the
corresponding payoffs and cooperation rates.

Proposition 3. [AoNk, vs AoNkgp] Consider the same game parameters as in Proposition 1. Suppose that two
players use different AoNg strategies, denoted as AoNg, and AoNk; respectively, and that Ka > kb. Then the
average cooperation rate is

Kb

p(AoNk 4, AoNkp) = exg

L Kb (1 \Ka—Kb
1_gq +2330(1 [1-(1-4q) ] (5)

(1~ £)ag (1 — gy

)

~1
where ¢ = 2 + (1 —¢)? and zg = [113}: + B0 B0 — g)Ka=Kb 4 Kb 4 q)K“’bel} . And the corre-
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sponding payoffs are
1— qu
l—q

T ANk, = [ 52 + (qu—l _ qu—l(l _ q)Ka—Kb)€<1 _ E) +qu(1 _ q)Ka—Kb—l(l _ 8)2:| l‘oR

1—g" Kb—1 _ Kb-1;1 _ ~Ka—Kbyq1 _ 2 | Kb _ \Ka—Kb-1_1 _
+ e(l—¢e)+(q " (1—q) JA=e)"+q¢""(1—q) e(1—e)| zoT
(6)

l—q
and
1= q"" , Kb—1 _ Kb—1(1 _ \Ka—Kb _ Kb _ NKa—Kb—1(1 _ _\2
TaoNk = | 7T— g ¢ + (a ¢ (1—q) )e(l—¢e)+¢7"(1—q) (I—¢)"| woR
1— Kb
+ { - _qq e(1—e)+ (quq _ qu71(1 _ q)Kabe)EQ _|_qu(1 _ q)Kabefls(l _ 5)} zoT
1— qu (7)
+ |: . . 8(1 _ 8) + <qu—1 _ qu—1<1 _ q)Ka—Kb)(l _ 5)2 +qu(1 _ q)Ka_Kb_lg(l _ E):| JJ()S
1—gh® RY Kb—1 _ Kb—1(1 _ \Ka—Kb _ Kbrq _ NKa—Kb—1_2
il (I—¢e)"+(q ¢ (1—-q) )e(l—¢e)+¢7°(1—4q) el 2o P,
respectively.

Proof.  Since Ka > Kb, the minimum number of states that completely describe the process of the game between
the strategies is Ka + 1. We first need to calculate the value of z;. According to the definition of AoNg, we get

qTi—1 i:17"'7Kb
T, = (1—q).73i_1 i=Ky+1,---  K,—1
(1—q)zi—1 + qz; 1= K,.

. -1
Because the sum of all z; is one, we get zg = [1%5 +gFbt — gL (1 — g)RaRb 4 gRb (1 4+ q)ka*kb*l} . Then,
the cooperation rate of the two players becomes

Kb—1 Ka—1

1
P(AoNkaq, AoNgy) = ; zile? +e(1—e)] + ‘;b zile(1—e) + 5(52 +(1-¢)?)]
+2ra(1—€)? +e(1—¢)).
Finally, the payoffs of player AoNg, and player AoNg;, become
Kb—1
TaoNgs = O TR+ (1—€)?P +e(1—&)(T + )]
i=0
Ka—1
+ Z zi[(1 —&)?’T +e?S 4+ e(1 —€)(P + R)]
i=Kb
+2ra[(1—e)?R+e*P+e(1 —¢)(T + 9)].
and
Kb—1
TaoNg, = P, Tile? R+ (1—€)’P+e(1—¢e)(T +9)]
i=0
Ka—1
+ ) wl(1-e)?S+ T +¢e(l—e)(P+R)
i=Kb

+2ra[(1—€)?R+e*P4e(1 —e)(T + 9)].

Plugging z; into the equations, we will get the result shown by the proposition.
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AoNy AoNy AoN3 AoN, AoNs AoNg AoN; AoNg AoNg AoNig
AoN; | 2951 1.351 0.559 0.536 0.535 0.535 0.535 0.535 0.535 0.535
AoN, | 2974 2913 1.269 0.717 0.703 0.702 0.702 0.702 0.702  0.702
AoNs | 2985 2475 2876 1.219 0.797 0.78 0.786 0.786 0.786  0.786
AoN, | 2985 2329 2176 2.839 1.18 0.845 0.837 0.837 0.837 0.837
AoNs | 2985 2325 1.997 1976 2803 1.163 0.877 0.871 0.870 0.870
AoNg | 2985 2325 1993 1.798 1.833 2.768 1.145 0.900 0.895 0.895
AoN7 | 2985 2.325 1.993 1.793 1.664 1.726 2.734 1.131 0.917 0.913
AoNg | 2.985 2325 1993 1.793 1.660 1.568 1.642 2.700 1.120 0.931
AoNg | 2985 2325 1993 1.793 1.660 1.565 1.496 1.575 2.667 1.111
AoNyg | 2.985 2.325 1.993 1.793 1.660 1.565 1.493 1.441 1.521 2.635

Table 1 The payoff matrix of the game between different AoN strategies.

2 Competition with unconditional strategies

Next, we explore competition against two unconditional strategies (ALLC and ALLD).

Proposition 4. [AoNk]| Consider an infinitely repeated prisoner’s dilemma with error rate ¢ > 0 and let ¢ =
e2+(1—e)
e if one player uses AoNy strategy and the other uses ALLC, their payoffs are given by

q(1— g1
I—(1-2¢)(1 g

1-(1—¢g)

2
T2

m(AoNg, ALLC) = L —~ e(1— z—:)] T

1-(1-gF q(1—g)! 2
i e e e e = LA “
1-(1-g)" g(1—g)*! 2
+ [ Tt -9 =g T
1-(1-¢g)* 2 g1 =g "
* {1 T e R e s T 5)] o
and
_ 1-(1—¢)~ 2 q(1—g)!
FALLC, A0NK) = | 1 g e + T g g9 T
1-(1-¢)" B g1 —g) ! Y
" {1 —(1-2¢)(1— q)K—lg(l R (1-2¢9)(1 — )" 4= } & )
1-(1-g" 3 g1 —g)* " 5
+[1—(1—2q><1—q>1<—15“ €)+1—<1—2q><1—q>K—15}P
1-(1-g)" g(1 — )" !
a9
e if one player uses AoN strategy and the other uses ALLD, their payoffs are given by
_ 1—q" (1-gg" " ,
(o ALLD) = [ttt =)+ T | 1
1— gk ) 1— K—-1
+ [Hq,{f 7k + 1iql{q)1q 5ol —g)] R
1—¢g¥ (1-4q)q K-1 (10)
|- i g " 1-a] 7
1—gk 1— )
[t a9 e -7 8
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and

1—q¥ (1-q)g"" >
ALLD,AoNkg) = |——————————¢(1 — —_— (1 — T
m( ; AoN) [1+qK12qK€( €)+ 1+qK7172qK( €)
r 1— K 1— K-1 7
N q (1-4q)q

2
1+qK*1—2qKE +1+qK7172qK8(1—6) R

(11)

1—g* o, (1—q)d"!
S S— - T (1 —g)| P
+[1+qK12qK( 2 +1JrqK*172qK€< 2

1—g" (1-4q)q
S S—"( RS R S Ok S—
R e

K-1
+

Proof.  The proof is similar to that of Proposition 1.

As for AdaCo strategies with tolerance t, we have the following proposition.

Proposition 5. Consider an infinitely repeated prisoner’s dilemma with error rate ¢ > 0 and let ¢ = &2+ (1 —¢)?

e if one player uses the AdaC'o strategy with cooperation threshold K and tolerance ¢ and the other uses ALLC,
their payoffs are given by

7(AdaCo, ALLC) = {W(1 gy Lm0

+x0 [1_(1q_q)K5(1 —g)+ (11_3);1(1 - 5)2} R
oot (1-g -
+x9 #6(1 — 8) + 1—7qt€ :| P
+xo [1 —(- q>K€2 + u 13);15(1 — 5)} S

and
m(ALLC, AdaCo) = xg [1 — (1q_ q)K52 + a ;q);_le(l - 5)} T
+2x0 -1_(1(;q)K5(1 —e)+ (11—q);_1(1 - 5)2- R
+x0 {1 — (1q_ Q)Ks(l —&)+ d-a = l_il);_laQ] P o
+x 1_<1q_q)K(1 —e)?+ (11_11);_15(1 - 5) S,
where zg = 1_(1(1_")1( + (1_1‘1);71}71.

e if one player uses AdaCo strategy with parameters K and ¢ and the other uses ALLD, their payoffs are given
by

5 (14)
+0 [11_ QK (1-e)*+ Ls(l - 8)] P
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and
1 gk g1 )
m(ALLD, AdaCo) = x 14 e( _5)+1,(1fq)t( e | T
1— K K-1
+1z0 € 2, 1 e(l—¢)| R
1—q 1—(1—gq)
- . (15)
v [F e i p
o1 1—¢ 1-(1-gq)
1— ¢k g ,
1-— S
+x0[1_ e( 5)+1_(1_)t€ )
K K-—1 -1
where 2 = %—i—%] -

Proof.  The proof is similar to that of Proposition 1.

3 Competition with arbitrary memory-1 strategies

Next, let’s consider the case where Player 1 adopts an AoNg (or AdaCo) strategy, while Player 2 employs an
arbitrary memory-1 strategy denoted as p = [pcc,Pep,Ppo,ppp]. In this scenario, we examine the infinitely
repeated Prisoner’s Dilemma with an error rate of €. Incorporating implementation error into the strategy, the
memory-1 strategy becomes p' = [P, Pop: Voo Popl = (1—¢)p+e(1—p). The decision of the memory-1 strategy
relies on the outcomes of the most recent round. So, we then add the information of the most recent round to the A;
state, denoted as {AO}Z where Player 1’s action being a and Player 2’s action being b in the latest round. In state

Ag, the memory-1 strategy needs to specify whether it is {Ao}g or {Ao}g. Let {%}Z represent the probability of
the player being in a state {Ai}z (:1=0,1,2,--- ,K) or {AKJ'}Z (i=K+1,K+2,---,K+t). Here, a and b can
take the actions of either ”C” (cooperate) or "D” (defect). Thus, for the repeated interactions between AoNg and
memory-1 strategies, we have 2K + 2 state probabilities: {wo}g, {xo}g, {J;l}g, {xl}g, and so on up to {xK}g
and {z K}g. Since errors are present, all states become ergodic. Similar to the previous analysis, We can establish
a system of equations for {J;Z-}Z, given by

zop = (1 —e)ppe - w0 + (L — &)plp - 2o@ + (1 — e)poc (T1& + 228 + -+ + mK—lg)
+(L=e)ppp(a1p + 2B+ +ax-1D) + ePpc(Tx b + Tx G+ + 21&)

= (1 = &)(1 = ppc)aop + (1 =€) (1 = pep)rog
(1= = poc)me + (1 —e)(1 = ppplaip

C ! C / D
T1¢ = E€Ppc *Top T EPcp " Toc Ty

(slvliv]v)

C / C / D
T2 = E€Pcc t T1¢ T EPppD 1D T2

zi1e =1 —)poe - zx-26+ (1 —)ppp - Tx-2p Tx-1p =(1 = Poc)rr—26 + (1 = ppp)Tr—2p

rxe =1 =epoc vx-16+ (1 —e)pbp  wx-1p + (1 =)o 256 + (L —€)ppp - 2K D
exp = e(l = pec)er-16 +e(l = ppplex—1p +e(l —poc)rre +e(l —ppp)rrp
The above yields 2K + 1 equations. Combined with the equation 3 ;x> 7;% = 1, we can solve the system of

equations to determine the value of {%}Z After that, we can derive the payoffs of the two players as

TAoNg :IogTJrzo%SJr Z xigRJr Z xigP

1<i<T 1<i<TI
D C § : C § : D
TMemory—1 — xOCS + xODT + xiCR + xiDPa
1<i<I 1<i<I

respectively.
The payoff calculation method between AdaCo with cooperation threshold K and tolerance ¢ and the memory-1
strategy is similar to that for AoNk. We incorporate two state probabilities, {z K}g and {x K}g, in accordance
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with the tolerance properties of the strategy. There are 2(K + t) + 4 states. The system of equations is given as
follows: D / C / D / C C C
zo¢ = (1= €)ppe - zop + (1 —€)pep - 2oc + (1 —e)poc(z1e + @20 + -+ + Tr-10)

+ (1= e)ppp(:1D + 22D + -+ Tk 1D) + ePec(TKE + TG+ + TR 1)
+eppp (T D+ Tk + F Tri-1D) + EPpe Tk + EPop  TK O
211G = eppe - oG + ePop - 208 w1p = (L —e)(1 — phe)meh + (1 —&)(1 — pp)zod

126 = P TG +eppp - m1p w2p = (1—e)(1 — ppe)ri& + (1 —e)(1 — php)z1p

xo=1-pee - rvxé+ 1 —)ppp axp + (1 —e)ppe - axhH + (1 —)pop - o
IKHg =e(1—pee) - IKg +e(1—ppp) - zxp +e(l —phe) oG +e(l —pep)  TkO

Tito6 = (1= e)pec - wx1G + (1= )ppp - Tx1p Tryep = (1 = Poc)zr 16 + (1 = Php)rri1p

CBKHg =(1-¢)poc - $K+t71g + (1= e)ppp  Trit—15 + (1 — )ppe - $K+tg + (1 —e)ppp  TritH

eiip = (1 =pee)  Tr+i-16 + (L= Ppp) - Tri—1p + (1 = Poc) - Txn& + (1= pp) - Txtep-
exp =1 =) -poc) e+ (1 =)l = ppp) - Tx1th TKE = EPpc - K416 + EDpp - TR+
Combined with the equation Zogz‘gK .y ®is =1, there are 2(K + t) + 4 equations. We can determine the value

of 2;% by solving a system of equations. Thus, the players’ corresponding payoffs are

TadaCo = (205 + xx BT + (205 + 2 5)S + Z SR+ Z z; PP

1<i<K+t 1<i<K+t
D D C C C D
TMemory—1 = (xOC +xKC>S+((E0D+$KD)T+ E szR+ E (,CiDP.
1<K+t I<Gi<K+t

We computed the payoff between AdaCo and any memory-1 strategy by solving a system of linear equations.
In the main text, we selected ten representative classic strategies known for their performance in various com-
petitive environments. These include two unconditional strategies and three pure strategies: WSLS ([1,0,0,1]),
Grim([1,0,0,0]), TFT([1,0,1,0]), as well as five stochastic strategies: GT FTy.2([1,0.2,1,0.2]), GTFTy.4([1,0.4,1,0.4]),
ZDy([8/9,1/2,1/3,0]), ZD3([11/13,1/2,7/26,0]), Random([0.5,0.5,0.5,0.5]).

4 Competition with some strategies through computer simulation

Furthermore, in addition to traditional memory-based strategies, we also investigate strategies that go beyond the
constraints of finite memory. Without sacrificing generality, we examine two distinct types of strategies: 'Hard-
Majority’ and ’Cumulative Reciprocity’. In the 'HardMajority’ strategy, a player defects in the initial round and
continues to do so unless the opponent cooperates more times than defects. On the other hand, in the ’Cumulative
Reciprocity’ strategy, a player defects only if the opponent’s count of defections surpasses the player’s count of
defections plus A; otherwise, the player cooperates. To analyze the outcomes, we employ computer simulations to
derive individual payoffs.

5 Evolutionary game dynamics

Nash equilibrium is a static property of games between strategies. Instead, evolutionary game theory provides a
classic paradigm for studying population games in which individuals can imitate or learn. More specifically, in an
evolutionary system involving many players, players adopt a strategy to interact with other individuals and obtain
benefits from the interactions. Successful strategies (with higher payoffs) are more likely to be imitated and diffuse
in the population. This paper adopts two evolutionary methods for two-strategy and multi-strategy competition
respectively. For the pairwise competition between AdaCo (or AoNk) strategy and one other strategy in the
population, we consider the large population and pay attention to the evolution process of the strategies. For the
evolution of multiple strategies in the population, we focus on the abundance of each strategy in the evolutionary
competition.
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Description of population evolution with two strategies

Consider a large, well-mixed population with two strategies, denoted as strategy A and strategy B. x4 represents
the frequency of strategy A in the population. So zg =1 — x 4. The fitness of strategy A is defined as the average
payoff of a strategy A player playing against the entire population of players, that is f(A) = za7(A, B)+xzpn(B, A).
Similarly, f(B) = zam(B, A)+xpm(A, B). The average fitness of the population is written as f = x4 f(A)+x5 f(B).
Next, players will evolve based on their fitness. The frequency of strategy A in the next generation is determined to
be 2/, = 24 f(A)/f. This basic evolutionary step is repeated until the frequency of each strategy does not change.
Either the population is stuck with only one strategy, or both strategies coexist.

Description of multi-strategy population evolution

Different from the above, we here consider a finite population of size M. Each pair of players interacts and participates
in a repeated game. In each generation, a player is randomly selected from the population. With probability u
(the mutation has occurred), this player will randomly select a strategy from the strategy set to become his new
strategy. With probability 1 — u, the player will compare his payoff = with the payoff T of a randomly selected
member of the population. Assume that the focal player will switch to the other player’s strategy with a probability

_ 1
1+ exp[-B(F—7))

p

where [ is the strength of selection. It describes the effect of payoff on strategy learning. p = 0.5 holds regardless
of the difference in payoffs if 5 = 0. If 8 — oo, imitation always occurs despite the small difference in payoffs. This
process will be repeated a sufficient number of times.

Here, we follow the framework of Imhof and Nowak and assume mutation is rare. It implies that the mutant either
reaches the fixation in the population or goes extinct before the next mutant emerges. Therefore, the population is
almost always homogeneous, where members all adopt the same strategy. The fixation probability of the mutant
can be calculated to be

N—1 i !
prr= (14> [[exp{-Blru(i) - mr()]}

i=1 j=1

where 7)7(j) and 7r(j) are the payoffs of the mutation strategy and the resident strategy respectively when there
are j mutants in the population. N is the population size. Once the mutant reaches fixation or goes extinct, we
introduce a new mutant into the resident population. We will repeat this elementary step sufficiently many times.
The population will experience different strategies of occupation in the process, as different mutants invade again
and again. However, different strategies occupy different proportions, and the evolution of robust strategies will
take more time in this process. It is a Markov process that the population switches from one strategy to another. By
calculating the corresponding stationary distribution, we can get the abundance of the strategies in the evolution
process, just as described in the main text. However, if the mutation rate is large, this method is not feasible.
Instead, we resort to computer simulations, iterating the elementary population updating process with 109 mutant
strategies per simulation run. This approach offers a pragmatic approximation for the dynamics.
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Figure 1 Evolutionary competition between AoN g strategy under high mutation rates. We consider a sufficiently large class of 50 strategies
(K = 1,2,---,50) with mutation rates set p = 0.1. The simulation results show that the AoN;7 strategy in the middle has the highest
abundance, and the strategy abundance on both sides gradually decreases. Similar to the results for rare mutations, the strategy abundance
always peaks at a moderate memory length. Other parameters include a population size of M = 100, € = 0.01, and selection strength of g = 1;
The simulation is executed for 10° mutant strategies.
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Figure 2 Evolutionary competition of AdaCo with ten classical strategies under diverse mutation rates. (A) Three mutation rates are
examined: p = 0.01, p = 0.05, p = 0.1. we first let these ten classic strategies compete in the evolutionary race. Through computer simulations,
we observe that the most prevalent strategy in the population varies with mutation rates, with the GT F'T 2 strategy dominating at relatively
lower mutation rates (u = 0.01), while RANDOM dominates at higher mutation rate p = 0.05 and p = 0.1. (B) Following the introduction
of AdaCo(K = 3,t = 2), it almost entirely dominates the entire population, regardless of whether the mutation rate is high or low. Other
parameters include a population size of M = 100, e = 0.01, and selection strength of 8 = 1; each simulation is executed for 5 x 10% mutant
strategies.
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Figure 3 Evolution of AdaCo in the population of memory-1 players under high mutation rates. We considered 1296 memory-1 strategies
as described in the main text. Through simulations, we observed that, even at high mutation rates (u = 0.1), AdaCo(K = 3,t = 2) still
becomes predominant, maintaining an average proportion close to 80% throughout the entire evolutionary process time steps in the population.
Other parameters include a population size of M = 100, e = 0.01, and selection strength of 8 = 1; each simulation is executed for 10° mutant
strategies.
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