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Abstract:-In view of the network resources allocation problem in network virtualization environment,
combined with the Stackelberg game model, this paper proposes a resources allocation scheme that can satisfy
the maximum utility of the substrate network and virtual network at the same time. Firstly, it designed a utility
function of virtual network based on revenue and cost, and proved in the price of the substrate network is
determined, the utility function meet the conditions of concave function, which guarantee the Nash equilibrium
point of non-cooperative game between the virtual network. In order to obtain the optimal bandwidth strategy
in virtual network and the optimal pricing strategy in substrate network, the paper proposed a distributed
iterative algorithm. Finally verified the effectiveness of the algorithm by numerical simulation experiments, and
obtained the optimal strategy of players and the sub-game perfect Nash equilibrium.
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extensible applications, and the same network
equipment can run multiple virtual network devices,
such as firewall, VoIP, mobile business. Because the
network virtualization shielded a lot of information
of the substrate infrastructure resources, which is
more convenient to use.
At present, network virtualization technology has
been recognized as an effective means to solve the
Internet ossification. In a virtualized network
infrastructure, diverse virtual networks share a
common physical substrate consisting of both links
and flexible network platforms capable of hosting
multiple virtual routers[4]. The core idea of the
network virtualization is using virtual technology to
divide the existing network service providers into
two separate roles: infrastructure provider (InP) and
service provider (SP)[5]. InPs deploy and manage the
resources of substrate network (SN), operate and
maintain substrate infrastructure, lease network
resources to the virtual network, and get charge
according to the number of resources. SPs lease
resources from one or more InPs to establish a
virtual network (VN) and make a profit through the
sale of network services to users. There are

1 Introduction
The Internet has been a great success in the past few
decades and has provided a whole new way to
access and exchange information. Its success has
stimulated enormous growth and wide deployment
of network technology and applications. However,
the growth and deployment itself is now creating
obstacles to future innovations. Specifically, due to
the multi-provider nature of the Internet, adopting a
new network architecture require not only changes
in individual routers and hosts, but also joint
agreements among ISPs. The size and scale of
today’s Internet make the introduction and
deployment of new network technology difficult[1-2].
Network virtualization provides a promising way
for addressing the ossification of the Internet[1].
Network virtualization means under the premise of
retaining the existing Internet architecture, by
constructing a virtual network (VN) on the existing
network to meet the diverse application
requirements[3]. Network virtualization is the
virtualization of network equipment, that is, to
enhance traditional routers, switches and other
equipment, which can support a large number of
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algorithm to map the virtual links to physical
paths[9]. The mixed integer programming method
put forward to Deterministic VN Embedding (DVINE) and Randomized VN Embedding (RVINE)[10]. The virtual network resources allocation
algorithm above is to maximize the revenue of
substrate network as the premise, does not take the
requirement of virtual network into account. A
model of resource allocation in virtual network
based on non-cooperative game analyzed the
existence of Nash equilibrium, and proposed an
iterative algorithm to demonstrate the convergence
and the effectiveness of the scheme with the
experiments[11].
According to the problem of pricing and
allocation of resources in network virtualization
environment, combing with Stackelberg game
model, this paper proposes a scheme that satisfy the
maximal revenue of both substrate network and
virtual network. In network virtualization
environment, using Stackelberg game mechanism,
the substrate network serve as a leader of this game
while the virtual network is the follower. According
to the market information, the substrate network
take the lead in making pricing strategy, then the
virtual network determine their resources
requirement after obtaining the decision of the
substrate network, and we maximize the revenue of
both VN and SN through dynamic interaction.

competition relationships between the InPs. InPs set
an appropriate price to attract more virtual network
SPs to buy resources to recover the cost. At the
same time, there are also competition relationships
between SPs, and its goal is to determine the amount
of resources rented from the substrate network to
maximize their benefits. Competitors' strategies
must be taken into account when virtual networks
determine the amount of resources leased. The
interaction between the underlying network and
virtual network is a Stackelberg game problem.
In network virtualization environment, virtual
network resources selection on the substrate
network is the focus of present study.
A distributed virtual network embedding
algorithm
achieves
embedding
through
communicating and exchanging messages between
agent based physical nodes. Although centralized
algorithms could suffer from a single point of failure,
the performance and scalability of the proposed
distributed algorithm compare unfavorably with
those of the centralized algorithms[20].
To maximize the aggregate performance across
virtual networks, He et al. Propose an architectural
framework called DaVinci to dynamically adapt
virtual networks for a customized network substrate,
where each physical link periodically reassigns
bandwidth among its virtual links. While on a
smaller timescale, a distributed protocol is run in
each virtual network to maximize the virtual
network’s
own
performance
objective
independently[21].
Three branches of Game Theory are introduced ,
leader-follower, cooperative, and two-person nonzero sum games, to the study of the Internet pricing
issue[22]. In addition, both non-cooperative ans
cooperative game are applied to the Internet pricing
framework, especially the resource allocation
problem. Recently, many resources have used game
theoretical methods to analyze the resource
allocation problem in computer networks, especially
wireless network.
The static resource allocation algorithm[6-8],
which is relatively simple and deployment cost is
small, but it need to limit special circumstances,
such as not considering the dynamic change of the
users’ requirements, ignoring the limited capacity of
the physical nodes and the current situation of the
physical nodes and links. Therefore there is no
superiority in terms of guarantee the resources
equilibrium between virtual networks with this
algorithm. A virtual network mapping algorithm is
divided into two stages: using the greedy algorithm
to map the virtual nodes to physical nodes, and then
using the K-shortest path and multi-commodity flow
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2 Related Knowledge
2.1 Basic concept of game theory
Game theory is the mathematical analysis of any
situation involving a conflict of interest, with the
intent of indicating the optimal choices that, under
given conditions, will lead to a desired outcome[12].
It attempts to determine mathematically and
logically the actions that players should take to
secure the best outcomes for themselves in a wide
array of games.Game theory studies the equilibrium
problem of the impact of the players in their
decision making process and final decision. That is,
a player will consider a strategy selection of other
players in the choice of strategy. Meanwhile, the
strategy this player chose is likely to affect the
strategy choice of other players. Generally, game
theory include three elements: players, strategy
spaces and payoff function.
Players: in game theory, they are the subjects of
decision-making that choose their own actions
reasonably in order to obtain maximum revenue. In
general, we use i={1,2,...,n} to represent the players.
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S1,……,Sn; u1,……,un ｝ , the existence of Nash
equilibrium satisfied the following two conditions:
(1) for any of the player i, Si is a non-empty convex
set on European space; (2) and for any of the player
i, ui is a continuous concave function.

Strategy space: in game theory, the action plan
that players can choose are called strategy. We
denote si as the specific strategy of player i, and
denote Si={si} as all of the optional strategy set of
player i (also known as the strategy space of player
i). If each of the players choose a strategy, the n
dimensional vector s=(s1,s2,……,sn) is called a
strategy combination, where si is a strategy player i
chooses.
Utility function: in game theory, revenue is the
expected utility that players get in a specific strategy
combination. A basic feature of the game theory is
the player’s revenue depends not only on its own
strategic choice, but also depends on the strategic
choice for all players. Or that, revenue is a function
of all players in their chosen strategy formed a
strategy combination. The revenue of player i is
usually denoted by ui. If one strategy combination is
（s1,……,sn）, the revenue of each player can be
expressed as ui=ui（s1,……,sn）, i=1,2,……,n.

2.3 Stackelberg game
The Stackelberg leadership model is a strategic
game in economics in which the leader firm moves
first, after which the followers firms move
sequentially[15-16]. If we consider the two-person
game program, the leader has the right to make the
first decision, and then the follower must optimize
their performance within the leader’s strategy. The
leader and follower have their own decision
variables and objective functions, and the leader can
only influence (rather than dictate) the reactions of
the follower through their own decision variables,
while the follower has full authority to decide how
to optimize their objective function in view of the
decision of the leader.
The concept of Stackerberg equilibrium can be
applied to network virtualization because InPs and
SPs always play a strong or weak role. InPs want to
maximize their profit, but SPs want to minimize
their costs; therefor, the developed model consists of
a decentralized planning system in which the upper
level is the leader and the lower level is the
objective of the follower[17].
There are two decision-making levels which
include m leaders and n followers. Let M= （
1,2,……,m） be the set of leaders and the set of
followers are defined as N=（1,2,……,n）. Assume
that the strategy combination of leaders is x=（x1,
x2,……,xm ） , strategy set is X, and the strategy
combination of followers is y=（y1, y2,……,yn ）,
strategy set is Y. We have x ∈ X , y ∈ Y , the utility
function of leader i is defined as Costi（x, y） while
the utility function of follower j is Proj （x, y）.
Then the above problem is a Stackelberg game with
multiple leaders_followers.
Use N(x) to represent a set of the Nash
equilibrium points of non-cooperative game of
followers. Then the problem is expressed as

2.2 Nash equilibrium
The most basic equilibrium in game theory is Nash
equilibrium[12]. In game theory, Nash equilibrium is
a solution concept of a game involving two or more
players, in which each player is assumed to know
the equilibrium strategies of the other players and no
player has anything to gain by changing only his
own strategy unilaterally. If each player has chosen
a strategy and no player can benefit by changing his
or her strategy while the other players keep their's
unchanged, then the current set of strategy choices
and the corresponding payoff constitute a Nash
equilibrium.
In the strategy game G= ｛ S1,……,Sn;
u1,……,un｝ with n players, for each player i （i=1,
2,……, n）, si* is a optimal strategy for the strategy
combination which is chose by all players except for
player i, namely
ui（s1*,……,si-1*, si*, si+1*,……,sn*）>
ui（s1*,……,si-1*, si , si+1*,……,sn*）,
For all the si in Si are established. That is, si* is
the solution of the following optimization problem:
max ui s1* ,  , si*−1 , si , si*+1 ,  , sn* , i=1,2,...,n.
si ∈S i

(

)

(
)
Pr o (x, y , y ) ≥ Pr o (x, y , y )

N (x ) = { y * = y1*  y *j  yn* :

Thereupon, strategy combination s*= （
s1*,……,si,……,sn* ）
is called the Nash
equilibrium of game G.
Game between players is to find a Nash
equilibrium, however, not all of the games have
Nash equilibrium. We have obtained the existence
of Nash equilibrium[13-14]. In the game G= ｛
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(1)
Any strategy y*= （ y1*……yj*……yn* ）
satisfies the Eq.(1), then y* is called a Nash
equilibrium points of non-cooperative game.
Let U=｛x, y, Costi（x, y）, Proj（x, y）｝（
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i∈M, j∈N

）
represent the two-stage
Stackelberg game with master-slave problem, which
can be expressed as: we have x* , y * ∈ X × Y ,
making
(2)
Costi xi* , x−*i , y * > Costi xi , x−*i , y *

(

(

)

where i ∈ M , y * ∈ N ( x ) .

requirements for all virtual network using the
physical link is Q =

)

(

)

i =1

i =1

n

If any strategy combination x* , y * ∈ X × Y
satisfies Eq.(2), （x*, y*） is called equilibrium
point of a master-slave Stackelberg game, also
known as sub-game perfect Nash equilibrium.

entire link j satisfies the formula

∑x
i =1

ij

≤ Rj .

Competition model between the substrate
network and virtual network consists of two stages.
First of all, the substrate network state price strategy
c, and inform all the virtual network of this
information. Virtual network deploys its own
bandwidth scheme x according to the received price
strategy c. After determining the price strategy,
virtual network competition for network resources
becomes a non-cooperative game, and Nash
equilibrium is the solution of this game. Secondly,
after learning the bandwidth strategy of virtual
network, the substrate network will adjust their
prices to obtain further optimal utility. Thereinto, （
c ， x ） stands for the strategy distribution of
substrate network and virtual network, which is a
solution of Stackelberg game.

3 Network Model
3.1 Stackelberg game model
In network virtualization environment, each of the
substrate network is defined as a leader, the leader is
a owner of network resources and a strategy maker.
Leader make pricing strategy according to market
information, and influence requirement of followers
through pricing strategy, to maximize its own utility.
Each virtual network is defined as a follower, which
is the demander of network resources, obtain and
purchase network resources depending on different
prices the leaders made. Substrate network and
virtual network play Stackelberg game to get the
equilibrium results. In the state of equilibrium,
regardless of the substrate network or virtual
network will no longer change their strategy, then
their revenue have reached the maximum at this
time.
The set of leader is M=（1,2,……,m）, while
the follower’s is N= （ 1,2,……,n ） . The price
strategy combination of leader i is c= （ c1,
c2,……,cm ） , where cj ( j ∈ M ) is a unit price
formulated for physical link j by substrate network.
Assume that xij represents a virtual network i on the
physical link j allocated resources. Define xi=（xi1,
xi2,……,xij,……,xim ） , i ∈ N , j ∈ M , the strategy
combination of follower is x=（x1, x2,……,xn ）.
Utility function of substrate network is Costj（cj, x
）, while the virtual network’s is Proi（c, xi, x-i）.
We use S=｛x, c, Cost(c,x), Pro(c,x)｝ to represent
the Stackelberg game problem in network
virtualization environment.
Let xi be a physical link resources of virtual
network i obtained and c be a unit price formulated
for physical link by substrate network. The price
strategy of virtual network i is vi. The amount of
resources the unit price can buy is represented by q,
then we can get xi=qvi. Total bandwidth
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n

∑ xij = q∑ vi . Rj is defined

as the capacity of the physical link. Then, xij is the
amount of resources allocated from virtual network i
on the jth physical link for 0 ≤ xij ≤ R j . The load of

)

(

n

3.2 Utility function of virtual network
In network virtualization environment, for virtual
network, they constitute a non-cooperative game
relationship. Each virtual network does not know
the information of others and rents physical
resources independently to establish network. The
utility of virtual network includes two part: revenue
and cost. Assume that,there is a virtual network i,
Proi （c, vi, v-i ） is the utility function which is
expressed as:
Proi（c, vi, v-i）=Ui（xij）-Pi（xij）-Di（xij）(3)
Where, Ui is the revenue function for virtual
network i, Pi represents the cost of the virtual
network i paid to the substrate network. Di is the
time delay for virtual network brought by substrate
network.
In practical applications, the bandwidth
resources of virtual network requirements is a very
important index. Only consider the performance
index of bandwidth to measure the revenue function
Ui=cvviq of virtual network, where cv is a price with
the resources on sale by the virtual network. And
that, cv=a-bQ is a linear decreasing function of the
total bandwidth requirements Q, where α，β are
constants which is greater than zero. Thereupon,
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xij  xij
∑
i =1


cj, x）=Qjcj is the utility function of the jth substrate
network. From the perspective of the substrate
network to analyze that substrate network wants to
choose the optimal price to maximize its own
revenue. If the price is high, the virtual network may
be switched to the hands of competitor’s network,
so that the load of current access network is low. If
the price is very low, even if the substrate network
makes the network tend to be saturate may also
reduce the revenue. So substrate network must
choose an appropriate price. Assume that the
optimal pricing strategy of substrate network is cj*,
its maximum revenue satisfy the formula max ｛
Costj（cj, c-j*, q*）｝, where c-j* and q* represent
that other players in the game all choose the pricing
strategy and the bandwidth requirements strategy
which meet their own utility best.

n

(4)

Each virtual network adjusts its bandwidth
requirement according to the current pricing strategy
c. The ultimate goal for each virtual network is to
choose its own optimal strategy xi* to maximize its
own utility function Proi . Namely, satisfy the
formula max｛Proi（c*, xi, x-i*）｝, where c* and
x-i* represent that all of other players in game select
the optimal price strategy and bandwidth
requirement strategy respectively. Using linear price
scheme based on bandwidth to measure the cost of
the bandwidth of virtual network purchased, so

Pi (xij ) = ∑ c j xij
m

(5)

j =1

Where, j represents a physical link associated
with the current virtual network i, xij is the
bandwidth that the virtual network i requests.
The function of delay cost is a polynomial delay
function based on the network load[18]. Polynomial
delay function can ensure that the bandwidth
requirement and pricing strategy of each virtual
network both are predictable effective values, and
enable the Nash equilibrium of non-cooperative
game of virtual network to be existing. If and only if
the total load of virtual network satisfy the formula
Q j ≥ R j , network congestion will occur. Only

4 Game Analysis and Solution
4.1 Nash equilibrium of non-cooperative
game
Nash equilibrium is the basic concept of noncooperative game problem and is the solution of this
game. After reaching the Nash equilibrium, the
utility function of each player in non-cooperative
game has reached the maximum value, and the
players changing their strategies unilaterally does
not increase their own revenue. But not every noncooperative game has Nash equilibrium, even some
of non-cooperative game has multiple Nash
equilibrium.
Theorem 1 for a given pricing strategy c of the
substrate network, the utility function of virtual
network is non-cooperative game of Proi（c, xi, x-i
） and has Nash equilibrium point.
Prove the bidding strategy ｛ xi ｝ of all the
virtual networks is a convex set in Euclidean space.
In addition, the utility function Proi（c, xi, x-i） of
virtual network is continuous in the strategy space.
Calculate the first-order partial derivative of
utility function Proi （ c, xi, x-i ） of an arbitrary
virtual network i.We obtain the formula

when Q j < R j , the network can ensure the effective
transmission of bandwidth. Specifically, when the
load of physical link j is Qj, the delay cost function
of virtual network can be expressed as:

 γj
, Rj > Qj

Di (xij ) =  R j − Q j
∞ ,
Rj ≤ Qj


(6)

Where γ j is a constant. So the utility function of
virtual network can be expressed as:
Proi（c, xi, x-i）



= α − β



m
m
γj

x
x
c
x

∑
ij
ij ∑ j ij ∑
i =1
j =1
j =1 R j − Q j

n

(7)

∂ Pr oi (c, xi , x−i )
=
∂xij

3.3 Utility function of substrate network
For the substrate network, regardless of the other
costs, the obtained revenue is defined as the the
utility of substrate network, so the utility function
can be represented by function Costj（cj, x）. The
revenue of substrate network is the cost that obtains
by selling bandwidth to the virtual network. Costj（
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α − βxij − β ∑ xij − c j −
i =1

(R

(8)

γj

n

− Qj )

2

j

Then calculate the second-order partial
derivative of the utility function Proi（c, xi, x-i）
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2γ j
∂ 2 Pr oi (c, xi , x−i )
<0 (9)
= −2 β −
2
∂xij
(R j − Q j )3

equilibrium.
[3] Step 3: if the revenue of substrate network
gets the maximum at this time, stop the iteration;
otherwise, substrate network repeats step 1
according to the strategy of virtual network at
time t+1.

Where β >0; γ j >0. Thus it can be seen that, the
utility function of virtual network is strictly concave,
so, the solution of Nash equilibrium exists[19].

4.2 Solution
problem

of

the Stackelberg

game

5 Experimental results and analysis

The method for solving the problem of Stackelberg
game is generally backward induction, but which
method is a solution of complete information. In
network virtualization environment, due to the
existence of competition relationship between
virtual networks which may not open their own
information completely. Thus, this paper presents a
distributed iterative algorithm so that each virtual
network based on merely the price information of
current physical link can get the Nash equilibrium.
We consider a simple dynamic model that the
rate of bandwidth change for virtual network is
proportional to the gradient of the utility function.

dxij
dτ

⋅

= x ij =

∂ Pr oi (c, xi , x−i )
∂xij

5.1 Parameter setting
The simulation scenario takes two substrate
networks and two types of virtual networks into
consider. The bandwidths of the two substrate
networks are M1=5000 and M2=1000 respectively.
Each of the two types of virtual networks include 50
networks with the costs v1=2, v2=1.5.Their initial
bid is 1, then change it gradually, and the request of
the total bandwidth of virtual network is not more
than the actual bandwidth of this link. Assume that
in the initial conditions, the initial price of physical
link is 1, and α =4.5, β =0.025, γ =1, θ = λ = 1 .
Using MATLAB to simulate this algorithm, with
Office 2010 and Visio drawing.

(10)

Where τ is a variable of game phase. Then, the
bidding change iterative equation of virtual network
i in phase τ and τ +1 can be expressed as:

xij (τ + 1) = xij (τ ) + θ i

∂ Pr oi (c, xi , x−i )
∂xij

5.2 Simulation result
Analyzing the strategy process based on noncooperative game between virtual networks after
announcing the pricing strategy by substrate
network. Fig. 1 analyzes Nash equilibrium of virtual
network with different requirements in the iterative
process. Fig. 2 is the influence factor affecting the
utility function of virtual network v1=2. Fig. 3
shows the process of reaching Nash equilibrium
point of the game between different types of virtual
networks.

(11)

Where θ i is the bandwidth strategy adjustment
parameter of virtual network i. When virtual
network reaching the Nash equilibrium, substrate
network adjust the price of physical link according
to the bidding strategy of virtual network to
maximize their revenue. The price iterative equation
of any physical link j is:
(12)
c j (t +1) = c j (t ) + λc j (t )
Where λ > 0 represents the adjustment step
length of pricing strategy.
The round-robin algorithm of whole process of
iteration is expressed as follows:
[1] Step 1: at every moment t, the substrate
network develop pricing strategy according to
Eq. (12).
[2] Step 2: after obtaining the pricing strategy
of physical link, virtual network adjusts their
strategies until earning largest revenue
according to Eq. (11) at each time interval ∆τ ,
then the virtual network get into the optimal
state, all the virtual networks reach the Nash

E-ISSN: 2224-2864

Fig.1 Nash equilibrium of different requirements of virtual network

Fig. 1 shows Nash equilibrium solution of two
kinds of different requirements for virtual network.
As can be seen in the iterative process that, the
virtual network v1=2 increases gradually, tends to be

306

Volume 14, 2015

WSEAS TRANSACTIONS on COMMUNICATIONS

Xinxin Ren, Mingchun Zheng

stable after reaching 5.23, while virtual network
v2=1.5 decreases gradually, and tends to be stable
when reached 3.17.

In Fig. 4, we get the sub-game perfect Nash
equilibrium of Stackelberg game in network
virtualization environment. The two curves in Fig. 4
is optimal pricing strategy of two substrate networks.
The intersection of tow curves is the Nash
equilibrium, because the pricing strategy at this pint
can satisfy the maximum utility of two substrate
network. If any one of substrate network unilateral
changes the current price would reduce its revenue.

6 Conclusion
In this paper, under the environment of network
virtualization, consider the interests of the InPs and
SPs at the same time, use Stackelberg game to
analyze the interaction relationship between them.
Virtual network forms a non-cooperative problem
when the pricing strategy of InP is determined.
Verify the existence of Nash equilibrium in noncooperative game between virtual network by
showing that the utility function of SP is concave
function. In addition, we put forward a distributed
iterative algorithm to obtain the optimal pricing
strategy and bandwidth strategy of players. On the
premise of given pricing strategy by substrate
network, this algorithm ensure that the game
between virtual network can converge to Nash
equilibrium point. What is more, the substrate
network maximize its revenue through iterative, so
that the Stackelberg game in entire network
virtualization environment reaches sub-game perfect
Nash equilibrium.

Fig.2 The influence factors of the virtual network v1=2 revenue

Fig. 2 shows the effect of different factors on the
utility function of virtual network v1=2. As can be
seen in this figure, with the resources of virtual
network requesting to substrate network increase
gradually, the utility function and cost of virtual
network increase either, despite fluctuations but
finally stabilization. Moreover, the delay cost of
virtual network has little influence on itself, finally
reached a stable in Nash equilibrium.

Fig.3 The changes of different requirements of utility function of virtual
network in the process of iteration

References:
[1] Peterson L, Shenker S, and J.Turner.
Overcoming the Internet impasse through
virtualization [J]. in Proc. ACM Workshop on
Hot Topics in Networks (HotNets), 2004.
[2] Taylor D and Turner J. Towards a diversified
internet [J]. November 2004.
[3] Wang QB, Jin X, He L, Zhao Y, et al.
Virtualization and Cloud Computing [J].
Beijing: Electronic Industry Press, 2009.
[4] Turner J and Taylor D. Diversifying the
Internet [J]. 2004.
[5] Feamster N, Gao L, Rexford J. How to lease
the internet in your spare time [J]. ACM
SIGCOMM
Computer
Communication
Review, 2007, 37(1):61-64.
[6] Trinh T, Esaki H, Aswakul C. Quality of
service using careful overbooking for optimal
virtual network resource allocation [C].
Proceedings of IEEE ECTI Conference, Fort
Worth, Texas, 2011: 296~299.

Fig. 3 shows the changing curve of the two kinds
of utility functions of virtual networks in iteration
process. The curves are fluctuant, but after several
iterations, we can see that the two kinds of utility
functions of the virtual networks tend to be stable.

Fig.4 The Nash equilibrium of substrate networks

E-ISSN: 2224-2864

307

Volume 14, 2015

WSEAS TRANSACTIONS on COMMUNICATIONS

Xinxin Ren, Mingchun Zheng

[20] I. Houidi, W. Louati, and D. Zeghlache. A
distributed
virtual
network
mapping
algorithm[C]. In Proceedings of IEEE ICC,
pages 5634–5640, 2008.
[21] J. He, R. Zhang-Shen, Y. Li, C.Y. Lee, J.
Rexford, and M. Chiang. Davinci: Dynamically
adaptive virtual networks for a customized
internet[C]. In Proceedings of the 2008 ACM
CoNEXT Conference, pages 1 – 12. ACM,
2008.
[22] X. Cao, H.-X. Shen, R. Milito, and P. Wirth.
Internet Pricing With a Game Theoretical
Approach: Concepts and Examples[C]. ACM
Transcations On Networking, 2002,10(2).

[7] Muhammad Ismail, Zhuang Weihua. A
distributed multi-service resource allocation
algorithm in heterogeneous wireless access
medium [C]. IEEE Journal on Selected Areas
of Communications, 2012,30(2):425~432.
[8] Lischka J, Karl H. A virtual network mapping
algorithm based on subgraph isomorphism
detection [C]. In: Proc. of the 1st ACM
SIGCOMM
Workshop
on
Virtualized
Infrastructure Systems and Architectures. 2009.
81−88.
[9] Yu M, Yi Y, Rexford J, et al. Rethinking
virtual network embedding: substrate support
for path splitting and migration [J]. ACM
SIGCOMM
Computer
Communication
Review, 2008, 38(2):17-29.
[10] N.M.M.K.Chowdhury,
M.R.Rahman,
R.Boutaba. Virtual Network Embedding with
Coordinated Node and Link Mapping [C].
IEEE INFOCOM. Brazil, 2009, 783-791.
[11] Zhou Y, Li Y, Sun G, et al. Game Theory
based Bandwidth Allocation Scheme for
Network Virtualization [C]. Miami, Florida,
USA. IEEE Global Telecommunications
Conference, 2010, 1-5.
[12] Guangjiu Li, Xin Li. Game Theory brief
tutorial[M]. Jiangsu: jiangsu university press,
2013:6-9.(in Chinese)
[13] Fudenberg D, Tirole J. Game Theory [M]. MIT
Press. 1991.
[14] Myerson R B. Game Theory: analysis of
conflict [M]. Harvard University Press, 1997.
[15] Zhanhan Sheng. Leader-follower hierarchical
decision theory[M]. Science press, 1998.(in
Chinese)
[16] Ben-Ayed O. Bilevel liner programming [J].
Computers and Operation Research, 1993,
20:485-501.
[17] Wei-Chang Yeh, Yuan-Ming Yeh, Li-Min Lin.
The Application of Bi-level Programming with
Stackelberg Equilibrium in Cloud Computing
based on Simplified Swarm Optimization [J].
Computing Technology and Information
Management, 2012,2:809-814.
[18] Altman E, Basar T, Jimenez T, et al.
Competitive routing in networks with
polynomial costs [J]. IEEE Transactions on
Automatic Control, 2002, 47(1):92-96.
[19] Wang B, Han Z, Liu K J R. Distributed relay
selection and power control for multiuser
cooperative communication networks using
buyer/ seller game [C]. International
Conference on Computer Communications.
Alaska, IEEE, 2007:544-552.

E-ISSN: 2224-2864

308

Volume 14, 2015

