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Simplified Solitaire

e Clubs on Hearts \
e Hearts on Clubs

e Hidden cards
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Simplified Solitaire
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Simplified Solitaire

e A player can iterate through this stack. \
Operation: next()

1. Moves Top card to bottom
2. Reveals following card

)
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Simplified Solitaire
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Consistency Models
° CC Model

L Causality (Precedence): All dependent operations are executed in
the same order at all sites.
Convergence: The configuration reached after the execution of a set
of operations is the same at all sites.
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Consistency Models

Convergence: The configuration reached after the execution of a set
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Collaborative Games

Collaborative games Cooperative games

VS

One goal solved by many Many goals each solved by one

Are such games available at all?
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Conclusion
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