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Abstract In this study, we propose a framework for behavior selection under multi-agent environment, and show
empirically how well our approach works. For this purpose we introduce a notion of probabilistic Nash equilibrium
into reinforcement learning method. Unfortunately it is well-known that this method provides us with poor proper-
ties. For instance, Nash Equilibrium doesn’t mean Pareto optimum and we can’t always guarantee the convergence
of learning. Here we take an approach of mixed Nash strategy based on Correlated technique in terms of Local
Effect Method. We examine some experiment results to show some ideal properties for collaboration approach.
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