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Setup: r revolutionaries play against s spies on a graph G.
Each rev. moves to a vertex, then each spy moves to a vertex.

Goal: Rev's want to get m rev's at a common vertex, with no spy.

Each turn: Each rev. moves/stays, then each spy moves/stays.
Obs 1: If s > |V(G)|, then the spies win.
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Obs 2: If s <|V(G)| and |r/m]| > s, then rev's win.
Ex: Say m=2,r =38, and s = 3.
So we assume |[r/m| < s < |[V(G)].
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Def: A graph G is spy-friendly if the spies win on G
for all integers m, r. s such that |r/m| <'s.

Thm 1: All paths are spy-friendly. (True for trees, too.)
Pf: One spy follows each mth rev. When rev's move, spies repeat.
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Ex: Cs is not spy-friendly.

Consider m=2, r=3, s = 1. .

Lemma:
For k > 4, Cy is not spy-friendly.
...but it's very close. rs
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