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¢ — Val(c) is computable in exponential time
» Back-time algorithm: compute ¢ — Val(c) from x =1t0 0
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Counterfactual causality
—Cause (in the system) implies —Effect (in closed execution)

Definition (GandALF23): Definition of counterfactual causes in transitions
systems and games

Using distance over executions (strategies) to define close
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