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gbhoboobodboobgbbdlop init @ > U 00000000000

34 0UOO0OOOO

000000 SO0000 (Safety property) POODOODOOSO0000O0O0OOOO
0000 POCODOOOOOOOOOOOOOOTS/CafeOBJOODDODODODOOOODODODO
D000 pPOOODODOOOOOODINVODOODOODO

Dooboooboo pPObOODOODOODO

mod INV
{
op p : HidSrt X1Srt X2Srt ... XnSrt -> Bool .
eq p(H, X1, X2, ..., Xn) = P(H, X1, X2, ..., Xn)
+

O000HdStOO0O0O0O0O0o0XkSrt(0<k<n)ODOODOO POODODOOOOOOOOO
O0000000000000000HDO HidSrt 00 Xk(0 <k <n)O XkSrt O CafeOBJ
gbooooo

OO000000INVOODopOODOO PO CafeOBJOOODOODO pOODODOO
UpUDb0O0OeqUOUOO0O0OOOOOOOOODOO

Ooob0oboo Sooboob0oboooogooboboooboobooboboboooooo
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0000000000 0mit000000000trans000000000i(1 <i<mn)
000000 XiSrtOOOHdStO0O0O0O0O0O0O0XkSrt(0<k<n)OOOO POOOO
000000000000 000000000HO HidSrt 00 Xk(0 <k <n)O0 XkSrt
O CateOBJOODOODOODOODOOOOODOODODO

OO0000 PO CafeOBJOO pOO0OOO0O INVODOODOODOODOODODO ISTEP
gboooao

mod ISTEP
{
pr( INV )
op s s’ : -> HidSrt .
op istep : X1Srt X2Srt ... XnSrt -> Bool .
eq istep(X1, X2, ..., Xn) =
p(s , X1, X2, ..., Xn) implies
p(s’, X1, X2, ..., Xn)
b

gbuodbboobboogbuodaboobbodoboobbobobodboobbod
gbooooo

open INV .
red p(init, x1, x2, ..., xn)
close .

gbooooobbobaoobon

open ISTEP .

eq s’ = trans s .

red istep(xl, x2, ..., xn)
close .

red0000000O0O00OO0O0O0OOOOO0ODOODLOODOODOODOODbDOObOODO
OO00000000 BoolOD TrueD OOOOOODOOOOO POODOODOODODODO
gboogobodbobuogbboobuoobbooboobbodgbooooboon
oooooobooosSooooobooooboboooooobboooobooooobooo
gbobobboooogbobooooobbbboooobobbboooobobobboood
gbobooodd
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40 OOoO0Odoooddun

gbbboogobbbuooobbboooobobobbuooobobbbuoooobn
O000000000000000000000000000000000O0TS/CateOBJ
gbbobuoooobbbuooobbboogodd

4.1 0OOO0O0OO0O0

4.1.1 000000

googbboobooboboobbooboobbbooboooboobobon
gboobgdbobobuodgbobobobuoobbooboobbogboobobooboon
0000000000000 00000 PNATODODODOODOODDO CateOBJOODO
gbboboooobbbuoooobbobooooboouoon

mod FRAME {
pr( PNAT * {
sort Nat -> Frame,
sort NzNat -> NzFrame,
sort Zero -> ZeroFrame
1)
}

OO00000D00ONatODOOOOZero OUNzNat OO OO OO OOOOOODOODO
goobodboogoobbodboooboobbodboooobboobood
oboboooboobodbd Framed 000000000

4.1.2 00000000

oobobooboooooboboboboooob IbooboobobobooboobooIb
oboboobobobobooboboboobo Ibooboboboboobobboobg
gboogobuodgbbboogobuogbobogbbooboobboobonbodoog
OO0000000CafeOBJOOODOOOOODOODODODODODODODODOD
gboboogoooboooobon
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mod* UID {
[ Uid ]
pred _=_ : Uid Uid {comm} .

eq (U:Uid = U) = true .

gbhuobgbbudgbboobobuoobbooboobbooboaobbooboood
oboboodbooboboobuooboboobobooob Ibboobobbooobg
obobbobooboobooboobon

mod* EVENT {
[ Event ]
pred _=_ : Event Event {comm} .

eq (E:Event = E) = true .

4.1.3 UO0O0O0OO0OOOOOOOOODLDOOOOOOOOn

OOo0OO0bO0bOobOobooobooogboeoFPSO0O0O0OO0OODOODODODODO
gbodobboobboobboobuobboobbodoboobboobooboon
gboogobobuogbooooboooboobbobuoobboobbooboon
obobobooboobooboobon

gboodbogbboobuoobogbobobooboobbobobogboobbon
goobgbobobboboobobobobuoooobobobobobobobo
gboogbobodboobobobboobuoobboobuobogboonobuooboon
O0000000000000000000000000000 1000000 (updateO
0)00C0000000000000o0ooooooooCooO00Uo0oooOogoooo
gooboobooboboobobobobobobooobobobobobobobo
gbobobooogon

bbhooobbooobooobooobbooobboobboobbobooobo
FRAMEOOOODOOOODOO CafeOBJOODOOOOOO

mod REALTIMEGAME {
pr( FRAME )

[ Game ]x
op init : SrtIl SrtI2 ... SrtIn -> Game .

- pgbboooooobobooooobn
bop update : Game -> Game .
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-—gbbooodobbboooobbbooaooboo
op c-update : Game —-> Bool .

- pgbbooooobbooogbbboooon

bop frame : Game -> Frame .

- 000000000 0000a0g o
eq frame( init(I1:SrtIl, I2:SrtI2, ..., In:SrtIn) ) = 0 .

-- 0000000000 0bOoOoooDooOoo

ceq update(G:Game) = G if not( c-update( G ) )
--0000000b0O00bOo00oDoOooooobooOooDood
ceq frame( update(G:Game) ) = s( frame(G) ) if c-update( G )

gbooo...00000bobdagobobon

gooobobobbobotdoduoudududduuoooooooooooooon
ooobooooIibgoboogovulibobdbgboooobobobooobobobg
goo

mod NETWORKGAME {
pr( FRAME )
pr( UID )

[ Game ]x
op init : SrtIl SrtI2 ... SrtIn -> Game .

- pgbbooogbobbuoooobobbuooobobbboogbobobod
bop update : Game Uid -> Game .
-——pboboooobbboogbobbooooboon

op c-update : Game Uid -> Bool .

-—— bobodobodoboobgobobbobbobbooboob
bop frame : Game Uid -> Frame .

- 0o0oooooouoooooooooooongo
eq frame( init(I1:SrtI1, I2:SrtI2, ..., In:SrtlIn), U:Uid ) = 0 .

-~ gobobooooobbboooobbobooooboobobogoo
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ceq frame( update(G:Game, U1:Uid ), U2:Uid ) = s( frame(G, U2) ) if Ul = U2 .
-- 0000000000000 ob00ooLOooooDooOoooooooOoo
ceq frame( update(G:Game, Ul:Uid ), U2:Uid ) = frame(G, U2) if not(U1l = U2)

4.1.4 0O000O0OO0OOOOOOO

gboobogoboobboboobbobuoobboboooboobbogbood
gbbogoboouobodgbbooooboobboobboobbooooboon
gboogobuogbbogbooboobbobuoobboobooobooobobboon
OO0 CafeOBJOODODOOO

mod! MESSAGE {
pr( FRAME )
pr( EVENT )
-— sort
[ Message ]
—— operators
op pack : Event Frame -> Message {constr} .
op event : Message -> Event .
op sendtime : Message —> Frame .
pred _=_ : Message Message {comm} .
—-- variables
vars M1 M2 : Message .
var E : Event .
var T : Frame .
—-- equations
eq event( pack( E, T) ) = E .
eq sendtime( pack( E, T ) ) =T .
eq (M1 = M2) = ( (event(M1) = event(M2)) and (sendtime(M1) = sendtime(M2)))

000000000000000000000000000000000000000
0000000000000000000000000000000000000000
00000000 4.1)
00000000000000000000000000000000000000
0000000000000000000000000000000000000000
000000000000000000000000000000000000000
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T—d 7N

U41: 0000000000

gboogobogbbdubodgboboobobbuodbboooobooobboboon
gobobooboboobobobobobboooobobobobobobobobo
gbogoboobuogbboobboobooboboobooboooobooboon
goooooon

4.1.5 0000

gboogboobbobbuoobbuogooobbbobooobobbooobood
gooobbobbbbbbbbobbbobobbbbbbddooooooooooooon
gboogobuodgbbodbooobuoobboobbooboooobbobboon
000 EventSet 0 CafeOBJODODOOUOO EVENTSETOOODOOODOOOOOOOOO
OO0000000000000000ObucketO0OOODOOO0OO0ODbucketDODOOO
O0O0000000UdO Frame0 0000000000000 0OO EventSetd OO0

4.2 OUOOOUOOOOOOO

gboogbobodgbbobodgbogboooboobbuoobobooobobooon
SESSIONOO0O0O00000O
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—- hidden sort

*[Session]*

—-- initial state

op init

-- actions

bop send :

bop receive : Session

bop update :

—-- observations

bop wait : Session ->

bop frame :

bop network : Session

bop gameworld :
bop bucket :

: NzFrame -> Session {constr} .

Session Uid Event -> Session {constr} .

Uid Message -> Session {constr} .

Session Uid -> Session {constr} .

NzFrame .

Session Uid -> Frame .

Uid -> Network .

Session Uid Frame -> EventSet .
Session Uid Frame -> EventSet .

—-- effective conditions

pred c-send :
pred c-receive :

pred c-update :

Session Uid Event .
Session Uid Message .
Session Uid .

gboobouogoobboboogo

4.2.1 0000
Doobodsgbbooboobooboobon

frame(s, uid) : widOOOOOOOOOOO

network(s, uid) : widOOOOOOOOOOO

gameworld(s, uid, f)

ruid0 0000000000 f000000Db0o0on

000 EventSetO (00 O0D00O0OOOOOO0OOODNO)

wait(s) : DODODOOOOOO Waitd DO

bucket (s, uid, f)
oo)

:uwid00000 f00000000000 EventSetd (OO
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4.2.2 0000: init(time)

timed WaitOO OO OOOOODODOODOOODLOOODOOODLOOOOOODOOODOOOn
nit0 0000000000 frameO 00 Onetworkd gameworldd bucket 0 0 0 0 O OO
OO000D00waitODODO timedO0DO0D0OOO0OOO
OOD0OSESSIONOD0OO0OO0ODOODO0ODbOObOOO0ObOO0DOOoDOoboboon
-- init
eq wait( init( W ) ) =W .
eq frame( init( W ), ID1 ) =0 .
eq network( init( W ), ID2 ) = nil .
eq gameworld( init( W ), ID2, F ) = empty .
eq bucket( init( W ), ID2, F ) = empty .

4.2.3 0OO0DODO: send(s, uid, event)

uidOOO0O0 Event 00000000000 0O0O0OOODODOODOOO network O OMes-
sage0 0000000 Message 00D O0O0DOD0OO0OODOOOOevent O frame(s, uid) O O
00000000000 bucket(s, uid, frame(s, uid) + wait(s)) 0 event 00 0000 O
Ooo00obooboobobooboooobooboibg gameworldDOOODOOOOO
Oframe 0000000000 OOOOO0ODOOOOOOO0ODOOOODOOODOODOO
O00o0oo0o0o00000o0oooobbb00ooooooobobobbboodddsendd ™
O00000000000000 esend0 00 trued oo

send 0 SESSIONOD D O0O0O0OODOOOOOOOOODOODOOO

-- c-send

eq c-send( S, ID1, E ) = true . -- anytime, send is happen.

-— send
ceq wait( send( S, ID1, E ) ) = wait( S ) if c-send( S, ID1, E )
ceq frame( send( S, ID1, E ), ID2 ) =
frame( S, ID2 ) if c-send( S, ID1, E )
ceq network( send( S, ID1, E ), ID2 ) =
(if ID1 = ID2
then network( S, ID1 )
else pack( E, frame( S, ID1 ) ) | network( S, ID2 )
fi) if c-send( S, ID1, E )
ceq gameworld(
send( S, ID1, E ),
ID2, F
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SN —

H—L#R

IL—LESFL/N\TYH

0 4.2: 0000 send(s, uid, event)

) = gameworld( S, ID2, F ) if c-send( S, ID1, E )
ceq bucket( send( S, ID1, E ), ID2, F ) =
(if (ID1 = ID2) and (F = frame( S, ID2 ) + wait( S ))
then E bucket( S, ID2, F )
else bucket( S, ID2, F )
fi) if c-send( S, ID1, E )

O42000send00000000ODO0O0OO0O0ODOOOO0ODOODOODOODODOOO
oboobobobobooobobobobooboboboboobbboboobobog
gbobobobuoogooobooboboooooobobobooooobbbbuoooouoood
obobobooboobooboobooboboboobooboon

4.2.4 0000O: receive(s, uid, mes)

receive(s,uidymes) D vid D0 000 mesO0 000 O0O000OOOO(0 43) 00000
O00000000D00000000 WaitOO DelayDODOOOOOODOODODOODOO
O00000000000000000000000000 bucket(s, uid, frame(s,uid) +
(wait(s) - (frame(s,uid) - sendtime(mes)))) D mes0 000 0000000000000
O000Osend000000OOreceive 00000 frame000000O00O0OOOOOO
0000000000000 0O0gameworld0 00000000 receive O O O c-receive(s,
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2y RI—=H —
B LR
IL—-LESESL )y k
UidD1—14 o
[1—9B
1-#cC i

0 4.3: OO 0O0O: receive(s, uid, mes)

uid, mes) 000000000000 creceive(s, uid, mes) O O network(s, uid) O mes [
gooooooooobbbbbobooooooooboobbbbbboooog
receive J SESSIONDO O OODOOOOOOOODOOODOODOOOO

—-— c-receive
eq c-receive( S, ID1, M ) = (M \in network( S, ID1 ))

-— receive
ceq receive( S, ID1, M ) = S if not( c-receive( S, ID1, M ) )
ceq wait( receive( S, ID1, M ) ) = wait( S ) if c-receive( S, ID1, M)
ceq frame(
receive( S, ID1, M ),
ID2
) = frame( S, ID2 ) if c-receive( S, ID1, M )
ceq network( receive( S, ID1, M ), ID2 ) =
(if (ID1 = ID2)
then remove( network( S, ID2 ), M)
else network( S, ID2 )
fi) if c-receive( S, ID1, M )
ceq gameworld(
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SN —

IL—LESFL/N\TYH

AR ORI

UidD1—%
[1—9B
1-#cC i
OOO

0 4.4: 00O O: update(s, uid)

receive( S, ID1, M ),
ID2, F
) = gameworld( S, ID2, F ) if c-receive( S, ID1, M )
ceq bucket( receive( S, ID1, M ), ID2, F ) =
(if ((ID1 = ID2) and (F = sendtime(M) + wait(S)))
then (event(M) bucket( S, ID2, F ))
else bucket( S, ID2, F )
fi)
if c-receive( S, ID1, M )

4.2.5 0O00O0O: update(s, uid)

wdO0 0000000000000 000000000 (O 4.4) bucket(s, uid, frame(s,
uid)) O gameworld(s, uid, frame(s, uid)) 00000000000 O frame(s, uid) 0 0 O
O0000Oupdate 00000 c-update 0 00O trued 0 0O O

update 0 SESSIONO 00O O0O0OO0OO0OODOODOOODOOODOO

-- update
ceq wait( update( S, ID1 ) ) = wait( S ) if c-update( S, ID1 )
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ceq frame( update( S, ID1 ), ID2 ) =
(if (ID1 = ID2)
then s( frame( S, ID2 ) )
else frame( S, ID2 )
fi) if c-update( S, ID1 )
ceq network(
update( S, ID1 ),
ID2
) = network( S, ID2 ) if c-update( S, ID1 )
ceq gameworld( update( S, ID1 ), ID2, F ) =
(if (ID1 = ID2) and (frame( S, ID2 ) = F)
then bucket( S, ID2, F )
else gameworld( S, ID2, F )
fi) if c-update( S, ID1 )
ceq bucket(
update( S, ID1 ),
ID2, F
) = bucket( S, ID2, F ) if c-update( S, ID1 )

4.3 Delay < Waitl O

OO00000000O0000O0b0O0b0O0ObObO0ObDOg DelayOWaitOOoooO
OO0O0000000O0Delay <WaitOOOOoooooooooooooooMOOD
o000 AQ0OO0OO0OO00O0ODOODODOCOOO0O0OODbDUODbDODObOObObOODbDOD
OooMOOOODODODOO0DOO0DOOWatDOooooooooooooooooogo
0000000 CateOBJOOODOOODOOODOOOODOO SESSION+DELAYWAIT O
gbbobooodaon

mod! SESSION+DELAYWAIT
{

—-- imports

pr( SESSION )

-- variables
var S : Session .
var ID : Uid .

var M : Message .

26



-- delay<wait assumption
ceq (frame(S,ID) < sendtime(M) + wait(S)) = true if M \in network(S,ID)

000 SESSION+DELAYWAITOOOOODOOOODOOO
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st ooutdboootdd

gbuogbodbobogboobbuooboooboobbuoobbooobogboon
gboboboggoboooood

5.1 UOO0OOOODOOODOO

gbuodgbboobuogbboobuooooboobbooboobbboobbod
gbobobobooogoboboooobobbooogobobboooobobbooooon
gbbbuoogobbboooobbbooooboo

oo ooooooooooooooon
gbgbdgbbodobbooboooboobbbboobboobboobobood
gboboboooobboboooan

. 0000000 (boooob0o)0ooDooOoo0O0UoUoDOooDoDooOoOod

2. 0pb0obobooboobooboboobobooboobobboboboon
gboobuoooobbboooobbbooooooood

. 0buoboboubuobuobobubobooobooooogogobobobobo

000b000bboobbooobbooobboobboobbuoobbobooobb
googgboggb ooogdbbooobooobobooilbbooboooboog
gbogogbbbboobuoobobuobboobooooobuoobbooboon
googbboobuodboogbobbugbboobuodboobboobooboon
goo

gbhobu2zgbogbobogbobuogboboobobbogbobodbobad
gbbobooodgobbod

00 5.1 (000000000) 0000000000000 DOO0DO0oOoOOOooOoOO
goobooogon

gboogobuodbooobuogbboobuobogboobbogbobuooboon

gboboboogobood
goooobooooooooooob1ooooooooooboogoooooon

gbbogobogboboobbuoobbuoobobbodbbdngdgbbbodobood
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goboobooobtbp-100b000booobbooobobboobboonoboon
gbobbuoooobbbuooboboboooobbobuoooobboao

00 52 (00000000)00000«0b0000000000OO0COOODODOO
O0n-10000«000000000000O0OC00O0ODOODOODOODOODODOODO
OO00O0bOO0bOoboboobodoDnbe0bpO00ODOODObOOOOODODD

goodbogbobooboogbooobooboobboobooboobbon
gbooogog

00 53 (0000000000000 0000000O0O0O0OD0O) OD0O000e«Ob00
a0 b00000000DOODOOOOODOOOO fODOODfODOeOBODOOO
gbbobuoooobboooobbobouooobobobogn

OO0D00D00000 CafeOBJOOOODODOOOO inviOOOO

eq inv1i( S, ID1, ID2, F ) =
((F < frame( S, ID1 )) and (F < frame( S, ID2 ))) implies
(gameworld( S, ID1, F ) = gameworld( S, ID2, F ))

000 gameworld( S, IDn, F)OOO0OC IDnO00000D0O0OOCOO0OODOO FOOO
goboboooobbbogoobobboogoboboboooobbobood

googobogugobuogbbuobbuoouobbuoobbuoobboobbo
gobbboddtdnviObboboooooobbbbooooobobobboooon
goo

5.2 OUOOOOO

O00invlOO0O0OOSession0 00000000000 DO0OO0ODOOOOODOOOO
godgd

Session0 0000000000000 0OOOInvI(s,idl,id2,{)0000 sO init(w) O
0000000000 0Osend(s’, uid3, ev) 0 O O Oreceive(s’, uid3, mes) 0 O O Dupdate(s’,
uid3) 00 0000000000000 000Oo0D00O0

O00000init(w) 000 Osend(s’, uid3, ev) 000000000000 OOOOOO
gooooo

receive(s’, uid3, mes) 0 O 0 O O c-receive(s, uid3, mes) 0 0 0000000000000
goodooooobbobboooooooooo

update(s,uid3) 00 00000004d1,id2,id30 f000000000O0O0O00OO0OO0
0000000000idl=id3 and id2#id3 and f=frame(s,id3) and f<frame(s,id2) O O
00 0id1#id3 and id2=id3 and f=frame(s,id3) and f<frame(s,id1) 000000000
guooooooooooood

gbo20000000000
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(C

(f < (s f)) and

(bucket(s,id3,f) = gameworld(s,id2,f))
) xor (

(f < (s £)) xor true)
) :Bool

gooo

Q¢

(f < (s f)) and

(gameworld(s,idl,f) = bucket(s,id3,f))
) xor (

(f < (s f)) xor true)
) :Bool

OO0 BoolODOOODODOODOOODOOODODODOODO
goobooogoobobiodimv200000

eq inv2( S, ID1, ID2, F ) =
((F = frame(S, ID1)) and (F < frame(S, ID2))) implies
(bucket (S, ID1, F) = gameworld(S,ID2,F))

200000 IDI000d0doobobbod0 Foobooooo Ip2000goooo
Ooob0oobobooboooboboboobooobobooboboooobooIbiobgon
goobobobooooooobbo b2 Foooobobobboooooooo
gooddooooobbbboooooooobobobbbbouooo

U0 mv200000 vl OO0O0O0OD0O0O0O0OO0O0O0O0O00O00O00O0O000O0000On
Jodddinv200000000v1iO0O0O00O0O0O0O0O00000O000v2000000
goodooooooobbobbboooood

inv20 0000 update0d O 0 0 O O Onot(id1=id3) and id2=id3 and not(fjframe(s,id3))
and f=frame(s,id1) and f=frame(s,id3) 000 0000000000000 00O00O0O

googg

Q¢

(f < (s £f)) and

(bucket(s,id1,f) = bucket(s,id3,f))
) xor (

(f < (s £)) xor true)
) :Bool

OO0 BoolOODO CateOBJOODOODOODOODOO
gboobuogoobbbooooobbbmv3ddddnonon

30



eq inv3( S, ID1, ID2, F ) =
((F = frame( S, ID1 )) and (F = frame( S, ID2 ))) implies
(bucket( S, ID1, F ) = bucket( S, ID2, F ))

nv300000 IDbi10o0oogooo ID20000bboooboborboooooon
Ooobiooobooooo b20000oboobobooboobobooboooobo
gbobooobooboooobn

OoooooboO0mv3000000mnv200000000000000000000
gobobobbboootddmv300oooooibmv2000000mv2000000
UO00mviOOOooooooooon

U000 mv20000000 mmv3000000000O0O0O0O00O0O0O0O0O00O00O0O00
gboboboooobbbuooobbboooooobooon

OO000obooo0oddbmviDOOOOO0oODbOOo0o0ooobooo0ooobDOODelay
<WaitOOOOoOOooooooobooobooboobooo
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el UU

6.1 OO0

gbouogbobdbodbuoobboobuoobboobuoobboobuoobbod
gbobobbodoggoboboooobobooooobobbuooogbobooooon
OTS/CafeOBJO OO0 DOOODOOOOOO0OO0ODODODODODODODOODODODOODODODOO
OO000Db00O00000O0b0b0o0oboobOobDOobUobbOoboOoDg CateOBJOO
gbobboogoobbbuooobbodao
googobogobugobuobuogbbubuogbbogbboboboooboon
gbbogobogbobuoobobbbbuoobbbboobboobboobobooon
gbobogobuogbbuoobbodboboobooboooboboobuooooboon
oottt oodoooooooooobooooo
gboboboooobbobuooooboboooobooooog
OO0D00O000000bO0 CateOBJUDODOOOOODODODOODOODOODODO
gbooboogoobobooad
OO000D00D00000ODelay < WaitUDOODOOOOOOOOODODOODODOO
gbooggbobbogoboobobobuogbbuoobboobobooboooboon
OO00000D0b0ob0ob0oobo0ooooooDoboOobDOl Delay < Wait 0D OO
gboogobuodgbbodgboobobuoobbbboboobooobooobboon
gbbbuoodgbobboooobbooodan

6.2 QOO

00000000 199800 Gautier00OOOMiMazeOODODOOOOOOOOO0OO
OoO0O0000000oooooooooooooooooooooooooooooo
OO00ooooO000ooooOOoooooooboboooooooOobooooOoobooooooDOo
OO0000000ooooOoOo0o0ooooooooCrenindd0Od0O0OOOoOOODOOO
O00000000000000 Trailing State Synchronization(TSS) 000000000
0000 [CKFJ04] OO0 FerrettiD OO0 O0O00O000O0O00OO0O0DOO0O0OOOOOOOO
O0000000000000000O0D00D00D0O0O0O0 Optimistic Obsolescence-based
Synchronization(OSS) 0000000000000 [FROY]
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ODOoO0b00o0boobooboboboobdBavghman O 20070 000000000
0000 (Dead Reckoning Protocol) DD 0000000 OOOOOOOOOOOOOO
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A.1 PNAT.mod

—-- PNAT Model

mod! PNAT principal-sort Nat

{
[ Zero NzNat < Nat ]

op 0 : => Zero {constr} .

op s _ : Nat -> NzNat {constr} .

pred _ = _ : Nat Nat { comm } .
pred _ < _ : Nat Nat .
op _ + _ : Nat Nat -> Nat { assoc comm } .

op sd : Nat Nat -> Nat { comm } .

vars N M : Nat .
var NN : NzNat .

-- + definitions
eq s(N) + M = s(N + M)
-— 0 is left idempotency of +

eq O+ N=N.

-— 0 is right idempotency of +
eq N+ 0=N.

-- = definitions

eq (NN = 0) = false .

eq (N =N) = true .

eq (s(N) = N) = false .

eq (s(N) =sM)) = W =M
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-- < definitions

eq N < N = false .

eq 0 < s(N) = true .

eq s(N) < 0 = false .

eq s(N) < s(M) =N<M.
}

A.2 PNAT-thmO.mod

mod PNAT-THMO

{

pr( PNAT )

vars N : Nat .

op thmO : Nat -> Bool .

eq thmO(N) = (not(0 = N) implies (0 < N))
}

mod PNAT-THMO-ISTEP {
pr ( PNAT-THMO )

ops n n’ : —> Nat .

op thmO-istep : -> Bool .

eq thmO-istep = thmO(n) implies thmO(n’)
in PNAT-thmO-proof.mod

mod! PNAT+thmO

{

pr( PNAT )

vars N : Nat .

== thmO

ceq (0 < N) = true if not(0 = N)
}
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A.3 PNAT-thmO-proof.mod

—-=> Proof PNAT-thm-0

--> ind on n

--> [thmO-base]

open PNAT-THMO .
opn : —> Nat .

-— ind. base case: 0

eqn=0.

red thmO(n)
close .

--> [thmO-istep]
open PNAT-THMO-ISTEP .
-- ind. case: s(n)

eq n’ = s(n)

red thmO-istep .
close .

--> Q.E.D.
A.4 PNAT-thml.mod

mod PNAT-THM1 {
pr( PNAT+thmO )

vars N M : Nat .
op thml : Nat Nat -> Bool .
eq thm1(N, M) = ((N = M) implies not(N < M))

mod PNAT-THM1-ISTEP {
pr( PNAT-THM1 )

ops n n’ : —-> Nat .
var M : Nat .
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op thml-istep : Nat -> Bool .
eq thml-istep( M ) = thml(n, M) implies thmi(n’, M)

in PNAT-thml-proof.mod

mod! PNAT+thml

{

pr( PNAT+thmO )

vars N M : Nat

-- thml

eq ((N = M) implies not(N < M)) = true .
}

A.5 PNAT-thml-proof.mod

—=> Proof PNAT-thm-1

--> ind on n
--> [thml-base]
open PNAT-THM1
opn : —> Nat .
opm : —-> Nat .
-- ind. base case: 0
eqn=20.
-— pre conditions
eq 0 =m .

red thml(n, m)
close .

--> [thml-istep]

open PNAT-THM1-ISTEP .
opm : —> Nat .

-- ind. case: s(n)

eq n’ = s(n)
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-— pre conditions

eq s(n) =m .

red thml-istep( m )
close .

--> Q.E.D.
A.6 PNAT-thm2.mod

mod PNAT-THM2 {
pr( PNAT+thml )

vars N M : Nat

op thm2 : Nat Nat -> Bool .

eq thm2(N, M) =
(not(N = M) and not(N < M) and not(N = s(M))) implies
not (N < s(M))

mod PNAT-THM2-ISTEP {
pr ( PNAT-THM2 )

ops n n’ : -> Nat
var M : Nat .

op thm2-istep : Nat -> Bool .
eq thm2-istep( M ) = thm2(n, M) implies thm2(n’, M)

—-- proof
in PNAT-thm2-proof.mod

—- define new module
mod! PNAT+thml+thm?2

{
pr( PNAT+thml )

vars N M : Nat
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-— thm2
ceq N < s(M) = false if not(N = M) and not(N < M) and not(N = s(M))
}

A.7 PNAT-thm2-proof.mod

-=> Proof PNAT-thm-2

--> ind on n
--> [thm2-base]
open PNAT-THM2 .
opn : —> Nat .
opm : —-> Nat .
-- ind. base case: 0
eqn=20.
-— pre conditions
eq (m = 0) = false .

red thm2(n, m)
close .

--> [thm2-istep]
open PNAT-THM2-ISTEP .
opm : —> Nat .
-- ind. case: n
eq n’ = s(n)
-- pre conditions
eq (s(n) = m) = false .
eq (n < m) = false .
eq (s(s(n)) < m) = false .

red thm2-istep( m )
close .

--> Q.E.D.

A.8 PNAT-thm3.mod
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mod PNAT-THM3 {
pr( PNAT+thml+thm2 )

var N : Nat .
var NN : NzNat

op thm3 : Nat NzNat -> Bool .
eq thm3(N, NN) = not((N + NN) = N)

mod PNAT-THM3-ISTEP {
pr( PNAT-THM3 )

ops n n’ : —-> Nat
var NN : NzNat

op thm3-istep : NzNat -> Bool .
eq thm3-istep( NN ) = thm3(n, NN) implies thm3(n’, NN)
in PNAT-thm3-proof.mod

mod! PNAT+thml+thm2+thm3

{

pr( PNAT+thmil+thm2 )

var N : Nat .

var NN : NzNat

eq ((N + NN) = N) = false .
}

A.9 PNAT-thm3-proof.mod

—=> Proof PNAT-thm-3

--> ind on n

--> [thm3-base]

open PNAT-THM3 .
opn : —> Nat .
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opm : —-> NzNat .
eqn=0.

red thm3(n, m)
close .

--> [thm3-istep]

open PNAT-THM3-ISTEP .
opm : —-> NzNat .
eq n’ = s(n)

-- assumptions

red thm3-istep( m )

close .

--> Q.E.D.
A.10 PNAT-thm4.mod

mod PNAT-THM4 {
pr( PNAT+thml+thm2+thm3 )

vars N M : Nat

op thm4 : Nat Nat -> Bool .
eq thm4(N, M) = (N < M) implies not(N = M)

mod PNAT-THM4-ISTEP {
pr( PNAT-THM4 )
ops n n’ : —-> Nat
var M : Nat .
op thm4-istep : Nat -> Bool

eq thm4-istep( M ) = thm4(n, M) implies thmd4(n’, M)
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in PNAT-thm4-proof.mod

mod! PNAT+thml+thm2+thm3+thm4

{

pr( PNAT+thmil+thm2+thm3 )

vars N M : Nat

eq ((N < M) implies not(N = M)) = true .
}

A.11 PNAT-thm4-proof.mod

--=> Proof PNAT-thm-4

-—> ind on n

--> [thm4-base, m=0]

open PNAT-THM4 .
ops nm : —-> Nat .

-— ind. base case: 0
eqn=20.

—-- case split assumptions
eqm=0 .

red thm4(n, m)
close .

--> [thm4-base, ~(m=0)]
open PNAT-THM4 .
ops nm : —> Nat .
-- ind. base case: 0
eqn=0.
—-—- pre conditions

eq (m = 0) = false .

red thm4(n, m)
close .

44



--> [thm4-istep, s(n)=m]
open PNAT-THM4-ISTEP .
opm : —> Nat .
-- ind. case: s(n)
eq n’ = s(n)
-- pre conditions
eq (n < m) = true .
eq (s(n) < m) = true .
—-- case split assumptions
eq s(n) =m .

red thm4-istep( m )
close .

--> [thm4-istep, ~“(s(n)=m)]
open PNAT-THM4-ISTEP .
opm : —> Nat .
-- ind. case: s(n)
eq n’ = s(n)
—-- pre conditions
eq (n < m) = true .
eq (s(n) < m) = true .
—-—- case split assumptions
eq (s(n) = m) = false .

red thm4-istep( m )
close .

--> Q.E.D.
A.12 PNAT-+theorems.mod

—-- PNAT Model

mod! PNAT+theorems
{

-- imports
pr( PNAT+thmil+thm2+thm3+thm4 )
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A.13 bucketsync.mod

—-— Bucket Synchronization Models
mod! FRAME

{
—-— imports
pr( PNAT+theorems *{
sort Nat -> Frame,
sort NzNat -> NzFrame,
sort Zero —-> ZeroFrame
1)
}
mod* EVENT
{
[ Event ]
pred _=_ : Event Event {comm} .
var E : Event .
eq (E = E) = true .
}
mod* UID
{
[ Uid ]
pred _=_ : Uid Uid {comm} .
eq (U:Uid = U) = true .
}

mod! EVENTSET
{

—-- imports
pr( EVENT )

-- sorts
[ Event < EventSet ]

—— operators

op empty : -> EventSet {constr} .
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op _ _ : EventSet EventSet -> EventSet {constr assoc comm} .

pred _ \in _ : Event EventSet .

pred _ issubset _ : EventSet EventSet .
pred _=_ : EventSet EventSet {comm} .
-- variables

vars AE AE’ : EventSet .

vars E E’ : Event

-- equations : _

eq empty AE = AE .
eq AE AE = AE .

-- equations : _ \in _
eq E \in empty = false .
eq E \in E’> = (E = E?)

eq E \in (E’ AE) = (E = E’) or (E \in AE)

-- equations : _ issubset _
eq (empty issubset AE’) = true .
eq (AE issubset AE) = true .

eq ((E AE) issubset AE’) = (E \in AE’) and (AE issubset AE’)

-- equations : =

eq (AE = AE) = true .

mod! MESSAGE

{
—-- imports
pr( FRAME )
pr( EVENT )

-— sorts

[ Message ]

—— operators
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op pack : Event Frame -> Message {constr} .
op event : Message -> Event .

op sendtime : Message —> Frame .
pred _=_ : Message Message {comm} .

-- variables

vars M1 M2 : Message .

-— equations
eq event( pack( E:Event, T:Frame ) ) = E .
eq sendtime( pack( E:Event, T:Frame ) ) =T .

eq (M1 = M2) = ((event(M1) = event(M2)) and (sendtime(M1l) = sendtime(M2)))

mod! NETWORK

{
-- imports
pr( MESSAGE )

—-— sorts
[ NilNetwork NnNetwork < Network ]

—— operators

op nil : -> NilNetwork {constr} .

op _ | _ : Message Network -> NnNetwork {constr} .
op _ \in _ : Message Network -> Bool .

op remove : Network Message -> Network .

—-- variables
vars N1 N2 : Network .
vars M1 M2 : Message .

-- equations : _ \in _

eq M1 \in nil = false .
eq M1 \in (M2 | N2) = (M1 = M2) or M1 \in N2 .
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-- equations : remove(_, _)
eq remove( nil, M2 ) = nil .
ceq remove( (M1 | N1), M2 )
ceq remove( (M1 | N1), M2 )

remove (N1, M2) if M1 = M2 .
M1 | remove(N1, M2) if not(M1 = M2)

mod! SESSION

{
—-— imports
pr( FRAME )
pr( UID )
pr( EVENT )
pr( EVENTSET )
pr( MESSAGE )
pr( NETWORK )

—- hidden sort

*[Session]*

-- initial state
op init : NzFrame -> Session {constr} .

—-- actions

bop send : Session Uid Event -> Session {constr} .

bop receive : Session Uid Message -> Session {constr} .
bop update : Session Uid -> Session {constr} .

-- observations

bop wait : Session -> NzFrame .

bop frame : Session Uid -> Frame .

bop network : Session Uid -> Network .

bop gameworld : Session Uid Frame -> EventSet
bop bucket : Session Uid Frame -> EventSet

—-- effective conditions

pred c-send : Session Uid Event
pred c-receive : Session Uid Message .
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pred c-update : Session Uid .

—-- variables
var S : Session .
var F : Frame .
var W : NzFrame .
var E : Event .
var M : Message .
vars ID1 ID2 : Uid .
-— equations
-- init
eq wait( init( W ) ) =W .
eq frame( init( W ), ID1 ) =0 .
eq network( init( W ), ID2 ) = nil .
eq gameworld( init( W ), ID2, F ) = empty .
eq bucket( init( W ), ID2, F ) = empty .

-- c-send
eq c-send( S, ID1, E ) = true . -- anytime, send is happen.

-- send
ceq wait( send( S, ID1, E ) ) = wait( S ) if c-send( S, ID1, E )
ceq frame( send( S, ID1, E ), ID2 ) =
frame( S, ID2 ) if c-send( S, ID1, E )
ceq network( send( S, ID1, E ), ID2 ) =
(if ID1 = ID2
then network( S, ID1 )
else pack( E, frame( S, ID1 ) ) | network( S, ID2 )
fi) if c-send( S, ID1, E )
ceq gameworld(
send( S, ID1, E ),
ID2, F
) = gameworld( S, ID2, F ) if c-send( S, ID1, E )
ceq bucket( send( S, ID1, E ), ID2, F ) =
(if (ID1 = ID2) and (F = frame( S, ID2 ) + wait( S ))
then E bucket( S, ID2, F )
else bucket( S, ID2, F )
fi) if c-send( S, ID1, E )
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—-— c-receive
eq c-receive( S, ID1, M ) = (M \in network( S, ID1 ))

-— receive
ceq receive( S, ID1, M ) = S if not( c-receive( S, ID1, M ) )
ceq wait( receive( S, ID1, M ) ) = wait( S ) if c-receive( S, ID1, M )
ceq frame(
receive( S, ID1, M ),
ID2
) = frame( S, ID2 ) if c-receive( S, ID1, M )
ceq network( receive( S, ID1, M ), ID2 ) =
(if (ID1 = ID2)
then remove( network( S, ID2 ), M)
else network( S, ID2 )
fi) if c-receive( S, ID1, M )
ceq gameworld(
receive( S, ID1, M ),
ID2, F
) = gameworld( S, ID2, F ) if c-receive( S, ID1, M )
ceq bucket( receive( S, ID1, M ), ID2, F ) =
(if ((ID1 = ID2) and (F = sendtime(M) + wait(S)))
then (event(M) bucket( S, ID2, F ))
else bucket( S, ID2, F )
fi)
if c-receive( S, ID1, M)

-- c-update

eq c-update( S, ID1 ) = true . -- anytime, update is happen.

-— update
ceq wait( update( S, ID1 ) ) = wait( S ) if c-update( S, ID1 )
ceq frame( update( S, ID1 ), ID2 ) =
(if (ID1 = ID2)
then s( frame( S, ID2 ) )
else frame( S, ID2 )
fi) if c-update( S, ID1 )
ceq network(
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update( S, ID1 ),
ID2
) = network( S, ID2 ) if c-update( S, ID1 )
ceq gameworld( update( S, ID1 ), ID2, F ) =
(if (ID1 = ID2) and (frame( S, ID2 ) = F)
then bucket( S, ID2, F )
else gameworld( S, ID2, F )
fi) if c-update( S, ID1 )
ceq bucket(
update( S, ID1 ),
ID2, F
) = bucket( S, ID2, F ) if c-update( S, ID1 )

mod! SESSION+DELAYWAIT
{

-- imports

pr( SESSION )

-— variables

var S : Session .
var ID : Uid .
var M : Message .

-- delay<wait assumption
ceq (frame(S,ID) < sendtime(M) + wait(S)) = true if M \in network(S,ID)
+

A.14 invl.mod

mod INV1

{
pr( SESSION+DELAYWAIT+INV3+INV2 )

op invl : Session Uid Uid Frame -> Bool .
var S : Session .

var F : Frame .

vars ID1 ID2 : Uid .
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-— invariant candidate
eq invi( 8, ID1, ID2, F ) =
( (F < frame( S, ID1 )) and
(F < frame( S, ID2 ))
) implies
(gameworld( S, ID1, F ) = gameworld( S, ID2, F ))

mod INV1-ISTEP
{
pr( INV1 )
ops s s’ : -> Session .
op invl-istep : Uid Uid Frame -> Bool .

var F : Frame .

vars ID1 ID2 : Uid .

eq invi-istep( ID1, ID2, F ) =
inv1( s, ID1, ID2, F ) implies
invi( s’, ID1, ID2, F )

in invl-proof.mod
A.15 invl-proof.mod

-=> Proof invil

-=> [1-init]

open INV1 .
op w : -> NzFrame .
op f : -> Frame .

ops idl id2 : -> Uid .
-- ind. base case: 1init

op s : —> Session .

eq s = init(w)

red invl( init( w ), id1l, id2, f )
close .
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--> [1-send]
open INV1-ISTEP .

op £ : -> Frame .
ops idl id2 id3 : -> Uid .
op e : —> Event .

—-— ind. case: send

eq s’ = send( s, id3, e )
red invl-istep( id1l, id2, f )

close .

--> [1-receive, c-receive]
open INV1-ISTEP .

op £ : -> Frame .
ops idl id2 id3 : -> Uid .
opm : —-> Message .

—-- ind. case: receive
eq s’ = receive( s, id3, m )

—-- case split assumptions

eq c-receive( s, id3, m ) = true .

red invi-istep( id1l, id2, f )
close .

--> [1-receive, “c-receive]
open INV1-ISTEP .

op £ : -> Frame .
ops idl id2 id3 : -> Uid .
op m : —-> Message .

—- ind. case: receive
eq s’ = receive( s, id3, m )

—-- case split assumptions

eq c-receive( s, id3, m ) = false .
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red invl-istep( id1l, id2, f )
close

--> [1-update, id1=id3, id2=1d3]
open INV1-ISTEP .

op £ : -> Frame .

ops idl id2 id3 : -> Uid .
-- ind. case: update

eq s’ = update( s, id3 )
—-- case split assumptions

eq id1l = id3 .

eq 1d2 = id3 .

red invl-istep( id1l, id2, f )
close .

--> [l1-update, id1=id3, ~(id2=id3), f=frame(s,id3), f<frame(s,id2)]
open INV1-ISTEP .
op £ : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
—-—- case split assumptions
eq idl = id3 .
eq (id3 = id2) = false .
eq frame(s,id3) = f
eq (f < frame(s,id2)) = true .
-- from inv2
-- eq inv2(s, id3, id2, f) = true .
eq bucket(s, id3, f) = gameworld(s, id2, f)

red invli-istep( id1l, id2, f )
close .

--> [1-update, id1=id3, ~(id2=id3), f=frame(s,id3), ~(f<frame(s,id2))]
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open INV1-ISTEP .
op f : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
—-— case split assumptions
eq i1d1 = id3 .
eq (id3 = id2) = false .
eq frame(s,id3) = f
eq (f < frame(s,id2)) = false .

red invi-istep( id1l, id2, f )
close .

--> [l1-update, id1=id3, ~(id2=id3), ~(f=frame(s,id3)), f<frame(s,id3)]
open INV1-ISTEP .
op f : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
—-- case split assumptions
eq idl = id3 .
eq (id3 = id2) = false .
eq (f = frame(s,id3)) = false .
eq (f < frame(s, id3)) = true .

red invli-istep( id1l, id2, f )
close .

--> [1-update, id1=id3, ~(id2=id3),
-=> “(f=frame(s,id3)), ~(f<frame(s,id3)), f=s frame(s,id3)]
open INV1-ISTEP .
op £ : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
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—-- assumptions
eq i1d1l = id3 .
eq (id3 = id2) = false .
eq (f = frame(s,id3)) = false .
eq (f < frame(s,id3)) = false .
eq f = s frame(s,id3)

red invli-istep( id1l, id2, f )
close .

--> [1-update, id1=id3, ~(id2=id3),
--> “(f=frame(s,id3)), ~(f<frame(s,id3)), ~(f=s frame(s,id3))]
open INV1-ISTEP .
op £ : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
—-- assumptions
eq idl = id3 .
eq (id3 = id2) = false .
eq (f = frame(s,id3)) = false .
eq (f < frame(s,id3)) = false .
eq (f

s frame(s,id3)) = false .

red invli-istep( id1l, id2, f )
close .

--> [l1-update, ~(id1=id3), id2=id3, f=frame(s,id3), f<frame(s,id1)]
open INV1-ISTEP .
op f : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
—-- case split assumptions
eq (id3 = id1) = false .
eq id2 = id3 .
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eq frame(s,id3) = f
eq (f < frame(s,idl)) = true .
-— from inv2
-- eq inv2(s, id3, idl, f) = true .
eq bucket(s, id3, f) = gameworld(s, idl, f)

red invl-istep( id1l, id2, f )
close .

--> [l1-update, ~(id1=id3), id2=id3, ~(f=frame(s,id3)), ~(f<frame(s,id1))]
open INV1-ISTEP .
op £ : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
—-- case split assumptions
eq (id3 = idl) = false .
eq id2 = id3 .
eq frame(s,id3) = f
eq (f < frame(s,id1)) = false .

red invi-istep( id1l, id2, f )
close .

--> [l1-update, ~(id1=id3), id2=id3, ~(f=frame(s,id3)), f<frame(s,id3)]
open INV1-ISTEP .
op £ : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
—-— case split assumptions
eq (id3 = idl) = false .
eq id2 = id3 .
eq (f = frame(s,id3))
eq (f < frame(s,id3))

false .

true .
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red invl-istep( id1l, id2, f )
close .

--> [1-update, ~(id1=id3), id2=id3,
-=> “(f=frame(s,id3)), ~(f<frame(s,id3)),f=s frame(s,id3)]
open INV1-ISTEP .
op f : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
-- case split assumptions
eq (id3 = idl) = false .
eq 1d2 = id3 .
eq (f = frame(s,id3))
eq (f < frame(s,id3))
eq f = s frame(s,id3)

false .

false .

red invl-istep( id1l, id2, f )
close .

--> [1-update, ~(id1=id3), id2=id3,
--> “(f=frame(s,id3)), ~(f<frame(s,id3)),”  (f=s frame(s,id3))]
open INV1-ISTEP .
op f : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
—-- case split assumptions
eq (id3 = idl1) = false .
eq id2 = id3 .
eq (f = frame(s,id3))
eq (f < frame(s,id3))
eq (f = s frame(s,id3)) = false .

false .

false .

red invi-istep( id1l, id2, f )
close .
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--> [1-update, ~(id1=id3), ~(id2=id3)]
open INV1-ISTEP .
op £ : -> Frame .
ops idl id2 id3 : -> Uid .
-- ind. case: update
eq s’ = update( s, id3 )
—-- case split assumptions
eq (id3 = idl) = false .

eq (id3 = id2) = false .

red invl-istep( id1l, id2, f )

close .

A.16 1inv2.mod

mod INV2

{
pr( SESSION+DELAYWAIT+INV3 )

op inv2 : Session Uid Uid Frame -> Bool
var S : Session .

var F : Frame .

vars ID1 ID2 : Uid .

-— invariant candidate

eq inv2( 8, ID1, ID2, F ) =
((F = frame( S, ID1 )) and (F < frame( S, ID2 ))) implies
(bucket( S, ID1, F ) = gameworld( S, ID2, F ))

mod INV2-ISTEP

{
pr( INV2 )
ops s s’ : -> Session .
op inv2-istep : Uid Uid Frame -> Bool .

var F : Frame .
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vars ID1 ID2 : Uid .

eq inv2-istep( ID1, ID2, F ) =
inv2( s, ID1, ID2, F ) implies
inv2( s’, ID1, ID2, F )

in inv2-proof.mod

mod! SESSION+DELAYWAIT+INV3+INV2

{

pr( SESSION+DELAYWAIT+INV3 )

var S : Session .

vars ID1 ID2 : Uid .

var F : Frame .

eq (((F = frame(S, ID1)) and (F < frame(S, ID2))) implies

(bucket (S, ID1, F) = gameworld(S, ID2, F))) = true .

+

A.17 inv2-proof.mod

-=> Proof inv2

-=> [2-init]

open INV2 .
op w : -> NzFrame .
op f : -> Frame .

ops idl id2 : -> Uid .

red inv2( init( w ), id1l, id2, f )
close .

--> [2-send, id1=id3]
open INV2-ISTEP .

op £ : -> Frame .
ops idl id2 id3 : -> Uid .
op e : -> Event .
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eq s’ = send( s, id3, e )
—-- assumptions
eq 1d3 = id1l
eq (f = frame(s,idl) + wait(s)) = false .

-— |=
red inv2-istep( id1l, id2, f )
close .

--> [2-send, ~(id1=id3)]
open INV2-ISTEP .

op £ : -> Frame .
ops idl id2 id3 : -> Uid .
op e : —-> Event .

eq s’ = send( s, id3, e )
-- assumptions
eq (idl = id3) = false .

— |=
red inv2-istep( id1l, id2, f )
close .

--> [2-receive, c-receive, id1=id3, f=sendtime(m)+wait(s)]
open INV2-ISTEP .

op f : -> Frame .

ops idl id2 id3 : -> Uid .
opm : —-> Message .

eq s’ = receive( s, id3, m )

-- pre conditions
eq frame(s,idl) = f . -- PropA
eq (f < frame(s,id2)) = true .
-- assumptions
eq c-receive(s, id3, m) = true .
eq idl = id3 . -- PropB
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eq sendtime(m) + wait(s) = f

-- from PropA, B
eq frame(s,id3) = f

-- from delaywait assumption

-- eq (c-receive(s,id3,m) implies

-- (frame(s,id3) < sendtime(m) + wait(s))) = true .
-- Move to RHS of |=

red (c-receive(s,id3,m) implies (frame(s,id3) < sendtime(m) + wait(s)))
implies inv2-istep( idl, id2, f )
close .

--> [2-receive, c-receive, id1=id3, ~(f=sendtime(m)+wait(s))]
open INV2-ISTEP .

op f : -> Frame .

ops idl id2 id3 : -> Uid .
opm : —-> Message .

eq s’ = receive( s, id3, m )

-- pre conditions
eq frame(s,idl) = £
eq (f < frame(s,id2))

—-- assumptions

true .

eq c-receive( s, id3, m ) = true .
eq idl = id3 .
eq (f = sendtime(m) + wait(s)) = false .

— |=
red inv2-istep( id1l, id2, f )
close .

-—> [2-receive, c-receive, ~(id1=1id3)]
open INV2-ISTEP .
op f : -> Frame .
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ops idl id2 id3 : -> Uid .

op m : —-> Message .
eq s’ = receive( s, id3, m )
-- assumptions

eq c-receive( s, id3, m ) = true .
eq (id3 = idl) = false .

-— |=
red inv2-istep( id1l, id2, f )
close .

--> [2-receive, “c-receive]
open INV2-ISTEP .

op f : -> Frame .

ops idl id2 id3 : -> Uid .

opm : —-> Message .

eq s’ = receive( s, id3, m )
—-- assumptions

eq c-receive( s, id3, m ) = false .

red inv2-istep( id1l, id2, f )
close .

--> [2-update, id1=id3, id2=id3, f=s frame(s,id3)]
open INV2-ISTEP .

op f : -> Frame .

ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )

-- assumptions
eq idl = id3 .
eq id2 = id3 .

eq f = s frame(s,id3)
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— |=
red inv2-istep( id1l, id2, f )
close .

--> [2-update, id1=id3, id2=id3, “(f=s frame(s,id3))]
open INV2-ISTEP .

op £ : -> Frame .

ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )

—-- assumptions
eq id1l = id3 .
eq 1d2 = id3 .

eq (f = s frame(s,id3)) = false .

-— |=
red inv2-istep( id1l, id2, f )
close .

--> [2-update, id1=1d3, ~(id2=id3), f=frame(s,id3)]
open INV2-ISTEP .

op f : -> Frame .

ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )
—-- assumptions

eq id1l = id3 .

eq (id2 = id3) = false .

eq f = frame(s,id3)

— |=
red inv2-istep( id1l, id2, f )
close .

--> [2-update, id1=id3, ~(id2=id3), ~(f=frame(s,id3)), f=s frame(s,id3)]
open INV2-ISTEP .

op £ : -> Frame .

ops idl id2 id3 : -> Uid .
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eq s’ = update( s, id3 )
—-- assumptions

eq i1d1l = id3 .

eq (id2 = id3) = false .

eq (frame(s,id3) = f) = false .
eq s frame(s,id3) = f

-- from PropA, B
eq (f < frame(s,id2)) = false .

red inv2-istep( id1l, id2, f )
close .

--> [2-update, id1=id3, ~(id2=id3),
open INV2-ISTEP .

op f : -> Frame .

ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )

“(f=frame(s,id3)), ~“(f=s frame(s,id3))]

—-- assumptions
eq id1l = id3 .
eq (id2 = id3) = false .
eq (f = frame(s,id3)) = false .
eq (f = s frame(s,id3)) = false .

red inv2-istep( id1l, id2, f )
close .

--> [2-update, ~(id1=id3), id2=id3,
open INV2-ISTEP .

op f : -> Frame .

ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )
-- assumptions

f<frame(s,id3)]
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eq (idl = id3) = false .
eq 1d2 = id3 .

eq (f < frame(s,id3)) = true . -- PropA
-- from PNAT-THM1

eq (f < s frame(s,id3)) = true .
-- from PropA

eq (frame(s,id3) = f) = false .

— =
red inv2-istep( id1l, id2, f )

close .

--> [2-update, ~(id1=id3), id2=id3,
--> " (f<frame(s,id3)), f=frame(s,idl), f=frame(s,id3)]
open INV2-ISTEP .

op £ : -> Frame .

ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )
—-- assumptions
eq (id1l = id3) = false .
eq id2 = id3 .
eq (f < frame(s,id3)) = false .
eq frame(s,idl) = f
eq frame(s,id3) = f

—— from INV3
eq bucket(s,idl,f) = bucket(s,id3,f)

— |=
red inv2-istep( id1l, id2, f )
close .

--> [2-update, ~(id1=id3), id2=id3,
-—> “(f<frame(s,id3)), f=frame(s,idl), ~(f=frame(s,id3))]
open INV2-ISTEP .

op f : -> Frame .
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ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )

-- assumptions
eq (idl = id3) = false .
eq 1d2 = id3 .
eq (f < frame(s,id3)) = false . -- PropA
eq frame(s,idl) = £
eq (frame(s, id3) = f) = false . -- PropB

-- from PropA, B
eq f < s frame(s,id3) = false .

— =
red inv2-istep( id1l, id2, f )
close .

--> [2-update, ~(id1=id3), id2=id3, ~(f<frame(s,id3)), ~(f=frame(s,id1))]
open INV2-ISTEP .

op £ : -> Frame .

ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )

—-- assumptions
eq (id1l = id3) = false .
eq id2 = id3 .
eq (f < frame(s,id3)) = false .
eq (frame(s,idl) = f) = false .

red inv2-istep( id1l, id2, f )
close .

--> [2-update, ~(id1=id3), ~(id2=id3)]
open INV2-ISTEP .
op £ : -> Frame .

ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )
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—-- assumptions
eq (idl = id3)
eq (id2 = id3)

false .

false .

red inv2-istep( id1l, id2, f )
close .

A.18 inv3.mod

mod INV3

{
pr( SESSION+DELAYWAIT )

op inv3 : Session Uid Uid Frame -> Bool .
var S : Session .

var F : Frame .

vars ID1 ID2 : Uid .

—-— invariant candidate

eq inv3( S, ID1, ID2, F ) =
((F = frame( S, ID1 )) and (F = frame( S, ID2 ))) implies
(bucket( S, ID1, F ) = bucket( S, ID2, F ))

mod INV3-ISTEP
{
pr( INV3 )
ops s s’ : -> Session .
op inv3-istep : Uid Uid Frame -> Bool .

var F : Frame .

vars ID1 ID2 : Uid .

eq inv3-istep( ID1, ID2, F ) =
inv3( s, ID1, ID2, F ) implies
inv3( s’, ID1, ID2, F )

in inv3-proof.mod
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mod! SESSION+DELAYWAIT+INV3
{
pr( SESSION+DELAYWAIT )
var S : Session .
vars ID1 ID2 : Uid .

var F : Frame .

eq (
(F = frame(S, ID1) and F = frame(S, ID2))

implies

(bucket (S, ID1, F) = bucket(S, ID2, F))) = true .

b

A.19 inv3-proof.mod

-=> [3-init]

open INV3 .
op w : -> NzFrame .
op f : -> Frame .

ops idl id2 : -> Uid .

red inv3( init(w), idl, id2, f )
close .

--> [3-send, id1=id3, id2=id3]
open INV3-ISTEP .

op f : -> Frame .
ops idl id2 id3 : -> Uid .
op e : -> Event .

eq s’ = send( s, id3, e )

—-—- pre conditions

eq frame(s,id1)

eq frame(s,id2)

-- assumptions
eq idl = id3 .
eq id2 = id3 .
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red inv3-istep( id1l, id2, f )

close .

--> [3-send, id1=id3, ~(id2=id3)]
open INV3-ISTEP .

op £ : -> Frame .
ops idl id2 id3 : -> Uid .
op e : —> Event .

eq s’ = send( s, id3, e )

—-— pre conditions
eq frame(s,idl) = £
eq frame(s,id2) = f
-- assumptions
eq i1d3 = id1l
eq (id2 = id3) = false .

red inv3-istep( id1l, id2, f )
close .

--> [3-send, ~(id1=id3), id2=1id3]
open INV3-ISTEP .

op f : -> Frame .
ops idl id2 id3 : -> Uid .
op e : -> Event .

eq s’ = send( s, id3, e )

-- pre conditions
eq frame(s,idl) = f .
eq frame(s,id2) = f

-- assumptions
eq (idl = id3) = false .
eq id3 = id2 .

red inv3-istep( id1l, id2, f )
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close .

--> [3-send, ~(id1=id3), ~(id2=1id3)]
open INV3-ISTEP .

op £ : -> Frame .
ops idl id2 id3 : -> Uid .
op e : —> Event .

eq s’ = send( s, id3, e )

-— pre conditions

eq frame(s,id1)

eq frame(s,id2)

-- assumptions
eq (idl = id3) = false .
eq (id2 = id3) = false .

red inv3-istep( id1l, id2, f )
close .

--> [3-receive, c-receive, id1=id3, i1d2=1d3]
open INV3-ISTEP .

op f : -> Frame .

ops idl id2 id3 : -> Uid .
opm : —-> Message .

eq s’ = receive( s, id3, m )

-— pre conditons

f
f

—-- case split assumptions

eq frame(s,id1)

eq frame(s,id2)
eq c-receive(s,id3,m) = true .
eq idl = id3 .
eq id2 = id3 .

red inv3-istep( id1l, id2, f )
close .
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--> [3-receive, c-receive, id1=id3, ~(id2=id3)]
open INV3-ISTEP .

op £ : -> Frame .

ops idl id2 id3 : -> Uid .
op m : -> Message .

eq s’ = receive( s, id3, m )

-- pre conditons

eq frame(s,idl) = f . -- PropA
f

—-- case split assumptions

eq frame(s,id2)

eq c-receive(s,id3,m) = true .
eq i1d1l = id3 . -- PropB
eq (id2 = id3) = false .

-- from PropA, B
eq frame(s, id3) = f .

-- from delay-wait assumptions

-- eq delaywait(s, id3, m, f) = true .
-- from def of delaywait

-- eq (c-receive(s,id3,m) implies

-- (frame(s,id3) < sendtime(m) + wait(s))) = true .
-- from c-receive(s,id3,m) = true

-- eq (frame(s,id3) < sendtime(m) + wait(s)) = true .
-—- from frame(s,id3) = f

-- eq (f < sendtime(m) + wait(s)) = true .
-— from PNAT-thm4

eq (f = sendtime(m) + wait(s)) = false .

red inv3-istep( id1l, id2, f )
close .

--> [3-receive, c-receive, ~(id1=id3), id2=1id3]
open INV3-ISTEP .
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op f : -> Frame .
ops idl id2 id3 : -> Uid .

opm : —-> Message .

eq s’ = receive( s, id3, m )
-— pre conditons
f .
f . —— PropA
—-- case split assumptions

eq frame(s,id1)

eq frame(s,id2)

eq c-receive(s,id3,m) = true .
eq (idl = id3) = false .
eq 1d2 = id3 . -- PropB

-- from PropA, B
eq frame(s,id3) = f

-- from delay-wait assumptions

-- eq delaywait(s, id3, m, f) = true .
-— from def of delaywait

-- eq (c-receive(s,id3,m) implies

-- (frame(s,id3) < sendtime(m) + wait(s))) = true .
-- from c-receive(s,id3,m) = true .

-- eq (frame(s,id3) < sendtime(m) + wait(s)) = true .
-- from frame(s,id3) = f

-- eq (f < sendtime(m) + wait(s)) = true .
-— from PNAT-thm4

eq (f = sendtime(m) + wait(s)) = false .

red inv3-istep( id1l, id2, f )

close .

--> [3-receive, c-receive, ~(id1=1id3), ~(id2=id3)]
open INV3-ISTEP .

op £ : -> Frame .
ops idl id2 id3 : -> Uid .
op m : —-> Message .
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eq s’ = receive( s, id3, m )
-— pre conditons
f
f

—-- case split assumptions

eq frame(s,id1)

eq frame(s,id2)

eq c-receive(s,id3,m) = true .
eq (idl = id3) = false .
eq (id2 = id3) = false .

red inv3-istep( id1l, id2, f )
close .

--> [3-receive, “c-receive]
open INV3-ISTEP .

op £ : -> Frame .

ops idl id2 id3 : -> Uid .
opm : —-> Message .

eq s’ = receive( s, id3, m )

—-- pre conditons

eq frame(s,idl)

eq frame(s,id2)
—-- assumptions

eq c-receive(s,id3,m) = false .

red inv3-istep( id1l, id2, f )
close .

--> [3-updatel
open INV3-ISTEP .
op f : -> Frame .
ops idl id2 id3 : -> Uid .

eq s’ = update( s, id3 )
—-— pre conditons

eq frame(s,id1)

eq frame(s,id2)



red inv3-istep( id1l, id2, f )

close .

A.20 wholeproof.mod

in
in
in
in

in

in

in

in

We use PNAT to model of Bucket Synchronization.
PNAT .mod

Our verification needs some PNAT theorems.
And, We start to proof theorems.

PNAT-thmO.mod
PNAT-thm1.mod
PNAT-thm2.mod
PNAT-thm3.mod
PNAT-thm4 .mod

because of above proofs, we can say PNAT+thmO+thml+thm2+thm3+thm4
PNAT+theorems.mod

Import Bucket Synchronization Model.
bucketsync.mod

proof lemmas.
inv3.mod

inv2.mod

proof "Synchronize" theorem(we call invl).
invl.mod

--> Q.E.D.
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