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The model

- New type of player: (cooperative)

zealot.
- Population fully made of defectors &
replace a fraction f- € [0, %] Ne
of agents with zealots. fC = fC c [0, 1]
- Defectors can copy the strategy of (1-12)N J

zealots and become cooperators.

- Compute fraction of cooperators
among normal agents, f¢
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Results in networked populations
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Results in networked populations
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Results in networked populations
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rule) can trigger the appearance of a critical mass effect
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