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The game of Cops and Robbers is a pursuit-evasion game played on a reflexive graph in
which a cop or set of cops attempt to catch a single robber. The game is played over a
countable sequence of time-steps in which the cops and robber take turns moving along the
edges of the graph to neighboring vertices. Define c(G) to be the minimum number of cops
needed to catch a robber on G and captk(G) to be the minimum number of turns it takes any
set of k cops to catch the robber on G. In this talk, we’ll consider the idea of cop-throttling,
thc(G), which is defined to be the minimum of the set {k + captk(G)} for c(G) ≤ k ≤ γ(G),
where γ(G) denotes the domination number of G.
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