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(Blekinge Institute of Technology, Sweden) 607

A Framework for Individual-First and Public-First Planning Considering Individual Preferences in Theme Park Problem
Atsushi Ueno (Osaka Metropolitan University, Japan), Sho Yoshioka (Osaka City University, Japan), Tomohito Takubo (Osaka City University, Japan) 612

A Markovian Game Theoretic Framework for Analysing a Queueing System With Multiple Servers
Pyke Tin (University of Miyazaki, Japan), Thi Thi Zin (University of Miyazaki, Japan) 617
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