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Interactive Proof Definition
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Tail Bounds

Let X = ) .X; be a sum of independent random indicator variables Xj;.
For each ¢, let p; = Pr|X; =1|, and let p =E|X| =) . E[X;| =) . p.

Chernoff Bound (Upper Tail).
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Arthur-Merlin Games Poly-Time
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Polvnomial-time Hierarch
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Quantum Interactive Proofs:
Formalizing the Model
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