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Studies	
  estimate	
  on	
  
average,	
  30%	
  of	
  congestion	
  
in	
  urban	
  areas	
  is	
  due	
  to	
  
circling	
  traffic.[1]	
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  Work	
  
*  Incorporate	
  balking	
  –	
  variable	
  demand	
  routing	
  games	
  
*  Parking	
  toll	
  design	
  –	
  bilevel	
  optimization	
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