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This lecture introduces and analyzes the behavior of consumer and producer,
Game theory and asymmetric information are also presented,
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1 |BRARH & HAT AR Understand the consumer C4 A
theory
2 | BRAR TR AT B3 Understand the producer C4 BC
theory
3N RBEMERRE Introduce the mathematics for| (4 AB
microeconomics
4 |BERE RIS Understand the game theory C4 AB
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o [P ACEE n % (Subject/Topics) #er
104/02/24~
1
104/03/01 Consumer Theory
104/03/02~
2
104/03/08 Consumer Theory
104/03/09~
3
104/05/15 Consumer Theory
104/03/16~
4 .
L04/03/22 | Topics in Consumer theory
104/03/23~
5 .
104/03/95 First test
104/03/30~
6 .
104/04/05 Theory of the Firm
104/04/06~
7 .
104/04/12 Theory of the Firm
104/04/13~
g . ey
104/04/19 Partial Equailibrium
104/04/20~
9 . ey
104/04/98 Partial Equailibrium
104/04/27~
10
104/05/03 Second test
104/05/04~
11
104/05/10 Game theory
104/05/11~| .
12 Simultaneous—Move Games

104/05/17




13 mjgzgiw Simultaneous—Move Games
14 121;2?;2? Simultaneous—Move Games
15 121;232? Dynamic Games
16 mjggj?iw Dynamic Games
17 mjgggiw Dynamic Games
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