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Our objective is to give students a working knowledge of the analytical
tools that bear most directly on the economic decisions firms must regularly
make. This course examines the choices that we make which affect others
and the choices others make that affect us, Such situations are known as
"games" and game-playing, while sounding whimsical, is serious business,
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directly on the economic decisions firms must
regularly make. This course examines the choices
that we make which affect others and the choices
others make that affect us. Such situations are
known as "games' and game-playing, while sounding
whimsical, is serious business,
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1 112/09/19 Introduction to Game theory
112/02/20~ .

2 Complete Information: Elments of Game Theory
112/02/26
112/02/27~ .

3 Complete Information: The structure of Game
112/03/05

Theory

112/03/06~ C

4 112/03/12 Complete Information: Simultaneous Game 1
112/03/13~ . .

5 Complete Information: Simultaneous Game 2
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6 Complete Information: Simultaneous Game 3
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7 A Company Visit and General Discussion(#% #h# %)
112/04/02 het
Y Z
112/04/03~
8 ion: i
112/04/09 Complete Information: Sequential Game 1
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112/05/14 Applications of Game Theory
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14 Co-opition Strategies and Game theory
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112/06/04 Final report 1
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Dixit, Avinash K. and Susan Skeath. Games of Strategy. New York, NY: W.
W. Norton & Company, 1999. ISBN: 0393974219
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