Econ 328: Game Theory

Whitman College

Spring 2006

Denise Hazlett

Office:  Maxey 214

Phone:  527-5155

email: hazlett

homepage:  http://people.whitman.edu/~hazlett/index.htm
class listserv: econ328a_06sp@whitman.edu
Office hours are listed below. If these times don’t work for you, please make an appointment.

Monday 
2:30-3:30

Tuesday
3:30-4:15

Wednesday
10:30-11:30, 2:30-3:30

Thursday
3:30-4:15

Friday

10:00-11:30

Office hours will be modified the week of January 23 because of major exams.

Game theory is the study of strategic interaction among individuals.  Its goal is to explain and predict how individuals will make decisions when they know their actions will affect the behavior of others.  Game theory also offers suggestions about how people should behave when they’re interacting with others.  This course will introduce the study of games and explore several applications.  The textbook is Strategy: An Introduction to Game Theory by Joel Watson.  

There will be three mid-term exams worth 100 points each (Tuesday, February 14, Friday, March 10,  and Tuesday, April 25) and a 200-point comprehensive final exam (Monday, May 15).  Please arrange your schedule now so that you do not have conflicts with the mid-term or final exam schedule.  I will not offer alternative exam times.  There will be eleven problems sets, worth 10 points each.  You may work together on the problem sets, but must write up your answers separately and legibly.  The problem sets will be assigned on Fridays at the end of class, and due the following Tuesday at the beginning of class.  To get credit for the problem sets, you must turn them in on time.  Please arrange your schedule so that you do not have conflicts with the problem set schedule.  Because unforeseen problems do arise, I will drop your lowest problem set score.  

Each student will give a five minute presentation in class.  In your presentation, you’ll describe a real-world situation of strategic interaction that you find interesting.  You’ll use the tools of game theory to help explain the interaction between the players of your game.  Your presentation is worth 20 points.

The grading scale for the course is given below.  Note that there is no disadvantage to studying with others, as your grade does not depend on anyone else's performance.   To help you with your studying, the old exams from this course are available at http://people.whitman.edu/~hazlett/tests/.   You will find the exams from spring 2004 and spring 2003 the most helpful as studying aids, because the course those semesters used the same textbook that we’re using this semester.

	Total Points
	(% of 620)
	Grade
	Total Points
	(% of 620)
	Grade

	608
	98
	A+
	459
	74
	C+

	583
	94
	A
	434
	70
	C

	558
	90
	A-
	409
	66
	C-

	533
	86
	B+
	384
	62
	D+

	508
	82
	B
	360
	58
	D

	484
	78
	B-
	335
	54
	D-


Below are the topics we will cover in class, and the associated chapters in the textbook. 

Part I: Representing Games

Introduction 
chp 1

Introduction to the extensive form of a game  
chp 2

Strategies 
 chp 3

Introduction to the normal form of a game  
chp 4

Beliefs, mixed strategies and expected utility  
chp 5

Part II: Static Games

Dominance and best response, Pareto efficiency  
chp 6

Rationalizability, iterated dominance, and strategic coordination  
chp 7 and pp. 295-7, 301-3

Application: a location game  pp. 67-70

Nash equilibrium  
chp 9

Applications: Bertrand duopoly; Cournot duopoly; tariffs; crime and punishment  
chp 10

Mixed strategy Nash equilibrium  
chp 11

Strictly competitive games (such as zero-sum games) with two players    p. 111

Contract, law and enforcement  
chp 13

Part III: Dynamic Games

Details of the extensive form  chp 
14

Backward induction and subgame perfection  
chp 15

Applications: advertising; anticompetitive practices; dynamic monopoly  
chp 16

Bargaining  
chp 18

Analysis of bargaining games  
chp 19

Repeated games and reputation  
chp 22

Applications: oligopoly and collusion; enforcing international trade agreements    pp. 227-30 

Part IV:  Information

Acts of nature (i.e. random events) and incomplete information 
 chp 24

Risk and incentives in contracting  
chp 25

Nash equilibrium in games with acts of nature 
 chp 26

Applications: used car markets and lemons; auctions
 chp 27

