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[A-3]COURSE SYLLABUS 
 
  1. Course Description (Approximately 100 words) 

 

 
  2. Course Goals and Objectives (Approximately 100 words) 

 

 
  3. Textbook (Title, Author, Publisher, Year of Publication, etc.) 

 

 
  4. Reference 
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  5. Course Requirements and Grades 
 

 
6. Course Calendar 

Week Main Content 

1  

2  

3  

4  

5  

6  

7  

8  

9  

10  

11  

12  

13  

14  

 


	Course Description Approximately 100 words: It covers classical topics, such as repeated games, bargaining, and super-modular games as well as new topics such as global games, heterogeneous priors, psychological games, and games without expected utility maximization.
	Course Goals and Objectives Approximately 100 words: Upon successful completion of this course, the student will be able to Define the basics of a “game”, Translate the basic of a “game” into a wide range of conflicts, Analyze conflict dynamics from the standpoint of rationality, Evaluate conflict dynamics from the standpoint of the self interests of the “Players”, Integrate increasing analytical skills into increasingly complex conflicts, Theorize possible and probable strategies where information is incomplete, Appraise theoretical predictions obtained from Game Theory analyses against real world conflicts.
	Textbook Title Author Publisher Year of Publication etc: 1. Fudenberg, Drew, and Jean Tirole. Game Theory. Cambridge, MA: MIT Press, 1991. ISBN: 9780262061414.
2. Osborne, Martin, and Ariel Rubinstein. A Course in Game Theory. Cambridge, MA: MIT Press, 1994. ISBN: 9780262650403.
3. Mailath, George J., and Larry Samuelson. Repeated Games and Reputations. New York, NY: Oxford University Press, 2006. ISBN: 9780195300796.
4. Weibull, Jorgen. Evolutionary Game Theory. Cambridge, MA: MIT Press, 1995. ISBN: 9780262731218.
5. Fudenberg, Drew, and David Levine. The Theory of Learning in Games. Cambridge, MA: MIT Press, 1998. ISBN: 9780262061940.
	Reference: 1. Fudenberg, Drew, and Jean Tirole. Game Theory. Cambridge, MA: MIT Press, 1991. ISBN: 9780262061414.
2. Osborne, Martin, and Ariel Rubinstein. A Course in Game Theory. Cambridge, MA: MIT Press, 1994. ISBN: 9780262650403.
3. Mailath, George J., and Larry Samuelson. Repeated Games and Reputations. New York, NY: Oxford University Press, 2006. ISBN: 9780195300796.
4. Weibull, Jorgen. Evolutionary Game Theory. Cambridge, MA: MIT Press, 1995. ISBN: 9780262731218.
5. Fudenberg, Drew, and David Levine. The Theory of Learning in Games. Cambridge, MA: MIT Press, 1998. ISBN: 9780262061940.
	Course Requirements and Grades: CAT = 30%
ASSIGNMENTS = 10%
EXAMINTION = 70%
TOTAL = 100%
	Week 11: Universal Portfolio
	Week 12: Portfolio and Markets
	Week 13: REVISION AND SUMMARY
	Week 14: EXAMINATION
	Week 1: Introduction
	Week 2: Strategy form games
	Week 3: Nash Equilibrium
	Week 4: Beyond Nash
	Week 5: Iterated strict dominance and rationability
	Week 6: Co-related equilibrium
	Week 7: CAT / ASSIGNMENT
	Week 8: Adaptive and sophisticated learning
	Week 9: Learning a la Milgrom and Roberts
	Week 10: Information theory and learning


