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Game theory provides a powerful mathematical framework that can
accommodate the preferences and requirements of various
stakeholders in a given process as regards the outcome of the
process. The chapters' contents in this book will give an
impetus to the application of game theory to the modeling and
analysis of modern communication, biology engineering,
transportation, etc...
This book constitutes the refereed proceedings of the 5th
International Symposium on Algorithmic Game Theory, SAGT 2012,
held in Barcelona, Spain, in October 2012. The 22 revised full
papers presented together with 2 invited lectures were carefully
reviewed and selected from 65 submissions. The papers present
original research at the intersection of Algorithms and Game
Theory and address various current topics such as solution
concepts in game theory; efficiency of equilibria and price of
anarchy; complexity classes in game theory; computational
aspects of equilibria; computational aspects of fixed-point
theorems; repeated games; evolution and learning in games;
convergence of dynamics; coalitions, coordination and collective
action; reputation, recommendation and trust systems; graphtheoretic aspects of social networks; network games; costsharing algorithms and analysis; computing with incentives;
algorithmic mechanism design; computational social choice;
decision theory, and pricing; auction algorithms and analysis;
economic aspects of distributed computing; internet economics
and computational advertising.
During a time of accelerating momentum for radical change in the
study of economics, 'A Guide to What's Wrong with Economics'
comprehensively re-examines the shortcomings of neoclassical
economics and considers a number of alternative formulations.
This comprehensive work examines important recent developments
and modern applications in the fields of optimization, control,
game theory and equilibrium programming. In particular, the
concepts of equilibrium and optimality are of immense practical
importance affecting decision-making problems regarding policy
and strategies, and in understanding and predicting systems in
different application domains, ranging from economics and
engineering to military applications. The book consists of 29
survey chapters written by distinguished researchers in the
above areas.
13th International Symposium, SAGT 2020, Augsburg, Germany,
September 16–18, 2020, Proceedings
Game Theory Framework Applied to Wireless Communication Networks
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Third International Symposium, SAGT 2010, Athens, Greece,
October 18-20, 2010, Proceedings
Theory of Cryptography
Experiments in Strategic Interaction
This book constitutes the refereed proceedings of the 25th International Conference on
Concurrency Theory, CONCUR 2014, held in Rome, Italy in September 2014. The 35
revised full papers presented together with 5 invited talks were carefully reviewed and
selected from 124 submissions. The focus of the conference is on the following topics:
process calculi, model checking and abstraction, synthesis, quantitative models,
automata and multithreading, complexity, process calculi and types, categories, graphs
and quantum systems, automata and time, and games.
This book constitutes the refereed proceedings of the 7th International Symposium on
Algorithmic Game Theory, SAGT 2014, held in Haifa, Israel, in October 2014. The 24
full papers and 5 short papers presented were carefully reviewed and selected from 65
submissions. They cover various important aspects of algorithmic game theory, such as
matching theory, game dynamics, games of coordination, networks and social choice,
markets and auctions, price of anarchy, computational aspects of games, mechanism
design and auctions.
Instructional theory describes a variety of methods of instruction (different ways of
facilitating human learning and development) and when to use--and not use--each of
those methods. It is about how to help people learn better. This volume provides a
concise summary of a broad sampling of new methods of instruction currently under
development, helps show the interrelationships among these diverse theories, and
highlights current issues and trends in instructional design. It is a sequel to InstructionalDesign Theories and Models: An Overview of Their Current Status, which provided a
"snapshot in time" of the status of instructional theory in the early 1980s. Dramatic
changes in the nature of instructional theory have occurred since then, partly in
response to advances in knowledge about the human brain and learning theory, partly
due to shifts in educational philosophies and beliefs, and partly in response to
advances in information technologies. These changes have made new methods of
instruction not only possible, but also necessary in order to take advantage of new
instructional capabilities offered by the new technologies. These changes are so
dramatic that many argue they constitute a new paradigm of instruction, which requires
a new paradigm of instructional theory. In short, there is a clear need for this Volume II
of Instructional Design Theories and Models. To attain the broad sampling of methods
and theories it presents, and to make this book more useful for practitioners as well as
graduate students interested in education and training, this volume contains twice as
many chapters, but each half as long as the ones in Volume I, and the descriptions are
generally less technical. Several unique features are provided by the editor to help
readers understand and compare the theories in this book: *Chapter 1, which discusses
the characteristics of instructional theory and the nature of the new paradigm of
instruction, helps the reader identify commonalities across the theories. *Chapter
forewords, which summarize the major elements of the instructional-design theories,
are useful for reviewing and comparing theories, as well as for previewing a theory to
decide if it is of interest, and for developing a general schema that will make it easier to
understand. *Editor's notes provide additional help in understanding and comparing the
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theories and the new paradigm of instruction to which they belong. *Units 2 and 4 have
introductory chapters to help readers analyze and understand the theories in those
units. This is an essential book for anyone interested in exploring new approaches to
fostering human learning and development and thinking creatively about ways to best
meet the needs of learners in all kinds of learning contexts. Readers are invited to use
Dr. Charles Reigeluth's Web site to comment and to view others' comments about the
instructional design theories in this book, as well as other theories. Point your browser
to: www.indiana.edu/~idtheory
The popularity of smart phones and other mobile devices has brought about major
expansion in the realm of wireless communications. With this growth comes the need to
improve upon network capacity and overall user experience, and game-based methods
can offer further enhancements in this area. Game Theory Framework Applied to
Wireless Communication Networks is a pivotal reference source for the latest scholarly
research on the application of game-theoretic approaches to enhance wireless
networking. Featuring prevailing coverage on a range of topics relating to the advanced
game model, mechanism designs, and effective equilibrium concepts, this publication is
an essential reference source for researchers, students, technology developers, and
engineers. This publication features extensive, research-based chapters across a broad
scope of relevant topics, including potential games, coalition formation game,
heterogeneous networks, radio resource allocation, coverage optimization, distributed
dynamic resource allocation, dynamic spectrum access, physical layer security, and
cooperative video transmission.
15th International Symposium, SAGT 2022, Colchester, UK, September 12–15, 2022,
Proceedings
Organization Theory and Design
An International Perspective
CONCUR 2014 – Concurrency Theory
Heat Pipes

This book constitutes the refereed proceedings of the Second International Symposium on
Algorithmic Game Theory, SAGT 2009, held in Paphos, Cyprus, in October 2009. The 29
revised full papes presented together with 3 invited lectures were carefully reviewed and
selected from 55 submissions. The papers are intended to cover all important areas such as
solution concepts, game classes, computation of equilibria and market equilibria, algorithmic
mechanism design, automated mechanism design, convergence and learning in games,
complexity classes in game theory, algorithmic aspects of fixed-point theorems, mechanisms,
incentives and coalitions, cost-sharing algorithms, computational problems in economics,
finance, decision theory and pricing, computational social choice, auction algorithms, price
of anarchy and its relatives, representations of games and their complexity, economic aspects
of distributed computing and the internet, congestion, routing and network design and
formation games and game-theoretic approaches to networking problems.
In recent years game theory has had a substantial impact on computer science, especially on
Internet- and e-commerce-related issues. Algorithmic Game Theory, first published in 2007,
develops the central ideas and results of this exciting area in a clear and succinct manner.
More than 40 of the top researchers in this field have written chapters that go from the
foundations to the state of the art. Basic chapters on algorithmic methods for equilibria,
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mechanism design and combinatorial auctions are followed by chapters on important game
theory applications such as incentives and pricing, cost sharing, information markets and
cryptography and security. This definitive work will set the tone of research for the next few
years and beyond. Students, researchers, and practitioners alike need to learn more about
these fascinating theoretical developments and their widespread practical application.
This monograph focuses on exploring game theoretic modeling and mechanism design for
problem solving in Internet and network economics. For the first time, the main theoretical
issues and applications of mechanism design are bound together in a single text.
This book constitutes the refereed proceedings of the 13th International Symposium on
Algorithmic Game Theory, SAGT 2020, held in Augsburg, Germany, in September 2020.*
The 21 full papers presented together with 3 abstract papers were carefully reviewed and
selected from 53 submissions. The papers are organized in topical sections named: auctions
and mechanism design, congestion games and flows over time, markets and matchings,
scheduling and games on graphs, and social choice and cooperative games. * The
conference was held virtually due to the COVID-19 pandemic.
6th International Symposium, SAGT 2013, Aachen, Germany, October 21-23, 2013,
Proceedings
The Video Game Theory Reader
25th International Conference, CONCUR 2014, Rome, Italy, September 2-5, 2014.
Proceedings
7th International Symposium, SAGT 2014, Haifa, Israel, September 30 -- October 2, 2014,
Proceedings
Game Theory for Next Generation Wireless and Communication Networks
This book constitutes the proceedings of the 6th International Symposium on Algorithmic
Game Theory, SAGT 2013, held in Aachen, Germany, in October 2013. The 25 papers
presented in this volume were carefully reviewed and selected from 65 submissions. They
cover various important aspects of algorithmic game theory, such as solution concepts in game
theory, efficiency of equilibria and the price of anarchy, computational aspects of equilibria and
game theoretical measures, repeated games and convergence of dynamics, evolution and
learning in games, coordination and collective action, network games and graph-theoretic
aspects of social networks, voting and social choice, as well as algorithmic mechanism design.
This unified 2001 treatment of game theory focuses on finding state-of-the-art solutions to
issues surrounding the next generation of wireless and communications networks. The key
results and tools of game theory are covered, as are various real-world technologies and a
wide range of techniques for modeling, design and analysis.
This book constitutes the proceedings of the 15th International Symposium on Algorithmic
Game Theory, SAGT 2022, which took place in Colchester, UK, in September 2022. The 31
full papers included in this book were carefully reviewed and selected from 83 submissions.
They were organized in topical sections as follows: Auctions, markets and mechanism design;
computational aspects in games; congestion and network creation games; data sharing and
learning; social choice and stable matchings.
This book constitutes the refereed proceedings of the 10th International Symposium on
Algorithmic Game Theory, SAGT 2017, held in L'Aquila, Italy, in September 2017. The 30 full
papers presented were carefully reviewed and selected from 66 submissions. The papers
cover various important aspects of algorithmic game theory such as auctions, computational
aspects of games, congestion games, network and opinion formation games, mechanism
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design, incentives and regret minimization, and resource allocation.
Theory, Design and Applications
Game Theory
Concept, Theory, and Practice
The Game Design Reader
Modeling, Analysis, and Design

Games provide mathematical models for interaction. Numerous tasks in computer science can
be formulated in game-theoretic terms. This fresh and intuitive way of thinking through complex
issues reveals underlying algorithmic questions and clarifies the relationships between different
domains. This collection of lectures, by specialists in the field, provides an excellent
introduction to various aspects of game theory relevant for applications in computer science
that concern program design, synthesis, verification, testing and design of multi-agent or
distributed systems. Originally devised for a Spring School organised by the GAMES
Networking Programme in 2009, these lectures have since been revised and expanded, and
range from tutorials concerning fundamental notions and methods to more advanced
presentations of current research topics. This volume is a valuable guide to current research on
game-based methods in computer science for undergraduate and graduate students. It will also
interest researchers working in mathematical logic, computer science and game theory.
This book constitutes the refereed proceedings of the 22nd International Conference on
Concurrency Theory, CONCUR 2011, held in Aachen, Germany, September 5-10, 2011. The 32
revised full papers were carefully reviewed and selected from 94 submissions. The papers are
organized in topics such as real-time systems, probabilistic systems, automata, separation logic,
?-calculus, Petri nets, process algebra and modeling, verification, games, and bisimulation.
This book offers a self-sufficient treatment of a key tool, game theory and mechanism design, to
model, analyze, and solve centralized as well as decentralized design problems involving
multiple autonomous agents that interact strategically in a rational and intelligent way. The
contents of the book provide a sound foundation of game theory and mechanism design theory
which clearly represent the “science” behind traditional as well as emerging economic
applications for the society.The importance of the discipline of game theory has been recognized
through numerous Nobel prizes in economic sciences being awarded to game theorists,
including the 2005, 2007, and 2012 prizes. The book distills the marvelous contributions of these
and other celebrated game theorists and presents it in a way that can be easily understood even
by senior undergraduate students.A unique feature of the book is its detailed coverage of
mechanism design which is the art of designing a game among strategic agents so that a social
goal is realized in an equilibrium of the induced game. Another feature is a large number of
illustrative examples that are representative of both classical and modern applications of game
theory and mechanism design. The book also includes informative biographical sketches of
game theory legends, and is specially customized to a general engineering audience.After a
thorough reading of this book, readers would be able to apply game theory and mechanism
design in a principled and mature way to solve relevant problems in computer science (esp,
artificial intelligence/machine learning), computer engineering, operations research, industrial
engineering and microeconomics.
The ability to understand and predict behavior in strategic situations, in which an individual’s
success in making choices depends on the choices of others, has been the domain of game theory
since the 1950s. Developing the theories at the heart of game theory has resulted in 8 Nobel
Prizes and insights that researchers in many fields continue to develop. In Volume 4, top
scholars synthesize and analyze mainstream scholarship on games and economic behavior,
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providing an updated account of developments in game theory since the 2002 publication of
Volume 3, which only covers work through the mid 1990s. Focuses on innovation in games and
economic behavior Presents coherent summaries of subjects in game theory Makes details about
game theory accessible to scholars in fields outside economics
Game Theory in Wireless and Communication Networks
CONCUR 2011 -- Concurrency Theory
Instructional-design Theories and Models: A new paradigm of instructional theory
Theory and Design of Steel Structures
Second International Symposium, SAGT 2009, Paphos, Cyprus, October 18-20, 2009,
Proceedings
Discusses the essential elements in creating a successful game, how playing games and learning are
connected, and what makes a game boring or fun.
This book constitutes the refereed proceedings of the 11th International Symposium on
Algorithmic Game Theory, SAGT 2018, held in Beijing, China, in September 2018. The 19 full
papers presented together with 6 short papers and 5 plenary talks were carefully reviewed and
selected from 54 submissions. The papers cover various important aspects of algorithmic game
theory including market equilibrium, auctions and applications, two sided markets, cake-cutting,
cooperative games, voting games, multi-agent scheduling, price of stability, various mechanism
design problems: online-dynamics and multi-stages as well as revenue maximization and resource
allocation and applications.
Organizations must adapt to changing and often challenging environments. This third Canadian
edition helps students understand and design organizations for today’s complex environment. The
concepts and models offered in this text are integrated with changing events in the real world,
presenting the most recent thinking and providing an up-to-date view of organizations. Detailed
Canadian examples and cases capture the richness of the Canadian experience, while international
examples accurately represent Canada’s role in the world.
“Both burgeoning game designers and devoted gamers should consider [Game Design: Theory &
Practice] an essential read.” — Computer Gaming World “Ultimately, in both theory and practice,
Rouse’s Game Design bible gets the job done. Let us pray.” - Next Generation magazine In the
second edition to the acclaimed Game Design: Theory & Practice, designer Richard Rouse III
balances a discussion of the essential concepts behind game design with an explanation of how you
can implement them in your current project. Detailed analysis of successful games is interwoven
with concrete examples from Rouse’s own experience. This second edition thoroughly updates the
popular original with new chapters and fully revised text.
First International Symposium, SAGT 2008, Paderborn, Germany, April 30 - May 2, 2008,
Proceedings
A Guide to What's Wrong with Economics
Theory of Fun for Game Design
Pareto Optimality, Game Theory and Equilibria
5th International Symposium, SAGT 2012, Barcelona, Spain, October 22-23, 2012. Proceedings
This book constitutes the refereed proceedings of the Fifth Theory of Cryptography
Conference, TCC 2008. It covers the paradigms, approaches and techniques used to
conceptualize, define and provide solutions to natural cryptographic problems.
Good or bad level design can make or break any game, so it is surprising how little reference
material exists for level designers. Beginning level designers have a limited understanding of
the tools and techniques they can use to achieve their goals, or even define them. This book is
the first to use a conceptual and theoretical foundation to build
Presents the essential elements needed to create a successful game, discussing how playing
games is connected to an innate ability to seek patterns and why some games are boring and
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others are fun.
This book provides a critical, selective review of concepts from game theory and their
applications in public policy, and further suggests some modifications for some of the models
(chiefly in cooperative game theory) to improve their applicability to economics and public
policy.
Handbook of Game Theory
10th International Symposium, SAGT 2017, L’Aquila, Italy, September 12–14, 2017,
Proceedings
A Rules of Play Anthology
Game Theory and Public Policy, SECOND EDITION
Game Theory And Mechanism Design

A unified treatment of the latest game theoretic approaches
for designing, modeling, and optimizing emerging wireless
communication networks. Covering theory, analytical tools,
and applications, it is ideal for researchers and graduate
students in academia and industry designing efficient,
scalable and robust protocols for future wireless networks.
Game theory, the formalized study of strategy, began in the
1940s by asking how emotionless geniuses should play games,
but ignored until recently how average people with emotions
and limited foresight actually play games. This book marks
the first substantial and authoritative effort to close
this gap. Colin Camerer, one of the field's leading
figures, uses psychological principles and hundreds of
experiments to develop mathematical theories of
reciprocity, limited strategizing, and learning, which help
predict what real people and companies do in strategic
situations. Unifying a wealth of information from ongoing
studies in strategic behavior, he takes the experimental
science of behavioral economics a major step forward. He
does so in lucid, friendly prose. Behavioral game theory
has three ingredients that come clearly into focus in this
book: mathematical theories of how moral obligation and
vengeance affect the way people bargain and trust each
other; a theory of how limits in the brain constrain the
number of steps of "I think he thinks . . ." reasoning
people naturally do; and a theory of how people learn from
experience to make better strategic decisions. Strategic
interactions that can be explained by behavioral game
theory include bargaining, games of bluffing as in sports
and poker, strikes, how conventions help coordinate a joint
activity, price competition and patent races, and building
up reputations for trustworthiness or ruthlessness in
business or life. While there are many books on standard
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game theory that address the way ideally rational actors
operate, Behavioral Game Theory stands alone in blending
experimental evidence and psychology in a mathematical
theory of normal strategic behavior. It is must reading for
anyone who seeks a more complete understanding of strategic
thinking, from professional economists to scholars and
students of economics, management studies, psychology,
political science, anthropology, and biology.
Organizing involves continous challenges in the face of
uncertainty and change. How is globalization impacting
organizations? How will new strategies for a turbulent
world affect organizational design?In this second edition
of Organization Theory and Design, developed for students
in the UK, Europe, the Middle East and Africa, respected
academics Jonathan Murphy and Hugh Willmott continue to add
an international perspective to Richard L. Daft’s landmark
text. Together they tackle these questions in a
comprehensive, clear and accessible study of the subject.
The use of game theoretic techniques is playing an
increasingly important role in the network design domain.
Understanding the background, concepts, and principles in
using game theory approaches is necessary for engineers in
network design. Game Theory Applications in Network Design
provides the basic idea of game theory and the fundamental
understanding of game theoretic interactions among network
entities. The material in this book also covers recent
advances and open issues, offering game theoretic solutions
for specific network design issues. This publication will
benefit students, educators, research strategists,
scientists, researchers, and engineers in the field of
network design.
Fifth Theory of Cryptography Conference, TCC 2008, New
York, USA, March 19-21, 2008, Proceedings
Game Design: Theory and Practice, Second Edition
Level Design
11th International Symposium, SAGT 2018, Beijing, China,
September 11-14, 2018, Proceedings
Heat Pipes, 6th Edition, takes a highly practical approach to the design and selection of
heat pipes, making it an essential guide for practicing engineers and an ideal text for
postgraduate students. This new edition has been revised to include new information
on the underlying theory of heat pipes and heat transfer, and features fully updated
applications, new data sections, and updated chapters on design and electronics
cooling. The book is a useful reference for those with experience and an accessible
introduction for those approaching the topic for the first time. Contains all information
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required to design and manufacture a heat pipe Suitable for use as a professional
reference and graduate text Revised with greater coverage of key electronic cooling
applications
In the early days of Pong and Pac Man, video games appeared to be little more than an
idle pastime. Today, video games make up a multi-billion dollar industry that rivals
television and film. The Video Game Theory Reader brings together exciting new work
on the many ways video games are reshaping the face of entertainment and our
relationship with technology. Drawing upon examples from widely popular games
ranging from Space Invaders to Final Fantasy IX and Combat Flight Simulator 2, the
contributors discuss the relationship between video games and other media; the shift
from third- to first-person games; gamers and the gaming community; and the
important sociological, cultural, industrial, and economic issues that surround gaming.
The Video Game Theory Reader is the essential introduction to a fascinating and rapidly
expanding new field of media studies.
This book constitutes the proceedings of the First International Symposium on
Algorithmic Game Theory. It covers routing and scheduling, markets, mechanism
design, a potpourri of games, solution concepts, and cost sharing.
This book constitutes the refereed proceedings of the 9th International Symposium on
Algorithmic Game Theory, SAGT 2016, held in Liverpool, UK, in September 2016.The 26
full papers presented together with 2 one-page abstracts were carefully reviewed and
selected from 62 submissions. The accepted submissions cover various important
aspectsof algorithmic game theory such as computational aspects of games,
congestion games and networks, matching and voting, auctions and markets, and
mechanism design. /div
9th International Symposium, SAGT 2016, Liverpool, UK, September 19–21, 2016,
Proceedings
Law, Economics, and Game Theory
Theory, Models, and Applications
Game Theoretic Problems in Network Economics and Mechanism Design Solutions
A Theory of Fun for Game Design
Thepresentvolumewasdevotedto thethirdeditionofthe InternationalSym- sium on Algorithmic Game
Theory (SAGT), an interdisciplinary scienti?c event intended to provide a forum for researchers as well
as practitioners to exchange innovative ideas and to be aware of each other's e?orts and results. SAGT
2010 took place in Athens, on October 18–20, 2010. The present volume contains all contributed papers
presented at SAGT 2010 together with the distinguished invited lectures of Amos Fiat (Tel-Aviv
University, Israel), and Paul Goldberg (University of Liverpool, UK). The two invited papers are
presented at the - ginning of the proceedings, while the regular papers follow in alphabetical order (by
the authors' names). In response to the call for papers, the Program Committee (PC) received 61
submissions.Amongthesubmissionswerefour paperswith atleastonecoauthor that was also a PC member
of SAGT 2010. For these PC-coauthored papers, anindependent subcommittee
(EliasKoutsoupias,PaulG. Spirakis,andXiaotie Deng) made the judgment, and eventually two of these
papers were proposedfor inclusion in the Scienti?c Program. For the remaining 57 (non-PCcoauthored) papers, the PC of SAGT 2010 conducted a thorough evaluation (at least 3, and on average
3.9 reviews per paper) and electronic discussion, and eventually selected 26 papers for inclusion in the
Scienti?c Program. An additional tutorial, “Games Played in Physics”, was also provided in SAGT
2010, courtesy of the academic research network Algogames (A??o?a????o) of the University of Patras.
Classic and cutting-edge writings on games, spanning nearly 50 years of game analysis and criticism,
by game designers, game journalists, game fans, folklorists, sociologists, and media theorists. The Game
Design Reader is a one-of-a-kind collection on game design and criticism, from classic scholarly essays
to cutting-edge case studies. A companion work to Katie Salen and Eric Zimmerman's textbook Rules of
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Play: Game Design Fundamentals, The Game Design Reader is a classroom sourcebook, a reference for
working game developers, and a great read for game fans and players. Thirty-two essays by game
designers, game critics, game fans, philosophers, anthropologists, media theorists, and others consider
fundamental questions: What are games and how are they designed? How do games interact with
culture at large? What critical approaches can game designers take to create game stories, game
spaces, game communities, and new forms of play? Salen and Zimmerman have collected seminal
writings that span 50 years to offer a stunning array of perspectives. Game journalists express the
rhythms of game play, sociologists tackle topics such as role-playing in vast virtual worlds, players rant
and rave, and game designers describe the sweat and tears of bringing a game to market. Each text acts
as a springboard for discussion, a potential class assignment, and a source of inspiration. The book is
organized around fourteen topics, from The Player Experience to The Game Design Process, from
Games and Narrative to Cultural Representation. Each topic, introduced with a short essay by Salen
and Zimmerman, covers ideas and research fundamental to the study of games, and points to relevant
texts within the Reader. Visual essays between book sections act as counterpoint to the writings. Like
Rules of Play, The Game Design Reader is an intelligent and playful book. An invaluable resource for
professionals and a unique introduction for those new to the field, The Game Design Reader is essential
reading for anyone who takes games seriously.
This book uses game theory to explain conflict between individual self-interested behavior and
cooperation in economic markets, lawsuits, and legislative bodies. It demonstrates the need for social
regulation in addition to free markets and judicial decisions in common law cases.
22nd International Conference, CONCUR 2011, Aachen, Germany, September 6-9, 2011, Proceedings
Game Theory Applications in Network Design
Lectures in Game Theory for Computer Scientists
Behavioral Game Theory
Algorithmic Game Theory
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