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CHAPTER 5 : Extensive games with perfect information
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Remark : Game theory :

· imperfect information : At least one player
does not know what other floyers have done freviously-

· incomplete information : At best oneplayer
does not know perfectly the structure of the gome .

Economie motivation

O Incembent firm is already in brines
200's Nokit cellphones monopoly.

· challenger (Iphone 2006)
.

two steps : 1) decide to enter or not

2) incombent decides to fight or not.
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Strategy = complete flam of actions.

For the incembert : 2 modes

DEFINITION : Gome in extensive form
·
set of Players [challenger , inceebent3

·
set of termina histories : (Intentes) ; Center ; fight) ;

Center ; no fight)3
·
other histories : subhistories of terminal histories :

3 P , Cental [
· Player function : P(D) = challenges
-

Plente) = Incumbent

I
esigns a player to each subhistory of

termina histories.



· preference : pyffs erigned to terminal historics

· Actions ACh) = [a) (h ,
a) is a history ?
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A(c) = (B , Dh vivu (B) and (C , D) are
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Exemple : Set of termina histories :

p (D) ; (c ,
f) ; (c ,

E
,
H) ;

⑨ ⑧ (C
,

E
, G) .

y20 Set of other histories :
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,
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(
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,
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A(p) = (C , 3) because b

,
C and

,
D de histories.

A(c) = &E , F] because (C
,
E) and (C

,
F) are histories

↑ (CE) = 5G , H} because (C,E , 6) and (C , E , H) ou histories .

A Strategy is a complete contingency plan.



DEFINITION : a strategy for player i in an extensive form
game with perfect information is a function that origns
to each history h st . Ph) = : on action in ACh).
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Definition : SUBEAME
,
start at a decision mode

-

Consigned to a player) and take all the histories starting at
thatnode.
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