
Preface

This book is based on my Japanese book Hikyouryoku Game Riron (Non-
Cooperative Game Theory), published in 2011 by Chisen-Shokan, with some
modifications for international readers. Both books grew out of my lecture notes
used for teaching at Keio University, Waseda University, and the Norwegian
Business School (BI) over more than a decade. Like my lectures, this book covers
topics from basics to graduate-level ones. I also included many exercises that my
students did in the class.

I constructed the chapters according to solution concepts, which are ways to
predict outcomes, or, in other words, are theories on their own. Game theory is a
collection of such theories, and users of game theory should choose an appropriate
solution concept for each situation to make a good prediction. However, there is no
complete agreement of what solution concept should be used for particular games,
even among game theorists. For example, I advocate using sequential equilibrium
for extensive form games with imperfect information, but some people might use
perfect Bayesian equilibrium. Therefore, in this book, I do not make a corre-
spondence between a class of games and a solution concept. Rather, I line up
solution concepts and let the readers decide which one to apply when they face a
game to analyze.

Although I made every effort to avoid incorrect or misleading expressions, no
book is free of errors. Even my own opinion may change over time. Therefore, I set
up a website for corrections and clarifications at http://web.econ.keio.ac.jp/staff/
takakofg/gamebook.html.
(Please note that, in the long run, the URL may change. The life of a book is usually
longer than the life of a web page.) I also regret that I could not cover some
important topics in non-cooperative game theory, such as epistemic game theory
and learning models.

For beginners, I recommend reading chapters and sections without a star and
doing some exercises. Juniors and seniors at universities can read chapters and
sections with a single star. For those who want to study game theory at a graduate
level, chapters and sections with two stars are useful, and after that, readers should
go on to the research papers in the references.
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I thank Toru Maruyama for coordinating with Springer Japan to publish this
book. Two anonymous referees provided valuable comments to improve the quality
of the book. Many Japanese people who helped me in writing the Japanese version
of this book are already acknowledged there, so here I list mainly non-Japanese
individuals who helped me in my study and career. But first of all, I must thank
Masahiro Okuno-Fujiwara, who wrote a recommendation letter that helped me get
into the Stanford Graduate School of Business (GSB) Ph.D. program. Without his
help, my whole career would not have developed like this. Now he is one of my
most important co-authors as well. My teachers at Stanford GSB, in particular,
David Kreps, John Roberts, Faruk Gul, and Robert Wilson, were helpful at many
points of my study there. After GSB days, I am grateful to Ehud Kalai, Geir
Asheim, Carsten Krabbe Nielsen, Christian Riis, Joel Watson, Nicholas Yannelis,
Marcus Berliant, Michihiro Kandori, Akihiko Matsui, and Masaki Aoyagi for their
support. Daisuke Oyama, who used the Japanese version of the book in his course,
gave me comments that led to improvements of this book. I also thank Masayuki
Yao, Hayato Shimura, and other students in my recent courses at Keio University
who checked the draft carefully. Allison Koriyama proofread the entire manuscript
and corrected the language thoroughly. All remaining errors are mine. Finally, but
of course not the least, I thank my husband and a co-author, Henrich R. Greve for
his constant support from the first term of the Ph.D. course at GSB.

Tokyo Takako Fujiwara-Greve
March 2015
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