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(Description)

Game theory and information economics are a branch of applied economics, whose research object is
to study the behavior strategies between subjects based on the premise and starting point of the
interaction between subjects, enterprises, and individuals in market competition, as well as their
confrontation, dependence and restriction, and guide subjects to reasonably organize production,
allocate resources and carry out competition and other microeconomics activities based on scientific
decision-making.

The purpose of studying this course is to enable students to master the basic theories of game theory,
basic methods, and skills of management decision-making, as well as the role and analysis methods of
information in game theory and uncertainty theory, to lay a solid foundation for engaging in economic
research and management work.

This course focuses on two parts. One is the basic concepts, methods, and theories in game theory, to
cultivate students' ability to use the theory of game theory to solve practical problems in economics, and
improve students' ability to analyze and deal with simpler economic models with logical and
mathematical methods. The second is information economics, which refers to the application of
incomplete information games in economic problems. In the case of asymmetric information, how
economic parties formulate contracts, contracts, and regulate their behavior is a problem. This part can
be simplified into the principal-agent model and the adverse selection model. The key and difficult points
lie in the complete information dynamic game and the incomplete information dynamic game.

In terms of teaching methods, this course is student-centered, starting with improving students' ability
to understand and solve complex problems. It focuses on heuristic and exploratory teaching, cultivating

students' innovation and research awareness.




As a basic requirement, the course attendance rate should be above 2/3 (according to school

standards), and there will be two assignments during the semester as daily performance.
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