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Rewards are happiness.

Using wireless gives happiness 10.

Using fast wired gives happiness 15.

Using slow wired gives happpiness 5

If someone else is using the wired, then the internet is slow for everyone else..

2



Each player is trying to maximize his or her utility.

This does not necessarily mean the players are selfish.  This can be reflected in their 
utility function.  
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Utility is -(number of years in prison)

No matter what the other player does, the best thing to do is confess.
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There is no dominate strategy for player 2.  Player 1 will always play low, and player 2 
will play high, since that is the better option when player 1 plays low.
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In the majority of game, players don't have dominant strategies.

11



This means that if, using those strategies, than neither player will gain anything from 
changing their strategy.

Top left is a Nash equalibirum, as, if they choose (t,L), then neither player will want to 
change their action.  It is a stable situation.
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E[P1 choosing U] = 4-3q

E[P1 choosing D] = 1 + q

If E[p1 choosing U] = E[p1 choosing D] then q=3/4

E[P2 choosing L] = 1

E[P2 choosing R] = 3-3p

If E[p2 choosing L] = E{P2 choosing R] then p = 2/3

Every game has a randomized nash equalibirum
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Soccer penalty kick
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