CAP 4XXX: Introduction to Game Theory
Course Justification

[bookmark: _GoBack]CAP 4XXX is an elective course in computer science. Game theory has been applied to all scientific disciplines and has been an active area in many different fields of computer science. Typically, the field is taught in economics departments (e.g., FIU covers some game theory in ECO 400 – Economics of Strategy and Information). But often such courses do not address important computational issues. Within computer science, some core AI courses spend a lecture or two on game theory, which is not enough time to cover important aspects of the field in depth. Some universities also offer “algorithmic game theory” courses in theoretical computer science, but these courses typically focus exclusively on theoretical questions in algorithms and complexity and do not address practical questions (they typically do not include any implementation assignments). CAP 4XXX would be novel in that it would give a thorough introduction to both theoretical and computational aspects of game theory from a perspective of creating practical agents. Assignments will involve both theoretical and implementation exercises. Unlike prior courses, CAP 4XXX will also include a project to explore a topic in more depth beyond the core introductory material.

For the project, students can apply a topic from the class to an application of interest (e.g., formulating a problem game-theoretically and computing/analyzing equilibrium strategies), study a new theoretical topic, or present a novel survey and discussion of recent literature on a topic (e.g., opponent modeling in security games, medical applications of equilibrium computation). Ambitious original projects are encouraged even if they are not complete or successful.     



