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Extensive-form games with
perfect information

Player 1 * Players do not move
simultaneously

* When moving, each
player is aware of all the

Playerz [/ Player 2 previous moves (perfect
= f iInformation)
/
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Backward induction

* When we know what

Player 1 will happen at each of a
node’s children, we can
\ decide the best action
N for the player who Is
Player 2 Player 2 moving at that node
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