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1) Foundations of Non-Cooperative Game by Klaus Ritzberger

An excellent book for advance readers. The most precise and consistent book I have ever
read in terms of the mathematical definitions. The organization of the book is also very
logical. The problem is its very complicated language which makes it very difficult (and
in some cases almost impossible) for the beginners or self-readers to understand.

2) Strategies and Games by Dutta

The popular book of undergraduate Game Theory courses. Useful for a very quick
review on the concepts but obviously not deep enough. Recommendable for non-
specialist readers.

3) Games for Business and Economics by Roy Gardner
Discussions at intuitive level with a simple math, more useful for those who want to have

a qualitative and cook-book approach to GT. I recommend it to the MBA students.

4) A course in Game Theory by Osborne and Rubenstein



Easy to read mixed with precise mathematical definitions. The book contains nice
exercises. The problem is that it doesn’t go into detail in some cases. I have also
problems with the organization of the book. It seems to be written in a more informal
way, sometimes jumping from one topic to other very quickly etc. I advice you to
consider it as one of your main references.

5) Game Theory by Fudenburg and Tirole
Nice book, I like it. For me it is quite similar to Osborne and Rubenstein. Nevertheless
somebody described it as a collection of some good and some not so much good papers.

6) A Primer in Game Theory by Gibbons
Something between the items 2,3 and 4,5. Touching some mathematical concepts but
very quickly. If 4 or 5 are available for you don’t spend time for Gibbons.



