
1

Introduction to Computing 
Game-Theoretic Solution Concepts

Game Theory
Lecture 07



2



3



4



5



6

Example
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A toy example of linear program

• Put differently, the level sets of the objective function are

parallel lines running southwest to northeast.

• Eyeballing the feasible region, the optimal point is (1/3,1/3)

for an optimal objective function value of 2/3.

• This is the “last point of intersection" between a level set of

the objective function and the feasible region (as one

sweeps from southwest to northeast).

• The geometric intuition above remains valid for general

linear programs, with an arbitrary number of dimensions

(i.e., decision variables) and constraints.

• Geometrically, the objective function asks for the feasible

point furthest in the direction of the coefficient vector (1,1) -

the most “northeastern“ feasible point.
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Example
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Example (Cont’d)
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Example (Cont’d)
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Example (Cont’d)
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