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interesting new research.” [1]

a9 a

lumuq@ﬁn HUDIRIIFD LﬂumﬂNmﬂ‘nmmﬂuslﬁﬁa;&ai'mauﬁumﬁmﬁu

U
a d Y v a ¥ Qq; ' ' ld v v { Qs e
n13139 ﬂﬁhmoaalmﬁamma@mLasJ ANULARZUN "’ﬁ\‘ivl,@]LLﬁ@lx‘i‘ll BﬂﬂLﬁﬂﬁﬂUQmaﬂ‘]ﬂm:

LazdIMIUNENA081928INMTITBUARZIIL TINIIITNTAUTIUTINTRYANIITNT
P! a v ' < A v & K 6 o a ao A ° ¥
nanasnltlunuidoimaiu iiauaadlwiduisasddsznaudagesnyitongninanls
A o o & o A v A ' 4 t o aw 4 o aaw A
Bududaaythitomilunitofe waefifouanadn andudszlomiuniinidonaulaiduizes
Mnedasdaly
o & o A a o o & o A & a & .
nniagusiduasfidoundainsldiilanivamitsfaduil @uidugasing
swinwmimeamininsdeulinangufinunliisiensineadiamaainumanan
@ A { a A’ a v o a o a o 1Y
misaaulanifiaduais (meldanunisiinaswainsiduidimansd) awhiangdaiaus
dnnufdideulifadn noufinudmwndniay faanshiui didousmunanun
Han1IIBNNTes ldatazBualuudyuds 9 vasnuudazdizinn wazaanim
vadunnneszidueniiagaduaunusianaydidudaiauevamnslnaildang
nauniu uazliEinnlidiuadesmudataiauainaiiule
P = oA o A A A a a ) o A =)
uwdatnslafann aduiigarasnitsfastiiaIouifisununisfaiduaunly

wwdTLaTEgeaasiiiwn Anvsude temniusaidayaiiulizindnuauiion




'a'lsmiu%miqiﬁﬁ]ﬂ’%fuﬂ’%umﬂm 9 2 110N 2 WEN8% — NWENBYW 2554

=

i lugdaayun
AL a a

& 4 s 1 4 a g v
alunfifennufiny thasannifadndulunsusinfaziduniinuiiadaya

' ' ' ° a o a a A
dsavsdansuaasudyunmsin Wlsluned juduemaujlanaujnis

\Fatlszansanmadseiiuaasasduiznaudinganssn Einwaneanuiesdlszney
n953ainen) veangeinnasssmaasnaongeinieldswiniidunsrus
aaﬁmmfmaLﬂmgmamﬁ%awqaniwﬁagﬁuaamns:ﬁ]”ﬂm:ﬁnﬂluumam%ﬁmw%a
UNANNIIBANNTINITITINTAS 9 ann i luandens waldidunssiaue
Lﬁ&%ﬁLﬁﬂﬂS:ﬁJ’Jﬂﬂ’J’]ﬁJf@iaﬂﬂwﬁiﬂﬂﬂ‘]&ﬁ%ﬁdLﬁﬂdﬂQHﬁLaﬂjﬁdLﬁuﬁ%ﬁdﬁaLﬁill'f‘zvl,ﬁ
aua i adraduszuy

o & o A A e A 4 o o oA = a
QI W ‘H‘Hn'iﬁﬂLE‘]N%"ﬂ\‘lLﬂ%ﬂuﬂﬁa'ﬂlﬁlﬁu’]zﬁ’]‘lﬁiﬂE'ﬂaulﬁlﬂﬂ‘lﬂ"}‘ﬂﬂﬂgl,ﬂu
o o =

atndaziBoaluliyunIng AnTInaaniadnuiae udnsziugndasnmsdansnguing
luszaufiars@nmanniisie Theory of Games and Economics Behavior 83
o A yod A a < &
von Neumann; & Morgenstern [2] WRSRWIRDLRNAUNUITUILNEBHLNNVBANUIIN
adsaztBuaunan tnnzisuadifidowazldbuauaitanmddguaimnufinuudaz
dszinnfazldatunadaluntifosufliues udiiasdaniifadasnmslianuayny

¥ X o

AORUNYINUKNAMTIFLAIN baNa1? Ma? 39V AL n L RAIRUWIAINRY NIZTU 314819

' [ '
a e aAA v A

liiisawadamavhanudhliessgaundiidugruenaiineanungejinuudazlsznm

Tainnnsinle

1@N&1391999

[1] Camerer, Colin F. (2003). Behavioral Game Theory: Experiments in Strategic
Interaction. New York: Russell Sage Foundation.

[2] Von Neumann, John; & Morgenstern, Oskar. (2004). Theory of Games and
Economic Behavior. 60th Anniversary Ed. Princeton: Princeton University

Press.




