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How to Play Poker Perfectly






Potentially, even a lot of money.



Due to time constraints,

Details about making profits
will be left as an exercice.
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Perfect Information Games :
: Bayesian Games
Imperfect Information Games

Imperfect Information Games

@ Sometimes agents have not observed everything, or else
can not remember what they have observed

Imperfect information games: Choice nodes H are
partitioned into information sets.

@ If two choice nodes are in the same information set, then
the agent can not distinguish between them.

@ Actions available to an agent must be the same for all
nodes in the same information set
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r rounds, b nonterminal leaves

size of signal tree is
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