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Abstract. We study Equilibria under Ambiguity (EUA) with optimism and pessimism as
introduced in Eichberger and Kelsey (2014) for the special case of beliefs modeled by belief

functions. Belief functions provide a frame work for combining context information in the spirit
of Schelling (1960) with the strategy and payoff information given in the formal description of

a game.

We show existence of equilibria for finite games with an arbitrary number of players both
under general and specific ambiguity about the opponents’ strategy choices. We show that

a sequence of EUAs converges to a Nash equilibrium as ambiguity vanishes. We illustrate

how context information can describe behavior by reviewing two experimental studies (Weber
(2006), Feltovich and Swierzbinski (2011)).

1. Introduction

From its beginnings, the theory of decision making under uncertainty and the theory of games
have been closely related. Luce and Raiffa (1957) open their chapter on Individual Decision Mak-
ing under Uncertainty in their book Games and Decisions, with the following view of strategic
interaction:

"In a game the uncertainty is entirely to the unknown decisions of the other players,

and, in the model, the degree of uncertainty is reduced through the assumption that

each player knows the desires of the other players and the assumption that they will

take whatever actions appear to gain their ends." Luce and Raiffa (1957, Chapter 13,

p.275)

Assuming that players will pursue their interests, as Luce and Raiffa (1957) suggest, has been the
leading hypothesis about players’ behavior in game theory since von Neumann and Morgenstern
(1944) seminal contribution. Hence, information about the opponents’ payoffs must play an
important role for predicting behavior in games. Such payoff information may, however, not
suffice to remove uncertainty completely. In particular, in non-zero-sum games, or "mixed-
motive games” as Schelling (1960) calls them, uncertainty about the unknown decisions of the
other players may also be reduced by "contextual detail" of the game:

"[...] there is a danger in too much abstractness: we change the character of the
game when we drastically alter the amount of contextual detail [...]. It is often
contextual detail that can guide the players to the discovery of a stable or, at
least, mutually nondestructive outcome." Schelling (1960, p. 162)

Contrary to the recommendations of Schelling (1960, p. 162) and with little success, many
experimentalists have tried to elicit behavior close to the Nash equilibrium prediction by trying
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