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What is the question?
The techniques used to solve stochastic games in discrete time often depend
crucially on the form of the underlying state process. The analysis of irreducible
games rely on convergence to a steady state distribution , whereas the analysis of
absorbing games often hinges on the fact that there is only one non-absorbing state.

Why should we care?
The techniques in this paper do not rely on any such properties, hence they are
applicable to stochastic games with an arbitrary state process

A real world application?
In the global financial crisis, financial institutions were unable to raise sufficient
capital to meet their short-term liabilities because investors had lost confidence in
the financial sector. The past performance of the financial sector had led credit lines
to dry up and created an environment where financial institutions were not able to
bridge short-term liquidity gaps in the usual way. The development of new
technologies by competing research institutions exhibits a similar history-dependent
environment. The successful discovery of a new technology changes the research
environment forever: competing researchers will not be able to patent similar work
anymore and any effort put into such a discovery was exerted in vain. It is impossible
to forecast the exact time of a financial crisis or the discovery of a new technology.
The occurrence of such a state change is random and the likelihood depends on the
involved parties’ actions. A game-theoretic model that accounts for these sudden
state changes is a stochastic game. No deterministic-time dynamic game can capture
these sudden and potentially drastic changes in the environment.

What is the author’s answer?
Based on recent developments in continuous-time repeated games, this paper
provides a unifying framework for the analysis of stochastic games with imperfect
public monitoring in a continuous-time setting. The methodology is not limited to
irreducible games or absorbing games and it is applicable to any stochastic game, as
long as the public signal satisfies Assumptions 1 and 2.
Assumption 1. For each y ∈ Y, every action profile a ∈ A(y) has pairwise full rank.
Assumption 2. span M1 y (a) ⊥ span M2 y (a) for each y ∈ Y and each a ∈ A(y).

我覺得這是一套研究方法，所以解答就是….這套過程
How did the author get there? (1) Methodlogy

How did the author get there? (2) Intuition
我覺得是有限的狀態，如此就可以用有限的步數計算完。

