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Abstract

Game theory is a branch of applied mathematics, whose main aim is to analyze various 

decision situations and predict their outcomes. This work applies game theory on three Jane 

Austen novels, namely Emma, Persuasion, and Pride and Prejudice.

Analyzing the main topic in the plots (courtship, engagement and marriage) from the point of 

view of game theory and establishing the payoff matrices for each game described in the 

novel, we can observe several parallels in the three novels and the specifics of each of them. 

Respecting the limitations given by the nature of our source of information, this overall 

analysis allows us to reach conclusion about the predominant characteristics of the novels and 

proves applicability of game theory on literary work and theory.

Abstrakt

Teorie her je odvětvím aplikované matematiky, jehož hlavním cílem je analyzovat 

rozhodovací situace a předpovědět jejich výsledek. Tato práce aplikuje teorii her na tři 

romány Jane Austenové, konkrétně na romány Emma, Anna Elliotová {Pýcha a přemlouváni). 

Pýcha a předsudek.

Práce za své východisko volí hlavní téma románů, tedy manželství a jemu předcházející 

situace. Výplatní matice pro každou z her, kterou romány popisují, nám umožňují sledovat 

paralely v jednotlivých románech i jejich specifika. Tato analýza zohledňuje nezbytná 

omezení, která jsou dána především povahou vstupních dat, a přináší závěry týkající se 

charakteristiky daného okruhu her v románech Jane Austenové. Zároveň dokazuje 

použitelnost teorie her pro analýzu literárních zdrojů a její přínos pro teorii literatury.
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1 Introduction

Game theory is a branch of applied mathematics, whose main aim is to analyze 

various decision situations and predict their outcomes. It can be seen as a system which 

helps us to organize the situations to a shape in which it is not difficult to predict the 

result. The main advantage of game theory is that its approach is considered to be 

generally true, regardless of the time period or spatial location of given problem 

situation. Therefore we can apply the game theory (which is a relatively young science, 

as it originates in the middle of 20* century) even to situations which took place before 

this theory was established, and to any field concerning human behaviour.

Jane Austen is recognized for her art of miniature, that is, for her sharp and 

slightly satirical description of her own social class. Sir Walter Scott praised Austen for 

her ability to copy “from nature as she really exists in the common walks of life, and 

presenting to the reader [,..] a correct and striking representation of that which is daily 

taking place around him” (Duffy 94-96) For centuries, readers have appreciated Jane 

Austen as the author of witty love stories; however, she is invariably not pigeonholed as 

a romantic writer. From the viewpoint of the history of literature, Austen -  despite 

living in the era of Romanticism -  is considered to be a Realist author.

Multifarious analyses of Jane Austen’s literary heritage have been written. There 

are numerous applications of game theory in business, politics, and philosophy etc., 

many of them attracting considerable attention. Surprisingly enough, there are only a 

few applications of game theory within literature. Thus, the aim of this thesis is to create 

a consistent and valid model of the behaviour of characters of Jane Austen’s novels, and 

infer parallels and/or discrepancies in Austen’s work from the mathematically accurate 

resiilts, and verify the contribution of game theory for literary theory.

Naturally, it would be extremely complicated, if not unpossible, to apply game 

theory on the whole complex world of Austen’s novels. It is necessary to choose a 

situation that can be interpreted as a game; at the same time, this limitation must reflect 

the nature of the novel. For our analysis, the most obvious theme in these novels has 

been chosen -  that is, the concept of marriage and all its preceding phases (courtship 

and the process ending in engagement).

I have chosen three novels to analyze: Pride and Prejudice, Persuasion and 

Emma. They are interesting from the game theory point of view, as they all allow for



extensive analysis of relationships, their interrelation and changing outcomes. The 

analysis will be based on the text itself and on my interpretation of the text.

In the first part of the thesis I will sum up the general characteristics of game 

theory which are relevant to this application. In the second part, characteristics 

concerning this particular model will be specified, and individual features of the novel 

will be translated into game-theory terminology. In the subsequent chapters, the analysis 

of individual novels follows.
All quotations from the Czech sources were translated by the authoress.



2 Game theory

Generally speaking, game theory is a concept which is used in studying decision 
situations with two or more participants. The main aim is to analyze the decision 

situation and to predict or describe the eligible outcomes of the particular game.
The origins o f game theory as a complex discipline are connected with the book

Theory o f Games and Economic Behaviour by John von Neumann and Oskar
Morgenstem, published in 1944. Therefore, this theory was primarily invented to

describe and model the behaviour of participants in economic situations, but it soon 

expanded to further applications such as biology, politics or sociology. (Dlouhý and 

Fiala 7)

Game theory is considered to be part of applied mathematics. In spite of this 

fact, it has its own terminology, which is based on terms used in parlour games (such as 

chess). Let us sum up the most important concepts:

• player -  every participant (hxunan or inhuman’); abbreviated PX, X  being an 

ordinal number,

• game -  decision situation,

• payoff -  the consequence, the outcome (the term will be properly defined in the 

following text),

• strategy -  a way of behaviour; when playing a game, every player chooses one 

strategy out of all possible strategies; abbreviated being an ordinal number. 

Maňas suggests that there are two ways in which the decision situations might be

examined. We can seek for the logically best outcome, that is, to provide the optimal 

solution, which is gained through the formal analysis of the situation, regardless of the 

individual characteristics of the participants. Thus we look at the theory from the 

normative point of view. Alternatively, we can forecast the behaviour concerning real 

individuals, which may in the end diverge firom the optimum set by the normative 

approach. Then the point of view is descriptive^. (Maňas, Konfliktv 7áimů 10) The 

descriptive approach is based on the observation of the results of past conflict situations

' The example o f inhuman player is stochastic mechanism or nature; human vs. nature game can be found 
in e.g. Insurance theory, stochastic mechanism is the opponent to human player in e.g. gambling.
 ̂For example the descriptive approach deals with the behaviour of the players in betting, as there is no 

way of finding the optimal strategy (that is, there is no optimal solution claiming that the players should 
(not) play).



(which are similar or the same as the predicted one), and from these finished games it 

predicts the players’ behaviour in the future games. It is used also in situations, in which 

it is too complicated or even impossible to determine an optimal solution by means of 

normative approach.

Since descriptive approach requires a certain amount of information concerning 

past games of the similar type, we will limit our focus to the normative view only and 

we will fiirther analyze the actions taken by the participants.

General taxonomy distinguishes between several subtypes and categories of 

games in game theory, the basic division being antagonistic^ and non-antagonistic 

games, the latter ones can be further subdivided onto cooperative'^ and non-cooperative 

games, non-cooperative being sequential^ or simultaneous^.

Every game in game theory can be illustrated by a payoff matrix, sequential 

games also by a tree.

As in most of games, game theory has also its rules and assumptions. If we limit 

our study to human players only, then the condition of players’ intelligence must be 

observed. Intelligence is in economic terminology best defined as rationality. Rational 

players do not behave irrationally or altruistically and they always maximize their 

utility. Utility is an economic term similar to pleasure, and may be explained as a 

certain degree of delight brought by tangible goods or physical satisfaction.

Further, there are several microeconomic conditions that should be followed; 

completeness (players are able to formulate their preferences, that is, to state who is 

(not) preferred as a partner, and mainly to arrange suitors from the most preferable to 

the least preferable); unsaturated needs (there exists a certain kind of unfulfilled 

necessity) and transitivity (which follows the mathematical definition of transitivity’, 

where the relation is “to prefer”; transitivity can be also defined as a consistency with 

player’s own preferences) (Koubek 7-8).

 ̂The representative type of antagonistic games is a game in which one player’s gain equals the other 
player’s loss, this game is also called game with zero sums.

Before the game begins, the players of cooperative game agree on a certain strategy.
 ̂Simultaneous = both players decide for a certain strategy at the same moment, these games are also 

called games in normal form.
* Sequential = one of the players decides first, the next player decides afterwards with the regard to the 
first player’s choice, these are also called games in explicit form.
’ For every x, y and z stands: xRy and yRz => xRz (“xRy” means “x is in Relation with y“, for example 
x < y )



As a point for departure for the analysis of Jane Austen’s novels, we should 

mention another assumption -  a monogamous marriage, and monogamous 

engagement. Obviously, a player cannot be engaged or married to more than one 

person. So if the players are married, they are most probably out of any possible game 

for good; if the players are engaged, they are out of games as long as they are engaged.

From now on, let us limit out attention to non-cooperative sequential games 

only. In this case there are three factors that should be stressed: Payoffs, information, 

and the timing of decisions (Rabin 8). Basically, the final decision always depends on 

the timing and the amount of available information; in other words, assimiing different 

information and timing, we can achieve different outcome in the same game.

Payoffs can be interpreted as a profit, which springs from the particular result of 

a game. Moreover, one player’s payoff is independent from other player’s payoff. 

Generally, payoffs are formalized by the payoff function, whose functional values either 

express real profits (e.g. certain amount of money, used especially in economic games) 

or has symbolic meaning. The following analysis will explore the latter kind of 

functional values. The relation between payoffs and utilities can be described as a direct 

proportionality: the higher the payoff is the higher utility it brings*.

Game theory as a means of predicting optimal solutions operates with the term 

equilibrium solution^. Dlouhý and Fiala define the equilibrium solution in the following 

way: “a player who diverts from the strategy which is leading towards the equilibrium 

solution cannot improve his situation” (12), because all other strategies result in a lower 

payoff. This solution is also called Nash equilibrium and can be regarded as a kind of 

“advice” to the players, as it offers them the optimal outcome (Dlouhý and Fiala 19-20).

Equilibrium solution can be found in the following way: let us have two 

strategies and the payoff matrix for two players (Figure 1). To make the example more 

clear, let us consider the payoff matrices divided (payoff matrix of player 1 is A, payoff 

matrix of player 2 is B) and then the standard payoff matrix is C.

* Without loss o f generality, payoff can be treated as if it were identical to utility. In further application, 
the distinction between them is not that influential and suggested simplification will make the whole 
model less complicated.
^ It should be also mentioned that the concept of equilibrium solution is used mainly in non-cooperative 
simultaneous games. Nevertheless, every sequential game can be diverted to a simultaneous game; 
therefore the notion of equilibrium solution will be used in the forthcoming analysis of sequential games 
as well.
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Figure 1 -  Example o f the equilibrium solution. PI = player I, P2 = player 2, s i  = one o f two strategies, 
s2 = the second strategy.

In order to reach the equilibrium, for PI, we mark the maximum payoff in each column 

(matrix A), and for P2, we mark the maximum payoff in each row (matrix B). These 

maxima are written in bold and the equilibrium solution is the field in which both 

payoffs are marked (that is both are in bold), in our example the equilibrium solution is 

[3,2] and the equilibrium strategies are si for PI and si for P2.

Now we shall demonstrate the optimality of this above-mentioned Nash 

equilibrium. Let us consider a situation, in which P2 sticks with his optimal strategy si 

and PI changes his opinion and chooses s2: then the payoff of PI is lower (its value 

changes from 3 to 1). Reversely, if PI does not change his strategy si, and P2 switches 

to s2, then the payoff of P2 lowers as well (its value changes fi-om 2 to 0). To sum up, 

every deviation from Nash equilibrium strategies results in lower payoff and utility for 

one player or the other.

Having presented the equilibrium solution, we must consider various outcomes 

or solutions of each game. Dlouhý and Fiala define four basic types of solutions 

(Dlouhý and Fiala 20-21):

1) One equilibrium solution only

2) More equilibrium solutions; the one which is better than all remaining solutions is 

called dominant (in Figure 2 the dominant outcome is [3, 3])

3) More equilibrium solutions, but none of them is best for all, thus every player 

prefers a different one. For example in Figure 2, situation 3), solution [2,1] is 

preferred by both players rather than solution [0, 0]; however solution [2,1] is 

preferred by PI
4) No equilibrium solution



1) P2 2) P2 3) P2 4) P2
s1 s2 S1 S2 si s2 s1 s2

P1
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0.0 0.0 P1
s2

3.3 0.0
P1 S2

2.1 0.0
P1 s2

4,0 0.5
0,0 1.1 0.0 1.1 0.0 1.2 0,5 4,0

Figure 2 -  Illustration o f the equilibrium solution typology for the game with two players and two 
strategies. Payoffs expressed by numbers in bold are the equilibrium solutions. (Classification by 
Dlouhý and Fiala 20-21, numbers representing payoffs were changed)

To conclude, the basis of game theory can be summed up by the following 

statements: When playing a game, each player has a certain goal in his/her mind (e.g. to 

get married). Obviously, people have many different motives that propel them towards 

achieving their goals (e.g. to have a satisfactory relationship, to obtain money by 

marrying a rich person, to improve their social status). They also have certain 

preferences (e.g. they prefer to marry for money rather than for love). At the begirming 

of each game, all strategies and payoffs must be specified. All players are deemed 

rational, therefore they maximize their utility and thus they tend to choose those 

strategies which bring them the highest value of payoff. Utility is maximized only 

according to the players’ preferences; that is, the things that the player prefers bring 

him/her the highest utility. Consequently, the predicted result given by the normative 

approach should be represented by the choice of the equilibrium strategies and by the 

equilibrium solution.



3 Game theory applied to the behaviour of Jane 

Austen’s characters

Considering the fact that this application attempts to model behaviour of 

characters in the novel, that is, to model the course of action whose result we already 

know, further analysis will proceed in the following way. We will make use of the 

equilibrium solution as it might add a new dimension to the whole model, and we will 

compare this predicted result provided by the normative approach with the real 

outcome.

The course of the application will follow the same pattern in modelling the 

decision situations in all novels: we will chronologically monitor the behaviour of the 

individual characters, we will stop at each point in which a game might be played, and 

we will analyze this situation and convey all strategies and payoffs, after which we shall 

provide the equilibrium solution and compare it with the real outcome.

There are several parameters that should be specified. This application of game 

theory is non-antagonistic, non-cooperative and sequential. Within one game, there are 

always two human players, one man and one woman. All players have the same goal -  

to get married. However, only their individual motivations and preferences differ.

In sequential games all past actions are observed and players can play the same 

game repeatedly. It should also be mentioned that due to the significant changes in the 

characters’ preferences during the story, this application will not deal with the concept 

of repeated game (since the outset of the repeated game would have to be completely 

identical with the originally held game -  ceteris paribus -  which would impose no new 

limitations on the players’ choices and strategies). Therefore, the whole model will be 

treated as a set of individual sequential games.

As far as the assumptions are concerned, all players are rational: they follow 

their preferences and thus they choose the most favourable option. For example if a 

female player is proposed to by someone, whom she prefers, it is rational for her to 

accept the proposal, other alternative being irrational.

Clearly, all players are unmarried at the beginning of a game and will marry only 

one partner. Players are also able to decide who they do or do not prefer, therefore the 

condition of completeness (as defined above) is secured. Furthermore, we also observe

10



unsaturated (more or less obvious) need for a partner or spouse in all players. Even 

those characters who claim that they do not want to marry intend to do so anyway.

One of the most important terms that should be specified is the game itself 

Since this application reflects rather extensive real life situations, it is obvious that the 

definition of a game will not be as straightforward as it would be in a simple model 

situation. Nevertheless, the game can be defined as a particular degree o f interaction 

(proposal or obvious declaration o f /the lack of/ affection), which leads towards the 

decision whether marry or not. It should be also stated that the definition of a game will 

be limited only to such characters’ behaviour (that is only what they say and do) which 

can be observed by the other characters. What the characters think or feel will be 

regarded only as a preference or a change of preferences, but not as an incentive to 

begin the game.

Both players take two strategies into consideration: to propose or to express 

affection towards the other player, or to reject the other player or express dislike (male 

strategies), to accept the proposal or to express affection towards the other picker, or to 

reject the proposal or express dislike (female strategies). These two characterizations 

can be united for both men and women in a slightly simplified and informal way as to 

want him/her and not to want him/her. In order to make the situation less complicated, 

the minus sign (“-”) will be used for the negative strategies and the plus sign (“+”) for 

the positive strategies.

Every situation will be analyzed through the payoff matrix. In our analysis each 

game can be represented by a square 2x2 bi-matrix*°, describing both players’ payoffs at 

once. As regards the payoffs, we will consider the model in which the payoff function 

takes only three values expressed by integers 0, 1 and - 1 All numbers are meant to be 

ordinal numbers only, which means that they express the idea “1 is better than 0”, “0 is 

better than -1”. Also transitivity is taken into consideration, thus the relation “1 is better 

than -1” is also valid. Additionally, zero payoff means no profit out of given result, 1 

means unspecified amount of profit, and -1 is a symbol for a loss. As was already said, 

this profit (or loss) can be represented by either wealth or personal satisfaction, being 

entirely based on players’ motives and preferences, regardless of their quality or 

quantity.

,,bi“ meaning that at each field of the matrix, there are two numbers instead of one number. To make 
the analysis less complicated, bi-matrix will be called simply “matrix” in the whole model.
"  It should be stressed here that in spite of these particular numbers, which are typical of the antagonistic 
games, the whole application is going to be non-antagonistic.

11



As we use the sequential type of games, the whole analysis will follow this 

pattern: first, players’ motivation and preferences will be outwardly stated as underlying 

information for the analysis. This general information will be expanded with specific 

preferences concerning the other player in the specific game. Further, the payoff matrix 

will be set and the equilibrium solutions provided, this being the prediction. Then the 

game begins: the 1** player decides to follow one strategy (this is the first move) and 

depending on his/her choice we will observe the 2"** player’s reaction. The result of the 

game will be determined in the preliminary payoff matrix and compared to the predicted 

outcome.

12



4 Pride and Prejudice

4.1 Characteristics of the model

When applying game theory to Pride and Prejudice, we will divide the story 

into two parts: the first one concerning Jane and the second one concerning Elizabeth, 

each of them as the central character in the corresponding part.

As far as the model is concerned, we will follow the definition of a game stated 

in chapter 3 and we will limit the formulation of strategies to: to propose (+) or not to 

propose (-), and to accept proposal (+) or to decline proposal (-).

As was mentioned above, characters’ motivation and preferences are the initial 

point of every game. To make the model more transparent, the general preferences of 

individual players will be clearly stated at once, at the very outset; and then at the 

beginning of each game their specific preferences concerning the other player will be 

singled out. If there is a change in characters’ preferences, it will be described in 

between the individual games.

Furthermore, not all characters mentioned in the book will be players (i.e. game 

participants). Only the following protagonists will be treated as players:

• PI = Elizabeth Bennet,

• P2 = Mr. Darcy,

• P3 = Wickham,

• P4 = Mr. Collins,

• P5 = Charlotte Lucas,

• P6 = Lydia Bennet,

• P7 = Jane Bennet,

• P8 = Mr. Bingley.

This leaves e.g. the Bennets out of the loop altogether, as the book does not provide 

sufficient material that would enable us to apply the game theory.

4.2 General preferences

For the description of general preferences, let us begin with the most prominent 

character of the novel, with Elizabeth. Elizabeth Bennet is a witty 21 year-old woman

13



who “has good reason to credit herself with the ability to discern people and situations 

extraordinarily well” (Wright 111). As far as her views about marriage are concerned, 

there is no clear or straightforward declaration of her opinions in the novel, therefore we 

have to infer the preferences from her comments about other characters’ marriage or 

engagement. There are two main issues that illustrate her views. First one is her 

evaluation of Charlotte’s marriage, which Elizabeth considers to be a profit-seeking 

partnership only. Second is her comment on Wickham’s affection for Miss King, which 

she justifies by saying “handsome men must have something to live on as well as the 

plain.” (Austen, Pride and Prejudice 119) Consequently, we can deduce that Elizabeth 

prefers to marry for love, but she thinks that it is wise to consider (at least to small 

extent) the spouse’s wealth as well.

Mr. Darcy is a 28 years old landlord, who describes himself as a person who 

“was given good principles, but left to follow them in pride and conceit.” (Austen, Pride 

and Prejudice 284) His opinion about marriage is not explicitly uttered, but we may 

deduce that he does not care much about his bride’s marriage portion; the truth is that he 

can afford to do so. When choosing a wife, he may take into consideration her social 

status (at least at the beginning), but it seems to be the affection or love that leads his 

final choice.

Wickham, the only villain among main characters, is potentially “a danger to 

the very innocent (Georgiana Darcy) and the very wild (Lydia Bennet)” (Morgan 88). 

His opinion about marriage is quite clear; we may argue that he is willing to marry for 

love, but there is no doubt that he is determined to marry for money. As a result, he is 

ready to marry out of some kind of affection, supposing the bride is wealthy. Otherwise, 

he seeks no marriage, probably only amusement,

Mr. Collins, a cousin to Elizabeth and her sisters and the prospective heir of 

Hertfordshire, has a clear attitude towards marriage. Apparently, he doesn’t care about 

love or money. Ironically, the single most important reason for his considering a 

marriage seems to be Lady Catherine’s decision that he must marry.

Charlotte Lucas is Elizabeth’s good friend. At the beginning of the novel she is 

27 years old and still unmarried, which partly undermines her quite clear view about 

marriage: “Without thinking highly either of men or of matrimony, marriage had always 

been her object; it was the only honourable provision for well-educated young women 

of small fortune, and however uncertain of giving happiness, must be their pleasantest 

preservative from want.” (Austen, Pride and Preiudice 98-99)

14



Lydia Bennet, the youngest of Mr. Bennet’s daughters, is a 15 year-old girl who 

spends most of the time with soldiers. Lydia is stubborn, careless and most importantly, 

she is a flirt. It seems that she has decided that she would like to marry, but only for the 

sake of marrying, which she acknowledges by declaring “how I should like to be 

married before any of you; and then I would chaperon you about to all the balls.” 

(Austen, Pride and Preiudice 171) It is arguable whether or not is this sentence uttered 

in serious manner, but if we take a look at her soon after her marriage to Wickham, we 

can see that she thinks of nothing else then her wedding. To sum up, she is too young 

and far too naïve to consider properly different reasons, or even negatives of being 

married.

Jane Bennet, the oldest of Bennet sisters, is nearly 23 years old and still 

unmarried. Through Elizabeth’s eyes we can see Jane as the person who is very kind 

and is ready to justify almost any wrong behaviour on the part of the others. There is not 

much information about Jane’s opinions regarding marriage; but we can again 

exemplify it by her commenting on the fact that Charlotte is about to marry Mr. Collins: 

“Jane confessed herself a little surprised at the match; but she said less of her 

astonishment than of her earnest desire for their happiness” (Austen, Pride and 

Preiudice 102). If we may deduce that she seeks happiness in marriage, whatever its 

source is.

Mr. Bingley is Darcy’s good friend and bows to his good judgement to a 

considerable extent. He does not expresses his opinions about marriage, but we may 

infer from his affection towards Jane that he is interested in forming a happy 

relationship rather than in securing a rich wife.

4.3 The first part of the model, casting Elizabeth as a central 
character

4.3.1 starting situation before Game I

Firstly, let us take a look on the part of the story in which Elizabeth takes the 

main part. Many things happen there before the first game takes place and the following 

specification of players’ preferences will serve as a starting point for the first three 

games (with the slight update before Game III).
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In fact, three players appear that catch Elizabeth’s attention, both in good and in 

bad meaning of a word. First, we observe her encounter with Mr. Darcy which ends in 

the well-known sentence “She is tolerable; but not handsome enough to tempt /we.” 

(Austen, Pride and Preiudice 11) This unkind judgement is the first trigger of 

Elizabeth’s long lasting antipathy towards Mr. Darcy, which actually blinds her 

judgement. Thus, from now on imtil Game III, her opinion about Darcy is stable and her 

preferences about him do not change: she dislikes him and is ready to believe any piece 

of unfavourable information about him or his past actions. Wright summarizes her state 

of mind saying that “Elizabeth does not give Darcy a chance -  or rather she does not 

give herself a chance to know how she really feels about him.” (Wright 114)

However, Darcy’s opinion soon changes to a considerable extent. His attitude 

and preferences are best described by Gooneratne, who claims that “he has found his 

original indifference to her beauty changing to admiration. Her wit and her liveliness 

attract him, and he learns to respect her individuality and finally to love her, in spite of 

his disgust at the vulgarity of her mother and her younger sisters, and at her father’s 

irresponsibility.” (82-83)

Second man that draws Elizabeth’s attention is Wickham, who seems to be 

attracted to her. At the beginning of the novel their preferences are not clearly 

discemable, as their behaviour is clouded by the necessary courtesy. Nevertheless, both 

of them seem to be interested in each other.

The last character who should be discussed before the first game begins is 

Mr. Collins. Elizabeth’s negative preferences towards him are obvious, and her dislike 

is clearly seen when Mr. Collins asks her for the first two dances at the next assembly. 

On the other hand, Mr. Collins is fond of Elizabeth, but that could also be ascribed to 

the fact that through the marriage she will help him grant Lady Catherine’s wish, at 

least that is what seems to be the his key motive.

To sum up, before the first game is played, Elizabeth and Wickham might be 

attracted to each other. As far as Darcy and Collins are concerned, it’s quite clear that 

her preferences towards them are negative. On the other hand both of them would prefer 

to marry Elizabeth; however, their reasons and motives differ.
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4.3.2 Game I -  Mr. Collins’s (P4) proposal to Elizabeth (P1)

The first character in the novel that takes the risk and makes a proposal is 

Mr. Collins. But before he does so, let us take a look at the payoff matrix first (see 

Figure 3). Three payoffs are in the form of [0,0], which means that the outcomes 

brought by all these three combinations of strategies (that is; 1. Elizabeth wants 

Mr. Collins and he does not want her; 2. Elizabeth does not want Mr. Collins and he 

does want her; 3. neither of them wants the other one) bring no utility to both players, 

their situation remains the same, there is no gain and no loss that would be earned by 

the given combination of strategies. The last pair of payoffs [1,-1] means that 

Mr. Collins would profit from the marriage (regardless the supposed wife as we already 

know; therefore his payoff expresses the satisfaction triggered by the simple fact that he 

is thereby granting Lady Catherine’s wish), and that Elizabeth would lose if she married 

him (the negative payoff thus expresses her unhappiness and dissatisfaction that would 

be caused by this marriage).

As far as the equilibrium solution is concerned, we can easily find out that there 

are two equilibriums -  both outcomes that spring from Elizabeth’s strategy of rejection. 

Therefore, the optimum lies in the situation in which the marriage will not be realized, 

regardless of Mr. Collins’s choice.

I P1
+

0.0 0,0
0,0 1.-1

-> [0,0]P4 +
Figure 3 -  Payoff matrix and the result o f Game I. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

Now let us follow the course of game. First move is Mr. Collins’s proposal, he 

chooses the positive strategy. The proposal is made during the long speech, in which he 

assures Elizabeth of his opinion. Lady Catherine’s opinion, his sufficient wealth and 

social status, and then he finally mentions his feelings as well; “And now nothing 

remains for me but to assure you in the most animated language of the violence of my 

affection.” (Austen, Pride and Preiudice, 86).

Elizabeth’s response is easily to be depicted even without the payoff matrix, and 

her answer is short but clear; “Accept my thanks for the compliment you are paying me. 

I am very sensible of the honour of your proposals, but it is impossible for me to do
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otherwise than decline them.” (Austen, Pride and Preiudice. 86) If we take a look at 

Elizabeth’s payoffs, then we can see that she may choose out of two different values 0 

and -1. Since she maximizes her utility, she chooses 0, that is to decline the proposal. 

Therefore the result of a game is value [0,0],

Consequently, we observe that both players fulfil the prediction and choose the 

optimal strategy.

4.3.3 Game II -  Mr. Collins’s (P4) proposal to Charlotte Lucas (P5)

Clearly, Mr. Collins is so determined to get married that he does not waste time 

and very soon redirects his attention to another available woman. Therefore his 

preferences change: now he does not prefer Elizabeth, but still wants to find himself a 

wife, his motives being the same. As far as other players’ preferences are concerned, 

they remain unchanged.

In this game new player appears -  Charlotte Lucas. Nevertheless, we cannot say 

anything certain about her attitude towards Mr. Collins, except the fact that she intends 

to amuse him and thus keep him far from Elizabeth. However, the question is to what 

extent is her interest calculated. As regards Mr. Collins, we have the same limited 

amoimt of information, but it is probable that he appreciates Charlotte’s concern.

Considering these slightly uncertain preferences stated above, we can determine 

the payoff matrix (Figure 4) in the following way: the three payoff pairs [0, 0] remain 

the same and their justification is equal to that given in Game I. The last pair of payoffs 

is in the form of [1,1]. Mr, Collins’s value 1 expresses the same satisfaction as in 

Game I, Charlotte’s payoff illustrates the utility which brings her the status of a wife 

(that is the independence on her family) and in addition the utility which springs from 

the financially secured marriage.

It should be also added that we learn about this engagement only implicitly and 

with a certain delay, therefore Game II reconstructs the whole situation in retrospect.

Regarding the equilibrium solution, this can also generate two equilibriums, one 

of them being dominant ([1,1]) and thus preferred.
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P5
+

0,0
0 , 0

0,0
1.1 [1.1]P4 +

Figure 4 -  Payoff matrix and the result o f Game II. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

The development of the second game is as follows: the first move is again made 

by Mr. Collins as he makes his proposal. When deciding about the second move, 

Charlotte maximizes her utility; she chooses positive strategy and accepts the proposal, 

because it brings her higher payoff. Consequently the resuh is [1,1]. After this game 

both players, Collins (P4) and Charlotte (P5), are out of any further game, since we can 

outcast the possibility of a divorce due to its low level of probability in Regency 

England.

If we compare the equilibrium and the real result, they are again the same.

4.3.4 Game III -  Darcy’s (P2) first proposal to Elizabeth (P1)

In between the second and the third game, there is a perceptible change in 

Wickham’s preferences. Although we do not know for sure whether or not he had 

feelings for Elizabeth, now he focuses his attention to Miss King, who owns a 

remarkable sum of money. Hence we can say that Wickham definitely prefers the latter 

lady. However, there is no information about Miss King’s preferences or motives, the 

only thing we know about her is that she is wealthy. This lack of information means that 

she cannot be incorporated into the model and thus will not be considered as a player.

Darcy’s sympathy towards Elizabeth and her antipathy towards him remain the 

same. In addition, Elizabeth’s dislike is getting even stronger when she discovers that it 

was Darcy who prevented Mr. Bingley from possible engagement to Jane.

Game III plays an important role in the story, as it determines the course of 

several future changes of preferences, motives and opinions. However, if we take a look 

at the payoff matrix (Figure 5), we do not see anything significant, as the matrix 

consists of the same values of payoffs as the matrix in Game I. Thus the payoff pair 

[1,-1] may be explained in a similar way. Elizabeth’s payoff -1 expresses her 

dissatisfaction that would be brought by being married to someone she does not like at 

all, regardless of his possessions. On the other hand, Darcy’s 1 is his satisfaction and
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happiness that would spring from the marriage with a person he loves, regardless of her 

small portion and the disagreeable relatives.

Game III thus offers the same equilibrium solutions as Game I ([0,0]); both are 

determined by Elizabeth’s negative strategy.

Ill P1
+

0.0
0,0

0,0
1.-1

P2 +
Figure 5 -  Payoff matrix and the result o f Game HI. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

Again, the first move is made by Mr. Darcy, who comes to Mr. Collins’s house 

and makes the proposal. He is confident that she cannot reject his offer, and with this 

respect he slightly resembles Mr. Collins’s attitude. However, compared to her former 

suitor, Mr. Darcy does not waste his time and words and delivers the message with no 

hesitation; “In vain have I struggled. It will not do. My feelings will not be repressed. 

You must allow me to tell you how ardently I admire and love you.” (Austen, Pride and 

Preiudice. 147) Elizabeth is surprised by this unexpected offer and rejects it with 

considerable determination. From the perspective of game theory we can observe her 

maximizing the utility and following her preferences, thereby logically choosing the 

equilibrium strategy and declining the proposal.

Thus the result of the third game is [0,0], the same as the normative approach 

predicted.

4.3.5 Game IV -  Wickham (P3) married to Lydia (P6)

Before Game IV begins, there are several considerable shifts of players’ 

behaviour and preferences. First of all, the unsuccessful proposal triggers change in 

both Elizabeth’s and Darcy’s attitudes. Elizabeth’s bitter remark that he does not behave 

in gentleman-like way opens Darcy’s eyes, and he undergoes a notable change. Not 

only does he behave kindly to Gardiners (and also to the rest of her family, mainly at 

the end of the novel), who are far below his social status, but he also still loves 

Elizabeth, in spite of all her accusations. In other words, he remains a proud man, but 

gets rid of the excessive conceit and arrogance, i.e. he purposefully cultivates his 

manners in that particular respect.
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Elizabeth’s point of view is influenced mostly by Darcy’s letter. Through this 

letter she realizes that her judgement has been clouded by prejudice, and learns that she 

has immensely misjudged Wickham. In addition, Elizabeth observes Darcy’s changed 

behaviour and does not see any sign of antipathy towards her. Her affection begins with 

appreciation and might be stimulated by the vision of Darcy being in love with her: 

“above respect and esteem, there was a motive within her of good will which could not 

be overlooked. It was gratitude.— Gratitude, not merely for having once loved her, but 

for loving her still well enough, to forgive all the petulance and acrimony of her manner 

in rejecting him, and all the unjust accusations accompanying her rejection.” (Austen, 

Pride and Preiudice 203)

However, in spite of the fact that both Elizabeth and Darcy are more or less in 

love with each other, the important thing is that they seriously doubt that their affection 

is requited. Until the last fifth game, Darcy does not know about the change in 

Elizabeth’s feelings and Elizabeth is convinced that he cannot be in love with someone 

whose youngest sister behaved in such a condemnable way.

As far as Wickham is concerned, his relationship towards Miss King ends and 

thus he switches his attention back to Elizabeth. Nevertheless, he chooses improper 

time, as she has already come to believe Darcy’s story. However, we cannot say much 

about his preferences towards other ladies, since he leaves to Brighton soon after this 

encounter with Elizabeth. The only thing that remains unchanged is his search for 

amusement and some kind of financial guarantee, ideally in the form of a wealthy wife.

The only certain thing that can be said about the last player, Lydia, is that she 

prefers every handsome soldier and seeks amusement as well.

Game IV is slightly complicated by the fact that we cannot follow the course of 

the game directly, because the information is conveyed with delay through 

Mrs. Gardiner’s letters and Lydia’s brief and fi-agmentary description.

The incident, leading towards the beginning of the game, is the elopement of 

Lydia and Wickham. After some time they are found, Wickham’s debts are paid and he 

also gains a certain amount of money together with the position in the regular army. 

However, he obtains the money only on the condition that he will marry Lydia. 

Therefore, there are several points that should be mentioned. First of all, if he were not 

supplied with money, he would most probably not agree to marry Lydia; thus the
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incentive that begins Game IV is external. Considering Wickham accepting the “deal”, 

his payoff matrix is different than it would be if Darcy did not pay him.

Taking all above mentioned information into consideration, the payoff matrix of 

Game IV (Figure 6) is as follows, Wickham’s marriage payoff (number 1) expresses the 

utility that springs from the money he gained due to the marriage. As regards Lydia, 

who was “exceedingly fond of him. He was her dear Wickham on every occasion; no 

one was to be put in competition with him.” (Austen, Pride and Preiudice 244) it is clear 

that her payoff (number 1) expresses her satisfaction and happiness.

Consequently, the payoff matrix is the same as in Game II, there are two 

equilibrium solutions, the dominant one is [1,1],

IV P6
+

P3 +
0.0
0 , 0

0,0
1.1 [1. 1]

Figure 6 — Payoff matrix and the result o f  Game IV. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

Most probably the first move is made by Wickham, who in fact has to be bribed 

into proposing. Then Lydia only follows the higher payoff and accepts. We can see that 

the real outcome equals the equilibrium solution.

In addition, both players are out of the game.

4.3.6 Game V <- Darcy’s (P2) second proposal to Elizabeth (PI)

In the last game we again see Darcy and Elizabeth, the only two players 

remaining immarried. Their preferences are the same as described in Game IV. If we 

compare Game V to Game III, here the payoff matrix changes, since Elizabeth’s payoff 

tvims from -1 into 1. This value represents the happiness that would be brought by 

marrying the person whom she respects and loves. Interpretation of Darcy’s payoff 1 

remains the same.

The interesting fact is that this game might not be played, if it were not for Lady 

Catherine’s attempt to prohibit their possible engagement.

Since the payoff matrix is the same as those in Games II and IV, the dominant 

equilibrium solution is again [1,1] (Figure 7).
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P1
+

0 , 0
0,0

0.0
1.1 ■> [1.1]P2 +

Figure 7 -  Payoff matrix and the result o f  Game V (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

Mr. Darcy, who is in fact pushed forward by Lady Catherine’s account of 

Elizabeth’s refusal to obey her wish, takes the risk of making the proposal for the 

second time. Again he declares his feelings with few words: “You are too generous to 

trifle with me. If your feelings are still what they were last April, tell me so at once. My 

affections and wishes are unchanged, but one word from you will silence me on this 

subject for ever.” (Austen, Pride and Preiudice. 282) Elizabeth does not hesitate, 

follows her preferences and accepts. Hence the equilibrium outcome is fulfilled and 

both players are out of the game.

4.4 The second part of the model, casting Jane as a central 
character

4.4.1 starting situation before Game VI

Many things happen before Game VI finally takes place. First of all, we observe 

Mr. Darcy and Mr. Bingley with his sisters moving near the Bennets’. Soon afterwards, 

Mr. Bingley seems to display increasing interest in Jane, as they spend a lot of the time 

together, and many of their fiiends and relatives almost stire of their upcoming 

marriage. However, as Mr. Darcy does not share the impression that Jane is in love as 

much as Bingley is, he takes him back to London. Then they finally meet at the end of 

the novel again and their game may begin.

As far as their preferences are concerned, both players definitely share a certain 

amount of more or less observable mutual affection, this being notable especially at the 

beginning and at the end of the novel. Between those two points Jane claims to have no 

interest in Bingley, however she is not quite convincing when giving these declarations. 

Through Elizabeth’s eyes we can see the truth: “Jane was not happy. She still cherished 

a very tender affection for Bingley. Having never even fancied herself in love before, 

her regard had all the warmth of first attachment, and from her age and disposition, 

greater steadiness than first attachments often boast; and so fervently did she value his
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remembrance, and prefer him to every other man, that all her good sense, and all her 

attention to the feelings of her friends, were requisite to check the indulgence of those 

regrets, which.” (Austen, Pride and Preiudice 176)

As regards Bingley’s fondness while being separated from Jane, we may only 

argue that his attitude does not change, this idea being supported by his desire to see her 

again, when he moves back to Netherfield.

4.4.2 Game VI -  Bingiey’s (P8) proposal to Jane (P7)

At the beginning of Game VI, we can see that both Bingley and Jane have the 

same preference as when they met for the first time. In addition, none of them seems to 

ground their mutual interest on money, although there definitely is an evident monetary 

inducement, as Ms. Bennet keeps repeating that Mr. Bingley has 5 thousand a year. 

Both of them look for happy and satisfactory relationship, which is expressed by payoff 

value 1.

This game is very similar to the Darcy and Elizabeth’s one in many aspects. 

Thus the payoff matrix is the same, as well as the equilibrium solution.

VI P7
+

0 , 0 0,0

0,0 1,1
P8 +

Figure 8 -  Payoff matrix and the result o f Game VI. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

As we know from Jane’s description , this time Bingley does not lose time and 

very soon after his return makes the proposal to Jane, who accepts. Game ends with the 

result [1,1] and the last two players are out of game.

4.5 Summary and conclusion

In Pride and Prejudice there are eight characters -  four men and four women -  

that are considered as players; the rest of the characters do not take part in any game, 

since we lack enough information concerning their preferences and the actions taken 

when playing a game.
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Pride and Prejudice is the only novel out of the three analyzed, in which all 

games proceed within the novel and no flash back games are taken into consideration. 

Games are scattered throughout the novel rather regularly, and there are more games 

before the end of the novel, this feature is typical of all three novels.

Eight players participate in six games. It is interesting, that five out of eight 

players play only one game which is in its end successful, that is, ends in marriage (Jane 

and Bingley in Game VI, Wickham and Lydia in Game IV, Charlotte in Game II). 

Therefore the remaining three characters are left to repeat their game once: Mr. Collins 

chooses different player and the remaining two (Elizabeth and Mr. Darcy) plays 

repeatedly together.

It is characteristic for this novel that all games are only loosely interconnected. 

Compared to Emma, all games in Pride and Prejudice represent rather individual units, 

and most of them have no direct influence over the following games (the exception is 

Game II -  declination of Mr. Collins’s proposal, which turns his focus to another 

woman, thus Game III is initiated; as a second example it may be considered the 

repeated game of Mr. Darcy and Elizabeth Bennet, however the potential impact of their 

first game is arguable).

As regards the results of the games, all follow the predicted equilibrium solution.

To sum up, the series of all games in Pride and Prejudice can be seen as almost 

linear, without any disturbance or overlapping. Compared to the two novels Pride and 

Prejudice does not show any notable extremes, as far as the games’ progression is 

concerned.
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5 Persuasion

5.1 Characteristics of the model

Concerning the story of Persuasion, the whole course of action revolves around 

two main characters -  Captain Wentworth and Anne Elliot. In this case we will use the 

whole definition of strategies stated in chapter 3. Therefore, strategies are the following 

actions: to propose or to express affection towards the other player (+), or to dislike the 

other player (-) (male strategies), to accept the proposal or to express affection towards 

the other player (+), or to dislike the other player (-) (women strategies).

Characters that will be considered as players are:

• PI = Anne Elliot,

• P2 = Captain Wentworth,

• P3 = Louisa Musgrove,

• P4 = Henrietta Musgrove,

• P5= Captain Benwick,

• P6 = Charles Hayter,

• P7 = Mr. Elliot.

The initial part of this model will consist of a general description of the players’ 

preferences, as regards their opinion on marriage. Further, the description of all games, 

including players’ specific preferences towards given play mate, will be analyzed.

In this novel we will not limit our inquiry to the borders of the novel; we will 

also briefly describe the games that took part before Persuasion began. The reason is 

that some of these antecedent games are interesting from a certain point of view, as will 

be described later. It is clear that there were more games played before the beginning of 

the novel; however, we will limit ourselves only to those concerning Anne Elliot only. 

The remaining games are not important for the latter games, and also their resuh is 

predominantly standard and thus uninteresting. Further, only those games which give us 

enough information about players’ preferences will be described.
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5.2 General preferences

Anne Elliot, the main heroine, is the middle daughter of Sir Walter Elliot. She is 

a 27 years old woman of kind and reasonable nature, who has to endure her closest 

relatives’ frequent indifference towards herself. She has experienced disengagement 

with Frederick Wentworth as well as declination of Charles Musgrave’s proposal, and 

she has also “learned that ‘prudence’ has two sides to it, one shaped by good sense, and 

the other separated by so thin a line from materialism that the individual who is guided 

by it can be as wholly deprived by it as by a blatantly materialistic outlook, of personal 

fulfilment through love, hope, and energetic effort.” (Gooneratne 167) In the whole 

novel, she does not directly state what she seeks in marriage; however, from her 

previous experience with Captain Wentworth and Charles Musgrave we may infer that 

she would prefer to marry out of love (previous engagement with Wentworth) and that 

she does not care about money (refusal of financially independent Charles). Most 

importantly, it is the above mentioned prudence that leads all her decisions.

Captain Frederick Wentworth is a naval officer now in his early thirties who 

was engaged to Anne almost eight years ago. At that time he was not rich, but then he 

earned considerable sum of money while being at the Navy. His opinion about a 

suitable wife is largely determined by personal characteristics he values most, that is, by 

firmness of decision. We may deduce that he is not interested in bride’s marriage 

portion or her noble ancestors. The thing that matters most is her personality; therefore 

it is clear that he seeks for love and satisfaction.

Louisa and Henrietta Musgrove are both young girls who enjoy amusement of 

any kind. They are rather alike, as Admiral Croft banteringly illustrates by saying “very 

nice young ladies they both are; I hardly know one from the other.” (Austen, Persuasion 

85) However, neither of them is particularly open about the image of their ideal 

husband. Their parents are wealthy, thus the girls are not urged to search for rich 

husbands and can focus on their favourite occupation: entertaining activities spent 

preferably with handsome men.

Captain Benwick is rather shy, literature loving naval officer. He was engaged 

to a woman who passed away, and he is still struggling to overcome it. He is a sensitive 

man and he is not interested in wealth or improvement of his social status. Most 

probably, he seeks for a soul mate.
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Charles Hayter is cousin to Musgroves’ daughters. He is not particularly 

wealthy, nor is he of noble origin. We know very little about his motives, and therefore 

it is difficult to determine his general preferences.

Mr. Elliot is a two-faced man, whose true nature can be seen at the end of the 

novel. He is a cousin to Anne Elliot and the heir of Sir Elliot’s Kellynch Hall. In the 

past, the Elliot family hoped that he would marry Elizabeth, but he chose a rich but not 

noble woman. Now, six months after her death, he apparently seeks for a new wife. He 

seems to be reasonable and treats his relatives in a kind and humble way, but his only 

intention is the pursuit of money and social status. These are also the only values for 

which he is willing to marry. But he has yet another important role in the story, which 

he is imaware of: “Mr. Elliot’s fiinction in the plot is to make Captain Wentworth 

jealous. But, first, he performs the important service of revealing to him that Anne is 

still attractive.” (Liddell 122)

5.3 Games which take place in the past

5.3.1 Game I and II -  Captain Wentworth (P2) and Anne (PI)

There are actually three games concerning Anne that take place before the novel 

begins. The first two are notable due to their result, but we lack sufficient information 

about the third (which is Charles Musgrove’ proposal, which Anne declines)'^, therefore 
only the first two will be analyzed thoroughly.

Since Game I took place almost eight years ago, there is not much specific 

information about this matter. Hence, the whole game is in fact a reconstruction based 

on Anne’s brief accoimt of events.

The trigger that initiated the first game was the encounter of Anne and 

Wentworth, who very soon fell in love with each other. In other words, Anne preferred 

him and he preferred her, thus both values 1 in the payoff matrix express their happiness 

and satisfaction, which stem from their mutual affection.

Consequently, the equilibrium solution is evidently [1,1] (Figure 9).

In addition, since Cliarles later married Mary Elliot, he cannot take part in any other game, which also 
makes the game between him and Anne unimportant.
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P1

P2 0,0
0,0

0,0
1,1 [1.1]

Figure 9 -  Payoff matrix and the result o f Game I. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

The proposal took presumably the standard course of action -  Mr. Wentworth 

proposed and Anne accepted, thus the result [1,1].

Nevertheless, what is important in this game is the fact that this result was not 

final at all. It soon turned out that Sir Walter did not agree with the engagement because 

of Wentworth’s poor financial and social status, and most importantly, Sir Walter had 

Lady Russell’s support. “Such opposition, as these feelings produced, was more than 

Anne could combat. Young and gentle as she was, it might yet have been possible to 

withstand her father’s ill-will, though unsoftened by one kind word or look on the part 

of her sister;—but Lady Russell, whom she had always loved and relied on, could not, 

with such steadiness of opinion, and such tenderness of manner, be continually advising 

her in vain.” (Austen, Persuasion 27)

Anne was convinced that her decision was wrong and she undertook Lady 

Russel’s opinion that it is only for Frederick’s good to cancel the engagement: “She was 

persuaded to believe the engagement a wrong thing— indiscreet, improper, hardly 

capable of success, and not deserving it. But it was not a merely selfish caution, under 

which she acted, in putting an end to it. Had she not imagined herself consulting his 

good, even more than her own, she could hardly have given him up.” (Austen, 

Persuasion 27, italics mine) This notion can be obviously interpreted as a change of 

preferences, because now her preference is to do no harm to anybody and therefore 

decline the engagement.

Since the preferences changed, a new game must be considered, in which 

Anne’s payoff value for accepting strategy is -1, and the new equilibrium reaches [0,0] 

(Figure 10).

II P1

P2 0, 0 0.0
0,0 1.-1

-> [0.0]

Figure 10 -  Payoff matrix and the result o f Game II. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)
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Even though it is rather artificial, we will consider Frederick making the first 

move once more, that is, we will treat Game II as if he proposed again. However, 

Anne’s response this time is to decline, thus the result of a game is the equilibrium 

[0, 0].

5.4 Games regarding the actual plot

5.4.1 starting situation before Game III

If we compare Persuasion to Pride and Prejudice, we will discover several 

differences. First of all, the nimiber of games that take place in Persuasion is only half 

of that in Pride and prejudice. Secondly, the first game of Persuasion (that is Game III) 

starts rather late, at the last quarter of the novel. Consequently, several important events 

and major changes occur before we find ourselves at the beginning of Game III.

Undoubtedly the cause of all further events is the arrival of Captain Wentworth. 

We know fi'om the beginning that Anne has a soft spot for him. When he arrives at 

Kellynch Hall, we observe her attempts to reconcile with the current state of affairs, 

mainly with his indifference towards her. Her countenance is partly disturbed when she 

gets the knowledge of his first comment about her, which is rather vague, but still rather 

unpleasant: “You were so altered he should not have known you again.” (Austen, 

Persuasion 57)

Soon afterwards. Captain Wentworth becomes the object of interest of both 

Musgrove sisters, Henrietta and Louisa who seem to never miss any chance of meeting 

him. Anne observes all these events with secret regret, and with a little hope, if any. 

However, Henrietta already has a suitor -  her cousin Charles Hayter. This complication 

is solved due to Louisa’s contribution and Henrietta is out of her way, again bound to 

Charles.
One of the most prominent events is Louisa’s serious injury, which happens 

during their trip to Lyme. It resuhs in two fiindamental changes. First, Captain 

Wentworth discovers that his relationship with Louisa is considered to be far more than 

friendly; some of his friends even talk about their engagement. This, not being true, 

disturbs Captain Wentworth to such an extent that he departs from Lyme almost 

immediately. Secondly, Louisa, while recovering from the accident, stays at Harvilles’
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house in Lyme, together with Captain Benwick, this actually being the turning point 

leading towards Game IIL

Yet another important incident is Anne’s coincidental encounter with her cousin 

Mr. Elliot. At this point, they are not aware of their acquaintance. They meet again in 

Bath and are finally introduced, which will lead to another game.

5.4.2 Game III -  Engagement of Louisa Musgrove (P3) and Captain 
Benwick (P5)

To begin with, it should be stressed that we do not have any straightforward 

accoimt of events closely preceding Game IIL We only know that during the time of her 

recovery, Louisa is staying at the same place as Captain Benwick and both of them are 

in a specific mood, Louisa getting over the accident and Captain Benwick getting over 

his fiancee’s passing away. Thus, as Anne recollects, “They had been thrown together 

several weeks; they had been living in the same small family party; since Henrietta’s 

coming away, they must have been depending ahnost entirely on each other, and 

Louisa, just recovering fi-om illness, had been in an interesting state, and Captain 

Benwick was not inconsolable.” (Austen, Persuasion 157) As a result of these 

circumstances and even despite their dissimilar tempers, they most probably fell in love. 

Hence we may infer that they preferred each other as a suitable partner, and we will 

neglect other unknown reasons. This setting is expressed by the payoff value 1 for both 

of them, the rest of payoffs expressed by value 0. Consequently, optimal solution is

[1,1] (Figure 11).

Ill P3
+

P5
0,0 0.0
0,0 1.1

Figure II -  Payoff matrix and the resuh o f Game III. (Considering the normative prediction, the row and 
column maxima are in bold; the real resuh is marked by the black colour.)

There is no direct description of the course of the game, the main source of 

information we get is the announcement of their engagement in Mary’s letter to Anne. 

Some pieces of information are also gained from the discussions which follow this 

unexpected union. As far as the game itself is concerned, we have no information at all, 

but most probably the first move is made by Benwick when proposing to Louisa, who
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maximizes the utility and accepts. Consequently, the predicted result equals to the 

actual one.

5.4.3 Game IV -  Engagement of Henrietta Musgrove (P4) and Charles 
Hayter (P6)

The whole relationship between Henrietta and her cousin Charles Hayter goes 

through several stages. At the beginning of the novel, we learn that he and Henrietta 

share mutual affection. In addition, this relationship has their parents’ approval: “The 

two families had always been on excellent terms, there being no pride on one side, and 

no envy on the other, and only such a consciousness of superiority in the Miss 

Musgroves, as made them pleased to improve their cousins.— Charles’s attentions to 

Henrietta had been observed by her father and mother without any disapprobation. ‘It 

would not be a great match for her; but if Henrietta liked him,—and Henrietta did seem 

to like him.’” (Austen, Persuasion 69)

Coincidentally, during Charles’s short absence, Captain Wentworth arrives and 

almost immediately catches the attention of both girls. After his return, Charles is not 

very content with the state of affairs, and moreover, his position of the first and 

prominent Henrietta’s suitor is now uncertain. It is Louisa, who “helps” to solve this 

situation: she is determined to focus Wentworth’s attention on herself only and 

therefore she arranges a meeting between Henrietta and Charles, which ends up in 

desirable reunion.

As far as Game IV is concerned, again we do not have any direct information, all 

we know is the hypothetical reconstruction of the actions taken by this game’s players. 

We know for sure that they seem to be in love, thus they prefer each other out of non- 

materialistic reasons. Consequently, for both of them the payoff value gathers value 1 

for accepting strategy, and this value represents the satisfaction and happiness that 

would spring from a marriage.

Considering the given payoff values, the equilibrium solution is the same as in 

Game II -  payoff pair [1,1] (Figure 12).
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IV P4
+

P6
0.0 0,0
0. 0 1,1

Figure 12 -  Payoff matrix and the result o f Game IV. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

As in Game III, which is to a considerable extent similar to Game IV, ovir 

situation is complicated by the fact that we learn about the engagement only implicitly. 

Hence the game will most probably take this course: first is the proposal of Charles, 

second is Henrietta’s acceptance. Again, both results match.

5.4.4 GameV -  Mr. Elliot (P7) expresses his feelings to Anne (PI) 
/First move/

First of all, it should be stressed that Game V and Game VI have a specific 

development, because GameVI takes place “inside” (or during) GameV. In other 

words, first there is the first move in Game V. Then we can see the exception, as the 

second move does not follow directly; instead. Game VI begins. When this one is 

finished, finally Game V continues by its second move.

The relationship between Anne and Mr. Elliot also develops throughout the 

novel and it reflects Anne’s opinion on him. After they are introduced to each other, 

Anne seems to be interested in him, but probably not enough to fall in love, as she 

briefly explains by saying “Mr. Elliot is an exceedingly agreeable man, and in many 

respects I think highly of him [...] but we should not suit.” (Austen, Persuasion 150) It is 

particularly important because at this point she is still unaware of his motives, but does 

not see him as a suitable partner. This preference is expressed by the payoff value -1 

(Figure 13).

As regards Mr. Elliot, his motives and preferences are more complicated. First of 

all, he likes Anne fi’om the moment they briefly met in Lyme, and what is important -  at 

that time he did not know who she is. Secondly, his main interest in Bath is not directly 

connected to Anne. Mr, Elliot, the main heir of Kellynch Hall, intends to keep 

Mrs. Clay far fi-om Sir Elliot, as their hypothetical marriage would separate him firom 

the heritage; therefore, being close to Anne is only a pleasant side effect. Third reason is 

connected to the second one: Mr, Elliot desires to improve his social status, which he
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would definitely achieve by marrying Anne. Thus, his gain from marriage with Anne is 

represented by value 1 (Figure 13).

If we take a look at the payoff matrix of Game V, we can see that there are two 

equilibrium outcomes, both regarding Anne’s declining strategy.

V P1
+

P7
0,0
0.0

0.0
1.-1

Figure 13 -  Payoff matrix and the result o f Game V. (Considering the normative prediction, the row and 
column maxima are in bold)

Now let us take a look at the course of the game itself. As was stated above, in 

Persuasion we will consider as a strategy not only the proposal, but also the expression 

of the players’ feelings. Here the first move is made by Mr. Elliot, when he declares that 

“The name of Anne Elliot [...] has long had an interesting sound to me. Very long has it 

possessed a charm over my fancy; and, if I dared, /  would breathe my wishes that the 

name might never change” (Austen, Persuasion 177, italics mine) If we consider his 

perpetual focus on Anne and also the fact that he is the only man named Elliot, who 

could marry Anne leaving thus her name unchanged, it is clear what he implies by the 

utterance.

However, we have to wait for the second move, which occurs after Game VI, 

since Anne has no intention to react to this hinted message, or to talk to Mr. Elliot at all: 

“Mr. Elliot’s speech too distressed her. She had no longer any inclination to talk to him. 

She wished him not so near her.” (Austen, Persuasion 178)

5.4.5 Game VI -  Captain Wentworth’s (P2) proposal to Anne (P1)

It is undoubtedly interesting to follow the relationship of Captain Wentworth and 

Anne during the whole novel. They have not seen each for other almost eight years and 

at the beginning of the novel they meet again.

During all those years, Anne’s affection softened, but did not change: “not with 

a few months ended Anne’s share of suffering from it. Her attachment and regrets had, 

for a long time, clouded every enjoyment of youth; and an early loss of bloom and 

spirits had been their lasting effect.” (Austen, Persuasion 28) In addition, she did not 

find anyone whom she would consider worth marrying, because no one had Frederick’s
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qualities. Therefore, now when he is supposed to move with the Crofts to Kellynch 

Hall, we can see that Anne is rather anxious, or even afraid to see him again.

When they finally meet, Anne ends up rather distraught, and whatever her 

feelings towards him are, she definitely does not feel indifference. On the other hand, he 

most certainly tried to forget everything about her during his service in navy: “He had 

been most warmly attached to her, and had never seen a woman since whom he thought 

her equal; but, except from some natural sensation of curiosity, he had no desire of 

meeting her again. Her power with him was gone for ever.” (Austen, Persuasion 57) 

Consequently, regardless of their wishes or feelings, they are in a state of complete 

estrangement.

As they have to spend most of their time in the same company, the situation 

changes during the novel. Anne very soon defines her primary confusion as the feeling 

of love; however, she does not want to give herself too much hope, so she does not 

intentionally draw Captain Wentworth’s attention to herself. Moreover, she remains in a 

similar state of mind almost till the end of the novel. Her possible perspectives are the 

only thing that changes, because it is not difficult for her to recognize his thoughts about 

other women.

As far as Captain Wentworth is concerned, we can observe that his opinion 

about Anne slowly develops. It is most probably Mr. Elliot, who unintentionally reveals 

to him that Frederick’s love might be renewed. Therefore, Mr. Elliot’s growing interest 

in Anne increases Wentworth’s jealousy. Interestingly, Anne is quite aware of this, thus 

she gives no response to Mr. Elliot’s first move.

Consequently, at the beginning of Game VI both players definitely prefer each 

other, thus the payoff value 1 (Figure 14) for both of them, which represents the 

satisfaction guaranteed by the happy marriage. The equilibrium solution is [1,1].

VI P1
+

P2
0, 0 0.0
0.0 1.1

column maxima are in bold; the real result is marked by the black colour.)

If we overlook the game itself, then the first move is made by Captain 

Wentworth, who, in his letter to Anne, reveals his feelings and asks for any kind of 

response: “I offer myself to you again with a heart even more your own, than when you
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almost broke it eight years and a half ago [ ...]!  have loved none but you. Unjust I may 

have been, weak and resentful I have been, but never inconstant.” (Austen, 

Persuasion 222) There is no doubt about Anne’s response. In the terms of game theory 

she follows her preferences and chooses the accepting strategy. The result of Game V is

[1,1], that is the same as the predicted outcome and both players are out of the game.

There is one more important point that should be stressed. Game VI in fact 

represents the second move of Game V, because Anne is now engaged and hence 

cannot participate in another game, since the presupposition of monogamous 

engagement must be observed.

5.4.6 GameV -  Mr. Elliot (P7) expresses his feelings to Anne (PI) 
/Second move/

As was already stated, the second move of Game V is made in the moment Aime 

chooses Frederick. But let us take a more detailed look on her motives, as there is 

additional information concerning Mr. Elliot, which is reassuring Aime in her choice.

After the first move of Game V (that is, Mr. Elliot’s hinted expression of his 

affection), Anne’s opinion changes to a considerable extent. She is astonished when she 

learns from Mrs. Smith that Mr. Elliot is in his true nature “a man without heart or 

conscience; a designing, wary, cold-blooded being, who thinks only of himself; who, 

for his own interest or ease, would be guilty of any cruelty, or any treachery, that could 

be perpetrated without risk of his general character. He has no feeling for others. Those 

whom he has been the chief cause of leading into ruin, he can neglect and desert without 

the smallest compunction. He is totally beyond the reach of any sentiment of justice or 

compassion. Oh! He is black at heart, hollow and black!” (Austen, Persuasion 187) In 

fact, this additional account of Mr. Elliot’s qualities determines the result of Game V.

Considering the above-given information, it is clear that Anne has no intention 

of becoming Mr. Elliot’s wife under any circumstances, she does not prefer him as a 

possible husband at all, the reason is “both because the attachment would be without 

love and because it would be imprudent.” (Wright 168) This preference is expressed by 

the value -1 in the payoff matrix (Figure 15). The equilibrium outcomes did not change.
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P1
+

P7 +
0, 0 0.0
0,0 1. -1

Figure 15 -  Payoff matrix and the result o f  Game V. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

As we already know, Anne chooses Frederick, which can be seen as declining 

strategy, therefore the real outcome of Game V is [0, 0] and equals one of the 

equilibrium outcomes.

5.5 Summary and conclusion

From the point of game theory analysis. Persuasion differs from the other two 

novels to considerable extent.

First of all, it consists of the lowest number of games. Total nimiber of games 

which are held is six, and importantly two of them take place before the beginning of 

the novel. If we scrutinize all analyzed novels from this perspective, we can find out 

that there is only one flash back game in Emma and none in Pride and Prejudice.

Another significant feature is the role of Anne Elliot. She is in fact participant in 

four games. Notably, she and Captain Wenthworth are both players in a half of the 

games (three games), which makes them a central pair of the story, at least from the 

perspective of game theory. They also share another interesting aspect: similarly as in 

Emma, the three games, which they undergo, signal the change of their opinion and 

preferences.

As regards the rest of the players, we may observe that Persuasion is the only 

novel in which one player remains unmarried (Mr. Elton). Further, the last four players 

participate only in one game each.

Considering the results of the games, all of them follow the predicted 

equilibrium outcome.
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6 Emma

6.1 Characteristics of the model

If we want to interpret the novel Emma from the game theory point of view, we 

must observe various specifics. First of all, unlike the other Austen’s novel, to a certain 

degree Emma is a story of concealment, misjudgement and misinterpretation. 

Consequently, the plot is not straightforward and the real nature of events is not easily 

observable. On the contrary, it contains several traps aimed at the reader; in addition, 

many situations are vaguely exposed, and may be interpreted in several different ways, 

without the possibility of finding the correct understanding. These numerous layers of 

the story force us to analyze the novel from the perspective of an omniscient reader, that 

is, the reader who goes through the plot for the second time at least.

The central character of the novel is Emma; most of the games concern her or 

they happen due to the actions she takes (although they do not necessarily develop in 

the way she wishes). We will follow the full definition of strategies, which was also 

used in Persuasion. Hence, men’s strategies are “to propose or to express affection 

towards the other player” (+), or “to dislike the other player” (-), women’s equivalent 

being “to accept the proposal or to express affection towards the other player” (+), or 

“to dislike the other player” (-).

The list of participants contains these players:

• PI = Emma Woodhouse,

• P2 = Mr. Knightley,

• P3 = Harriet Smith,

• P4 = Robert Martin,

• P5 = Mr. Elton,

• P6 = Miss Hawkins (future Mrs. Elton),

• P7 = Jane Fairfax,

• P8 = Frank Churchill.

It should be also added that we will not consider those flashback games which 

do not influence the subsequent games. That is, none of the past games will be 

observed, with the exception of the secret engagement of Jane Fairfax and Frank
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Churchill. In addition, only those decision situations in which there is enough 

information available will be considered as games.

The pattern of the model will be similar as in both previous models. First all 

players’ general preferences will be stated, then at the beginning of a game the starting 

situation will be described with the particular reference to possible triggering events. 

Finally with the regard to players’ specific preferences towards their play mate, the 

depiction of a game will follow.

6.2 General preferences

Emma Woodhouse is a 21 years old young lady. Her mother died long time ago 

and her sister Isabella is already off the house, being married to Mr. John Knightley, 

thus Emma is a head of the Woodhouse household. Consequently, she considers herself 

in charge of all matters coming to her view. On one hand, Emma is pretty, kind and 

clever, on the other hand, she is also headstrong, exceedingly self-confident and partly 

snobbish. She may resemble another Austen’s heroine -  Catherine Morland fi-om 

Northanger Abbey, as both of them tend to misjudge the nature and behaviour of their 

fiiends and relatives. As Wright suggests, “Emma is like all great heroes, the victim of 

her own illusions: she creates a world, but it is not the real world” (Wright 137), and as 

a consequence she provokes several games, which would not occur otherwise.

Emma’s opinion on marriage is clearly stated, as she explains to Harriet that she 

is “not only, not going to be married, at present, but have very little intention of ever 

marrying at all.” (Austen, Emma 82) Regardless of the true nature of her intentions, she 

is honest about her motivation fiirther explaining to Harriet: “without love, I am sure I 

should be a fool to change such a situation as mine. Fortune I do not want; employment 

I do not want; consequence I do not want: I believe few married women are half as 

much mistress of their husband’s house, as I am of Hartfield; and never, never could I 

expect to be so truly beloved and important; so always first and always right in any 

man’s eyes as I am in my father’s.” (Austen, Emma 82) Hence, with her characteristic 

self-content she is aware of the fact that she can afford to get married out of love only. 

If we review her rejection of marriage from the perspective of the whole story, then it is 

obvious she is partly determined not to marry because she has not met anyone who 

would make her change her opinion.
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Mr. (Geoi^e) Knightley is a family friend of the Woodhouses, Isabella’s 

husband’s brother, Mr. Knightley is a 37 years old man who is kind, open and vigorous; 

very respected among the villagers and often asked for a piece of advice. He has known 

Emma since her childhood; he particularly likes her and does not hesitate to correct her 

misbehaviour. He can be seen as a bearer of good sense and precise estimate, especially 

when contrasted with Emma’s numerous misjudgements. As far as his opinion about 

marriage is concerned, he does not speak directly about the characteristics of his 

potential wife, but his behaviour clearly indicates that he needs no additional wealth, 

thus he seeks rather for a pleasant company of a loving woman.

Harriet Smith is a young girl, who is not in exactly the best social position due 

to the unknown whereabouts and origin of her father. She is pretty, kind and pleasant, 

but slightly naïve and simple. Her relationship with Ertmia reminds us of another pair of 

fiiends -  Mr. Darcy and Mr. Bingley: Harriet relies on Emma’s judgement to 

considerable extent and follows her advice in a very similar way Mr. Bingley does in 

his relationship to Mr. Darcy. This dependence, together with Emma’s frequent 

misconceptions, cause several games to happen; that is, were not Emma so focused on 

finding a husband for Harriet, she would have not ill-judged so many situations. In 

addition, there is also similarity to Persuasion-, it is only thanks to Harriet that Emma 

finally realizes her love for Mr. Knightley, which is the same situation as with Captain 

Wentworth and Mr. Elliot.

We have almost no information about Harriet’s attitude towards marriage. We 

may only infer that she -  being a rather simple person -  does not primarily look for the 

wealth or higher social status; she would be most probably content with a loving 

husband. However, there is one thing we know for sure -  Harriet is eager to prefer any 

husband Emma will point out as suitable for her.

Robert Martin is a young farmer, Harriet’s friend. He is good-hearted, but not 

of noble origin. His character is only briefly depicted; therefore, we know almost 

nothing about his preferences. With the respect to his behaviour throughout the novel, 

most probably he wants to marry out of selfless reasons.

Mr. Elton is the local vicar, who at the first sight is agreeable and kind, but soon 

turns out to be snobbish, vengefiil and fairiy conceited. It is in fact Mr. Knightley who 

estimates his nature and his preferences best: “Elton is a very good sort of man, and a 

very respectable vicar of Highbury, but not at all likely to make an imprudent match. He 

knows the value o f a good income as well as anybody. Elton may talk sentimentally, but
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he will act rationally. He is as well acquainted with his own claims [...] He knows that 

he is a very handsome young man, and a great favourite wherever he goes; and from his 

general way of talking in unreserved moments, when there are only men present, I am 

convinced that he does not mean to throw himself away” (Austen, Emma 64; italics 

mine) We can clearly see that he may marry out of love, but only if his wife brings a 

considerable amount of money as a marriage portion, and if she is not below his social 
rank.

Miss Hawkins, future Mrs. Elton, is a daughter of a merchant from Bristol. We 

know nothing about her preferences, but we may guess them from her nature. Emma 

soon uncovers her true character and portrays her as “a vain woman, extremely well 

satisfied with herself, and thinking much of her own importance; that she meant to shine 

and be very superior, but with manners which had been formed in a bad school, pert and 

familiar; that all her notions were drawn from one set of people, and one style of living; 

that if not foolish she was ignorant, and that her society would certainly do Mr. Elton no 

good.” (Austen, Emma 253)*  ̂Out of these unfavourable characteristics we may deduce 

that she needs the kind of marriage in which she would have a chance to present her 

exaggerated and misapplied kindness and helpfiilness, this condition being supported by 

certain social status of her potential husband.

Jane Fairfax is an orphan who was brought up by her relatives first, and then by 

the Campbell family. She is of a similar age as Emma, but they differ in their nature. 

Jane is rather quiet and reserved; however, she is very kind, patient and good-hearted. 

Since she rarely presents her opinions, we do not know almost anything about her 

motives and it is particularly difficult to pin them down. From the fact that Jane is an 

orphan, thus has almost no money and has to apply for an employment as a governess, 

we may deduce that she would not hesitate to marry a rich man. On the other hand, she 

is quite reconciled to the fact that she will have to earn money, and most importantly, 

she does not seem to try to change her working for an easier way of marrying rich man. 

Hence the presupposition that she is in a way satisfied with her situation and seeks 

happy marriage, this being indicated also by her unselfish and kind natxire.

What is interesting, however, not quite important, is Gooneratne’s view that “Mrs. Elton is a vulgar 
caricature of Emma herself, and although Emma despises her, we recognize her own faults, carried to an 
extreme point, in Mrs. Elton’s personality.” (149)
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Frank Churchill is a son of Mr. Weston from his first marriage.*'* As opposed 

to other Austen’s novels, we may have difficulty in finding a pure villain in Emma. 

“Frank Churchill is devious, hypocritical, ‘slyding of corage’, and occasionally quite 

unkind; but he seduces no iimocent young girl, elopes with no scatter-brained matron, 

neglects no indigent widow, betrays no monstrous dishonesty. He is a villain only by 

contrast with the excellent Mr. Knightley.” (Wright 156) He was brought up by his 

deceased mother’s family, who are wealthy and noble enough. Thus as regards the 

marriage, he needs no additional money, only his mother’s approval. His other motives 

we have to infer, because his nature is not easy to disclose, especially among all his 

attempts to conceal his engagement.

6.3 A game which takes place in the past

6.3.1 Game I -  Frank Churchill (P7) and Jane Fairfax (P8)

Game I takes place several months before the novel begins and concerns Frank 

Churchill and Jane Fairfax. We learn about their acquaintance in the middle of the novel 

and the surprising engagement is revealed at the very end. We do not have much 

evidence about the engagement itself, therefore we have to deduce the course of action 

and the events preceding the proposal fix)m the pieces of information scattered 

throughout the story.

Jane and Frank met during their stay in Weymouth, and they spent most of the 

time in the same company. Not surprisingly, they became interested in each other. 

Considering the fact that they managed and were willing to keep their engagement in 

secret for such a long time, we can infer they were in love before the game began. 

However, we do not know what triggered the proposal; it might have been the 

inevitably of Jane’s oncoming departure, or probably just Frank’s impulsive nature. 

Nevertheless, we know for sure that they had to get engaged secretly, as Frank’s aunt 

would have never agreed to this unequal union.

As far as their preferences are concerned, a marriage with Frank would bring 

Jane to higher social class, and she would not have to apply for the employment as a 

governess. But considering Jane’s kind nature, we may guess that all these advantages

Mr. Weston is a husband of Emma’s former governess Mrs. Weston (former Miss Taylor).
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were inferior, the most important thing being the fact that Frank loved her; thus the 

payoff value 1 for the positive strategy. On the contrary, Frank’s preferences are easier 

to estimate, as he needs no money and cares little of social status. Hence, he preferred 

her as a person whom he would like to attach himself to, and this is the justification of 

the payoff value 1 for the accepting strategy.

Considering the given payoffs, the equilibrium solution is [1,1] (Figure 16).

P8
+

P7 0.0
0. 0 1.1

Figure 16 -  Payoff matrix and the result o f Game I. (Considering the normative prediction, row and 
column maxima are in bold; the real result is marked by the black colour.)

Most probably, the proposal took the usual progress -  Frank proposed and Jane, 

maximizing her utility, accepted. The result of Game I is [1,1].

Game I is very important for two main reasons: the first reason follows the 

assumption of monogamy. As long as Jane and Frank are engaged, they are both out of 

any possible game. Therefore any speculation about Jane and Mr. Knightley being 

players in one game is irrelevant. The same situation is with Frank’s flirting with Anne, 

which cannot be considered as a game. Secondly, Frank’s successful attempts to conceal 

the engagement by his fnvolous and inconsiderate behaviour initiate the beginning of 

several games (namely Game V, and Game VI).

6.4 Games regarding the actual plot

6.4.1 Game II -  Robert Martin (P4) proposes to Harriet Smith (P3)

The second game takes place at the beginning of the novel. We know that 

Harriet spent two months at Martins’ farm and was very fond of Robert Martin and his 

sisters. However, Emma suspects Harriet of being in love with him, and considers this 

possible imion with a mere farmer entirely unacceptable and below Harriet’s dignity. 

She is determined to draw Harriet’s attention to a better match, to Mr. Elton, and keeps 

promoting his good manners and his obvious concern.

As Mr. Martin never speaks directly during the novel, we have to deduce his 

preferences out of Harriet’s account. She describes her stay at his family with great 

enthusiasm and mentions several occasions on which he was quite attentive to her. This

43



implies his sincere feelings, and together with Harriet’s lack of money and humble 

origin we may guess that he would like to marry her most probably because he loves 

her. Therefore, the value of his accepting strategy is 1.

Regarding Harriet, she does not seem to be interested in his possessions much 

and mainly she appears to be in love with him. Thus her positive payoff value would be 

1. Consequently, before the game begins, values of their accepting strategies would be

[1,1]. These values remain the same at the moment of Robert Martin’s proposal.

However, there is an important moment, when Harriet decides to ask Emma for 

advice and for her approval. Even though Emma pretends that she does not want to 

manipulate Harriet’s decision, she clearly intends to make her marry Mr. Elton 

Mr. Elton. Thus her recommendation is rather cunning and we may question if she 

would follow it herself: “I lay it down as a general rule, Harriet, that if a woman doubts 

as to whether she should accept a man or not, she certainly ought to refiise him. If she 

can hesitate as to ‘Yes,’ she ought to say ‘No’ directly. It is not a state to be safely 

entered into with doubtful feelings, with half a heart. I thought it my duty as a friend, 

and older than yourself, to say thus much to you. But do not imagine that I want to 

influence you.” (Austen, Emma 51) Considering Harriet’s simple and easily persuaded 

nature, she will apparently act in accordance with her fnend’s opinion.

Harriet’s change of attitude is a slight complication, because it happens between 

the first and the second move. Therefore it differs from Game I in Persuasion, in which 

Anne changed her mind as well, but she had already made the second move before the 

change. As a result, Harriet’s reversal of opinion does not establish a new game. 

Consequently, if we want to model Game II, we have to consider the first move being 

made after Harriet’s change of attitude. Clearly, this construction is rather artificial, but 

it does not break any assumption and follows the rules of the model.

Harriet’s new preferences partly reflect Emma’s opinion on Robert Martin. 

However, the most convincing fact for Harriet is that Emma would not be able to visit 

her in Martin’s house, due to his low social status: ‘“You could not have visited me!’ 

she cried, looking aghast. ‘No, to be sure you could not; but I never thought of that 

before. That would have been too dreadful!—What an escape!—Dear Miss Woodhouse, 

/  would not give up the pleasure and honour o f being intimate with you for any thing in 
the world."' (Austen, Emma 52; italics mine) Consequently, her final payoff value is -1.

If we take a look at the payoff matrix, then there are two equilibrium solutions, 

both [0, 0] (Figure 17).

44



P3
+

P4 +
0, 0 0.0
0,0 1.-1

Figure 17 -  Payoff matrix and the result o f  Game II. (Considering the normative prediction, row and 
column maxima are in bold; the real result is marked by the black colour.)

Robert Martin’s proposal is delivered through a letter he writes to Harriet. Her 

reaction, after considering all the disadvantages mentioned by Emma, is to decline his 

proposal, which she does through a letter too. Thus the result of Game II is [0, 0].

6.4.2 Game III -  Mr. Elton’s (PS) declaration of love to Emma (PI)

After Harriet’s refiisal of Mr. Martin’s proposal, Emma tries to cheer her up by 

pointing out the obvious concern which Mr. Elton shows. As we saw in Game II, 

Harriet tends to believe every word Emma says; therefore she is easily persuaded that he 

is in love with her. Emma is convincing to such an extent that Harriet falls in love with 

Mr. Elton very soon. However, here we come to the first major misunderstanding 

Emma produces by her misjudgement. In fact, Mr. Elton’s focus was the whole time 

aimed at Emma only, and just because the two girls spent all time together, it was easy 

to misapprehend his behaviour.

It is John Knightley who predicts the true state of affairs, as he draws Enmia’s 

attention to Mr. Elton’s excessive readiness to grant her every wish. She does not find 

this possibility worth considering until she has to face his complaisance at Christmas 

gathering at Westons’ house, where Harriet is not present due to her illness. Emma is 

surprised and for the first time she admits that John Knightley might be right: ‘“can it be 

possible for this man to be beginning to transfer his affections from Harriet to me?— 
Absurd and insufferable!’—Yet he would be so anxious for her being perfectly warm, 

would be so interested about her father, and so delighted with Mrs. Weston; and at last 

would begin admiring her drawings with so much zeal and so little knowledge as 

seemed terribly like a would-be lover, and made it some effort with her to preserve her 

good manners.” (Austen, Emma 112; italics mine)

Furthermore, Mr. Elton does not waste time and reveals his feelings on their way 

home from the gathering.
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Considering their mutual preferences, Emma has no intention of being attached 

to Mr. Elton in any possible way, thus she quite honestly follows her “will never marry” 

declaration. She does not love him and he does not represent anything she would prefer 

to gain as his wife, these attitudes are represented by the payoff value -1.

For Mr. Elton, Emma is a highly preferable wife, because of her wealth and 

partly her social status; but most probably he does not love her. All these preferences 

are not directly stated, we infer them from his foture conduct and the readiness to “fall 

in love” with another wealthy woman very soon after this setback. His payoff value for 

accepting strategy is 1.

From the payoff matrix for Game III it is clear that the equilibrium strategy is 

[0, 0] (Figure 18).

Ill P1
+

P5 +
0, 0

M 1. -1
Figure 18 -  Payoff matrix and the result o f Game III. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

Game III is, in fact, one of the games with the most ratcheted up and conclusive 

course of action. Mr. Elton, encouraged by Mr. Weston’s wine and left alone with 

Emma on their way home, makes the first move and declares his love with many words 

and without hesitation: “[Mr. Elton] availing himself of the precious opportunity, 

declaring sentiments which must be already well known, hoping—fearing—adoring— 

ready to die if she refused him; but flattering himself that his ardent attachment and 

unequalled love and unexampled passion could not fail of having some effect, and in 

short, very much resolved on being seriously accepted as soon as possible. It really was 

so. Without scruple—without apology—without much apparent diffidence, Mr. Elton, 

the lover of Harriet, was professing himself her lover.” (Austen, Emma 123)

Before Emma is able to give him an answer, they have to resolve the 

misunderstanding concerning Harriet. Mr. Elton is confused and denies any attempt to 

court any woman other than Emma. In return Emma makes clear her attitude towards 

his proposal, and making the second move she declares: “In no other light could you 

have been more to me than a common acquaintance [...] I have no thoughts of 

matrimony at present.” (Austen, Emma 125) That is, in terms of game theory, she
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chooses the declinmg strategy, as it offers higher payoff, which is value 0, as it is higher 

than the payoff value -1.

Consequently, the resuh of Game III is [0, 0].

6.4.3 Game IV -  Mr. Elton (P5) marries Miss Hawkins (P6)

Game IV takes place approximately one month after Game III. Mr. Elton, 

exasperated by Emma’s rejection, leaves for Bath, where he meets Miss Hawkins and 

they get engaged. Though he departs humiliated and repulsed, he returns in high spirits, 

with a fiancée who will bring in a considerable dowry.

Before Game IV begins, we have no information about their mutual preferences 

at all; therefore, we have to deduce them from the players’ personalities and in the case 

of Mr. Elton from his previous conduct as well.

We may assume that Mr. Elton definitely prefers Miss Hawkins for her 

“possession of an independent fortune, of so many thousands as would always be called 

ten” (Austen, Emma 170), which without doubt outweighed the fact that “She brought 

no name, no blood, no alliance.” (Austen, Emma 172) Considering Mr. Elton’s nature, 

we believe him falling in love with such a wealthy woman. His payoff for accepting 

strategy is the same as in the previous game with Emma, represented by value 1.

It is not easy to determine Miss Hawkins’s preferences to Mr. Elton. Most 

probably they suited each other, as he was eager to flatter her and she enjoyed the 

feeling of exclusiveness. In addition, as Mr. Elton recollects, “the lady had been so 

easily impressed —so sweetly disposed—had in short, to use a most intelligible phrase, 

been so very ready to have him, that vanity and prudence were equally contented.” 

(Austen, Emma 171) Clearly, she found herself a soul mate, and this, together with the 

prospect of her being looked up to by others, makes a payoff value 1.

Considering the payoff matrix in Figure 19, the equilibrium solution is [1,1].

IV P6
+

P5 0,0 0, 0
0, 0 1,1

[1, 1]
Figure 19 -  Payoff matrix and the result o f Game IV. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)
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As the course of Game IV is concerned, Mr. Elton readily and with indulgence 

recalls how they met by chance, quickly became interested in each other, and then all 

things gather pace. Most probably he proposed to her, making the first move, and she 

accepted. Hence the result of this game is [1,1], an engagement which soon turns into a 

marriage.

6.4.4 Game V -  Frank Churchiii (P7) and Jane Fairfax (P8)

Before Game V begins, Jane and Frank are still engaged and nobody except 

them is aware of the fact. Both are trying to hide the current state of affairs, however, 

each of them uses different means. Jane tries to behave neutrally, and an uninformed 

observer cannot guess almost anything from her conduct. Concerning Frank, he applies 

different strategy -  he wants to arouse the impression that he prefers Emma. 

Interestingly, as far as we know, all their friends and relatives are misled by this, except 

Mr. Knightley who “began to suspect [Frank] of some inclination to trifle with Jane 

Fairfax. He could not understand it; but there were symptoms of intelligence between 

them—he thought so at least—symptoms of admiration on his side” (Austen, 

Emma 322).

Paradoxically, it is their secret engagement which leads to the change of Jane’s 

opinion, and therefore to the beginning of Game V. Strictly speaking it is mainly the 

means Frank uses to conceal the engagement. Jane dislikes the way Frank 

conspicuously ignores her in the presence of others, and she disagrees with the 

exaggerated attention he pays to Emma. Nevertheless, to do Frank justice, he did not 

mean to deceive Emma, as he justifies himself in the letter to Mrs. Weston by saying “I 

cannot deny that Miss Woodhouse was my ostensible object— b̂ut I am sure you will 

believe the declaration, that had I not been convinced of her indifference, I would not 

have been induced by any selfish views to go on.” (Austen, Emma 410)

The turning point in their relationship is their argument during the visit of Mr. 

Knightley’s house, Donwell, where “every little dissatisfaction that had occurred before 

came to a crisis.” (Austen, Emma 412) Subsequently, Frank starts to doubt her love. In 

his selfishness he feels hurt and believes it should be her who is supposed to make the 

first step towards to the reunion. But he still believes all things will settle and their 

engagement will end in marriage.
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Considering preferences, Frank’s opinion is obviously very similar to that in 

Game I. He loves her and wants to marry her, regardless of any minor disagreements. 

Frank’s payoff value for accepting strategy is 1.

However, Jane reconsiders their situation and similarly to Anne in Persuasion 

changes her opinion, because “S/ie felt the engagement to be a source o f repentance and 

misery to each” (Austen, Emma 413). So now she prefers not to continue their 

undignified relationship and chooses to leave her home to become a governess. 

Therefore she values her acceptance strategy -1.

P7

P8 0,0

M
0, 0 [0, 01

Figure 20 -  Payoff matrix and the result o f Game V. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

As regards the course of the game, let us theoretically suppose that Frank made 

the first move again -  he proposed. However, this time Jane’s reaction is different. She 

sends him a letter in which she decides to end their relationship, that is, to follow the 

declining strategy.

Consequently, the resuh of Game V is [0, 0].

6.4.5 Game VI -  Frank Churchill (P7) and Jane Fairfax (P8)

Game VI takes place immediately after the end of Game V. Frank receives 

Jane’s letter the very same day his aunt, who was the main cause of the concealment, 

passes away. He writes Jane a letter with an answer which should make her change her 

mind and comfort her before he returns to set things right in person. Nevertheless, by 

mistake he fails to send this letter, as he realizes later. Thus, he asks his uncle for the 

permission to marry Jane, because without his approval she would give him no chance 

at all, as he assumes. His wish is granted and he hurries to see her again.

Obviously, Frank’s preferences are quite constant during the whole novel, 

regardless his occasional selfish misbehaviour, he wants to marry Jane, for he loves her. 

His payoff value for positive strategy is again 1.

With respect to Jane’s preferences, it is clear that Frank is determined to make 

her change her mind. As he describes to Mrs. Weston “A great deal of very reasonable.
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very just displeasure I had to persuade away. But it is done; we are reconciled, dearer, 

much dearer, than ever, and no moment’s uneasiness can ever occur between us again.” 

(Austen, Emma 414) Hence, he succeeds and Jane’s payoff value is again 1, as in the 

first game. This sudden change of preferences may seem slightly incredible and 

artificial, but we have to rely on Frank’s presentation only, for she does not speak a 

word about this matter.

Considering all payoff values of Game VI, the equilibrium solution is again

[1,1] (Figure 21).

VI P7
+

P8 0 , 0
0, 0

0,0
r i

Figure 21 -  Payoff matrix and the result o f  Game VI. (Considering the normative prediction, the row and 
column maxima are in bold; the real result is marked by the black colour.)

Game VI is in fact the act of reconciliation and the decision not to conceal the 

engagement anymore. In the terms of game theory, we may illustrate Game VI by the 

presupposition that Frank proposed again (first move) and that Jane accepts (second 

move).
As a result, game ends in the solution [1,1].

6.4.6 Game VII -  Emma (P1) engaged to Mr. Knightley (P2)

Obviously, many events come to pass before we can finally witness Emma 

reconsidering her anti-marriage opinion.

At the time of Mr. Elton’s engagement, we also witness the arrival of Frank 

Churchill, the long-awaited son of Mr. Weston. There are two major opinions about 

him. First being that he and Emma make a very nice pair and almost no one would be 

really surprised if they got engaged. The second opinion, given by Mr. Knightley, “who, 

for some reason best known to himself, had certainly taken an early dislike to Frank 

Churchill, was only growing to dislike him more. He began to suspect him of some 

double dealing in his pursuit of Emma. That Emma was his object appeared 

indisputable. Every thing declared it; his own attentions, his father’s hints, his mother- 

in-law’s guarded silence; it was all in unison; words, conduct, discretion, and 

indiscretion, told the same story.” (Austen, Emma 322)
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Regardless of all these opinions, Frank has no intention of proposing to Emma, 

due to his secret engagement, which withdraws him from any possible game. In fact, he 

tries to disguise his relationship to Jane by the evident and often exaggerated interest in 

Emma.

As for Emma, for some time she thinks she might be in love, and she obviously 

enjoys his keen interest. However, after his departure she scrutinizes her own feelings 

and since she observes no sign of melancholy, finds herself not being in love, as she 

affirms by declaration: “I do suspect that he is not really necessary to my happiness.” 

(Austen, Emma 245)

This whole affair with Frank has an important role in Game VII, for it triggers 

its beginning.

The relationship between the players of Game VII undergoes several changes, 

mainly as regards Emma’s preferences. At the beginning of the story she sees Mr. 

Knightley as a mere fiiend. She is willing to listen to his advice, but focuses her 

attention mainly to Frank Churchill. The first matter which hints at the slow change of 

her opinion is Mrs. Weston’s suggestion that Mr. Knightley might be in love with Jane 

Fairfax. Towards this possible imion Emma has a clear attitude which she conveys to 

Mrs. Weston immediately: ‘“Mr. Knightley and Jane Fairfax!’ exclaimed Emma. ‘Dear 

Mrs. Weston, how could you think of such a thing?—Mr. Knightley!—Mr. Knightley 

must not marry!—You would not have little Henry cut out from Donwell?— Oh! no, 

no, Henry must have Donwell. I cannot at all consent to Mr. Knightley’s marrying; and 

I am sure it is not at all likely. I am amazed that you should think of such a thing. 

(Austen, Emma 209) At this point it is uncertain whether it is only her concern for her 

nephew, or something more. However, the open question is answered soon directly by 

Mr. Knightley: “That will never be, however, I can assure you. Miss Fairfax, I dare say, 

would not have me if I were to ask her—and I am very sure I shall never ask her. [...] I 

never had a thought of her in that way, [Emma,] I assure you.” (Austen, Emma 267)

Further, Emma’s change of opinion is influenced by two insignificant instants of 

Mr. Knightley’s courtesy and interest; the first one is their very first dance at the 

assembly, the second his appreciation of her taking one of his frequent reproaches to 

heart.
The final impulse revealing Emma the true nature of her feelings is Harriet’s

Henry is Isabella’s son, the current heir of Donwell. In case Mr. Knightley gets married and has a son, 
Henry will lose his claim to heirloom.
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declaration of being in love with Mr. Knightley. When she hears that Harriet is 

convinced her love is reciprocated, she finally sees the truth. “Till now that she was 

threatened with its loss, Emma had never known how much of her happiness depended 

on being first with Mr. Knightley, first in interest and affection.—Satisfied that it was 

so, and feeling it her due, she had enjoyed it without reflection; and only in the dread of 

being supplanted, found how inexpressibly important it had been.” (Austen, Emma 389)

Now, facing the fact that Mr. Knightley most probably does not love her, Emma 

again sticks to her original opinion: “Marriage, in fact, would not do for her. It would be 

incompatible with what she owed to her father, and with what she feh for him. Nothing 

should separate her from her father. She would not marry, even if she were asked by 

Mr. Knightley.” (Austen, Emma 390) However, now the declaration is in direct 

discrepancy with her feelings, thus it is questionable to what extent she speaks 

seriously.

Her payoff value 1 stands for the happiness and satisfaction that would be 

brought by a marriage to person whom she loves. She does not care about his wealth at 

all.
As regards Mr. Knightley’s preferences, the situation is very simple. He loved 

Emma for a long time; this feeling was fiirther reinforced by his jealousy of Frank. His 

payoff value 1 implies the same qualities as in Emma’s case.

The equilibrium solution of Game VII, which is [1,1], can be seen in Figure 19.

VII P1
+

P2 0, 0 0,0
0.0 1,1 -> [1.1]

tigu rez^  — royojj mairix unu rtinuii uj Kjama yu. {^onsiaermg me normative preaiction, me row 
and column maxima are in bold; the real result is marked by the black colour.)

6.4.7 Game VIII -  Robert Martin (P4) and Harriet Smith (P3) engaged

Game VIII is an indirect follow-up of the previous game. Since Emma is 

engaged to Mr. Knightley, Harriet’s chances of marrying the same man are lost. Emma 

wants to ease her disappointment, thus she arranges Harriet’s stay in the house of 

Isabella Knightley in London. Incidentally, Mr. Knightley sends Robert Martin to give a 

message to his brother John Knightley, and both players meet.
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Regarding preferences, let us begin with Robert Martin. Again we do not have 

any direct account of his thoughts about Harriet. There is one judgment stated which, 

however, is uttered not by him but by Mr. Knigtley, who is a very good observer and so 

we may trust his opinion to a large extent. Mr. Knightley recalls he has always thought 

Robert Martin being in love with Harriet, no matter what came to pass. Considering he 

is right, then Martin’s preferences are the same as in their first game (Game II), that is, 

he wants to marry her out of love only, which is expressed through payoff value 1.

As for Harriet, there are two main views determining her preferences. The first 

one is the fact “that Harriet had always liked Robert Martin; and that his continuing to 

love her had been irresistible.” (Austen, Emma 450) Consequently, “Robert Martin had 

thoroughly supplanted Mr. Knightley, and was now forming all her views of 

happiness.” (Austen, Emma 450) Therefore, she sees Mr. Martin as an ideal husband 

with whom she will be entirely happy and satisfied, which is conveyed through 

payoff 1.
The equilibrium solution is [1,1] (Figure 23),

VIII P3
+

P4
0, 0 0 , 0

0 , 0 1,1

Figure 23 -  Payoff matrix and the result o f Game VIII. (Considering the normative prediction, the row 
and column maxima are in bold; the real result is marked by the black colour.)

We learn about the course of Game VIII retrospectively. Interestingly, we have 

almost exact description of its development, which is rather rare with the games which 

we do not directly observe and which have to be reconstructed from the pieces of 

information given by witnesses. Another interesting matter is the fact that it is Emma 

who sends Harriet to London, and it is her fiancé, Mr. Knightley, who sends Robert 

Martin to the same place and even to the same house. They both do it independently and 

not deliberately, without intending to make them meet one another.

Game VIII proceeds in the usual way, as we learn from Robert Martin’s words 

delivered via Mr, Knightley to sceptic Emma, “‘I mean that he has [proposed],’ 

answered Mr, Knightley, with smiling but determined decision, ‘and been accepted,”’ 

(Austen, Emma 441) That is, the first move is made by Robert Martin, who proposes, 

while the second move is Harriet’s acceptance.

Consequently, the result of Game VIII is [1,1],
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6.5 Summary and conclusion

In Emma, we consider eight games, for which we have either enough 

information or the games are too important to be omitted. One game takes place several 

months before the beginning of the novel, the remaining seven take place during the 

story, and are distributed more or less evenly throughout the novel.

It is interesting that most of the games are more or less interconnected. Game II 

concerns Harriet, who is in fact the cause of the performance of Game III, because 

Mr. Elton mistakes Emma’s attempts to draw him and Harriet together for Emma’s 

sympathy towards himself Emma’s refusal in Game III, which provokes Mr. Elton 

leave to Bath, indirectly triggers Game IV -  the marriage of Mr. Elton and Miss 

Hawkins, since they meet during his stay there. Game III has also another impact, as 

Harriet’s attention is drawn from Mr. Elton to another man -  namely to Mr. Knightley. 

As soon as Emma finds out who Harriet’s new ideal man is, she realizes she is in love 

with him herself. This, together with Frank’s official engagement in Game VI, initiates 

Game VII, Emma’s engagement to Mr. Knightley. In addition, the result of Game VII 

makes Harriet leave for London where she meets Robert Martin and they finally 

reconcile, as is described in Game VIII.

All the remaining games are related to Frank Churchill and Jane Faifax and 

reflect the changes of their relationship from the secret engagement (Game I) through its 

cancellation (Game V) to the final reconciliation (Game VI). This set of games evolves 

in part separately from the rest of the games.

As a result, there is an obvious and frequently quite strong causality relation 

between the games, which makes the story quite compact.

The whole novel may be rather schematically divided into three parts: 

Beginning, where Games II-IV are described, the middle part, in which there is no 

proposal, the main theme being the relationship between Frank and Emma which in fact 

prepares the groimd for the last part covering the remaining five games.*®

Further, there are eight main characters who in the end make up four pairs. 

Interestingly, half of these couples experienced a game concerning both of them, which

** This division does not follow the chronological sequence of events; it reflects the amount of evidence 
provided by the text.
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went through the outcome [0,0] to the final “marriage outcome” [1 ,1]‘*. This kind of 

discord, which turns into the final reconciliation, might be a parallel to the way Emma 

“undergoes a process of moral education in the course of the novel, learning by the end 

both to acknowledge her faults and to understand herself better.” (Jones 52)

Compared to the previously analyzed novels, Emma contains the highest number 

of games, closely followed by Pride and Prejudice. This fact may draw our attention to 

an interesting hypothesis: the more the given plot revolves around the necessity of 

marriage (which represents Mrs. Bennet’s aim in life -  to marry all her daughters; and 

Emma’s attempts to match the couples), the higher number of games take place within 

in the novel. However, the analysis has explored too few novels to confirm this 

assumption.

That is: Game II (Harriet declining Robert Martin’s proposal) and Game V (Jane’s cancellation of the 
engagement with Frank Churchill)
'* Game VIII (Harriet and Rober Martin) and Game VI (Jane and Frank)
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7 Conclusion

Constructing the game-theory model of Austen’s work has brought several 

difficulties. First of all, we must bear in mind that the only thing we can rely on is the 

text of the novel. We “know” what is written, and we may also guess what is written 

between the lines. Such an interpretation is always deemed to be influenced by the 

reader and therefore might allow for various entry conditions in the model. Second, the 

text being the only information we have, the whole systemizing of the situation is more 

or less schematic. In addition, minor characters which are not depicted in detail are 

difficult to model, as we often lack information about their preferences, and sometimes 

also the information about the game itself -  the cause being among others Austen’s 

fi-equent use of indirect description of the proposing-accepting situations.

In this thesis, only those characters about which we have sufficient information 

have been perceived as players in different games; we have also limited our analysis 

(with a few necessary exceptions) to actions taking part within the novels, leaving many 

flashback situations aside. As for the second problematic area, if the model should seem 

schematic to some extent, it is only to fix the volatile nature of the characters and thus 
allow for an accurate analysis.

Looking at the general models, we can observe several repeated patterns. For 

example the first move is always made by a man -  which is predictable with respect to 

the culture, period and class specifics of the analyzed novels. Furthermore, all games 

result in a marriage or an engagement before the end of the novel. The only exception is 

Mr. Elliot in Persuasion, who begins to play a game with Anne but is indirectly 

declined by her engagement to Captain Wentworth, and then remains single. 

Interestingly, this situation occurs in the only novel which involves an odd number of 

players. The fact that 22 out of 23 players in all three novels end up in an 

engagement/mamage supports our initial presupposition of the predominant topic of 

Jane Austen’s novels, and thus justifies our limitation to this layer.

Further specific shared by all the discussed models are the characters’ 

preferences. We should respect that this might be influenced by the necessary 

simplification of our approach; nevertheless, all preferences observed can be digested in 

three groups: wealth, love, and social status. Surprisingly enough, religion is never a
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feature playing a role in the analyzed games; however, it is not the aim of this work to 
analyze this.

Game theory offers us an interesting statistical comparison of the three novels. 

The highest number of games can be foimd in Emma (eight games including one flash

back game), the lowest number in Persuasion (six games, and only four of them 

actually take place after the beginning of the novel). The number of participants is more 

or less the same in the three books. Yet different perspective can be observed focusing 

on the number of games that one player takes part in. With this respect, the player who 

participates in the highest number of games is Anne in Persuasion (four games); the 

second are both Jane Fairfax and Frank Churchill in Emma, who participate in three 

games. As regards the number of players who play one game only, Pride and Prejudice 

is the most prominent (five players); on the contrary, in Emma there are only two 
participants involved in a single game.

Furthermore, we can see that Austen does not repeat the same game pattern in 

her novels. Whereas in Pride and Prejudice the game pattern does not embrace any 

divergences and we might denote it as standard, Persuasion contains a game within a 

game, and in Emma, a game taking place “before” the novel influences the course and 

outcomes of all the subsequent games.

From the general point of view, the most important outcome of this analysis is 

that every game ends in the equilibrium solution; that is, Austen’s characters always 

follow the predictable optimal strategy. Naturally, our perception of the characters as 

absolutely rational and the error of bias resulting from the subjective analysis of 

indirectly stated preferences might have distorted the payoff matrices. However, this 
distortion triggers an interesting reflection.

Neglecting the bias of the interpretation, we may reach a further level of analysis 

and a brand new viewpoint. Let us consider a reversed situation. Having the predictive 

models, we can observe that the “reality” depicted in the novel always reflects the 

optimal equilibrium solution. Thus we may infer that all the characters in the analyzed 

games act fully rationally in game situations -  the strategies that Jane Austen chooses 

for them are the most logical, rational ones. Hence through mathematical theory we 

confirm Austen’s work as abandoning the “feverish emotionality espoused by the 

Romanticism that was dominant when she wrote” (Wolf) and place her without any 

doubt as “part of the transition to nineteenth-century realism” (Litz 13-14).
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As in every mathematical modelling, the validity of the model is determined by 

the input conditions. We do not claim this model to be the only valid game-theory 

interpretation of Jane Austen’s work. We are also aware that the outcome is influenced 

by the initial limitations, the bias of the interpretation, and the culture-social 

presuppositions. However, this model demonstrates that game theory is applicable to 

literature, allowing for clear comparison, overall analysis, and bringing an innovative 

insight in literary theory.

58



References

Beer, Patricia. Reader. I married him. London: Macmillian Press Ltd., 1974.

Dlouhý, Martin and Fiala, Petr. Úvod do teorie her. Praha: Vysoká škola ekonomická, v 

Praze 2007.

Duffy, Joseph. "Criticism, 1814-1870". The Jane Austen Companion. Ed. J. David 

Grey. New York: Macmillan, 1986.

Gooneratne, Yasmine. Jane Austen. Cambridge: Cambridge University Press, 1970.

Jones, Vivien. How to study a Jane Austen novel. London: Macmillian Press Ltd., 1997.

Liddell, Robert. The Novels of Jane Austen. London: Longmans, 1966.

Litz, A. Walton. Jane Austen: A Study of Her Development. New York: Oxford 

University Press, 1965.

Llewelyn, Margaret. Jane Austen, A Character Study. London: William Kimber, 1977.

MacDonagh, Oliver. Jane Austen: Real and imagined worlds. New Haven & London: 
Yale University Press, 1991

Maňas, Miroslav. Games and Economic Decisions. Lecture Notes. Praha: Vysoká škola 

ekonomická v Praze, 1998.

Maňas, Miroslav. Teorie her a jeli aplikace. Praha: Nakladatelství technické literatury, 

1991.

Maňas, Miroslav. Teorie her a konflikty záimů. Praha: Vysoká škola ekonomická v 

Praze, 2002.

Maňas, Miroslav. Teorie her a optimální rozhodování. Praha: Nakladatelství technické 

literatury, 1974.

Marsh, Nicholas. Jane Austen, The Novels. London: Macmillian Press Ltd., 1998.

Morgan, Suzan. In the meantime: Character and Perception in Jane Austen’s Fiction. 

Chicago: The Universit of Chicago Press, 1980,

Moulin, Hervé. The Strategy of Social Choice. Amsterodam: North-Holland, 1983.

O’Neill, Judith. Critics on Jane Austen. London: George Allen and Unwin Ltd., 1970.

Rabin, Matt. Lecture notes of Matt Rabin from University of California. Berkeley. N.p.: 

n.p, n.d.

Shubik, Martin. Game theory in the Social Sciences. Concents and Solutions. 
Massachusetts: The MIT Press, 1984.

59



Wright, Andrew H. Jane Austen’s Novels: A Study in Structore. 

Harmondsworth: Penguin Books, 1964

Primary source material

Austen, Jane. Emma. London: Penguin Classics, 1998.

Austen, Jane. Persuasion. London: Penguin Classics, 1998.

Austen, Jane. Pride and Prejudice. London: Penguin Popular Classics, 1994.

On-line sources

Koubek, Ivo. Mikroekonomie. March 3"̂**, 2008 <http://samba.fsv.cuni.cz/~koubek/IES- 

FSV%20UK/UCEBNI%20TEXTY/03-ROZPOCET-PREFERENCE.pdf^

Wolf, Abby. 19*'’ Century Women Writers. April 4***, 2008 <http://www.pbs.org/wgbh/ 

masterpiece/wives/writers/austen.html>

60

http://samba.fsv.cuni.cz/~koubek/IES-
http://www.pbs.org/wgbh/%e2%80%a8masterpiece/wives/writers/austen.html
http://www.pbs.org/wgbh/%e2%80%a8masterpiece/wives/writers/austen.html

