Transforming 2 X 2 Games

Payoff swaps change one ordinal game into another Families
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Pareto-optimal outcomes in bold Layers scrolled to center Prisoner's Dilemma 6. Cyclic (2.5,2.5)
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To find a game: Make ordinal 4>3>2>1. Put column with Row's 4 right, row with Column's 4 up. Find layer by alignment of 4s; then intersection of Row & Column payoffs.
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