PART III – Cooperation

· Cooperation - interdependence between actors implies that choices by Actor A influence the ability of Actor B to pursue its goals. The repercussions (negative externalities) of a choice by Actor A might have feedback effects influencing its own ability to pursue goals.

· Neorealism: cooperation is likely to occur when a predominance of power is concentrated in a single state or hegemon: provides for stability and cooperation by managing free riders, using “carrots” and “sticks,” socialization.

· Institutional Liberalism: cooperation under anarchy can occur in the absence of a hegemon, because institutions can help states over the prisoner’s dilemma. They facilitate cooperation by: lowering transactions costs, providing information and transparency, monitoring compliance, increasing iteration and issue linkages. Cheaters learn that cheating doesn’t pay off, issue linkages help convince states to cooperate.

· Constructivism: power matters, but it is a state’s understanding of what to do with that power that also matters. Pattern of previous interactions between states will also shape their understandings of one another and determine whether they will cooperate. Cooperative actions over time will lessen the pull of self-interested behavior. norms of cooperation shape behavior as well (slave trade).
· Prisoner’s Dilemma – helps us understand the choices actors make when outcomes are interdependent (interdependence creates the need for cooperation, anarchy creates prisoner’s dilemmas, we want to explain how to overcome the prisoner’s dilemma). The dominant strategy is to defect! (even though individual rationality results in collective sub-optimality) ( so incentive is to defect every time. This detracts from cooperation.
· Public Goods –  non-excludable, jointly consumed (like lighthouses, defense, etc). They tend to be underproduced, because producing them is a special type of prisoner’s dilemma.

· Tit-for-Tat Strategy – strategy in a repeated game. When a Prisoner's dilemma game is repeated between the same players, the tit-for-tat strategy is to choose the 'cooperate' action unless in the previous round, one's opponent chose to defect, in which case one responds by choosing to defect this round. (You respond to whatever the other actor does). This tends to induce cooperative behavior ( in time, both players realize that every defection is met by defection and every cooperative move is reciprocated.

· Barriers to Cooperation – why does cooperation sometimes still not occur?
· Absolute v. Relative Gains:  see part 2. 
· Consensual knowledge: there are situations where actors have insufficient information as the negotiations begin, and the preferences and the positions are defined during the collective learning process, which is needed in order for all the actors to have the necessary information base for the decision-making.
· Two-level Games: bargaining between two states is also affected by what is going on in the home country. leaders must appease domestic constituents and convince them to accept agreements they are bargaining for in the international sphere. Simultaneous bargaining, finding agreement that is acceptable to both. 

· Global Institutions – why do we need institutions?

· global security: to prevent war among states (Congress of Vienna, League of Nations, UN, NATO, OSCE).
· global economic welfare: to facilitate economic cooperation (EU, OECD, ASEAN, GCC), to prevent economic crises, to promote development (IMF, WB).
· global social welfare: to promote human rights and other values (UN, Council of Europe), to safeguard the environment (UNEP, World Bank).
