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1 La mesure des préférences du consommateur


1.1 Les effets d’ancrage



1.2 L’effet de dotation


Kahneman, D., Knetsch, J. L. and Thaler, R. H. (1990). Experimental tests of the endowment effect and the coase theorem. Journal of Political Economy

 

Repeated Market Experiment

In this market the objects being traded are tokens. You are an owner, so you now own a token [You are a buyer, so you have an opportunity to buy a token] which has a value to you of $x. It has this value to you because the experimenter will give you this much money for it. The value of the token is different for different individuals. A price for the tokens will be determined later. For each of the prices listed below, please indicated whether you prefer to: (1) Sell your token at this price and receive the market price. [Buy a token at this price and cash it in for the sum of money indicated above.] (2) Keep your token and cash it in for the sum of money indicated above. [Not buy a token at this price.] For each price indicate your decision by marking an X in the appropriate column. Part of the response form for sellers follows:

At a price of $8.75 I will sell _________________ I will not sell _________________

At a price of $8.25 I will sell _________________ I will not sell _________________

You now own the object in your possession. [You do not own the object that you see in the possession of some of your neighbours.] You have the option of selling it [buying one] if a price, which will be determined later, is acceptable to you. For each of the possible prices below indicate whether you wish to: (1) Sell your object and receive this price [Pay this price and receive an object to take home with you] or (2) Keep your object and take it home with you. [Not buy an object at this price.] For each price indicate your decision by marking an X in the appropriate column.

 

Testing for Misrepresentation

After you have finished, one of the prices listed below will be selected at random and any exchanges will take place at that price. If you have indicated you will sell at this price you will receive this amount of money and will give up the mug; if you have indicated that you will keep the mug at this price, then no exchange will be made and you can take the mug home with you…. Your decision can have no effect on the price actually used because the price will be selected at random.

You now [do not] have, and own a mug which you can keep and take home. You also have the option of selling it and receiving [buying one to take home by paying] money for it. For each of the possible prices listed below, please indicate whether you wish to: (1) Receive [pay] that amount of money and sell your [buy a] mug, or (2) Not sell your [buy a] mug at this price.

After you have finished, one of the prices listed below will be selected at random and any exchanges will take place at that price. If you have indicated you will sell [buy] at this price you will receive this amount of money [a mug] and will give up the mug [pay this amount of money]; if you have indicated that you will keep the [not buy a] mug at this price then no exchange will be made and you can take the mug home with you [do not pay anything].

Notice the following two things: (1) Your decision can have no effect on the price actually used because the price will be selected at random. (2) It is in your interest to indicate your true preferences at each of the possible prices listed below.

For each price indicated your decision by marking an X in the appropriate column.









	
	I Will Sell
	I will Keep



	
	[Buy]
	[Not Buy] the Mug



	If the price is $0
	

	




	If the price is $0.50
	

	




	.
	
	



	.
	
	



	.
	
	



	If the price is $9.50
	

	








1.3 Revealed preferences


R. Sippel (1997), An experiment on the pure theory of consumer’s behaviour. The Economic Journal

 

Instructions for participants

Welcome to our consumption experiment. If you complete the experiment until the end, you will receive a fixed amount of DM 25, -as a compensation for the time and effort spent here. In addition, you can consume goods offered here in the laboratory.

It is your task first to purchase goods with an amount determined by us which you can then consume here in the laboratory during 60 minutes. In these 60 minutes you can only consume goods previously purchased here. Consumption of food you might carry with you, smoking, or in general preoccupation with anything you did not pay for, is not allowed. The goods purchased cannot be taken out of this room but only be consumed here during the 60 minutes. When buying the goods, it is therefore wise to carefully think about what you really want to consume - and what not.

Thus, the experiment is divided into two parts. In the first part you order the goods that you would like to consume in the second part. Te first part ends when you have decided which goods you would like to consume and you have filled out order sheets accordingly. There is no time limit on the first part. The second part, however, will last exactly 60 minutes, regardless of the duration of the first part. The following 8 goods can be purchased:

[The 8 goods were shown and explained in detail.]

How do you buy these goods ? To buy goods, you have to fill out order sheets like this one:

[The order sheet was explained. The following part of the instruction was slightly different between Exp1 and Exp2.

Instructions in Exp1:]

You have to fill out 10 order sheets altogether. The goods’ prices are different on each order sheet, sometimes they are cheaper, sometime there are more expensive. The amount you have available for spending on the goods is different in each case, too. Thus, it might happen that in one situation buying 30 minutes of the computer game exhausts all your budget, leaving nothing for the other goods, while in another situation the computer game is so cheap that you can afford 60 minutes of it or have something to drink or eat with it. The way yo spend the available budget on the different goods, i.e. how much you would like to consume of each of the goods, is up to you. You can spend the whole amount on a single good, you can buy something of every good, or you can make a selection of several out of the 8 goods. It’s only your choice. The only restrictions you face is that you cannot spend more than the available amount. Of course, you do not have to spend the whole amount. If you like, you can spend less. But note that any amount left will not be refunded and that the only thing you can do during the 60 minutes is consume goods you have purchased before.

Now, which one of the 10 order sheets will be valid in the second part of the experiment? This is not known in advance. One of the 10 order sheets filled out will be drawn at random using this bingo cage. One of the numbers from 1 to 10 will be drawn, and the order sheet carrying this number will be used. The goods you ordered on this sheet you will actually receive from consumption. I.e, only one of the 10 sheets will eventually be used. In filling out each order sheet, you should bear in mind, however, that this particular sheet might be drawn. Thus you should fill out the forms carefully. Always look at the goods’ prices and the amount you have available and consider the resulting alternatives before you fill out the form. You are free to erase and correct entries as often as you like if you change your mind and want to order something different. Only when you are satisfied with your choices on each of the 10 order sheets the second part of the experiment begins by drawing a random number.

To minimize you calculation effort, the order sheet are reproduced here on the computer screen. Each order sheet on paper can be found in the computer as well.

[The usage of the software was explained.]

Do you have any questions? If not, ca wan start with the experiment. I will be around for the whole time happy to answer any questions which might arise.

[End of instructions in Exp1.

Instructions in Exp2, continued: ]

You ave to fill out 10 order sheets altogether, corresponding to 10 different price situations. The sheets are denoted S0 to S9, and you will fill them out one after the other on the screen. Look at S0, which is called the reference situation, and note that in S0 the three goods suited for spending your time all cost the same, while the other five goods also have a unique price, so that, within both categories, you can buy the same amount of the different goods. This, however, will not be the case in the other 9 situations S1 through S9. The good’s prices will vary between the situations and relative to each other, sometimes the goods are cheaper, sometimes they are more expensive than in the reference situation, too. Thus, it might happen, for example, that in one situation buying 30 minutes of the computer game exhausts all your budget, leaving nothing for the other goods, while in another situation the computer game is so cheap that you can afford 60 minutes of it and even have something to drink or eat with it. [Only in treatment 2b: In fact, the available amount in situations S1 through S9 is calculated such that you can again afford exactly the combination of goods you bought in the reference situation S0, no matter how different the prices of the goods in the particular situation are. I.e., if you like to, you can buy the same combination of goods in each of the 10 situations. Note that this might not be a good idea, since in S1 through S9 you might be able to afford combinations preferred to the one you chose in S0.] The way you spend the available budget on the different goods, i.e., how much you would like to consume of each of the goods, is up to you. You can spend the whole amount on a single good, you can buy something of every good, or you can make a selection of several out of the 8 goods. It’s only your choice. The only restriction you face is that you cannot spend more than the available amount. Of course, you do not have to spend the whole amount. If you like, you can spend less. But note that any amount left will not be refunded and that the only thing you can do during the 60 minutes is consume goods you have purchased before.

Now, which one of the 10 order sheets will be valid in the second part of the experiment? This is not known in advance. One of the 10 situations will be drawn at random using this bingo cage. One of the numbers from 1 to 10 will be drawn, and the order sheet carrying this number will be used. The goods you ordered on this sheet you will actually receive from consumption. I.e, only one of the 10 sheets will eventually be used. In filling out each order sheet, you should bear in mind, however, that this particular sheet might be drawn. Thus you should fill out the forms carefully. Always look at the goods’ prices and the amount you have available and consider the resulting alternatives before you fill out the form. You are free to erase and correct entries as often as you like if you change your mind and want to order something different. This is true for all situations except the reference situation S0. Your choice of goods in the reference situation S0 is a once and for all decisions, you should take special care in this situation. When you are satisfied with your choices on each of the 10 order sheets the second part of the experiment begins by drawing a random number.

Do you have any questions? If not, we can start with the experiment. I will be around for the whole time happy to answer any questions which might arise.






2 La mesure des préférences dans le temps et l’incertain


2.1 La mesure des préférences dans l’incertain


Camerer, C. F. (1989). An Experimental Test of Several Generalized Utility Theories. Journal of Risk and Uncertainty

 

This is an experiment about lotteries with uncertain payoffs. You will be given a series of choices between two lotteries. For each pair of lotteries, you should indicate which of the two lotteries you prefer to play. You will actually get the chance to play one of the lotteries you chose, so you should think carefully about which lotteries you prefer. Here is a pair of lotteries like the ones you will see: [Figure A. 1 is showing] The outcomes of the lotteries will be determined by a random number between 01 and 100. Each number between (and including) 01 and 100 is equally likely to occur. In the example above, the left lottery, labeled A, pays nothing (0) if the random number is between 01 and 40. Lottery A pays five dollars ($5) if the random number is between 41 and 100. Notice that the picture is drawn so that the height of the line between 01 and 40 is 40% of the distance from 01 to 100. The rectangle around $5 is 60% of the distance from 01 to 100. In the example above, the lottery on the right, labeled B, pays nothing (0) if the random number is between 01 and 50, five dollars ($5) if the random number is between 51 and 90, and ten dollars ($10) if the random number is between 91 and 100.




As with lottery A, the heights of the lines in lottery B represent the fraction of the possible numbers that yield each payoff. For example, the height of the $10 rec- tangle is 10% of the way from 01 to 100. The widths of the rectangles are proportional to the size of their payoffs. In lottery B, for example, the $10 rectangle is twice as wide as the $5 rectangle. Some of the lotteries involve large payoffs ($10,000 or $25,000), some involve smaller payoffs ($5 or $10), and some involve losses (-$5 or -$10). The foundation that is sponsoring this research cannot afford to pay the largest payoffs, but you will get to play one of the lotteries with smaller payoffs. Each pair of lotteries is on a separate page. On each page, you should indicate which of the lotteries you prefer to play by circling either A, if you prefer the A lottery, or B, if you prefer the B lottery. You should approach each pair of lotteries as if it is the only pair of lotteries you are considering, because you are only going to play one of the many lotteries.

After you have worked through all the pairs of lotteries, raise your hand and an experimenter will bring you two containers of cardboard tickets. You will select one ticket from each of the two containers. One container has 100 tickets numbered 1 through 4 (25 numbered 1, 25 numbered 2, etc.); the other container has 100 tickets number 01 through 100. (If you wish, you may examine the whole containers of tickets after the experiment.)

The first ticket determines which pair of lotteries has been chosen. Some of the pages you have are numbered 1through 4 in the upper right hand corners; the first ticket you choose determines which of those pages you will play. If the first ticket you chose is numbered 3, for example, then you will play whichever lottery you picked on page number 3.

The second ticket is the random number which determines the outcome of the lottery you chose, on the page determined by the first ticket. For instance, suppose you picked the A lottery on the first page of these instructions. If the random number was 37, you would win nothing; if it was 93, you would get $5. If you picked the B lottery and drew the number 37, you would get nothing; if it was 93, you would get $10.

Therefore, your payoff is determined by three things: by which page is chosen, as determined by the first ticket you chose; by which lottery you picked on that page; and by the outcome of that lottery. This procedure is explained again on the last page.

This is not a test of whether you can pick the best lottery in each pair, because none of the lotteries are necessarily better than the others. Which lotteries you prefer is a matter of personal taste. The people next to you will have different lotteries, and may have different tastes, so their responses should not matter to you. Please work silently, and make your choices by thinking carefully about each lottery. Any changes or erasures will make you ineligible for a payoff.

After you have chosen one lottery on each page, raise your hand and the experimenters will come around with the containers of tickets. After you have chosen your tickets and determined your payoff, sign the receipt on the last page, give your questionnaire to one of the experimenters, and you will be given your payoff in cash. Then you are free to leave. Feel free to ask questions now, or during the experiment.

You have now finished making choices. Follow the instructions below in numerical order.

[last pages]


	Please check to be sure that you have made one choice (by circling either A or B) on each page.


	Raise your hand. The experimenters will bring the two containers of tickets.


	Draw one ticket from each container, then write their numbers below.







	Sign the receipt below and bring this questionnaire to an experimenter. He will give you your payoff, or collect it from you if it is negative. Be sure to return your tickets to the experimenter.



 

Name:_______________________________________Received_____________________

Social Secutiry No._______________________________________Date_____________



2.2 Choix de loteries



2.3 Holt et Laury



Holt, C. A. and Laury, S. K. (2002). Risk aversion and incentive effects. American economic review

 

Instructions for the Low-Payoff Treatment

Your decision sheet shows ten decisions listed on the left. Each decision is a paired choice between “Option A” and “Option B”. You will make ten choices and record these in the final column, but only one of them will be used in the end to determine your earnings. Before you start making your ten choices, please let me explain how these choices will affect your earnings for this part of the experiment.

Here is a ten-sided die that will be used to determine payoffs; the faces are numbered from 1 to 10 (the “0” face of the die will serve as 10.) After you have made all of your choices, we will throw this die twice, once to select one of the ten decisions to be used, and a second time to determine what your payoff is for the option you chose, A or B, for the particular decision selected. Even though you will make ten decisions, only one of these will end up affecting your earnings, but you will not know in advance which decision will be used. Obviously, each decision has an equal chance of being used in the end.

Now, please look at Decision 1 at the top. Option A pays 200 pennies if the throw of the ten sided die is 1, and it pays 160 pennies if the throw is 2-10. Option B yields 385 pennies if the throw of the die is 1, and it pays 10 pennies if the throw is 2-10. The other Decisions are similar, except that as you move down the table, the chances of the higher payoff for each option increase. In fact, for Decision 10 in the bottom row, the die will not be needed since each option pays the highest payoff for sure, so your choice here is between 200 pennies or 385 pennies.

To summarize, you will make ten choices: for each decision row you will have to choose between Option A and Option B. You may choose A for some decision rows and B for other rows, and you may change your decisions and make them in any order. When you are finished, we will come to your desk and throw the ten-sided die to select which of the ten Decisions will be used. Then we will throw the die again to determine your money earnings for the Option you chose for that Decision. Earnings (in pennies) for this choice will be added to your previous earnings, and you will be paid all earnings in cash when we finish.

So now please look at the empty boxes on the right side of the record sheet. You will have to write a decision, A or B in each of these boxes, and then the die throw will determine which one is going to count. We will look at the decision that you made for the choice that counts, and circle it, before throwing the die again to determine your earnings for this part. Then you will write your earnings in the blank at the bottom of the page.

Are there any questions? Now you may begin making your choices. Please do not talk with anyone while we are doing this; raise your hand if you have a question.

 

Additional instructions for the hypothetical high-payoff condition:

Now, we will provide you with the chance to make another choice, with much higher potential payoffs, as you can see from the sheet we are passing around. The difference between this part and all other decisions you have made and will make is that all payoffs from this round are hypothetical and will not be paid to you. The procedures are exactly as before, after you make your ten decisions, we throw the die once to determine which decision is to be used, and then we throw the die to determine the payoff for that decision.

Even though the earnings from this next choice larger, they are only hypothetical, and we would like for you to initial the statement at the top of the page indicating that you understand you will not be paid for the choice on that page. All other choices tonight will count towards your earnings. Let me reiterate that your choice in this part has no effect on your earnings and has no effect on what choices will be given to you subsequently; but we are interested in what you would do if you actually faced these choices, so please think about them carefully.

 

Additional instructions for the high-money-payoff condition:

Now, we will provide you with the chance to make another choice, with much higher potential payoffs, as you can see from the sheet we are passing around. As always, we will pay you the exact amount you earn in this part, and we have the cash required. If you choose to participate in this round, we will not pay you what you just earned in the Option A/B choice that you just finished, i.e. you can choose which one you want to count, and to be added to your earnings from all previous parts. The procedures are exactly as before, after you make your ten decisions, we throw the die once to determine which decision is to be used, and then we throw the die to determine the payoff for that decision.

Even though the earnings from this next choice may be very large, they may also be small, and differences between people may be large, due to choice and chance. Thus we realize that some people may prefer not to participate, and if so, just indicate at the top of the sheet. Its up to you. Let me reiterate that if you decide to have this next round count, your earnings will be added to those of all previous parts up to now, except for the Option A/B part just finished, and the total will be paid to you in cash tonight. Since the throw of dice is so important in this next round, we will use a cup to shake it, and the throw only counts if it stays on your table. If you decide to participate, please initial the top line of the decision sheet and cross out the earnings you just received in the previous Option A/B exercise just completed. Let me reiterate, even though some of the payoffs are quite large, there is no catch or chance that you will lose any money that you happen to earn in this part. We are prepared to pay you what you earn. Are there any questions?



2.4 CE/PE



2.5 Loss aversion



Thaler, R. H., Tversky, A., Kahneman, D., & Schwartz, A. (1997). The effect of myopia and loss aversion on risk taking: An experimental test. The Quarterly Journal of Economics

 

What follows is the instructions that each subject received in the “monthly” condition, and [in brackets] the variations for the “yearly” condition. The additional sentence for the “inflated monthly” condition appears {in curly brackets}.

This experiment simulates a series of investment decisions.

In this experiment, imagine that you are the investment manager for a small college’s endowment. In every financial period [Every eight financial periods] you must decide how you wish to split the college’s assets between two investments, which we label “Fund A” and “Fund B.” You will be asked how much you wish to allocate to Fund A, an integer from 0 (allocate nothing to Fund A) to 100 (allocate all assets to Fund A). Whatever you do not allocate to Fund A is allocated to Fund B.

After each decision you will receive information about the performance of Fund A, Fund B, and your split between them since your decision. The information will be displayed on the screen as three bars showing the percentage return of Fund A, Fund B, and your decision. {There is a high rate of inflation, so both funds will always have a positive return.} You will then be asked to make the decision for the next period [for the next eight periods].

At the end of the experiment, you will be asked to make one final investment decision for a large number of future periods.

Your final payment will be determined from the overall return of all your investment decisions, including the final one.

Your responses in this experiment are very important to us. Please consider your decisions carefully. Please do not write anything down during this experiment. If you have any questions, please feel free to ask the experimenter at any time.

Thank you for your help!



2.6 La mesure des préférences dans le temps



Andreoni, J. et Sprenger, C. (2012). Estimating time preferences from convex budgets. American Economic Review

 

Welcome and thank you for participating.

Eligibility for this study: To be in this study, you need to meet these criteria. You must have a campus mailing of the form:

 

YOUR NAME

9450 GILMAN DR 92(MAILBOX NUMBER)

LA JOLLA CA 92092-(MAILBOX NUMBER)

You must live in:


	XXX College


	XXX College AND have a student mail box number between 92XXXX and 92XXXX


	XXX College AND have a student mail box number between 92XXXX through 92XXXX




Your mailbox must be a valid way for you to receive mail from now through the end of the Spring Quarter. You must be willing to provide your name, campus mailbox, email address, and student PID. This information will only be seen by Professor Andreoni and his assistants. After payment has been sent, this information will be destroyed. Your identity will not be a part of any subsequent data analysis. You must be willing to receive your payment for this study by check, written to you by Professor James Andreoni, Director of the UCSD Economics Laboratory. The checks will be drawn on the USE Credit Union on campus. This means that, if you wish, you can cash your checks for free at the USE Credit Union any weekday from 9:00 am to 5:00 pm with valid identification (divers license, passport, etc.). The checks will be delivered to you at your campus mailbox at a date to be determined by your decisions in this study, and by chance. The latest you could receive payment is the last week of classes in the Spring Quarter. If you do not meet all of these criteria, please inform us of this now.

 

Earning Money

To begin, you will be given a $10 thank-you payment, just for participating in this study! You will receive this thank-you payment in two equally sized payments of $5 each. The two $5 payments will come to you at two different times. These times will be determined in the way described below. In this study, you will make 47 choices over how to allocate money between two points in time, one time is “earlier” and one is “later.” Both the earlier and later times will vary across decisions. This means you could be receiving payments as early as today, and as late as the last week of classes in the Spring Quarter, or possibly two other dates in between. Once all 47 decisions have been made, we will randomly select one of the 47 decisions as the decision-that- counts. We will use the decision-that-counts to determine your actual earnings. Note, since all decisions are equally likely to be chosen, you should make each decision as if it will be the decision-that-counts. When calculating your earnings from the decision-that-counts, we will add to your earnings the two $5 thank you payments. Thus, you will always get paid at least $5 at the chosen earlier time, and at least $5 at the chosen later time.

IMPORTANT: All payments you receive will arrive to your campus mailbox. That includes payments that you receive today as well as payments you may receive at later dates. On the scheduled day of payment, a check will be placed for delivery in campus mail services by Professor Andreoni and his assistants. By special arrangement, campus mail services has guaranteed delivery of 100% of your payments on the same day. As a reminder to you, the day before you are scheduled to receive one of your payments, we will send you an e-mail notifying you that the payment is coming. On your table is a business card for Professor Andreoni with his contact information. Please keep this in a safe place. If one of your payments is not received you should immediately contact Professor Andreoni, and we will hand-deliver payment to you.

 

Your Identity

In order to receive payment, we will need to collect the following pieces of information from you: name, campus mail box, email address, and student PID. This information will only be seen by Professor Andreoni and his assistants. After all payments have been sent, this information will be destroyed. Your identity will not be a part of subsequent data analysis. You have been assigned a participant number. This will be linked to your personal information in order to complete payment. After all payments have been made, only the participant number will remain in the data set. On your desk are two envelopes: one for the sooner payment and one for the later payment. Please take the time now to address them to yourself at your campus mail box.

 

The Study

In this study you are asked to make a series of 47 decisions about how to divide a set a tokens between two dates. Tokens will later be exchanged for money. Tokens you allocate to later date will always be worth more money than tokens you allocate to the earlier date. This process is best described by an example. Below is a sample Decision Screen, like what you will see in the study.

 

Choosing the Decision-that-Counts

The first decision on the screen shows the choice to allocate 100 tokens between February 12th and February 26th. Notice that today’s date is high-lighted in yellow on the calendar above the tab. Also note that the earlier date (February 12th is highlighted in green while the later date (February 26th) is highlighted in blue. In each decision the dates are highlighted so that you can easily see when the decision begins and ends. In this decision, each token you allocate to February 12th is worth $0.10, while each token you allocate to February 26th is worth $0.15. So, if you allocate all 100 tokens to February 12th you will earn $10 on this date, and nothing on February 26th. If you allocate all 100 tokens to February 26th you will receive $15 on this date and nothing on February 12th. You are also free to allocate some tokens to the earlier date and some to the later date. For instance, if you allocate 50 tokens to February 12th and 50 tokens to February 26th, you will earn $5.00 on February 12th and $7.50 on February 26th. Remember that however you allocate the tokens, any earnings will be added to your $5 thank-you payment for both the earlier and later dates. So, even if you allocate all your tokens to one of the dates, you will still receive a check of at least $5 on both the earlier and later dates. Notice that you can navigate through all 47 decisions by using the tabs at the top of the decision screen. Notice also that, on the right, the computer automatically calculates how much you will receive on both the earlier and later dates, if this is chosen as the decision that-counts. You can revise your choices as much as you like. Once you are satisfied with all of your decisions, you can click on the “submit decisions” button.



2.7 MPL



2.8 Choix de prospect temporel




2.9 Holcomb, J. H., & Nelson, P. S. (1992). Another experimental look at individual time preference. Rationality and Society

 

INSTRUCTIONS

This is an experiment in the economics of decision making. The funds to conduct this research come from various research funding agencies. This experiment is simple choice: one decision in each of several questions.

You will be asked a series of questions. These questions will give you choices concerning various amounts of money and payment dates. For each question, you are to choose the option that you prefer. The questions you will be asked are similar to the following example:

Which of the following would you prefer to receive ?

Choice A: $25 today

Choice B: $50 one month from today

You will be asked to circle one of the choices in each question. When everyone has finished making their selections, one of the questions will be selected at random by drawing a number from a hat. You will receive, in cash, the monetary amount indicated by your choice in that question.

A word about timing of payments. If a choice says "today", you will be paid, in cash, at the conclusion of the experiment. If a choice says some time in the future, your earnings will be sealed in an envelope and you will be given e receipt. You may collect your earnings, in cash, at the Economics Department office (Room 236, College of Business) after 8:00 a.m. on the date indicated, or the envelope will be delivered to the class you were recruited from on the date indicated, or it will be sent by certified mail to your address.

Again, if your earnings involve a future payment, you may (1) pick it up at the Economics Department office after 8:00 a.m. on the date indicated; or (2) if you have not picked up the envelope by the time of the class from which you were recruited, the envelope will be delivered to your class; or (3) it will be sent by certified mail to your address at the end of the day. Additionally, a postcard will be mailed to your address to remind you of your earnings’ due date.



Please circle the choice you would prefer to receive.


	Which of the following would you prefer to receive ?

Choice A: $5.00 today

Choice B: $5.14 tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 today

Choice B: $18.86 one week from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 tomorrow

Choice B: $5.07 one day from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 one week from today

Choice B: $5.54 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 today

Choice B: $20.94 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 tomorrow

Choice B: $5.54 one week from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 today

Choice B: $6.15 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 today

Choice B: $20.90 one week from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 tomorrow

Choice B: $5.14 one day from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 tomorrow

Choice B: $25.71 two weeks from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17 one week from today

Choice B: $18.86 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $5 today

Choice B: $7.56 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 tomorrow

Choice B: $18.86 one week from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 today

Choice B: $6.14 one week from today




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 today

Choice B: $17.26 tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 tomorrow

Choice B: $17.51 one day from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 one week from today

Choice B: $20.90 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 tomorrow

Choice B: $6.15 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 today

Choice B: $25.71 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 tomorrow

Choice B: $20.94 two weeks from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 tomorrow

Choice B: $6.14 one week from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 tomorrow

Choice B: $17.26 one day from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 tomorrow

Choice B: $7.56 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 today

Choice B: $5.54 one week from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 one week from today

Choice B: $6.14 two weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 today

Choice B: $5.07 tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 today

Choice B: $17.51 tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 today

Choice B: $20.90 one week from today




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 one week from today

Choice B: $25.71 three weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 one week from today

Choice B: $17.26 one week from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 one week from today

Choice B: $20.94 three weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 today

Choice B: $5.00 tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 today

Choice B: $5.00 one week from today




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 today

Choice B: $17.00 tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 today

Choice B: $17.00 one week from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 tomorrow

Choice B: $5.00 one week from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 one week from today

Choice B: $6.15 three weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 one week from today

Choice B: $5.07 one week from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 one week from today

Choice B: $7.50 three weeks from today




 


	Which of the following would you prefer to receive ?

Choice A: $5.00 one week from today

Choice B: $5.14 one week from tomorrow




 


	Which of the following would you prefer to receive ?

Choice A: $17.00 one week from today

Choice B: $17.51 one week from tomorrow









3 La mesure des comportements stratégiques


3.1 Dilemme du prisonnier


Andreoni, J. and Miller, J., (1993). Rational cooperation in the finitely repeated prisoner’s dilemma : experimental evidence. Economic Journal

 


Subject’s Instructions

WELCOME

This experiment is a study of economic decision making. The instructions are simple. If you follow them carefully and make good decisions you may earn a considerable amount of money.

The money you earn will be paid to you, in cash, at the end of the experiment. A research foundation has provided the funds for this study.


The One-Round Decision

In this experiment you will be paired with one other player. You will be paired with this player through a computer network - at no time will your true identity be revealed to the other participants. The other player, like yourself, was recruited from an economics course at the UW.

Both you and the other player will have two possible choices. You can choose LEFT or you can choose RIGHT. If you both choose LEFT you will both get a payoff of 7 cents. If you both choose RIGHT you will both get a payoff of 4 cents. If you choose RIGHT but the other player chooses LEFT, you will get a payoff of 12 cents, but the other player will receive 0 cents. Likewise, if you choose LEFT but the other player chooses RIGHT, then you receive o cents and the other player receives I 2 cents. These payoffs are summarized in the table below. The bold number in the top portion of each box is the payment received by you, the number in the bottom is the payment received by the other player:





	
	
	Payoff from
	Your Move



	
	
	LEFT
	RIGHT



	Other Player’s
	LEFT
	7;7
	0;12



	Payoff
	RIGHT
	12;0
	4;4






 

When choosing your move, you will not know the choice of the other player. You must make your choice without knowing what the other player will choose. After all players in the experiment have made their choices, the computer will report to you the move chosen by the other player and your payoff from this round of play.

 


Sets of Rounds

You will play the one-round game just described in 10 one-round sets. That is, each set of play will consist of 10 one-round games. To begin a set of rounds, the computer will randomly match you with another player in the room. You will then play the one-round game just described with the same player for a total of 10 rounds. That is, all 10 rounds in the set will be played with the same other player.

After the 10th round a new set will begin. The computer will randomly reassign you to play with another player: every 10 rounds you will be randomly reassigned to a new subject . You will never be assigned to play with the same person for more than 10 rounds.

Reminder: During each 10-round set, you will be playing each one-round game with the same other player for all 10 rounds.

At the end of each round, the computer will tell you your move in the last round, the other player’s move, and your earnings from that round. At the end of each set, the computer will tell you your total earnings for the entire 10-round set.

We will play this game for a total of 20 sets of 10 rounds each. That is, there will be 20 sets, and each will have 10 decision rounds. Thus, during the course of the experiment you will play a total of 200 one-round games.

 


Computer Players

At the beginning of every set there is a chance that you will be randomly paired with a computer player, rather than a fellow participant in the experiment. For every 10- round set, the chance that you will be paired with a computer player is 1/2. That is, there is a 50% chance that you will be assigned the computer player. If you are not paired with the computer, you will be matched with another person in the experiment.

 


Computer Moves

The computer player is always programmed to use a very simple ‘copy cat’ rule. The computer will start every 10-round set by choosing LEFT. After that the computer will make the same choice that you made on the previous round. For example, if you choose LEFT on round i, the computer will choose LEFT on round 2. If you choose RIGHT on round 2, the computer will choose RIGHT on round 3. And so on.

 

Confidentiality

Your identity in the experiment will not be made known to any other participant at any time in the experiment. Your decisions and payoffs are confidential.

 

Do not discuss your choices or payoffs with any other player!

Thank you and Good Luck!



3.2 Dilemme du prisonnier infiniment répété



Dal Bó, Fréchette (2011). The Evolution of Cooperation in Infinitely Repeated Games: Experimental Evidence. American Economic Review

 

Instructions

Welcome

You are about to participate in a session on decision-making, and you will be paid for your participation with cash vouchers, privately at the end of the session. What you earn depends partly on your decisions, partly on the decisions of others, and partly on chance.

Please turn off pagers and cellular phones now. Please close any program you may have open on the computer.

The entire session will take place through computer terminals, and all interaction between you will take place through the computers. Please do not talk or in any way try to communicate with other participants during the session.

We will start with a brief instruction period. During the instruction period you will be given a description of the main features of the session and will be shown how to use the computers. If you have any questions during this period, raise your hand and your question will be answered so everyone can hear.

 

General Instructions


	In this experiment you will be asked to make decisions in several rounds. You will be randomly paired with another person for a sequence of rounds. Each sequence of rounds is referred to as a match.


	The length of a match is randomly determined. After each round, there is a 50% probability that the match will continue for at least another round. This is as if we would flip a coin after each round and continue if tails and end if heads. So, for instance, if you are in round 2, the probability there will be a third round is 50% and if you are in round 9, the probability there will be another round is also 50%.


	Once a match ends, you will be randomly paired with another person for a new match.


	The choices and the payoffs in each round are as follows:








	
	the other
	’s choice



	your choice
	1
	2



	1
	32;32
	12;50



	2
	50;12
	25;25






 

The first entry in each cell represents your payoff, while the second entry represents the payoff of the person you are matched with.

— As you can see, this shows the payoff associated with each choice. Once you and the person you are paired with have made your choices, those choices will be highlighted and your payoff for the round will appear.

That is, if:

You select 1 and the other selects 1, you each make 32.

You select 1 and the other selects 2, you make 12 while the other makes 50.

You select 2 and the other selects 2, you make 50 while the other makes 12.

You select 2 and the other selects 2, you each make 25.

— At the end of the experiment (the first match to end after 1 hour of play) you will be paid $0.006 for every point scored. There is no show-up fee for this experiment.

— Are there any questions?

Before we start, let me remind you that:

— The length of a match is randomly determined. After each round, there is a 50% probability that the match will continue for at least another round. You will play with the same person for the entire match.

— After a match is finished, you will be randomly paired with another person for a new match.



3.3 Mécanisme de contribution volontaire



Isaac, M.R, Walker, J. M. and Thomas, S. H. (1984). Divergent evidence on free riding : An experimental examination of possible explanations. Public Choice

 

Screen 1


WELCOME

This experiment is a study if group and individual exchange behaviour. The instructions are simple, and if you follow them carefully and make good investment decisions, you may earn a CONSIDERABLE AMOUNT OF MONEY which will be paid to you in cash at the end of the experiment. Various research foundations have provided funds for this research.

 

Screen 2

You are a person in a group of 4. Each of you will be given an investment account with a specific number of tokens in it. All tokens must be invested to turn them into income.

 


HOW TO INVEST:

There are two ways you can earn money by investing your tokens. Press -NEXT- to find out more about them.

 

Screen 3








	1. The INDIVIDUAL EXCHANGE For each token you must invest in the individual exchange you get: 1 cents per token. For example: If you invest 55 tokens in the individual exchange, you earn $0.55. If you invest 140 tokens in the individual exchange, you earn $1.40. Press NEXT to continue.








 

Screen 4








	2. The GROUP EXCHANGE The return on your investment in the group exchange is not so easily determined. Your earnings depend upon the total investment in the group exchange (your invested tokens plus all of the other token invested by the other people in your group). Press NEXT to find out more about the group exchanges: press BACK to review the previous instructions.








 

Screen 5


Rules of the Group Exchange

You and 3 other people are members of a group. When you invest in the group exchange, how much money you get depends on what you do and also on how much the other group members invest. The more the GROUP invest, the more you all get from the GROUP exchange.


In your group, each person has an investment account

with a specific number of tokens in it.

The group as a while has 248 tokens. You have 62 tokens.

When you invest in the group exchange, the tokens you invest are no longer yours. THEY BECOME THE PROPERTY OF THE GROUP !


Press NEXT.

 

Screen 6 The money that the invested tokens earn is also the property of the group. This money is divided up at the end of the period. Each person gets an equal share out every group dollar. IT DOES NOT MATTER WHO INVEST THE TOKENS IN THE GROUP EXCHANGE. Each dollar is divided up this way.


Press NEXT.

 

Screen 7

For example:

If you put no tokens in the group exchange, but the other members invest enough to earn $1.00, you earn 25 cents from the group exchange. If the others invest no tokens in the group exchange, but you put enough for the group to earn $1.00, you still earn 25 cents from the group exchange. REMEMBER - how much you and the other group members earn depends on how much all of you together put into the group exchange.

Press -NEXT- to see the Payoff Table for the Group Exchange

-BACK- to Review

 

Screen 8





	Tokens invested
	Total money earned
	How much



	in the GROUP
	by
	money



	exchange by all
	THE GROUP
	YOU EARN



	group members
	$
	$



	0
	0.00
	0.00



	16
	0.77
	0.19



	32
	1.48
	0.37



	48
	2.19
	0.54



	64
	2.76
	0.69



	80
	3.33
	0.83



	96
	3.84
	0.96



	112
	4.30
	1.08



	128
	4,71
	1.18



	144
	5.07
	1.27



	160
	5.38
	1.34



	176
	5.63
	1.41



	192
	5.84
	1.46



	208
	5.99
	1.50



	224
	6.09
	1.52



	240
	6.14
	1.54



	248
	6.19
	1.54





Press NEXT when you are finished.

 

Screen 9

Example:

Suppose that the members of the group together invest a total of 128 tokens in the group exchange.

Look in the table at the line beginning in the number of tokens closest to this total. The appropriate values are underlined. (Press DATA to view the table.)

 

Screen 10





	Tokens invested
	Total money earned
	How much



	in the GROUP
	by
	money



	exchange by all
	THE GROUP
	YOU EARN



	group members
	$
	$



	0
	0.00
	0.00



	16
	0.77
	0.19



	32
	1.48
	0.37



	48
	2.19
	0.54



	64
	2.76
	0.69



	80
	3.33
	0.83



	96
	3.84
	0.96



	112
	4.30
	1.08



	128
	4,71
	1.18



	144
	5.07
	1.27



	160
	5.38
	1.34



	176
	5.63
	1.41



	192
	5.84
	1.46



	208
	5.99
	1.50



	224
	6.09
	1.52



	240
	6.14
	1.54



	248
	6.19
	1.54






Look to the underlined values.

Press NEXT when you are finished.

 

Screen 11

You saw from the table that the group gets $4.71 from the exchange. Every group member gets $1.18 from the exchange.

You would receive $1.18 from the group exchange. WHETHER OT NOT YOU DEPOSIT ANY OF YOUR TOKENS IN THE EXCHANGE!

Press NEXT to continue; press shift-BACK to review group investment; press BACK to review the table.

 

Screen 12


Tips on investing

When you invest, you can divide your tokens in any way you want. That is, you can:


	put all of them into the group exchange


	put all of them into the individual exchange


	put some of them into the group exchange and some of them into the individual exchange




Press NEXT to continue.

 

Screen 13


STAGES OF INVESTMENT

You will have 10 trials in which you make investment decisions. The profits you make are stored after each Trial and the total profits from all Trials payed to you at the end of the experiment.

When you are asked how you want to invest: you may put all, some, or none of your 62 tokens in the group exchange, and put the remaining tokens in the individual exchange. After you and everyone else in your group has had a chance to invest at this first stage, you will be shown how many of the group’s 248 tokens have been put in the group exchange, and how many have been put into the individual exchange. You will also be shown your own earnings from the group exchange, from the individual exchange, and your total earnings.


Press NEXT to continue.

 

Screen 14

Practice Trial 0








	To give you practice in entering your investments, let’s go through an example. Your screen will show the same information it will contain in the actual experiment. Only the directions in the box will not be available during the experiment.\ Press NEXT to continue








 

Screen 15

Practice Trial 0

Press DATA now if you wish to view the profit table,

Press NEXT to continue without viewing the table.








	You will be able to view your earnings from each of the previous TRIALS at the beginning of a new investment TRIAL. Press -DATA- to view the tables now








 

Screen 16

TRIAL





	Tokens invested
	grp
	0





	
	ind
	0






TRIAL




	Tokens invested
	grp
	0.00





	
	ind
	0.00



	
	total
	0.00











	The profit level from each TRIAL will be entered in the table above. Press -BACK-







 

Screen 17


Practice Trial 0

You have 62 Tokens.

How many tokens do you wish to invest in the group exchange ? 32 ok

How many tokens do you wish to invest in the individual exchange ? 30 ok

If you wish to change your investment decision at this time, press shift-BACK- and redo the investment process. If you are satisfied with your decisions, press NEXT to continue.

 

Screen 18


Practice Trial 0

You have 62 Tokens.

How many tokens do you wish to invest in the group exchange ? 32 ok

How many tokens do you wish to invest in the individual exchange ? 30 ok

You earned $1.18 from the group exchange.

You earned $0.30 from the individual exchange.

Total earnings = $ 1.48

Total token investment in group exchange = 128

Total token investment in individual exchange = 120

 

Screen 19


IMPORTANT NOTICE

REMEMBER: At the end of the experiment you receive the sum of your profits from all TRIALS.


DO NOT SPEAK TO ANY OTHER PARTICIPANT!

Press NEXT to continue; press BACK to review the previous page; press shift-BACK to review the entire set of instructions.

 

Screen 20


Comparing Group and Individual EXCHANGE

The individual exchange gives you a sure return. Also, you have a chance to earn money from the group exchange if any member invest in it.

The group exchange gives you a chance to make more from your tokens invested. But, the earnings from the Group Exchange will depend on the investment decision of all participants.

NOTE: Your individual decision on how much you invest in the private exchange and in the group exchange is not known by the other participants. Only information on total group investment is given to each person.

Do not press NEXT until you are ready to enter the experiment. Once you press NEXT you will not be able to review the instructions. Press BACK to review the instructions in reversed order; press shift-BACK- to review the instructions in their entirety; press NEXT only if you understand all of the instructions.

 

Screen 21


ARE YOU SURE ?

You will not be able to return to the instructions after leaving this page. If there is any doubt in your mind press BACK.

Once you press NEXT there is no turning back. Press NEXT only of you fully understand the instructions.



3.4 Mécanisme de contribution volontaire (Ferraro)



3.5 Jeau de la chasse au cerf



Battalio, R. C., Samuelson, L. and van Huyck, J. B.(2001). Optimization incentives and coordination failure in laboratory stag hunt games. Econometrica

 

Instructions

This is an experiment in the economics of strategic decision making. Various agencies have provided funds for this research. If you follow the instructions and make appropriate decisions, you can earn an appreciable amount of money. At the end of today’s session, you will be paid in private and in cash.

It is important that you remain silent and do not look at other people’s work. If you have any questions, or need assistance of any kind, please raise your hand and an experimenter will come to you. If you talk, laugh, exclaim out loud, etc., you will be asked to leave and you will not be paid. We expect and appreciate your cooperation. You will be making choices on a Logitech mouse, which is located on the mouse pad in the middle of your table. You may move the pad to the right or left if this would be more comfortable. Hold the mouse in a relaxed manner with your thumb and little finger on either side of the mouse. Rest your wrist naturally on the table surface. When you move the mouse, let your hand pivot from the wrist. Use a light touch. Your cursor (a white arrow on your screen) should move when you slide the mouse on the mouse pad. If it does not, raise your hand.

To participate, you must be able to move the cursor onto an object and click any one of the mouse buttons. We will call pointing at an object and then clicking your mouse "clicking on" an object displayed on the screen. Click on the page down icon located below to display the next page.

The experiment consists of seventy-five separate decision making periods. In this experiment you will participate in a group of eight people. At the beginning of period one, each of the participants in this room will be randomly assigned to a group of size eight and will remain in the same group for the entire seventy-five decision making periods of the experiment. Hence, you will remain grouped with the same seven other participants for the next seventy-five periods.

At the beginning of each decision making period you will be randomly re-paired with another participant in your group. Hence, at the beginning of each decision making period, you will have a one in seven chance of being matched with any one of the other seven participants from your group.

At the beginning of each period, you and all other participants will choose an action. An earnings table is provided which tells you the earnings you receive given the action you and your currently paired participant chose. The actions you may choose are row 1 or row 2. Everyone has the same earnings table which will be continuously displayed on the monitor in the front of the room during the experiment. Click on the page down icon located below to display the next page.

Your earnings each period will be found in the box determined by your action and the action of the participant that you are paired with for the current decision making period. Your action determines the row and the other participant’s action determines the column of the earnings table. The value in the box determined by the intersection of the row and column chosen is the amount of money that you earn in the current period. The earnings, displayed in green, in each earnings cell is the amount of money, in cents, that you earn.

The earnings each period for the participant that you are currently paired with can be determined by reversing your positions. Click on the page down icon now to view the earnings table while I describe how the earnings for each decision making period are calculated. You can review this page at any time during the experiment by returning to the instructions.






	Game 2R
	X
	Y





	X
	45;45
	0;35



	Y
	35;0
	40;40








	Game R
	X
	Y





	X
	45;45
	0;40



	Y
	40;0
	20;20








	Game 0,6R
	X
	Y





	X
	45;45
	0;42



	Y
	42;0
	12;12





 

MAIN SCREEN

We will now view the main screen. You will use the main screen to make your choices each period. While you view the main screen I will read the description of the screens contained in the next two pages. You can review the text that I am reading at any time during the experiment by returning to the instructions. Click on the word "MAIN" located on the second line down from the top of the screen now. (The second line is the light blue line on your screen).

The top line of the main screen displays the title of the screen and the current period number. The second line has word "PROCEED" the abbreviation "INSTR" and the word "RECORD" on it. During the session you will be able to return to these instructions by clicking on "INSTR." You will also be able to view the history of play by clicking on "RECORD", which we will explain in a moment. The remainder of the screen is devoted to the earnings table.

Please look at the monitor at the front of the room while I demonstrate how you make and enter a choice. Do not use your main screen until you are instructed to do so.

Making a choice consists of clicking any mouse button while the cursor is in the row of your choice. When you have clicked on the earnings table, your cursor is replaced by a green highlight around the row that contained the cursor when you clicked the mouse. You can change the highlighted row by sliding your mouse up or down. Click the mouse a second time and your cursor returns, but a row remains highlighted. To enter your choice for the current period you need to confirm your choice. You confirm your choice by first clicking on the word "PROCEED" and then clicking on "YES" to confirm and enter your choice for the current period. This confirmation step lets you catch any mistakes you make.

Please make a choice now, click on proceed and then click on "NO". Notice that the row is no longer highlighted and you may now make a different choice.

Before making another choice click on "PROCEED" without making a choice and notice that you receive the following message:

YOU MUST MAKE A CHOICE BEFORE PROCEEDING

At the time this message is present, a red box is also pulsing around the outside of your earnings table.

Please make a choice now, click on "PROCEED" and then confirm your choice by clicking on "YES".

 

WAITING SCREEN

During a session a waiting screen will appear after you have made a choice. While you are waiting, you can view the instructions and the record of play by clicking on "INSTR" or "RECORD." When all participants have made a choice for the current period you will be automatically switched to the outcome screen. The choice displayed is the choice that you made during the demonstration of the main screen. You will automatically return to the instructions. Click on "WAITING" now.

 

OUTCOME SCREEN

During a session, after everyone has made their choices, the outcome screen will appear. The outcome screen summarizes what happened each period for ten seconds. Your choice will be highlighted in green. The column determined by the other participant’s choice will be highlighted in . The screen is not active.

The choice displayed for your choice reflects the choice you made during the demonstration of the main screen. You will automatically return to the instructions. Click on "OUTCOME" now.

 

RECORD SCREEN

The record screen records the period outcomes and updates your earnings balance. A copy of the record screen is given at the top of this screen. The first three entries on the record screen are: "Period", "Your Choice" and "Other Participant’s Choice ". The record screen will indicate your choice in green each period. The fourth entry is your earnings for a period which are recorded under the entry "Your Earnings". Finally, your current balance, which includes all of your earnings up to and including the current period, will be recorded under the entry "Balance". In the first period your balance is zero.

During the session the record screen will be displayed for twenty seconds. You may proceed to the next period by clicking on "RETURN" before the twenty seconds have expired. Remember you can always return to the record screen from either the main screen or the waiting screen.

Click on the word "RECORD" located on the second line down from the top of your screen now. As the experiment proceeds the records for the earlier periods will scroll off the top of the record screen. You may review the earlier records by clicking on the page up, page down, line up and line down icons located at the bottom of the record screen. Click on "RETURN" now to return to the instructions before twenty seconds have expired.

 

QUESTIONNAIRE

We will now pass out a questionnaire to make sure that all participants understand how to read the earnings table. Please fill it out now. Raise your hand when you are finished and we will collect it. If there are any mistakes on any questionnaire, I will go over the relevant part of the instructions again. Do not put your name on the questionnaire.

Click on the page down icon located below to display the next page.

 

SUMMARY

** At the beginning of period one, each of the participants in this room will be randomly assigned to a group of size eight and will remain in the same group for the entire seventy-five decision making periods of the experiment.

** Each period you will be randomly re-paired with one of the seven other participants in your group. Hence, at the beginning of each decision making period, you will have a one in seven chance of being matched with any one of the seven other participants your group.

** You make a choice by clicking on a row, which highlights the row in green; clicking the mouse a second time, which restores your cursor, and then clicking on proceed and yes to confirm your choice of the highlighted row.

** Remember that you can view the instructions or the record screen by clicking on the appropriate word on the light blue bar.

** Remember that you may proceed to the next period by clicking on "RETURN" before the twenty seconds have expired. You can always return to the record screen from either the main screen or the waiting screen.

** Your balance at the end of the session will be paid to you in private and in cash.

Click on the page down icon located below to display the next page.

We have completed the instructions. Again, it is important that you remain silent and do not look at other people’s work.

If you have a question, please raise your hand, and an experimenter will come to assist you. If there are no questions, period one of the experiment will begin.



3.6 Jeu de l’effort minimum


Blume, A. and Ortmann, A. (2007). The effects of costless pre-play communication: Experimental evidence from games with Pareto-ranked equilibria. Journal of Economic Theory

 

Instructions to “Efficiency and punishment in a coordination game”, Fabrice Le Lec, Astrid Matthey and Ondrej Rydval

 


Stage 1

Treatments Baseline, Punishment and Disapproval

Instructions

Welcome and thank you for participating in today’s experiment! You earn 2.50€ for showing up on time. You can earn a considerable additional amount depending on your decisions. It is therefore very important that you read these instructions – which are the same for each participant - very carefully.

If you have any questions at any time during the experiment, please raise your hand and an experimenter will privately assist you. Please do not ask questions aloud.

Please switch off your mobile phone and keep quiet. Please beware that from now on, you are not allowed to exchange and kind of information with the other participants or to communicate with them. Any violation of these rules will lead to exclusion from the experiment and all payments.

Your decisions will be collected through the computer network and treated privately. At the end of the experiment, the 2.50€ for showing up on time as well as any remaining earnings that you make during the experiment will be paid to you privately in cash.

 


Procedure

The experiment consists of 2 parts. The present instructions are valid for the first part. After the end of the first part, you will receive the instructions for the second part.

In both parts of the experiment, you will receive a starting amount of 4.00€. You will be able to earn more money in either part of the experiment. However, at the end of the experiment, you will be paid your earnings from only one of the two parts. Which part is paid out will be chosen randomly at the end of the experiment. Namely, one of the 32 participants will draw a chip out of a bag with two chips. The number on the chip will determine which part of the experiment is paid out. You will receive your earnings from this randomly selected part.

 

1. Your task in the first part of the experiment

There are 32 participants in this room, but there will always be only 8 participants interacting with each other. The computer will choose randomly who will interact with whom. Thus you will not know which other 7 participants you interact with. However, you will interact with the same 7 participants during the entire experiment, that is, during both parts of the experiment.

The first part consists of 8 rounds. In each round, you need to make a decision based on the rules described below. Your earnings in each round depend on your decision and the decisions made by the other 7 participants.

Your decision: At the beginning of each round, you will choose a whole number between 1 and 7 (that is, 1, 2, 3, 4, 5, 6 or 7). This will be YOUR CHOSEN NUMBER. At the same time, the other 7 participants will also choose their number. While choosing your number, you will not know the numbers chosen by the other participants, nor will they know your number. As explained below, the numbers will only be revealed after all 8 participants have chosen their numbers and confirmed their decision.

The following earnings table shows how YOUR EARNINGS (in €) depend on the SMALLEST CHOSEN NUMBER (that is, the smallest of the 8 chosen numbers, including your own) and YOUR CHOSEN NUMBER:




 

All participants have the same earnings table at hand when making their decision.

This is how one can read the table:

You see YOUR EARNINGS (in €) at the “intersection” of the row showing YOUR CHOSEN NUMBER and the column showing the SMALLEST CHOSEN NUMBER.

Examples:


	If YOUR CHOSEN NUMBER were 4, you would look at the row starting with 4. In case the SMALLEST CHOSEN NUMBER were 1, YOUR EARNINGS would be 0.80€. On the other hand, the earnings of the participant(s) choosing 1 would be 1.40€. In case the SMALLEST CHOSEN NUMBER were instead 4, YOUR EARNINGS would be 2.00€.


	If YOUR CHOSEN NUMBER were 7, you would look at the row starting with 7. In case the SMALLEST CHOSEN NUMBER were 1, YOUR EARNINGS would be 0.20€. On the other hand, the earnings of the participant(s) choosing 1 would be 1.40€. In case the SMALLEST CHOSEN NUMBER were instead 4, YOUR EARNINGS would be 1.40€. The earnings of the participant(s) choosing 4 would be 2.00€. In case the SMALLEST CHOSEN NUMBER were 7, YOUR EARNINGS would be 2.60€.


	If YOUR CHOSEN NUMBER were 1, you can see in the last column that your earnings would be 1.40€ since the SMALLEST CHOSEN NUMBER would be 1.




YOUR EARNINGS (in €) in each round will thus be determined by the following general formula:

0.4 * SMALLEST CHOSEN NUMBER – 0.2 * YOUR CHOSEN NUMBER + 1.2

 

2. After choosing your number

After the 8 participants have chosen their numbers and confirmed their decisions, another screen will appear, showing YOUR CHOSEN NUMBER and YOUR EARNINGS for the current round.

The same screen will also show the chosen numbers and earnings of the other 7 participants, ordered from the smallest to the largest number. You will also see your overall earnings up to this round (see the next paragraph for explanation).

The same information will be shown to the other participants.

After that, a new round will begin, following the same rules.

 

3. Your overall earnings from the first part

Your overall earnings in the first part of the experiment consist of your starting amount of 4.00€ plus the sum of your earnings from the 8 rounds.

To make sure you have understood the instructions correctly, please answer the understanding questions on the next page. Please raise your hand when you are done or if you have any questions. We will come to you and answer your questions individually.

 

Understanding questions:

The following examples are not meant as hints for how to make decisions! Please circle the correct answer. There can be one or more correct answers per question.


	In this experiment, you will interact…


	A. …with 7 other participants who will be randomly chosen prior to each round.


	B. …with 8 other participants who will be randomly chosen prior to the first round and remain the same for the entire experiment.


	C. …with 7 other participants who will be randomly chosen prior to the first round and remain the same for the entire experiment.


	D. …with all the remaining 31 participants.







 


	At the beginning of each round,…


	A. …you will choose either number 1 or number 7, while the other participants simultaneously choose their number as well.


	B. …you will choose a whole number between 1 and 7, after observing the other participants’ chosen numbers for the current round.


	C. …the other participants will choose a whole number between 1 and 7, after observing YOUR CHOSEN NUMBER for the current round.


	D. …you will choose a whole number between 1 and 7, while the other participants simultaneously choose a whole number between 1 and 7 as well.







 


	If YOUR CHOSEN NUMBER is 3 and the SMALLEST CHOSEN NUMBER is 2,…


	A. …YOUR EARNINGS in this round will be at least 1.00€ and at most 1.80€.


	B. …YOUR EARNINGS in this round will be 1.40€.


	C. …YOUR EARNINGS in this round will be 1.00€, regardless of the numbers chosen by the other participants.


	D. …the highest earnings achieved among the 8 participants will be 1.80€.





	If YOUR CHOSEN NUMBER is 5, YOUR EARNINGS in this round will be…


	A. …at least 0.60€ and at most 2.20€, depending on the SMALLEST CHOSEN NUMBER.


	B. …2.20€.


	C. …1.40€ if the SMALLEST CHOSEN NUMBER is 3.


	D. …2.20€ or 2.40€, depending on the numbers chosen by the other participants.







Please raise your hand when you are done or if you have any questions. We will come to you and answer your questions individually.

 


Stage 2

Baseline treatment

Instructions for the second part of the experiment

The experiment will now continue with 8 more rounds that will be similar to the ones just finished. You will thus be able to earn an additional amount of money.

After these 8 rounds, the experiment will end and you will be paid your overall earnings privately in cash. Your overall earnings will consist of 2.50€ for showing up on time and your earnings from either part 1 or part 2 of the experiment. Which part of the experiment is paid out will be determined randomly at the end of the experiment.

Please beware that you are not allowed to exchange any kind of information with the other participants. If you have any questions please raise your hand. We will come to you and answer your questions individually.

 


Procedure

1. Your task in the second part of the experiment

In the following 8 rounds, you will interact with the same 7 participants as before, that is, as in the first part of the experiment.

At the beginning of each round, you will make the same decision as before. You will enter YOUR CHOSEN NUMBER, and YOUR EARNINGS will be determined based on the same earnings table (using the same formula) as before. As in the first part of the experiment, you will get a starting amount of 4.00€.

In case you wish to remind yourself how to choose your number, please see section 1.Your task in the first part of the experiment of the instructions for the first part of the experiment. Everything explained there applies to this part of the experiment as well.

Understanding question:

Please circle the correct answer!

 


	In the second part of the experiment, you will interact…


	A. …with 8 other participants who will remain the same for the entire experiment.


	B. … with the same 7 participants as in the first part of the experiment.


	C. … with 7 other participants who will be newly randomly chosen for this part of the experiment.


	D. … with 7 other participants who will be randomly chosen before each round.







 

Please raise your hand when you are done or if you have any questions. We will come to you and answer your questions individually.

 


Stage 2

Punishment treatment

Instructions for the second part of the experiment

The experiment will now continue with 8 more rounds that will be similar to the ones just finished. You will thus be able to earn an additional amount of money. It is therefore very important that you read these instructions – which are the same for each participant - very carefully.

After these 8 rounds, the experiment will end and you will be paid your overall earnings privately in cash. Your overall earnings will consist of 2.50€ for showing up on time and your earnings from either part 1 or part 2 of the experiment. Which part of the experiment is paid out will be determined randomly at the end of the experiment.

Please beware that you are not allowed to exchange any kind of information with the other participants. If you have any questions please raise your hand. We will come to you and answer your questions individually.

 


Procedure

1. Your task in the second part of the experiment

In the following 8 rounds, you will interact with the same 7 participants as before, that is, as in the first part of the experiment.

At the beginning of each round, you will make the same decision as before. You will enter YOUR CHOSEN NUMBER, and YOUR EARNINGS will be determined based on the same earnings table (using the same formula) as before. As in the first part of the experiment, you will get a starting amount of 4.00€.

In case you wish to remind yourself how to choose your number, please see section 1.Your task in the first part of the experiment of the instructions for the first part of the experiment. Everything explained there applies to this part of the experiment as well.

2. After choosing your number

After the 8 participants have chosen their numbers and confirmed their decisions, another screen will appear, showing YOUR CHOSEN NUMBER and YOUR EARNINGS for the current round. The same screen will also show the chosen numbers and earnings of the other 7 participants, ordered from the smallest to the largest number. The same information will be shown to the other participants.

Up to here, everything is the same as in the first part of the experiment. However, you can now assign points to the other participants. The table showing the chosen numbers and earnings of the other participants will now contain a field next to each participant in which you can enter the assigned points. The following rules apply for assigning points:


	You must fill out all fields of the table. In case you do not wish to assign a participant any points, simply enter 0 in the appropriate field. You can of course assign different number of points to different participants.


	Every point that you assign to another participant will cost you 0.10€ (that is, your overall earnings will be reduced by 0.10€) while the other participant’s overall earnings will be reduced by 0.20€. The table will also show how much your assigned points reduce your earnings and the earnings of the other participants.


	In order to cover the cost of assigning points, you can use your current overall earnings in the second part of the experiment (that is, your overall earnings up to the last completed round). In the first round, your current overall earnings available for assigning points thus correspond to the starting amount of 4.00€. The screen will show your current overall earnings for the second part of the experiment as well as your cost of assigning points in the current round. In case the cost exceeds your overall earnings, you will be asked to adjust the assigned points.


	Your assigned points cannot decrease a participant’s earnings in the current round below 0€. In case your points were to decrease a participant’s earnings in the current round below 0€, you will be asked to adjust the assigned points.


	The total points assigned to a participant by the other 7 participants cannot decrease the participant’s earnings in the current round below 0€. In case the total points assigned to a participant were to reduce his or her earnings below 0€, the participant’s earnings in the current round will be set to 0€. However, even in such a case, the costs of all assigned points still have to be borne by the participants who assigned them.


	Beneath the table where you assign points, there will be a “CALCULATE” button. You can press the button anytime (even if you are not done with assigning points). Pressing the button will update the table, so that you can see how much the assigned points cost you and by how much they reduce the other participants’ earnings. Thereafter, you can again adjust the assigned points if you wish. Once you are completely done with assigning points, please confirm your decision.


	The other participants can simultaneously assign points as well, following the same rules. Thus while assigning points, you will not know how many points the other participants assigned to you (and to others), nor will the other participants know how many points you assigned to them. The consequences of the assigned points will only be shown when each of the 8 participants have assigned points and confirmed their decision.




 

3. After assigning points

After each of the 8 participants have assigned points and confirmed their decision, another screen will show the following information:

In this round, you were assigned ___ points by the other 7 participants. Therefore, YOUR EARNINGS in this round will be reduced from ___ € to ___ €. The last mentioned amount will be added to your current overall earnings.

You assigned ___ points to the other 7 participants. These assigned points cost you ___ €. This amount will be subtracted from your current overall earnings.

Your current overall earnings after this round will be ___ €.

The same information will be shown to the other participants.

After that, a new round will begin, following the same rules.

 

4. Your overall earnings in the second part

Your overall earnings for the second part of the experiment will be the overall earnings shown to you after completing all 8 rounds of the second part.

 

5. Your final payment

At the end of the last round of this second part of the experiment, you will be shown your overall earnings from both parts of the experiment. Then one of the 32 participants will draw a chip out of a bag with two chips. The number on the chip will determine which part of the experiment is paid out. You will receive your overall earnings from this randomly selected part, plus the 2,50€ for showing up on time.

To make sure you have understood the instructions correctly, please answer the understanding questions on the next page. Please raise your hand when you are done or if you have any questions. We will come to you and answer your questions individually.

 

Understanding questions:

The following examples are not meant as hints for how to make decisions! Please circle the correct answer (there can be one or more correct answers per question) and fill out all fields.

 


	In the second part of the experiment, you will interact…


	A. …with 8 other participants who will remain the same for the entire experiment.


	B. … with the same 7 participants as in the first part of the experiment.


	C. … with 7 other participants who will be newly randomly chosen for this part of the experiment.


	D. … with 7 other participants who will be randomly chosen before each round.  





	Which of the following rules apply for assigning points?


	A. You must assign 1 or more points to each of the 7 other participants, and each point will cost you 0.10€.


	B. The assigned points cannot cost you more than your current overall earnings from the second part of the experiment, nor can your assigned points decrease a participant’s earnings in the current round below 0€.


	C. While assigning points, you will already know how many points the other participants assigned to you (and to others) in the current round.


	D. The consequences of the assigned points will only be shown when each of the 8 participants have assigned points and confirmed their decision.  





	You assign 6 points to a participant whose earnings are 2.00€.These points will cost you ___ €, and the points will reduce the other participant’s earnings at most / exactly / at least (delete as appropriate) by ___ €


	YOUR CHOSEN NUMBER is 3, and the SMALLEST CHOSEN NUMBER is 2. The other participants assigned you 5 points, and you assigned the other participants 3 points in total. Therefore, ___ € will be added to your current overall earnings.


	Your current overall earnings are 8.00€, and the SMALLEST CHOSEN NUMBER is 3. If you in this round chose number 5, assigned 3 points to the other participants, and they assigned 2 points to you, your current overall earnings at the end of this round would be ___ €.




Please raise your hand when you are done or if you have any questions. We will come to you and answer your questions individually.

 


Stage 2

Disapproval treatment

Instructions for the second part of the experiment

The experiment will now continue with 8 more rounds that will be similar to the ones just finished. You will thus be able to earn an additional amount of money. It is therefore very important that you read these instructions – which are the same for each participant - very carefully.

After these 8 rounds, the experiment will end and you will be paid your overall earnings privately in cash. Your overall earnings will consist of 2.50€ for showing up on time and your earnings from either part 1 or part 2 of the experiment. Which part of the experiment is paid out will be determined randomly at the end of the experiment.

Please beware that you are not allowed to exchange any kind of information with the other participants. If you have any questions please raise your hand. We will come to you and answer your questions individually.

 


3.6.0.1 Procedure

1. Your task in the second part of the experiment

In the following 8 rounds, you will interact with the same 7 participants as before, that is, as in the first part of the experiment.

At the beginning of each round, you will make the same decision as before. You will enter YOUR CHOSEN NUMBER, and YOUR EARNINGS will be determined based on the same earnings table (using the same formula) as before. As in the first part of the experiment, you will get a starting amount of 4.00€.

In case you wish to remind yourself how to choose your number, please see section 1.Your task in the first part of the experiment of the instructions for the first part of the experiment. Everything explained there applies to this part of the experiment as well.

 

2. After choosing your number

After each of the 8 participants have chosen their number and confirmed their decision, another screen will appear, showing YOUR CHOSEN NUMBER and YOUR EARNINGS for the current round. The same screen will also show the chosen numbers and earnings of the other 7 participants, ordered from the smallest to the largest number. The same information will be shown to the other participants.

Up to here, everything is the same as in the first part of the experiment. However, you can now assign penalty points to the other participants in order to express your disapproval of their chosen number. You can assign between 0 and 6 penalty points (0, 1, 2, 3, 4, 5 or 6), where 6 points express the strongest disapproval and 0 points express no disapproval.

The table showing the chosen numbers and earnings of the other participants will now contain a field next to each participant in which you can enter the penalty points. The following rules apply for assigning penalty points:


	You must fill out all fields. In case you do not wish to disapprove a participant’s choice, simply enter 0 in the appropriate field. You can of course assign different number of points to different participants.


	The assignment of penalty points has no consequences for your earnings or the earnings of the participants to whom you assign points. The points only convey your disapproval of the numbers chosen by the other participants.


	The other participants can simultaneously assign penalty points as well, following the same rules. Thus while assigning penalty points, you will not know how many points the other participants assigned to you (and to others), nor will the other participants know how many points you assigned to them.




 

3. After assigning penalty points

After each of the 8 participants have assigned penalty points, another screen will show the following information:

In this round, you were assigned ___ penalty points by the other 7 participants. You assigned ___ penalty points to the other participants.

Your current overall earnings in the second part of the experiment up to this round are ___ €.

The same information will be shown to the other participants.

After that, a new round will begin, following the same rules.

 

4. Your overall earnings in the second part

You will begin this second (and last) part of the experiment with your starting amount of 4.00€. YOUR EARNINGS from each round will be added to that amount.

 

5. Your final payment

At the end of the last round of this second part of the experiment, you will be shown your overall earnings from both parts of the experiment. Then one of the 32 participants will draw a chip out of a bag with two chips. The number on the chip will determine which part of the experiment is paid out. You will receive your overall earnings from this randomly selected part, plus the 2,50€ for showing up on time.

To make sure you have understood the instructions correctly, please answer the understanding questions on the next page. Please raise your hand when you are done or if you have any questions. We will come to you and answer your questions individually.

 

Understanding questions:

The following examples are not meant as hints for how to make decisions! Please circle the correct answer (there can be one or more correct answers per question) and fill out all fields.


	In the second part of the experiment, you will interact…


	A. …with 8 other participants who will remain the same for the entire experiment.


	B. … with the same 7 participants as in the first part of the experiment.


	C. … with 7 other participants who will be newly randomly chosen for this part of the experiment.


	D. … with 7 other participants who will be randomly chosen before each round.





	2 . Which of the following rules apply for assigning penalty points?


	A. You must assign between 0 and 6 points to each of the 7 other participants.


	B. The penalty points that you assign to another participant will cost you and the other participant ___ € per each penalty point.


	C. While assigning penalty points, you already know how many penalty points the other participants assigned to you (and to the other participants) in the current round.


	D. The total of assigned penalty points will only be shown when each of the 8 participants have assigned points and confirmed their decision.





	YOUR CHOSEN NUMBER is 3 and the SMALLEST CHOSEN NUMBER is 2. The other participants assign you 5 penalty points, and you assign them a total of 3 penalty points. Therefore, ___ € will be added to your current overall earnings up to this round.




Please raise your hand when you are done or if you have any questions. We will come to you and answer your questions individually.




3.7 Jeu de la bataille des sexes



R. Cooper, D.V. DeJong, R. Forsythe and T. Ross (1993), Forward induction in the battle of the sexes games, American Economic Review

 

INSTRUCTIONS FOR SESSION II

This session of the experiment will again consist of a series of separate decision making periods. Each period will again consist of two phases. In Phase II you will be able to earn dollars based upon the points you earned in Phase I in exactly the same way you did in the first session. In Phase I, you will again be paired with another person and, based upon your combined actions you will be able to earn points.

However, the Phase II in this session differs from Phase II in the previous session in the following way:


	The value of the lottery prize if you win is $2.00. Thus if the number on the lottery ticket drawn in Phase II is less than or equal to the number of points you earned in Phase I, you win $2.00. Otherwise, you win $0.00.



The Phase I in this session differs in the following ways:


	The number of points which players can earn are given by new tables. These tables are shown on the attached Information Sheet.


	You will only have two actions to choose from. If you are the Column player, you may choose either C1 or C2. If you are the Row player, you may choose either R1 or R2.


	During the current session you will play against each person twice– once as the Row player and once as the Column player.


	In each of the periods you are a Column player, you will first wait for the Row player to select his action. After all Row players have selected their actions, the Column players then select their actions. Further, the Column player does not know the action chosen by the Row player he is paired with before the Column player selects his action.




Once both players have selected their actions, the combined actions of Row player and Column player jointly determine the number of points earned by the Row player and the number of points earned by the Column player.

 

SESSION II INFORMATION SHEET

 

ROW PLAYER

Number of points earned by player Row player :




	
	
	C’s
	Action



	
	
	C1
	C2



	R’s
	R1
	0
	200



	Action
	R2
	600
	0





 

COLUMN PLAYER

Number of points earned by Column player




	
	
	C’s
	Action



	
	
	C1
	C2



	R’s
	R1
	0
	600



	Action
	R2
	200
	0







3.8 Jeu du centipède

McKelvey, R. D. and Palfrey, T. R. (1992). An experimental study of the centipede game. Econometrica

Experiment Instructions

This is an experiment in group decision making, and you will be paid for your participation in cash, at the end of the experiment. Different subjects may earn different amounts. What you earn depends partly on your decisions, partly on the decisions of others, and partly on chance.

The entire experiment will take place through computer terminals, and all interaction between you will take place through the computers. It is important that you not talk or in any way try to communicate with other subjects during the experiments. If you disobey the rules, we will have to ask you to leave the experiment.

We will start with a brief instruction period. During the instruction period, you will be given a complete description of the experiment and will be shown how to use the computers. You must take a quiz after the instruction period. So it is important that you listen carefully. If you have any questions during the instruction period, raise your hand and your question will be answered so everyone can hear. If any difficulties arise after the experiment has begun, raise your hand, and an experimenter will come and assist you.

The subjects will be divided into two groups, containing 10 subjects each. The groups will be labeled the RED group and the BLUE group. To determine which color you are, will you each please select an envelope as the experimenter passes by you.


[EXPERIMENTER PASS OUT ENVELOPES]

If you chose BLUE, you will be BLUE for the entire experiment. If you chose RED, you will be RED for the entire experiment. Please remember your color, because the instructions are slightly different for the BLUE and the RED subjects.

In this experiment, you will be playing the following game, for real money.

First, you are matched with an opponent of the opposite color. There are two piles of money: a Large Pile and a Small Pile. At the beginning of the game the Large Pile has 40 cents and the Small Pile has 10 cents. RED has the first move and can either "Pass" or "Take." If RED chooses "Take," RED gets the Large Pile of 40 cents, BLUE gets the small pile of 10 cents, and the game is over. If RED chooses "Pass," both piles double and it is BLUE’s turn.

The Large Pile now contains 80 cents and the Small Pile 20 cents. BLUE can take or pass. If BLUE takes, BLUE ends up with the Large Pile of 80 cents and RED ends up with the Small Pile of 20 cents and the game is over. If BLUE passes, both piles double and it is RED’s turn again. This continues for a total of six turns, or three turns for each player. On each move, if a player takes, he or she gets the Large Pile, his or her opponent gets the Small Pile, and the game is over. If the player passes, both piles double again and it is the other player’s turn.

The last move of the game is move six, and is BLUE’s move (if the game even gets this far). The Large Pile now contains $12.80 and the Small Pile contains $3.20. If BLUE takes, BLUE gets the Large Pile of $12.80 and RED gets the Small Pile of $3.20. If BLUE passes, then the piles double again. RED then gets the Large Pile, containing $25.60, and BLUE gets the Small Pile, containing $6.40. This is summarized in the following table.


PAYOFF CHART FOR DECISION EXPERIMENT




	
	Large
	Small
	RED’s
	BLUE’s
	
	
	
	
	



	1
	2
	3
	4
	5
	6
	Pile
	Pile
	Payoff
	Payoff



	T
	
	
	
	
	
	0.40
	0.10
	0.40
	0.10



	P
	T
	
	
	
	
	0.80
	0.20
	0.80
	0.20



	P
	P
	T
	
	
	
	1.60
	0.40
	1.60
	0.40



	P
	P
	P
	T
	
	
	3.20
	0.80
	3.20
	0.80



	P
	P
	P
	P
	T
	
	6.40
	1.60
	6.40
	1.60



	P
	P
	P
	P
	P
	T
	12.80
	3.20
	12.80
	3.20



	P
	P
	P
	P
	P
	P
	25.60
	6.40
	25.60
	6.40





[EXPERIMENTER HAND OUT PAYOFF TABLE]

Go over table to explain what is in each column and row.

The experiment consists of 10 games. In each game, you are matched with a different p the opposite color from yours. Thus, if you are a BLUE player, in each game, you will be with a RED player. If you are a RED player, in each game you are matched with a BLUE.

Since there are ten subjects of each color, this means that you will be matched with each of the subjects of the other color exactly once. So if your label is RED, you will be matched with each of the BLUE subjects exactly once. If you are BLUE, you will be matched with each of the RED subjects exactly once.

We will now begin the computer instruction session. Will all the BLUE subjects please move to the terminals on the left side of the room, and all the RED subjects move to the terminals on the right side of the room.


[SUBJECTS MOVE TO CORRECT TERMINALS]

During the instruction session, we will teach you how to use the computer by going through a few practice games. During the instruction session, do not hit any keys until you are told to do so, and when you are told to enter information, type exactly what you are told to type. You are not paid for these practice games.

Please turn on your computer now by pushing the button labeled "MASTER" on the right hand side of the panel underneath the screen.


[WAIT FOR SUBJECTS TO TURN ON COMPUTERS]

When the computer prompts you for your name, type your full name. Then hit the ENTER key.


[WAIT FOR SUBJECTS TO ENTER NAMES]

When you are asked to enter your color, type R if your color is RED, and B if your color is BLUE. Then hit ENTER.


[WAIT FOR SUBJECTS TO ENTER COLORS]

You now see the experiment screen. Throughout the experiment, the bottom of the screen will tell you what is currently happening, and the top will tell you the history of what happened in the previous games. Since the experiment has not begun yet, the top part of the screen is currently empty. The bottom part of the screen tells you your subject number and your color. It also tells you the subject number of the player you are matched against in the first game. Is there anyone whose color is not correct?


[WAIT FOR RESPONSE]

Please record your color and subject number on the top left hand corner of your record sheet. Also record the number of the subject you are matched against in the first game.

Each game is represented by a row in the upper screen, and the player you will be matched with in each of the ten games appears in the column labeled "OPP" (which stands for "opponent") on the right side of the screen. It is important to note that you will never be paired with the same player twice.

We will now start the first practice game. Remember, do not hit any keys until you are told to do so.


[MASTER HIT KEY TO START FIRST GAME]

You now see on the bottom part of the screen that the first game has begun, and you are told who you are matched against. If you are a RED player, you are told that it is your move, and are given a description of the choices available to you. If you are a BLUE player, you are told that it is your opponent’s move, and are told the choices available to your opponent.

Will all the RED players now choose PASS by typing in P on your terminals now.


[WAIT FOR SUBJECTS TO CHOOSE]

Since RED chose P, this is recorded on the top part of the screen with a P in the first RED column, and the cursor has moved on to the second column, which is BLUE, indicating that it is BLUE’s move.

On the bottom part of the screen, the BLUE players are now told that it is their turn to choose, and are told the choices they can make. The RED players are told that it is their opponent’s turn to choose, and are told the choices that their opponent can make. Notice, that there is now a Large Pile of $0.80 and a Small Pile of $0.20.

Will all the BLUE players now please choose TAKE by typing T at your terminal now.


[WAIT FOR SUBJECTS TO CHOOSE]

Since BLUE chose T, the first game has ended. On the bottom part of the screen, you are told that the game is over, and that the next game will begin shortly. On the top part of the screen, BLUE’s move is recorded with a T in the second column. The payoffs from the first game for both yourself and your opponent are recorded on the right hand side of the screen in the columns labeled "Payoff." Your own payoff is in your color. That of your opponent is in the opponent’s color. Please record your own payoff on the record sheet that is provided.


[WAIT FOR SUBJECTS TO RECORD PAYOFFS]

You are not being paid for the practice session, but if this were the real experiment, then the payoff you have recorded would be money you have earned from the first game, and you would be paid this amount for that game at the end of the experiment. The total you earn over all ten real games is what you will be paid for your participation in the experiment.

We will now proceed to the second practice game.


[MASTER HIT KEY TO START SECOND GAME]

You now see that you have been matched with a new player of the opposite color, and that the second game has begun. Does everyone see this?


[WAIT FOR RESPONSE]

The rules for the second game are exactly like the first. The RED player gets the first move.


[DO RED-P, BLUE-P, RED-P]

Now notice that it is BLUE’s move. It is the last move of the game. The Large Pile now contains $3.20, and the Small Pile contains $.80. If the BLUE player chooses TAKE, then the game ends. The BLUE player receives the Large Pile and the RED player receives the Small Pile. If the BLUE player chooses PASS, both piles double, and then the game ends. The RED player receives the Large Pile, which now contains $6.40, and the BLUE player receives the Small Pile, containing $1.60.

Will the BLUE player please choose PASS by typing P at your terminal now.


[WAIT FOR SUBJECTS TO CHOOSE]

The second practice game is now over. Please record your payoff on the second line of your record sheet.


[WAIT FOR PLAYERS TO RECORD PAYOFFS]

[MASTER HIT KEY TO START THIRD GAME]

We now go to the third practice game. Notice again that you have a new op RED players please choose TAKE by typing T at your terminal now.


[SUBJECTS WAIT FOR PLAYERS TO CHOOSE]

Since the RED player chose TAKE on the first move, the game is over,and we pr next game. Since RED chose TAKE on the first move, BLUE did not get any chance to move.

Please record your payoff for the third game on the third line of your record sheet.


[WAIT FOR PLAYERS TO RECORD PAYOFFS]

This concludes the practice session. In the actual experiment there will be ten ga three, and, of course, it will be up to you to make your own decisions. At the end of experiment ends and we will pay each of you privately, in cash, the TOTAL amount you have accumulated during all ten games, plus your guaranteed five dollar participation fee. No other person will be told how much cash you earned in the experiment. You need not tell any other participants how much you earned. Are there any questions before we pass out the quiz?


[EXPERIMENTER TAKE QUESTIONS]

O.K., then we will now have you take the quiz.


[PASS OUT QUIZ]

[EXPERIMENTER TAKE QUESTIONS]

[HAND QUIZZES BACK AND GO THRU CORRECT ANSWER]






4 La mesure des préférences sociales


4.1 Jeu du dictateur


Forsythe, R., Horowitz, J., Savin, N. et Sefton, M. (1994). Fairness in Simple Bargaining Games. Games and Economic Behavior

 

In the instructions presented below, differences in language corresponding to different treatments are indicated in brackets. The treatment is shown in boldface. The instructions are for games with $5 pies. The obvious changes were made in the instructions for the experiments with $10 pies.

 

Instructions

You have been asked to participate in an economics experiment. For your participation today we will pay you $3 in cash at the end of the experiment.

[Pay: You may earn an additional amount of money, which will also be paid to you in cash at the end of the experiment.]

In this experiment each of you will be paired with a different person who is in another room. You will not be told who these people are either during or after the experiment, and they will not be told who you are either during or after the experiment.

You will notice that there are other people in the same room with you who are also participating in the experiment. You will not be paired with any of these people. The decisions that they make will have absolutely no effect on you nor will any of your decision affect them.

The experiment is conducted as follows: A sum of $5 has been provisionally allocated to each pair and the person in Room A can propose how much of this each person is to receive. To do this, the person in Room A must fill out a form titled "Proposal Form".

[Ultimatum: You will find a copy of this form on the desk in front of you. The first line of this form tells you your identification number (if you are in Room A) or the identification number of the person you are paired with (if you are in Room B). The identification number of the person you are paired with (if you are in Room A) or your identification number (if you are in room B) is on line {2}. The amount to be divided is on line {3}.]

[Ultimatum: If you are in Room A, you will find two copies of this form on the desk in front of you. The first line of this form tells you your identification number. The identification number of the person you are paired with is on line 2. The amount to be divided is on line 3.]

The person in Room A makes the proposal. The proposal consists of an amount the person in Room B is to receive (entered on line 4) and the amount the person in Room A is to receive is simply the total amount to be divided, $5, minus the amount the person in Room B is to receive.

If you are in Room A you will have fives minutes to come to a decision about your proposal. At the end of five minutes, a buzzer will sound. Do not talk to the other people in your room until your session is completed. Do not be concerned if other people make their decision before you, we will not collect the forms until the buzzer sounds.

[Dictateur: You should record the same amounts on the other copy of your proposal form. One copy is for you and the other copy will be sent to the person in Room B with whom you are paired.]

[Ultimatum: Your proposal form will then be sent to the person in Room B with whom you are paired with.]

[Ultimatum: The person in Room B will then be given a chance to accept or reject the proposal. If the person in Room B accepts the proposal, then the amount of money will be divided as specified in the proposal. If the person in Room B rejects the proposal, then both people in the pair receive zero. If the person in Room B wishes to accept the proposal, he or she should check "Accept" on line {6} of the proposal form. If the person in Room B does not wish to accept the proposal he or she should check "Reject" on line {6} of the proposal form.]

[Ultimatum: If you are in Room B you will have fives minutes to come to a decision about whether to accept or reject. At the end of the five minutes, a buzzer will sound. Do not talk to the other people in your room until your session is completed. Do not be concerned if other people complete their proposal forms before you, we will not collect them until the buzzer sounds. You should record the same amounts on the other copy of the proposal form. One copy is for your records and the other copy will be sent to the person in Room A with whom you are paired.]

[Pay: After the proposal forms have been returned to Room A each person will be paid. Each person will receive $3 for participating. Each person in Room A will also receive the amount shown on line {5} of his or her proposal form if the proposal was accepted. Each person in Room B will also receive the amount shown on line {4} of the form if the proposal was accepted.]

[No pay: After the proposal forms have been returned to Room A each person will be paid. The experimenter will pay you the $3 for your participation in this experiment.]

Are there any questions ?


PROPOSAL FORM

+:—————:+:——-:+:———————————-+:—————:+ | | {1} | Identification Number ____A | | | | | | | +—————–+———+———————————–+—————–+ | | {2} | Paired with ____B | | | | | | | +—————–+———+———————————–+—————–+ | | {3} | Amount to divide | ————- | +—————–+———+———————————–+—————–+ | | {4} | Person in Room B receives | ————- | +—————–+———+—————–+—————–+—————–+ | | {5} | Person in Room A receives {3}-{4} | ————- | +—————–+———+—————–+—————–+—————–+ |[ Ultimatum: | {6} | Accept _____ Reject _____ ] | |

+—————–+———+—————–+—————–+—————–+



4.2 Jeu de l’ultimatum


Guth, Schmittberger et Schwarze (1982). An experimental analysis of ultimatum bargaining. Journal of Economic Behavior and Organization 

 

Instruction rules for easy games

You will be faced with a simple bargaining problem with only two bargainers, player 1 and player 2. In each bargaining game both players have to distribute a given amount c=DM… among themselves. The rules of the bargaining game are as follows:

First player 1 can determine any amount a1=DM...a{_1} = DM... between 0 and c which he demands for himself. The difference c−a1c-a{_1} is what player 1 offers to player 2.

Player 2 will be informed about player 1’s decision a1a{_1}. Knowing player 1’s proposal player 2 can either accept this proposal or choose conflict.

If player 2 accepts player 1’s proposal, player 1 gets a1a{_1} and player 2 the residual amount c−a1c-a{_1}. In case of conflict both players get zero.

(Illustration of bargaining rules by various numerical examples). The experiment will proceed as follows:

There will be k = . . . bargaining games with different amounts c to be distributed. First it will be decided by chance who of you will be player 1 and who of you will be player 2 in the k bargaining games. All players 1 will be seated at the (isolated) desks on one side, whereas players 2 will be seated at the (isolated) desks on the other side of the room.

Each player 1 receive a decision form which informs him about the amount c to be distributed. This is also the maximal amount player 1 can ask for. Every player 1 has to fill in his decision a1a{_1}. When determining his decision a1a{_1}, player 1 does not know who of the k = . . . players 2 will be his opponent.

After all players 1 have made their decision, their decision forms are distributed by chance among the k = . . . players 2. Knowing the amount c to be distributed and player 1’s demand a1a{_1} each player 2 has to decide whether he accepts the payoff proposal (a1,c−a1)(a{_1}, c-a{_1}) or not.

Each player has 10 minutes for his decision. When all decisions have been made, the decision forms will be collected. As described above the payoffs are a1=DM...a{_1}=DM... for player 1 and c−a1=DM...c-a{_1}=DM... for player 2 if player 2 accepts the proposal (a1,c−a1)(a{_1}, c-a{_1}). Otherwise, both players receive DM 0. To get your money you have to keep the ticket which is attached to your decision form.

If you have any questions, we will be happy to answer to them now. During the experiment it is forbidden to ask questions or make remarks.

 

Instruction rules for complicated games (with high payoffs)

You will be faced with a single bargaining problem with only two bargainers, player 1 and player 2. In each bargaining game both players have to distribute a bundle of 5 black and 9 white chips among themselves. Player 1 will get DM 2 for each chip. Player 2 will be paid DM 2 for a black chip and DM 1 for a white one. The rules of the bargaining game are as follows:

First player 1 can determine a bundle (m1,m2)(m{_1}, m{_2}) of m1m{_1} black and m2m{_2} white chips, with 0≤m1≤50 \le m{_1} \le 5 et 0≤m2≤90 \le m{_2} \le 9.

Player 2 will be informed about player 1’s decision (m1,m2)(m{_1}, m{_2}). Knowing player 1’s decision (m1,m2)(m{_1}, m{_2}), player 2 can choose between the bundle (m1,m2)(m{_1}, m{_2}) of m1m{_1} black and m2m{_2} white chips or the residual bundle (5−m1,9−m2)(5-m{_1}, 9-m{_2}) with 5−m15-m{_1} black and 9−m29-m{_2} white chips. Player 1 receives the bundle which has not been chosen by player 2.

The payoff of each player is determined by the value of all the chips which he received. If, for instance, player 2 chooses the bundle (m1,m2)(m{_1}, m{_2}), his payoff is m1.DM2+m2.DM1m{_1}.DM 2 + m{_2}.DM 1. Player 2’s payoff is DM 2 times the number of chips which he received.

(Illustration of bargaining rules various numerical examples). The experiment will proceed as follows:

There will be k = . . . bargaining games. First it will be decided by chance who of you will be players 1 and who of you will be players 2 in the k bargaining games. All players 1 will be seated at the (isolated) desks on one side, whereas players 2 will be seated at the (isolated) desks on the other side of the room.

Each player 1 will receive a decision form. Every player 1 has to determine a bundle I=(m1,m2)I=(m{_1}, m{_2}) of m1m{_1} black and m2m{_2} white chips. By this he offers player 2 to choose between the bundle I=(m1,m2)I=(m{_1}, m{_2}) and the residual bundle II=(5−m1,9−m2)II=(5-m{_1}, 9-m{_2})of 5−m15-m{_1}, black and 9−m29-m{_2}, white chips. When determining his decision I=(m1,m2)I=(m{_1}, m{_2}),player 1 does not know who of the k = . . . players 2 will be his opponent.

After all players 1 have made their decision, their decision forms are distributed by chance among the k = . . . players 2. Knowing the two bundles I=(m1,m2)I=(m{_1}, m{_2})and II = I=(5−m1,9−m2)I=(5-m{_1}, 9-m{_2}) each player 2, has to decide whether he wants the bundle I=(m1,m2)I=(m{_1}, m{_2}) or the bundle I=(5−m1,9−m2)I=(5-m{_1}, 9-m{_2}).

Each player has 15 minutes for his decision. When all decisions have been made, the decision forms will be collected. As described above your payoff will be determined by the bundle of black and white chips which you received. To get your money you have to keep the ticket which is attached to your decision form.

If you have any questions, we will be happy to answer them now. During the experiment it is forbidden to ask questions or to make remarks.



4.3 Jeu de la confiance


Berg, Joyce, John Dickhaut, Kevin McCabe (1995). Trust, Reciprocity, and Social History. Games and Economic Behavior

 

Instructions for Room A

You have been asked to participate in an economic experiment. The instructions you are about to read are self explanatory. We will not answer any questions during this experiment. If you have any questions, you should read back through these instructions. Now that the experiment has begun, we ask that you do not talk, at all, during this experiment.

In this experiment each of you will be paired with a different person who is in another room. You will not be told who these people are either during or after the experiment. This is room A, other participants are in room B. You will notice that there are other people in the same room with you who are also participating in this experiment. You will not be paired with any of these people. A person in room A, called monitor A, and a person in room B, called monitor B, will be chosen for today’s experiment. The monitors will be in charge of the envelopes as explained below. In addition the monitors will verify that the instructions have been followed as they appear here.

Each person in room A and each person in room B has been given $10 as a show up fee for this experiment. Persons in room A will have the opportunity to send in an envelope, some, all, or none of their show up fee to a person in room B. Each dollar sent to room B will be tripled. For example, if you send an envelope which contains $2, the envelope will contain $6 when it reaches room B. If you send an envelope which contains $9, the envelope will contain $27 when it reaches room B. The person in room B will the decide how much money to send back to the person in room A and how much money to keep.


(For the social history treatment we added the following paragraph)

Each of you has received a report summarizing the decisions of the

previous 32 pairs of subjects who have participated in this experiment

during July. Please check the last page of the instructions to be sure

you have this sheet.

 

The remainder of these instructions will explain exactly how this experiment is run. This experiment is structured so that no one, including the experimenters and monitors, will know the personal decision in either room A or room B. Since your decision is private we ask that you do not tell anyone your decision either during or after, the experiment.

The experiment is conducted as follows: Twelve large unmarked envelopes have been placed in a box in room A. Each of these envelopes contains 10 one dollar bills (the show up fee for a person in room A), a smaller inner envelope, and a key in a sealed envelope market KEY. The inner envelope and key are market with the same letter of the alphabet. The monitor, in room A, will point to one person at a time, and hand that person an unmarked envelope from the box. The person who was pointed to will then go to one of the seats, with a large box on top and privately open the unmarked envelope inside the box. Only the person who opened the envelope will know which letter of the alphabet was in the envelope. Do not open the envelope marked KEY until you are told to do so. The monitor will then point to the next person, and continue in this fashion until everyone has made their decisions.

Each person in room A must decide how many dollar bills to put in the inner envelope.

The person then pockets the remaining dollar bills and the envelope marked KEY. Examples: 11 Put $2 in the inner envelope, and pocket $8 a well as the enveloped marked KEY. 22 Put $9 in the inner envelope, and pocket $1 as well as the envelope marked KEY. These are examples only, the actual decision is up to each person.

Once a person in room A has made a decision they should put the inner envelope back inside the large unmarked envelope, and return the unmarked envelope to the box marked return envelopes. Persons in room A should make sure that they kept the envelope marked KEY as they will use this later in the experiment. Notice that each envelope returned will look exactly the same.

After all the envelopes have been put in the return box monitor A will transport the box to a recorder who is in the hallway. With monitor A observing, the recorder will then, one at a time, take the inner envelope out of the unmarked envelope and record on a blank sheet of paper, the letter on the envelope, and the amount of money in the envelope. While monitor A is observing, the recorder will then triple the amount of money in the inner envelope, and place the inner envelope back into the unmarked outer envelope. At this point, the recorder will signal the monitor from room B to come to the recorder desk. One monitor B arrived monitor A will be asked to return to room A.

Monitor B will then carry the box of envelopes to room B. Monitor B will then point to one person at a time, and hand that person an unmarked envelope from the box. The person who was called will then go to a seat with a large box on top and then privately open the outer envelope inside the box. The monitor will then point to the next person. Each person in room B must decide how many dollar bills to leave in the inner envelope. The person then pockets the remaining dollar bills. The inner envelope should then be placed in the box marked return envelopes. The person in room B will then be asked to leave since the experiment is over for that person. When you leave we ask that you leave the building. After all the envelopes in room B are returned, monitor B will transport the box to the recorder in the hallway. The recorder will the, one at a time, open the inner envelope and record on a blank sheet of paper, the letter on the envelope, and the amount of money in the inner envelope. The recorder will then signal monitor A to come to the record desk. Once monitor A has arrived monitor B will return to room B.

When monitor A arrives the monitor and recorder will carry the box envelopes to room C directly opposite room A. Room C contains mailboxes with identifying letters. The letters correspond to the letters on the inner envelopes. While the recorder observes, monitor A will place each inner envelope in the box with the corresponding letter. All the mailboxes will then be locked. The recorder will then go back to room B and monitor A will go to room A.

Monitor A will then point to one person at a rime from room A. That person will then enter room C alone and open the envelope marked KEY. Inside this envelope is a lettered key which will open the mailbox with the corresponding letter. The inner envelope in the mailbox is the same one the person in room A started with. We have underlined the letters H and I on the key tags to make it clear which letter you have. The person from room A will then go to the appropriate mailbox, open it, take out the envelope, and remove the money. The person will then return the envelope to the mailbox and lock the mailbox. The person will then return the key to the envelope marked KEY and drop the envelope in the box just outside the door in the hallway. When you are called to go to room C, you should take all your belongings since you will be asked to leave the building when you are done.

When everyone in room A has left, the experiment is over, and the monitors will be paid for their participation.



4.4 Réciprocité


Fehr, E., Kirchsteiger, G. and Riedl, A. (1993). Does fairness prevent market clearing? an experimental investigation. Quarterly Journal of Economics

 

The instructions given to the subjects were, of course, written in German. As already mentioned, we framed the experiments in goods market terms. The employers are called buyers, the workers are called sellers, the wage is called price, etc. Notice that buyers and sellers were located in separate rooms.



 

General Instructions (for both market sides)

The experiment you will participate in is part of a research project financed by the Austrian Science Foundation. It is used to analyze the decision behavior in markets. The instructions are simple, and if you read them carefully and make appropriate decisions, you can earn a considerable amount of money. At the end of the whole experiment, all the profits you have made by your decisions will be added up and paid to you in cash. The experiment you will participate in consists of two stages. In the first stage six of you act as buyers, and nine of you as sellers. In the second stage, the sellers will determine the value of the goods for the buyers (for details of the second stage see below). We have distributed two kinds of instructions-information for the buyers, and information for the sellers, respectively. This information is for private use only - you are not allowed to reveal this information to anyone. Furthermore, you will find at the end of these instructions a second sheet (sheet 2) that is used to document your decisions. Insert your buyer or seller number there.

 

Specific Instructions for Sellers

At the market, a good is traded, and each seller sells the same good. A seller can sell this good to any buyer, and a buyer can buy it from any seller. The market is organized in the following way: we open the market for a trading period (a "trading day"), and each trading day lasts three minutes. Every buyer can offer a price that will be relayed to us by telephone.16 We list these offers on the blackboard, and you can accept one of these offers. If, e.g., a price of 50 is offered and you as seller number 5 want to accept this offer, you just say: "Number 5 sells for 50.," In this case, the transaction is concluded. The good is sold to the buyer who made the offer of 50. The buyer will not know your identity. He will just know that his offer is accepted. You have to note your accepted price on sheet 2.

You can sell one unit of the good on each trading day. Therefore, the trading day ends for you after the acceptance of an offer. Note also that each buyer can buy, at most, one unit of the good per trading day. Each seller may accept an offer or not, but the sellers cannot make counteroffers. After three minutes the trading day ends, and the second stage of the experiment is conducted. After this, a new trading day is opened. In total there will be twelve trading days. At the second stage of the experiment, you can fix the value the good will have for the buyers. Buyers receive a certain amount of experimental money (reselling price) from us for each unit that they have bought. This reselling price is noted in the middle of sheet 2.

The profit of a buyer (measured in experimental money) is the difference between the reselling price and the price at which he has bought the good from you. If "your" buyer has bought the good for 205 and the reselling price is 405, he makes a profit of 405-205 = 200 (measured in experimental money). How much one unit of experimental money is worth for "your" buyer depends on you. By the choice of a conversion rate, you decide how much real money "your" buyer gets from us for one unit of experimental money. If you choose, e.g., the rate 0.5, your buyer gets AS 100 for 200 units of experimental money. Which conversion rates you are allowed to choose, is noted on the lower part of sheet 2. You have to write down your decision on the upper part of sheet 2. Do not announce your decision publicly. You, as a seller, have two kinds of costs: production costs and “decision costs.” The latter are associated with your decision about the conversion rate. Of course, you incur costs only in case of a deal. If you do not trade on a certain day, your costs are zero for this day. Production costs are noted on the upper part of sheet 2. Decision costs depend on your choice of the conversion rate. The higher the conversion rate you decide to give to “your” buyer, the greater are your decision costs. The costs, which are associated with the conversion rate, are noted on the lower part of sheet 2. Your profit paid in AS is given by the formula: profit = price - production costs - decision costs. If, for example, you sell your good for 175, while your production costs are 100, and you choose a conversion rate of 0.6 which leads to decision costs of 5, your profit is given by 175 - 100 - 5 = 70. Do you have any questions?

 

Sheet 2 (for sellers)

Seller number:

Trading day:



conversion rate

price (1)

production costs (2)     26

decision costs (3)

profit (4) = (1)-(2)-(3)

reselling price of the buyers: 126

profit of the buyer = (reselling price - price)*conversion rate

Feasible conversion rate (CR) and associated decision costs (DC)




	CR
	0.1
	0.2
	0.3
	0.4
	0.5
	0.6
	0.7
	0.8
	0.9
	1.0





	DC
	0
	1
	2
	4
	6
	8
	10
	12
	15
	18





 

Specific Instructions for Sellers

At the market, a good is traded, and each seller sells the same good. A seller can sell this good to any buyer, and a buyer can buy it from every seller. The market is organized in the following way: we open the market for a trading period (a “trading day”), and each trading day lasts three minutes. As a buyer you can offer a price that must be divisible by 5, for example, prices like 15, 60, 80, 275 are allowed, but prices like 48, 67, 124, 83 are not. These offers will be announced to the sellers by us over the telephone. The sellers will not know your identity, that is, your buyer number; they will only know the price offered. If a seller accepts your offer, all buyers are informed about this acceptance. In this case, an agreement is concluded, and the good is bought by you at the offered price. During each trading day you can buy one unit of the good. Therefore, a trading day ends for you when your offer is accepted. Note also that each seller can sell one unit of the good per day at most. If your offer is not accepted, you are free to change your offer, that is, to make a new offer. But the new price you offer must be higher than all the prices that have not been accepted. Each seller may accept an offer or not, but he cannot make a counteroffer. After three minutes the day ends, and you cannot buy any more of a good. Then the second stage of the experiment will be conducted. After this, a new trading day is opened. On the whole, there will be twelve trading days. In the second stage of the experiment, the seller who has sold the good to you on this day can fix the value that the good will have for you. You as a buyer get a certain amount of experimental money (reselling price) from us for each unit you have bought. This reselling price is noted in the upper part of sheet 2. Your profit (measured in experimental money) is the difference between the reselling price and the price at which you have bought the good. If you bought the good for 205 and the reselling price is 405, you make a profit of 405 - 205 = 200 (measured in experimental money). How much one unit of experimental money is worth to you depends on “your” seller. By the choice of a conversion rate, he decides how much real money you receive from us for one unit of experimental money. Which conversion rates he is allowed to choose are noted on the lower part of sheet 2. If he chooses, for example, the rate 0.5, you will get AS 100 for 200 units of experimental money. Sellers have two kinds of costs: production costs and decision costs. The latter are associated with the decision about the conversion rate. Production costs are noted in the middle of sheet 2, and decision costs on the lower part of sheet 2. As you can see from sheet 2, the higher the conversion rate “your” seller chooses, the greater are his decision costs. The profit of the sellers paid in AS is given by the formula: profit = (price - production costs - decision costs). Suppose, for example, that you have bought the good for 175. The production costs of the seller are 100, and he chooses a conversion rate of 0.6 (which is associated with decision costs of 5), the profits of “your” seller are given by 175 - 100 - 5 = 70 AS. Do you have any questions?






5 Le mécanisme d’allocation des ressources


5.1 Les enchères à valeur commune



Kagel, J. H. and Levin, D. (1986). The winner’s curse and public information in common value auctions. American Economic Review 

 

INSTRUCTIONS

This is an experiment in the economics of market decision making. The National Science Foundation has provided funds for conducting this research. The instructions are simple, and if you follow them carefully and make good decisions you may earn a CONSIDERABLE AMOUNT OF MONEY which will be PAID TO YOU IN CASH at the end of the experiment.

 


	In this experiment we will create a market in which you will act as buyers of a fictitious commodity in a sequence of trading periods. A single unit of the commodity will be auctioned off in each trading period. There will be several trading periods.


	Your task is to submit written bids for the commodity in competition with other buyers. The precise value of the commodity at the time you make your bids will be unknown to you. Instead, each of you will receive information as to the value of the item which you should find useful in determining your bid. The process of determining the value of the commodity and the information you will receive will be described in Sections 6 and 7 below.


	The high bidder gets the item and makes a profit equal to the difference between the value of the commodity and the amount they bid. That is,




(VALUE OF ITEM) - (HIGHEST BID) = PROFITS

for the high bidder. If this difference is negative, it represents a loss.

If you do not make the high bid on the item, you will earn zero profits. In this case, you neither gain nor lose money from bidding on the item.


	You will be given a starting capital credit balance of $10.00. Any profit earned by you in the experiment will be added to this sum, and any losses incurred will be subtracted from this sum. The net balance of these transactions will be calculated and paid to you in CASH at the end of the experiment.



The starting capital credit balance, and whatever subsequent profits you earn, permit you to suffer losses in one auction to be recouped in part or in total in later auctions. However, should your net balance at any time during the experiment drop to zero (or less), you will no longer be permitted to participate. Instead we will give you your participation fee and you’ll be free to leave the auction.

You are permitted to bid in excess of your capital credit balance in any given period.


	During each trading period you will be bidding in a market in which all the other participants are also bidding. After all bids have been handed in they will be posted on the blackboard. We will circle the high bid and note the second high bid, and post the value of the item. We will also indicate whether a profit or loss was earned by the high bidder.


	The value of the auctioned commodity (V*) will be assigned randomly and will lie between $25.00 and $225.00 inclusively. For each auction, any value within this interval has an equally likely chance of being drawn. The value of the item can never be less than $25.00 or more than $225.00. The V* values are determined randomly and independently from auction to auction. As such a high V* in one period tells you nothing about the likely value in the next period- whether it will be high or low. It doesn’t even preclude drawing the same V* value in later periods.


	Private Information Signals:




Although you do not know the precise value of the item in any particular trading period, you will receive information which will narrow down the range of possible values. This will consist of a private information signal which is selected randomly from an interval whose lower bound is V* minus epsilon (ε\varepsilon), and whose upper bound is V* plus epsilon. Any value within this interval has an equally likely chance of being drawn and being assigned to one of you as your private information signal. You will always know what the value of epsilon is.

For example, suppose that the value of the auctioned item is $128.16 and that epsilon is $6.00. Then each of you will receive a private information signal which will consist of a randomly drawn number that will be between $122.16 (V*-ε\varepsilon=$128.16-$6.00) and $134.16 (V* + ε\varepsilon= $128.16 +$6.00). Any number in this interval has an equally likely chance of being drawn.

The line diagram below shows what’s going on in this example.



The data below show the entire set of signals the computer generated for our sample bag. (Note we’ve ordered these signal values from lowest to highest.)





	V*=128.16V^*=128.16;
	ε=$\varepsilon = \$.
	Signal values:
	$122.57



	
	
	
	124.14



	
	
	
	124.68



	
	
	
	126.76



	
	
	
	128.84



	
	
	
	129.51



	
	
	
	129.96



	
	
	
	129.98



	
	
	
	132.07






 

You will note that some signal values were above the value of the auctioned item, and some were below the value of the item. Over a sufficiently long series of auctions, the differences between your private information signal and the value of the item will average out to zero (or very close to it). For any given auction, how- ever, your private information signal can be above or below the value of the item. That’s the nature of the random selection process generating the signals.

You will also note that V* must always be greater than or equal to your signal value -ε\varepsilon. The computer calculates this for you and notes it. Further, V* must always be less than or equal to your sample value + ε\varepsilon. The computer calculates this for you and notes it.

Finally, you may receive a signal value below $25.00 (or above $225.00). There is nothing strange about this, it just indicates V* is close to $25.00 (or $225.00) relative to the size of epsilon.


	Your signal values are strictly private information and are not to be revealed to anyone else prior to opening the bids. You will be told the value of E prior to bidding and it will be posted on the blackboard. However, you will not be told the value of V* until after the bids have been posted. Finally we will post all of the signal values drawn along with the bids.


	No one may bid less than $0.00 for the item. Nor may anyone bid more than their signal value + ε\varepsilon. Any bid in between these two values is acceptable.




Bids must be rounded to the nearest penny to be accepted. In case of ties for the high bid, we will flip a coin to determine who will earn the item.


	You are not to reveal your bids, or profits, nor are you to speak to any other subject while the experiment is in progress.


	As promised, everyone will receive $4 irrespective of their earnings for participating in the experiment.




Let’s summarize the main points: (1) High bidder earns the item and earns a profit = value of item - high bid price. (2) Profits will be added to your starting balance of $10.00, losses subtracted from it. Your balance at the end of experiment will be paid in cash. If balance turns negative you’re no longer allowed to bid. (3) Your private information signal is randomly drawn from the interval V*-ε\varepsilon, V*+ε\varepsilon. The value of the item can never be more than your signal value of + ε\varepsilon, or less than your signal value -ε\varepsilon. (4) The value of the item will always be between $25.00 and $225.00.

Are there any questions ?

 

ADDITIONAL INSTRUCTIONS: PERIODS WITH PUBLIC INFORMATION


	From now on bidding will be done twice during each trading period, once under each of two different information conditions. First, you will bid on the basis of your private information signals, just as you have been doing. After these bids have been made and collected, but before they are opened, you will be provided with additional information (to be described shortly) concerning the value of the item and be asked to bid again on the commodity. This additional information will be posted on the blackboard for everyone to see and will be referred to as a public information signal.


	The public information signal will consist of posting on the blackboard the lowest of the private information signals any of you received. Note we will not reveal the bid of the player with the lowest information signal, just the signal value.


	Note that V* does not change between auctions. Your private information signals do not change between auctions either. However, what the public information signal does do is provide everyone with additional information about the possible value of V*.


	After both sets of bids have been collected they will be opened and the bids posted in each market and the high bid noted. We will also post the value of the item and compute profits and/or losses in the two markets as before:




PROFITS = (VALUE OF ITEM) - (HIGH BID PRICE).

Finally, to speed things up a bit we will no longer post all of the signal values drawn along with the bids.


	However, we will only actually pay profits (or hold you accountable for losses) in one of the two markets. We will flip a coin to decide which market to pay off in. Heads we pay off in the market with private information values only, tails we pay off in the market with private and public information.


	There is no obligation to make the same bid, or to bid differently in the two markets. This is strictly up to you to decide what to do in terms of what you think will generate the greatest profits.




Are there any questions?



5.2 Induced value Vickrey



5.3 Homegrown value Vickrey



5.4 Cheap talk



5.5 Marché des biens et enchères bilatérales



Smith, V. L. (1962). An experimental study of competitive market behavior. Journal of Political Economy

 

Instructions to V. L. Smith (1964) "Effect of Market Organization on Competitive Equilibrium", The Quarterly Journal of Economics

 

INSTRUCTIONS FOR MARKET EXPERIMENT







6 Questionnaires psychométriques


6.1 CAS

Lennox, R. D., and R. N. Wolfe (1984): “Construct validity of the Concern for Appropriateness Scale,” Journal of Personality and Social Psychology


 


	In social situations, I have the ability to alter my behavior if I feel that something else is called for.


	I am often able to read people’s true emotions correctly through their eyes.


	I have the ability to control the way I come across to people, depending on the impression I wish to give them.


	In conversations, I am sensitive to even the slightest change in the facial expression of the person I’m conversing with.


	My powers of intuition are quite good when it comes to understanding others’ emotions and motives.


	I can usually tell when others consider a joke to be in bad taste, even though they may laugh convincingly.


	When I feel that the image I am portraying isn’t working, I can readily change it to something that does.


	I can usually tell when I’ve said something inappropriate by reading it in the listener’s eyes.


	I have trouble changing my behavior to suit different people and different situations.


	I have found that I can adjust my behavior to meet the requirements of any situation I find myself in.


	If someone is lying to me, I usually know it at once from that person’s manner of expression.


	Even when it might be to my advantage, I have difficulty putting up a good front.


	Once I know what the situation calls for, it’s easy for me to regulate my actions accordingly.


	I tend to show different sides of myself to different people.


	It is my feeling that if everyone else in a group is behaving in a certain manner, this must be the proper way to behave.


	I actively avoid wearing clothes that are not in style.


	In different situations and with different people, I often act like very different persons.


	At parties I usually try to behave in a manner that makes me fit in.


	When I am uncertain how to act in a social situation, I look to the behavior of others for cues.


	Although I know myself, I find that others do not know me.


	I try to pay attention to the reactions of others to my behavior in order to avoid being out of place.


	I find that I tend to pick up slang expressions from others and use them as part of my own vocabulary.


	Different situations can make me behave like very different people.


	I tend to pay attention to what others are wearing.


	The slightest look of disapproval in the eyes of a person with whom I am interacting is enough to make me change my approach.


	Different people tend to have different impressions about the type of person I am.)


	It’s important to me to fit in to the group I’m with.


	My behavior often depends on how I feel others wish me to behave.


	I am not always the person I appear to be.


	If I am the least bit uncertain as to how to act in a social situation, I look to the behavior of others for cues.


	I usually keep up with clothing style changes by watching what others wear.


	I sometimes have the feeling that people don’t know who I really am.


	When in a social situation, I tend not to follow the crowd, but instead behave in a manner that suits my particular mood at the time.






6.2 GASP

Cohen, T. R., S. T. Wolf, A. T. Panter, and C. A. Insko (2011): “Introducing the GASP Scale: A New Measure of Guilt and Shame Proneness,” Journal of Personality and Social Psychology


 


	After realizing you have received too much change at a store, you decide to keep it because the salesclerk doesn’t notice. What is the likelihood that you would feel uncomfortable about keeping the money?


	You are privately informed that you are the only one in your group that did not make the honor society because you skipped too many days of school. What is the likelihood that this would lead you to become more responsible about attending school?


	You rip an article out of a journal in the library and take it with you. Your teacher discovers what you did and tells the librarian and your entire class. What is the likelihood that this would make you would feel like a bad person?


	After making a big mistake on an important project at work in which people were depending on you, your boss criticizes you in front of your coworkers. What is the likelihood that you would feign sickness and leave work?


	You reveal a friend’s secret, though your friend never finds out. What is the likelihood that your failure to keep the secret would lead you to exert extra effort to keep secrets in the future?


	You give a bad presentation at work. Afterwards your boss tells your coworkers it was your fault that your company lost the contract. What is the likelihood that you would feel incompetent?


	A friend tells you that you boast a great deal. What is the likelihood that you would stop spending time with that friend?


	Your home is very messy and unexpected guests knock on your door and invite themselves in. What is the likelihood that you would avoid the guests until they leave?


	You secretly commit a felony. What is the likelihood that you would feel remorse about breaking the law?


	You successfully exaggerate your damages in a lawsuit. Months later, your lies are discovered and you are charged with perjury. What is the likelihood that you would think you are a despicable human being?


	You strongly defend a point of view in a discussion, and though nobody was aware of it, you realize that you were wrong. What is the likelihood that this would make you think more carefully before you speak?


	You take office supplies home for personal use and are caught by your boss. What is the likelihood that this would lead you to quit your job?


	You make a mistake at work and find out a coworker is blamed for the error. Later, your coworker confronts you about your mistake. What is the likelihood that you would feel like a coward?


	At a coworker’s housewarming party, you spill red wine on their new cream-colored carpet. You cover the stain with a chair so that nobody notices your mess. What is the likelihood that you would feel that the way you acted was pathetic?


	While discussing a heated subject with friends, you suddenly realize you are shouting though nobody seems to notice. What is the likelihood that you would try to act more considerately toward your friends?


	You lie to people but they never find out about it. What is the likelihood that you would feel terrible about the lies you told?






6.3 QCAE

Reniers, R. L., R. Corcoran, R. Drake, N. M. Shryane, and B. A. Völlm (2011): “The QCAE: A questionnaire of cognitive and affective empathy”, Journal of Personality Assessment


 


	I sometimes find it difficult to see things from the ‘other guy’s’ point of view


	I am usually objective when I watch a film or play, and I don’t often get completely caught up in it.


	I try to look at everybody’s side of a disagreement before I make a decision.


	I sometimes try to understand my friends better by imagining how things look from their perspective.


	When I am upset at someone, I usually try to ‘put myself in his shoes’ for a while.


	Before criticising somebody, I try to imagine how I would feel if I was in their place.


	I often get emotionally involved with my friends’ problems.


	I am inclined to get nervous when others around me seem to be nervous.


	People I am with have a strong influence on my mood


	It affects me very much when one of my friends seems upset.


	I often get deeply involved with the feelings of a character in a film, play or novel.


	I get very upset when I see someone cry.


	I am happy when I am with a cheerful group and sad when the others are glum


	It worries me when others are worrying and panicky.


	I can easily tell if someone else wants to enter a conversation


	I can pick up quickly if someone says one thing but means another.


	It is hard for me to see why some things upset people so much.


	I find it easy to put myself in somebody else’s shoes.


	I am good at predicting how someone will feel


	I am quick to spot when someone in a group is feeling awkward or uncomfortable.


	Other people tell me I am good at understanding how they are feeling and what they are thinking.


	I can easily tell if someone else is interested or bored with what I am saying.


	Friends talk to me about their problems as they say that I am very understanding.


	I can sense if I am intruding, even if the other person does not tell me.


	I can easily work out what another person might want to talk about.


	I can tell if someone is masking their true emotion.


	I am good at predicting what someone will do.


	I can usually appreciate the other person’s viewpoint, even if I do not agree with it.


	I usually stay emotionally detached when watching a film.


	I always try to consider the other fellow’s feelings before I do something.


	Before I do something I try to consider how my friends will react to it.






6.4 Ethic position

Forsyth, D. R. (1980): “A taxonomy of ethical ideologies,” Journal of Personality and Social psychology


 

Please indicate if you agree or disagree with the following items. Each represents a commonly held opinion and there are no rights or wrong answers. We are interested in your reaction to such matters of opinion. Rate your reaction to each statement by writing a number to the left of each statement where:

1 = Completely disagree

2 = Largely disagree

3 = Moderately disagree

4 = Slightly disagree

5 = Neither agree nor disagree

6 = Slightly agree

7 = Moderately agree

8 = Largely agree

9 = Completely agree

 


	People should make certain that their actions never intentionally harm another even to a small degree.


	Risks to another should never be tolerated, irrespective of how small the risks might be.


	The existence of potential harm to others is always wrong, irrespective of the benefits to be gained.


	One should never psychologically or physically harm another person.


	One should not perform an action which might in any way threaten the dignity and welfare of another individual.


	If an action could harm an innocent other, then it should not be done.


	Deciding whether or not to perform an act by balancing the positive consequences of the act against the negative consequences of the act is immoral.


	The dignity and welfare of the people should be the most important concern in any society.


	It is never necessary to sacrifice the welfare of others.


	Moral behaviors are actions that closely match ideals of the most “perfect” action.


	There are no ethical principles that are so important that they should be a part of any code of ethics.


	What is ethical varies from one situation and society to another.


	Moral standards should be seen as being individualistic; what one person considers to be moral may be judged to be immoral by another person.


	Different types of morality cannot be compared as to “rightness.”


	Questions of what is ethical for everyone can never be resolved since what is moral or immoral is up to the individual.


	Moral standards are simply personal rules that indicate how a person should behave, and are not being applied in making judgments of others.


	Ethical considerations in interpersonal relations are so complex that individuals should be allowed to formulate their own individual codes.


	Rigidly codifying an ethical position that prevents certain types of actions could stand in the way of better human relations and adjustment.


	No rule concerning lying can be formulated; whether a lie is permissible or not permissible totally depends upon the situation.


	Whether a lie is judged to be moral or immoral depends upon the circumstances surrounding the action.






6.5 Integrity scale

Schlenker, B. R. (2008): “Integrity and character: Implications of principled and expedient ethical ideologies,” Journal of Social and Clinical Psychology


 

Respondents are asked to read each of the statements and indicate the extent of their agreement or disagreement where 1 = strongly disagree, 2 = disagree, 3 = neither disagree nor agree, 4 = agree, and 5 = strongly agree. Items marked (R) are reverse scored. Item loadings are standardized regression coefficients from a single-factor solution from a principle factor analysis (N = 1341); items were reverse scored (R) prior to analysis.

 


	It is foolish to tell the truth when big profits can be made by lying. (R)


	No matter how much money one makes, life is unsatisfactory without a strong sense of duty and character.


	Regardless of concerns about principles, in today’s world you have to be practical, adapt to opportunities, and do what is most advantageous for you. (R)


	Being inflexible and refusing to compromise are good if it means standing up for what is right.


	The reason it is important to tell the truth is because of what others will do to you if you don’t, not because of any issue of right and wrong. (R)


	The true test of character is a willingness to stand by one’s principles, no matter what price one has to pay.


	There are no principles worth dying for. (R)


	It is important to me to feel that I have not compromised my principles.


	If one believes something is right, one must stand by it, even if it means losing friends or missing out on profitable opportunities.


	Compromising one’s principles is always wrong, regardless of the circumstances or the amount that can be personally gained.


	Universal ethical principles exist and should be applied under all circumstances, with no exceptions.


	Lying is sometimes necessary to accomplish important, worthwhile goals. (R)


	Integrity is more important than financial gain.


	It is important to fulfill one’s obligations at all times, even when nobody will know if one doesn’t.


	If done for the right reasons, even lying or cheating are ok. (R)


	Some actions are wrong no matter what the consequences or justification.


	One’s principles should not be compromised regardless of the possible gain.


	Some transgressions are wrong and cannot be legitimately justified or defended regardless of how much one tries.






6.6 Moralization

Lovett, B. J., A. H. Jordan, and S. S. Wiltermuth (2012): “Individual differences in the moralization of everyday life,” Ethics & Behavior


 

Below you’ll be presented with a variety of situations and be asked to say whether certain behaviors in those situations would be morally wrong. Please use the following scale from 1 to 7, to indicate the degree to which you judge the behavior to be wrong (if at all). (1= not wrong at all; has nothing to do with morality. 7= Very wrong; an extremely immoral action)

 


	Noah is at an ATM outside a bank, and the machine dispenses $60 more than he requested. He keeps the money rather than taking it into the bank and explaining the situation to a bank clerk.


	John is in a class where the students are asked to grade their own exams as the professor reads off the correct answers. John reports his test score as being much higher than it really was.


	Elizabeth fakes an injury after an automobile accident in order to collect on insurance.


	Josh, an older looking 50-year-old, lies about his age in order to get senior discounts.


	After her movie is over, Makayla sneaks into another film at the movie theater.


	Ava parks in a “handicapped” zone even though she is not handicapped.


	Joseph starts smoking a cigarette in a non-smoking section of a restaurant.


	Kylie goes into a college dorm community bathroom and uses a random toothbrush (belonging to someone else) that is lying around. She puts the toothbrush back and leaves.


	Charles tells a co-worker that he will help with a big presentation to the company’s clients. Charles doesn’t do his part of the work, and the presentation consequently goes poorly.


	Kim has sex with another man while her boyfriend is out of town for the weekend.


	Julia’s clothes are all dirty, but she has just finished a hard day’s work, so she doesn’t feel like moving. Instead of doing laundry, she watches TV lying around in her dirty clothes.


	Samuel is going to bed and sets his alarm for 11:00 am rather than 7:00 am, even though he has lots to do the next day.


	Maya is leaving town for two weeks, and, instead of packing things a few days in advance, she does all of her packing at the very last minute.


	Alejandro is purchasing a car. Without doing any research on prices, features, and reliability, he simply goes to the closest dealer he can find and takes the first car that they offer him.


	Nathan takes the elevator up one floor rather than taking the stairs.


	Evelyn, is taking a casual walk around the block on a snowy day, and she notices a driver whose car is stuck in the snow. She keeps walking rather than stopping to see if she can help.


	Cody cleans out his closet and finds several pieces of clothing he no longer wears. He can dispose of them or drive five miles to the Salvation army and drop them in their drop-off box. He throws away the clothes.


	Blake is walking home and passes a woman he barely knows. The woman is carrying three large bags of groceries with some difficulty. Blake continues walking toward his home without helping the woman.


	Alexis, a 16-year-old, does not offer her seat on the bus to a disabled old woman.


	Allison almost trips over a huge rock on the sidewalk, but continues walking without moving the rock out of the way for the sake of other pedestrians.


	William, a 40-year-old man, has consensual sex with an 18-year-old woman.


	Isabella made an abstinence-until-marriage vow when she was 16, but now she’s 18 and in college, and she has sex with a boyfriend with whom she’s in love.


	Jason gets a large tattoo that covers most of his neck and part of his face.


	Erica drinks 10 beers at a sorority party. She ends up vomiting several times.


	Devin is at a party and is offered the opportunity to smoke marijuana. He smokes it out of curiosity.


	Natalie and her brother, 13 and 14 years old, like to kiss each other on the mouth. When nobody is around, she and he find a secret hiding place, and Natalie kisses him passionately.


	After having a bowel movement in the bathroom, Grace does not wash her hands before cooking dinner for herself.


	Luke wears the same pair of jeans for three weeks without washing them.


	Marissa is out to dinner with some friends and has some gas pains in her stomach. She decides to release gas, even though she knows it will make an awful smell.


	Gabriel’s work schedule has been allowing him very little sleep. He fails to shower for the fourth day in the row.






6.7 Lying - DiceRoll

Fischbacher, U. and Föllmi-Heusi, F (2013). Lies in disguise - anexperimental study on cheating. Journal of the European Economic Association

 

The instructions were presented on screen. They were originally in German.

 

Baseline treatment

Screen 1:

For the following questionnaire you will receive a small additional payoff. However, this payoff is not the same for every participant. You determine your own payoff by throwing your die twice as soon as you are asked to.

Your first throw decides on how much you receive. You can see the exact payoff from the following chart. It will remain on the screen until you have entered your throw.

The second throw only serves to make sure that the die is working properly. You may of course throw the die more than twice. However, only the first throw counts.

If you have any question, please raise your hand. If you are ready, please press OK

[Table containing number thrown and payoff as shown in Figure A.1.]

 

Screen 2:

Please throw the die now.

Please keep in mind the first number you have thrown.

If you have thrown the die, please press OK.

[Table containing number thrown and payoff as shown in Figure A.1.]

 

Screen 3: Report of number and payoff as shown in Figure A.1.

 

Belief Treatment

Screen 1:

On the following screen, you will see the instruction for an experiment where 153 participants had taken part. You will not take part in this experiment. Instead, we want you to guess the behavior of these 153 participants. If your guess is accurate you can earn an additional payoff of up to 5 Swiss Francs.

Screens 2-4:

Screens 1-3 of the baseline treatment headed with the text “The other participants saw the following screen.”

Screen 5: Report of guess as shown in Figure A.2.



6.8 Lying - White lies

Erat, S. and Gneezy, U. (2012), White lies. Management Science


 

A. Instructions for Player 1 (Sender)

 

Welcome to our short experiment. Please read these instructions carefully. You may earn a considerable sum of money, depending on the decisions you make in the experiment. We will randomly choose 1 participant out of 20 and pay this person next week. The rest of the instructions describe what the procedure will be should you be chosen.

You will be matched randomly with another participant in this experiment. Neither of you will know the identity of the other.

Before starting this experiment, we have rolled a 6-sided die, and obtained the outcome 2. The other participant will not be informed that the outcome of the die roll was 2. However, he or she will be told that you have been informed the outcome of the die roll.

We now ask you to send a message to the other participant. The message will correspond to a number from 1 to 6. There are six possible messages:

 

Message 1: “The outcome from the roll of the 6-sided die is 1.”

Message 2: “The outcome from the roll of the 6-sided die is 2.”

Message 3: “The outcome from the roll of the 6-sided die is 3.”

Message 4: “The outcome from the roll of the 6-sided die is 4.”

Message 5: “The outcome from the roll of the 6-sided die is 5.”

Message 6: “The outcome from the roll of the 6-sided die is 6.”

 

Your message will be shown to the other participant, and then he or she will be asked to choose a number between 1 and 6.

The choice of the number by the other participant will determine the payments in the experiment.


	If he or she chooses the actual outcome of the roll of the dice, 2, then you will receive $20 and he or she will receive $20.


	If he or she chooses a number different than the actual outcome, you will receive a $X and he or she will receive $Y.




 

Finally, only you will be informed of the particular monetary value connected to each message. The other participant will not be informed of these monetary values. However, he or she will be told that you have been informed of the monetary value connected to each message. The message I will send is "The outcome from the roll of the 6-sided die is ___."

 




	Treatment
	X
	Y





	T[-1;10]
	19
	30



	T[1;10]
	21
	30



	T[10;10]
	30
	30



	T[1;-5]
	21
	15



	T[10;0]
	30
	20





 

Instructions for Player 2 (Receiver)

 

Welcome to our short experiment. Please read these instructions carefully. You may earn a considerable sum of money, depending on the decisions you make in the experiment.

You will be matched randomly with another participant in this experiment. Neither of you will know the identity of the other.

Before starting this experiment, we have rolled a 6-sided die, and told the outcome of it to the other participant, but we are not going to tell it to you.

After being informed of the roll of the die, the other participant has sent a message to you. The message corresponds to a number from 1 to 6. There are six possible messages:

Message 1: “The outcome from the roll of the die is 1.”

Message 2: “The outcome from the roll of the die is 2.”

Message 3: “The outcome from the roll of the die is 3.”

Message 4: “The outcome from the roll of the die is 4.”

Message 5: “The outcome from the roll of the die is 5.”

Message 6: “The outcome from the roll of the die is 6.”

The message the other participant sent is as follows:

Message: "The outcome from the roll of the 6-sided die is ___."

Now we ask you to choose a number between 1 and 6. The message you received is the only information you will have regarding the roll of the die. Your choice of a number will determine the payments in the experiment according to two different options (option A and option B), known only to the other participant.

If you will choose the same number as the number that came up in the roll of the die, both of you will be paid according to option A. If you will choose a number different than the actual number, you will both be paid according to option B.

Do you have any questions?

The number I choose is ___.

 

B. Instructions for Player 1 (Sender)

 

Welcome to our short experiment. Please read these instructions carefully. You may earn a considerable sum of money, depending on the decisions you make in the experiment. We will randomly choose 1 participant out of 20 and pay this person next week. The rest of the instructions describe what the procedure will be should you be chosen.

You will be matched randomly with another participant in this experiment. Neither of you will know the identity of the other.

Before starting this experiment, we have rolled a 6-sided die, and obtained the outcome 2. The other participant will not be informed that the outcome of the die roll was 2. However, he or she will be told that you have been informed the outcome of the die roll.

For each of the payment possibilities, we now ask you to send a message to the other participant. The message will correspond to a number from 1 to 6. There are six possible messages:

Message 1: “The outcome from the roll of the 6-sided die is 1.”

Message 2: “The outcome from the roll of the 6-sided die is 2.”

Message 3: “The outcome from the roll of the 6-sided die is 3.”

Message 4: “The outcome from the roll of the 6-sided die is 4.”

Message 5: “The outcome from the roll of the 6-sided die is 5.”

Message 6: “The outcome from the roll of the 6-sided die is 6.”

Your message will be shown to the other participant, and then he or she will be asked to choose a number between 1 and 6.

The choice of the number by the other participant will determine the payments in the experiment.

 

Payment possibility #1


	If he or she chooses the actual outcome of the roll of the dice, 2, then you will receive $20 and he or she will receive $20.


	If he or she chooses a number different than the actual outcome, you will receive $19 and he or she will receive $30.




The message I will send in this payment option is:

"The outcome from the roll of the 6-sided die is ___."

(Please fill in a number from 1 to 6.)

 

Payment possibility #2


	If he or she chooses the actual outcome of the roll of the dice, 2, then you will receive $20 and he or she will receive $20.


	If he or she chooses a number different than the actual outcome, you will receive $30 and he or she will receive $30




The message I will send in this payment option is

"The outcome from the roll of the 6-sided die is ___."

(Please fill in a number from 1 to 6.)

 

Payment possibility #3


	If he or she chooses the actual outcome of the roll of the dice, two, then you will receive $20 and he or she will receive $20.


	If he or she chooses a number different than the actual outcome, you will receive $21 and he or she will receive $30.




The message I will send in this payment option is

"The outcome from the roll of the 6-sided die is ___."

(Please fill in a number from 1 to 6.)

 

Payment possibility #4


	If he or she chooses the actual outcome of the roll of the dice, 2, then you will receive $20 and he or she will receive $20.


	If he or she chooses a number different than the actual outcome, you will receive a $21 and he or she will receive $15.




The message I will send in this payment option is

"The outcome from the roll of the 6-sided die is ___."

(Please fill in a number from 1 to 6.)



6.9 Big 5

John, O. P. and Srivastava, S. (1999). The Big-Five trait taxonomy: History, measurement, and theoretical perspectives. In L. A. Pervin and O. P. John (Eds.), Handbook of personality: Theoryand research. New York: Guilford Press

 

The Big Five Inventory (BFI)

 

Here are a number of characteristics that may or may not apply to you. For example, do you agree that you are someone who likes to spend time with others? Please write a number next to each statement to indicate the extent to which you agree or disagree with that statement.

 


Disagree    Disagree   Neither agree   Agree   Agree

  strongly     a little       not disagree     a little   Strongly

    1                 2                   3                   4           5    

 

I see Myself as Someone Who…

___ 1. Is talkative

___ 2. Tends to find fault with others

___ 3. Does a thorough job

___ 4. Is depressed, blue

___ 5. Is original, comes up with new ideas

___ 6. Is reserved

___ 7. Is helpful and unselfish with others

___ 8. Can be somewhat careless

___ 9. Is relaxed, handles stress well

___ 10. Is curious about many different things

___ 11. Is full of energy

___ 12. Starts quarrels with others

___ 13. Is a reliable worker

___ 14. Can be tense

___ 15. Is ingenious, a deep thinker

___ 16. Generates a lot of enthusiasm

___ 17. Has a forgiving nature

___ 18. Tends to be disorganized

___ 19. Worries a lot

___ 20. Has an active imagination

___ 21. Tends to be quiet

___ 22. Is generally trusting

___ 23. Tends to be lazy

___ 24. Is emotionally stable, not easily upset

___ 25. Is inventive

___ 26. Has an assertive personality

___ 27. Can be cold and aloof

___ 28. Perseveres until the task is finished

___ 29. Can be moody

___ 30. Values artistic, aesthetic experiences

___ 31. Is sometimes shy, inhibited

___ 32. Is considerate and kind to almost everyone

___ 33. Does things efficiently

___ 34. Remains calm in tense situations

___ 35. Prefers work that is routine

___ 36. Is outgoing, sociable

___ 37. Is sometimes rude to others

___ 38. Makes plans and follows through with them

___ 39. Gets nervous easily

___ 40. Likes to reflect, play with ideas

___ 41. Has few artistic interests

___ 42. Likes to cooperate with others

___ 43. Is easily distracted

___ 44. Is sophisticated in art, music, or literature
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