















































































































































E Instructions projected on screen

After subjects go through the instructions on the computer screen, the session
supervisor gives a more graphical presentation of the instructions. Screenshots
are presented below, and should be read from left to right within each row,

starting from the top.

Three subjects are randomly selected to be in the role of Recipients

) There are 7 rounds. In the beginning of each
throughout the experiment.

[ round, each Recipient starts with an empty
y basket.

Each Recipient individually answers quiz
questions. By answering questions correctly,
a Recipient can earn fictitious “objects” for
his or her personal basket.

LI TV (

1 ¢
The cash redemption value of any single basket is zero.
T~ T~ -~ -T - T - T~ -~ T Cash redemption value is generated when baskets of
’\ ’\ ’\ [\ [\ [\ ’\ ’\ ’\ [\ different Recipients are combined at the end of each
Round.

For example, one Recipient may have earned a left
shoe and a wheel-less bike frame. Another Recipient
may have earned a right shoe. Another Recipient may
have earned two bike wheels.

The other subjects will be in the role of Decision Makers throughout the
experiment.

- Given the nature of the objects earned, baskets are not worth anything on their own.
At the end of each round, after Recipients have earned ) ) .

. P L They can only have cash redemption value when combined with other basket(s).
objects for their individual baskets, each Decision
Maker is given the opportunity to decide how to divide
the cash redemption value among the Recipients when
all three baskets are combined.
= %0
Decision Makers get $1 for each round they choose to
participate in.

So Decision Makers don’t have to compute the value of
different basket combinations, the computer does this for
you, saying how much different combinations of the
Recipients’ baskets would be worth.

$0

We request that you combine all three baskets, since this
generates the most money. However, you can decide how
to divide the money between the Recipients as you see fit.

$0

There are 7 rounds, so each Decision Maker makes seven
decisions.

Two important points.

$25

All identities remain anonymous. In fact, the DM only sees an alias for
the Recipients’ names (which can be either Recipient 1, 2, or 3). This
alias is randomly determined in each round. So the subject who appears
as Recipient 1 in a round is equally likely be given the alias of Recipient
$15 1, 2 or 3 in the next round. The Decision Makers’ identities are hidden
too.

To determine everyone’s payoffs from the experiment, we:

1) Randomly pick one of the seven rounds.

2) Randomly pick one of the Decision Makers who participated in that
round.

3) Give the three Recipients the payoffs the chosen Decision Maker
selected for the Recipients, plus the show-up fee.

4) Give all the Decision Makers $1 for each round they participated in

$45 by selecting payoffs for the Recipients, plus the show-up fee.
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