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Appendix 1: Instructions 

General Instruction 

You are about to participate in an economic experiment on multi-person interactive 

decisions. The study is funded by the NSC and Academia Sinica.  

Basic experimental rules 

1. Please read these instructions completely and carefully. Keep quiet during the 

experiment and do not contact fellow subjects under any circumstances. Any 

question shall be raised to the experimenters individually. 

2. The experiment is anonymous and you will get an ID card before the start. 

3. Please do not do anything on the PC that is irrelevant to the experiment.  

4. You will be paid off anonymously after the experiment ends, in exchange for the 

ID card you hold. 

5. Please return all instructions you have received at the end of the experiment. 

6. To help us collect reliable data, please do not talk about this experiment in the 

next two weeks with those who have not participated. Thank you for your 

cooperation. 

Generic decision rules 

There are 14 subjects who participate in this session. Each session contains several 

separate 2-person games of length from 5 to 25 rounds. Below is a demo window for 

what you will see on the PC in the experiment. (Correct payoffs numbers will be 

given during the experiment.) 

In each round, when the decision bars become highlighted, you can start to make a 

decision between A and B. An example is shown in these printed instructions to tell 

you how to find out what you and your counterpart will receive as a consequence of 
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your decisions. 

At the end, you will be paid off the sum of the payoffs you get in each round, plus a 

50NT show-up fee. For experimental purposes, in some of the games you will not be 

informed immediately of the action of the other person and thus of your own payoff 

there. On the upper right of the window, you will see your account balance for all the 

other games/rounds played, including the 50 NT show-up fee. At the end, your final 

balance will be updated, with all the payoff and action information previously 

withheld. 

Note that the computer rematches the participants into pairs after each round. The 

matching procedure changes during the session. You will be informed about the 

details in special written instructions accordingly. Wait for the experimenter’s further 

instruction. 

During the session, you will find the following information on the right of the 

window: (1) Your own choices so far; (2) Your counterpart’s choices; (3) Your own 

payoffs in the previous rounds; (4) Other information and instructions. For some part 

of the experiment, you will not get information about (2) and (3) right away, but you 

will find “?” instead. This information will be given at the end of the session. 

 

Special Instructions 

Random Matching: 5 rounds no feedback (Game 1 and 3) 

In this part, there will be five rounds. At the beginning of each round, subjects will 

be randomly paired to play the game you will find on the window. This means that 

you have the same chance to meet any of the other 13 subjects in each round, 

independent of what has happened so far. For experimental purposes, you will be 

informed neither of your counterpart’s action nor of your own payoff, at this time. 

You will receive the relevant information at the end of the session and your total final 
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payoff will be updated accordingly. 

Random Matching: 25 rounds (Game 2) 

In this part, there will be 25 rounds. At the beginning of each round, subjects will 

be randomly paired to play the game you will find on the window. This means that 

you have the same chance to meet any of the other 13 subjects in each round, 

independent of what has happened so far. 

One-round Correlated Matching (Game 2) 

In this part, there will be 25 rounds. At the beginning of the first round, subjects 

will be randomly paired to play the game you will find on the window. For the other 

rounds, the matching procedure has the following form. All subjects who have made 

the same decision in the previous round will be randomly paired with one another. 

Only in case of odd numbers will there be one pair in which the subjects have made 

different decisions in the previous round. 

Weighted-history Correlated Matching (Game 2) 

In this part, there will be 25 rounds. At the beginning of the first round, subjects 

will be randomly paired to play the game you will find on the window. For the other 

rounds, the matching procedure takes into account what the subjects have done in the 

previous five rounds in the following form. 
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Step 1: Calculation of the sorting score (T) 

At each round, if your choice in the 

previous round is B you will get a score 

T1=5. If B is your choice in the 2nd previous 

round, you get a score T2=3. If B is your 

choice in the 3rd previous round, you get a 

score T3=2. If B is your choice in the 4th 

previous round, you get a score T4=1. If B 

is your choice in the 5th previous round, you 

get a score T5=1. Otherwise, i.e. if your choice is A in the n-th previous round, your 

score is Tn=0. The total sorting score T = T1+T2+T3+T4+T5. For the very first 5 

rounds of this part, T is calculated with the previous rounds actions only. By 

definition, then, all subjects start this part with the same T=0. 

For illustration, assume that somebody’s choices in round 1-6 are ABBAABA. 

For example, in round 7, T=5 is calculated in the following way. Since A is the choice 

in the previous round (round 6), T1=0. B in the 2nd previous one (round 5), T2=3. Etc. 

Step 2: Matching according to the sorting scores 

At the beginning of each round, all subjects will be ranked according to their 

ranking scores T and be paired with their neighbors, subsequently from top to bottom. 

Subjects with the same ranking score T will be ranked randomly among themselves. 

For example, if there were four subjects a, b, c and d in the experiment (in reality 14) 

with the ranking scores 5, 5, 0 and 8 accordingly, then they would be ranked either as 

{d,a,b,c} or {d,b,a,c} with equal chance. Then, we would end up with the matching 

result of either {(d plays with a), (b with c)} or {(d with b), (a with c)} with equal 

chance accordingly. 

Note that this matching procedure ignores the actions earlier than five rounds ago. 

Rd Last 5 decisions T= T1 + T2 + T3 + T4+ T5

1 none 0 

2 A 0 = 0 

3 BA 5 + 0 = 5 

4 BBA 5 + 3 +0 = 8 

5 ABBA 0 + 3 + 2 +0 = 5 

6 BABBA 5 + 0 + 2 + 1 + 0 = 8 

7 ABABB 0 + 3 + 0 + 1 + 1 =5 
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Also you can at any time find out in the window on the right side of your monitor 

about your own previous choices, your previous counterpart’s choices, your payoffs, 

your account balance, and your current ranking score T. 

Test 
1. If subject a’s choices in the first 4 rounds are ABBA, then a’s ranking score in the 

5th round is: (1) 0, (2) 1, (3) 3, (4) 5. 

2. If a’s choices from round 3 to round 7 are ABABB, then his ranking score in the 

8th round is: (1) 0, (2) 1, (3) 5, (4) 9. 

3. If six subjects a, b, c, d, e, f participate in the experiment and, at some round, have 

the ranking scores of 8, 12, 10, 12, 5, 0, then a can be potentially matched with: (1) 

only b, (2) only c, (3) b or c, (4) b or d. 

4. If six subjects a, b, c, d, e, f participate in the experiment and, at some round, have 

the ranking scores of 8, 12, 10, 10, 5, 0, then a can be potentially matched with: (1) 

only b, (2) only c, (3) c or d, (4) b or d. 

Answers: 1. (3); 2. (4); 3. (2); 4. (3).
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Appendix 2: Histograms of switches for players 

Average switches distribution in round 1~24 
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Histogram of switch in RM
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Histogram of switch in WH
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