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Appendix D: Subgame perfect equilibria of the repeated 

game 

In this appendix we provide proofs for Propositions 1 and 2. 

 

Proposition 1: If 𝐺(𝑇) is sufficiently long, efficient superstars with a rotating 

core position can be supported as part of a subgame perfect equilibrium until 

period 𝑇 − 𝑄, where 1 ≤ 𝑄 < 𝑇. 

 

Consider the strategy profile 𝛔!, where each player’s strategy 𝜎!! adheres to: 

 

(i) In each period, a star network is formed where the core position is 

rotated. In the first T-Q periods the core player invests the welfare 

maximizing level 𝑦  and in the final Q periods the core player 

invests the stage-game Nash level 𝑦. 

(ii) If some player 𝑖 deviates from (i) in period 𝑡, 𝑖 will be punished in 

periods 𝑡 + 1 to 𝑇 by the optimal punishment strategy. 

 

Denote the equilibrium path history in period 𝑡  by ℎ! 𝑡 . If in period 𝑡  a 

deviation from 𝛔! is observed, i.e. if ℎ 𝑡 ≠ ℎ!(𝑡), the player 𝑖 who deviated 

will be punished with the “optimal punishment strategy” along the lines of 

Benoit and Krishna (1985). To ensure that 𝛔! is a subgame perfect equilibrium, 

it must hold that 𝛔||! !  is a Nash equilibrium itself for any 𝐺(𝑇 − 𝐾) after 

every possible ℎ 𝐾 ≠ ℎ!(𝐾), at any 𝐾 < 𝑇. Denote the average payoff for the 

punished player 𝑖  from the optimal punishment strategy in K periods of 

punishment by 𝑤!(𝐾)/𝐾 , where 𝑤! 𝐾  is the total payoff of the punished 
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player in these 𝐾 periods. Benoit and Krishna (1985) show that this payoff is 

bounded by:  

(D.1)    𝑣! ≤ 𝑤! 𝐾 𝐾 ≤ 𝑤! 1 , 

where 𝑣! is 𝑖’s minmax payoff and 𝑤!(1) her worst possible payoff in a stage-

game equilibrium.  

 

As 𝛔||! !  after ℎ 𝑡 ≠ ℎ!(𝑡) must be a Nash equilibrium by construction, we 

complete the proof by showing that no player would like to deviate on the 

subgame perfect equilibrium outcome path, i.e. after observing ℎ 𝑡 = ℎ!(𝑡) in 

any period 𝑡 ≤ 𝑇. Following Proposition 3.1 in Benoit and Krishna (1985), an 

outcome path is a subgame perfect equilibrium outcome path if and only if for 

all 𝑖 and all 𝑡 < 𝑇, 

(D.2)   𝛱! 𝑏! 𝑠! , 𝑠!!! + 𝑤! 𝑇 − 𝑡 ≤ 𝛱! 𝑠!!
!!! , 

where 𝛱! 𝑏! 𝑠! , 𝑠!!!  denotes the stage-game payoff of best-responding to the 

stage-game strategies in period 𝑡 by the other players, 𝑤! 𝑇 − 𝑡  denotes the 

total punishment payoffs of 𝑖  across the remaining 𝑇 − 𝑡  periods and 

𝛱! 𝑠!!
!!!  denotes the sum of payoffs in the remaining 𝑇 − 𝑡 + 1 periods if 𝑖 

stays on the equilibrium outcome path.  

First, note that on the equilibrium outcome path, the final 𝑄 periods 

consist of repeated play of a stage-game equilibrium. Hence, (D.2) will always 

hold for the final 𝑄 periods. For the first 𝑇 − 𝑄 periods, periphery players are 

also playing a best-response, and it is easily verified that (D.2) will also hold 

for any periphery player 𝑗 ≠ 𝑖 in any period 𝑡 ≤ 𝑇 − 𝑄.  

Let 𝜋!! and 𝜋!! denote the stage-game payoff of being, respectively, in 

the core or the periphery of the superstar where the core invests in 𝑦. Likewise, 
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we write 𝜋!! and 𝜋!! for the payoff of being, respectively, in the core or the 

periphery of the Nash star where the core invests in 𝑦. Note that for a core 

player ℓ in a superstar 𝛱ℓ 𝑏ℓ 𝑠! , 𝑠!ℓ! = 𝜋!!. Then, (D.2) is also satisfied for a 

core player ℓ if: 

(D.3)   𝜋!! + 𝑤ℓ 𝑇 − 𝑡 ≤ 𝑡!!𝜋!! + 𝑡!!𝜋!! + 𝑡!!𝜋!! + 𝑡!!𝜋!!, 

where 𝑡!!  and 𝑡!!  denote the number of remaining turns in the core and the 

periphery respectively of the superstar and 𝑡!! and 𝑡!! the remaining number of 

turns in the core and periphery of the Nash star respectively. Note that 

𝑡!! + 𝑡!! = 𝑇 − 𝑄 − 𝑡 + 1  and 𝑡!! + 𝑡!! = 𝑄 . Note that if (D.3) holds at 

𝑡 = 𝑇 − 𝑄, it will also hold for any 𝑡 < 𝑇 − 𝑄. For 𝑡 = 𝑇 − 𝑄, (D.3) simplifies 

to: 

(D.4)  𝜋!! + 𝑄
!ℓ !
!

≤ 𝜋!! + 𝑡!!𝜋!! + 𝑡!!𝜋!!. 

There are two relevant cases for which (D.4) must be checked, 𝜋!! < 𝜋!! or 

𝜋!! > 𝜋!!. Consider first the former. This holds as long as 𝑏 < (𝑐𝑦 − 𝑘)/(𝑛 −

1), i.e. when status rents are sufficiently low. In this case 𝑣ℓ ≤ 𝑤ℓ 𝑄 𝑄 ≤

𝑤ℓ 1 = 𝜋!!.1 A sufficient condition for (D.4) to hold is: 

(D.5)  𝜋!! + 𝑄𝜋!! ≤ 𝜋!! + (𝑄 − 𝑡!!)𝜋!! + 𝑡!!𝜋!!. 

Rewriting (D.5) yields: 

(D.6)  𝑡!! ≥
!!
!!!!

!

!!
!!!!

!, 

                                                
1 Note that if 𝑏 = 0 all inequalities are binding as 𝑣! = 𝜋!! in this case. 
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which provides a sufficient condition on how often ℓ should be in the periphery 

of a Nash star in the final 𝑄 periods to adhere to 𝛔!. For our parameters in the 

treatments without status rents, this condition implies 

𝑡!! ≥ 42 − −24 82 − 42 = 66/40 , hence 𝛔!  is a subgame perfect 

Nash equilibrium for any 𝑄 ≥ 3. 

Now consider the case where 𝜋!! > 𝜋!!, i.e. where 𝑏 > (𝑐𝑦 − 𝑘)/(𝑛 − 1). This 

condition holds in all our treatments with status rents. In this case 𝑣ℓ ≤

𝑤ℓ 𝑄 𝑄 ≤ 𝑤ℓ 1 = 𝜋!!. Hence, a sufficient condition for (D.4) to hold is: 

(D.7)  𝜋!! + 𝑄𝜋!! ≤ 𝜋!! + 𝑡!!𝜋!! + 𝑄 − 𝑡!! 𝜋!!. 

Rewriting (D.7) yields: 

(D.8)  𝑡!! ≥
!!
!!!!

!

!!
!!!!

!, 

which in this case gives a sufficient condition on the number of turns in the core 

position in the final 𝑄 periods. Q.E.D. 

 

Computing (D.8) gives 𝑡!! ≥ 33/13  for n4b22, 𝑡!! ≥ 33/79  for n4b66, 

𝑡!! ≥ 11/19 for n8b22 and 𝑡!! ≥ 33/211, which implies that 𝛔! is a subgame 

perfect Nash equilibrium for 𝑄 ≥ 12, 𝑄 ≥ 4, 𝑄 ≥ 8 and 𝑄 ≥ 8 for the four 

treatments respectively.  

  

Repeated game equilibria with lower joint payoffs than repeated play of a stage 

game Nash equilibrium can also be constructed. Below, we provide an 

example.  
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Example 1.  

Consider the strategy profile 𝛔!, where each player’s strategy 𝜎!! adheres to: 

 

(i) In each period of the first 𝑇 − 𝑄  periods, an empty network is 

formed where no player invests in the public good. In the final Q 

periods, a Nash star network is formed where the core position is 

rotated. 

(ii) If some player 𝑖 deviates from (i) in period 𝑡, 𝑖 will be punished in 

periods 𝑡 + 1 to 𝑇 by the optimal punishment strategy. 

 

Note that the per-period payoffs on the subgame perfect equilibrium path are 

zero in the first 𝑄 periods, and hence the joint payoffs must be strictly lower 

than with repeated play of the Nash star. Also note that the final 𝑄 periods 

consist of repeated play of a stage-game equilibrium. Hence, condition (D.2) 

must hold in the final 𝑄 periods. In the first 𝑇 − 𝑄 periods, the best response to 

the stage-game strategies of all other players is to invest in 𝑦 units and form no 

links, i.e. 𝛱! 𝑏! 𝑠! , 𝑠!!! = 𝑓 𝑦 − 𝑐𝑦 for all 𝑖 and 𝑡 ≤ 𝑇 − 𝑄. For simplicity, 

assume that 𝑄 is divisible by 𝑛, i.e. that 𝑄 consists of 𝑞 cycles of 𝑛 periods and 

𝑄 = 𝑛𝑞. Then, a sufficient condition for (D.2) to hold for every period 𝑡 and 

each player 𝑖 is: 

(D.9)   𝑓 𝑦 − 𝑐𝑦 + 𝑇 − 𝑡 𝑤! 1 ≤ 𝑞 𝜋!! + 𝑛 − 1 𝜋!! . 

Note that the LHS decreases in 𝑡 and it suffices to consider 𝑡 = 1. As 

𝑤! 1 ≥ 𝑓 𝑦 − 𝑐𝑦, a sufficient condition for (D.9) to hold is: 

(D.10)   𝑞 ≥ !!! !
!!
!! !!! !!

!, 
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which provides a condition on the minimum number of cycles of rotating the 

Nash star that is needed to support 𝛔!. As 𝑄 = 𝑛𝑞 < 𝑇 should hold as well, for 

𝛔! to be a subgame perfect equilibrium it should be that: 

(D.11)   !!! !
!!
!! !!! !!

! ≤ 𝑞 < !
!
, 

or: 

(D.12)   𝑛 < !!
!! !!! !!

!

!! !
= !!

!

!! !
+ 𝑛 − 1 !!

!

!! !
, 

which must be true as 𝜋!! ≥ 𝑤!(1)  and 𝜋!! ≥ 𝑤!(1) , and unless 𝜋!! = 𝜋!! 

holds, (D.12) will hold with strict inequality and a minimum number of cycles 

𝑞 exist that supports 𝛔! as a subgame perfect equilibrium. 

Superstars with the same core player in every period 

Given that in practice rotation schemes are rarely implemented, we now focus 

on equilibria where on the subgame perfect equilibrium outcome path players 

form the same links in all 𝑇 periods.  

 

Proposition 2: If no player ever changes their linking decisions on the 

equilibrium path, then status rents are necessary for the formation of superstars 

in a subgame perfect equilibrium. 

 

Proof. Note that to support superstars in this type of equilibrium, a star network 

should be formed in all periods, with the same player ℓ in the core. In the first 

𝑇 − 𝑄 periods, ℓ invests in 𝑥ℓ = 𝑦! > 𝑦 and in the final 𝑄 periods ℓ invests in 

𝑥ℓ = 𝑦. 

 

Consider the strategy profile 𝛔!, where each player’s strategy 𝜎!! adheres to: 
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(i) In each period, a star network is formed where player ℓ is in the 

core. In the first T-Q periods the core player ℓ invests 𝑥ℓ = 𝑦! > 𝑦 

and in the final Q periods 𝑖 invests the stage-game Nash level, i.e. 

𝑥ℓ = 𝑦. 

(ii) If some player 𝑖 deviates from (i) in period 𝑡, 𝑖 will be punished in 

periods 𝑡 + 1 to 𝑇 by the optimal punishment strategy. 

 

As in the proof of Proposition 1, any subgame following a history that deviates 

from the subgame perfect equilibrium outcome path is a Nash equilibrium by 

construction. On the subgame perfect equilibrium outcome path, any periphery 

player 𝑗 ≠ ℓ is playing a best response, and it can be easily verified that (D.2) 

holds for any periphery player 𝑗 ≠ ℓ in any period 𝑡. As the final 𝑄 periods 

consist of repeated play of a stage-game Nash equilibrium, the only possible 

profitable deviations come from core player ℓ in the first 𝑇 − 𝑄 periods. For 

core player ℓ in any period 𝑡 ≤ 𝑇 − 𝑄, condition (D.2) can be written as: 

(D.13)   𝜋!! + 𝑤ℓ 𝑇 − 𝑡 ≤ 𝑇 − 𝑄 − 𝑡 + 1 𝜋!! + 𝑄𝜋!! , 

First, consider the case without status rents. If 𝑏 = 0, then 𝑣ℓ = 𝑤ℓ 1 = 𝜋!! 

and from (D.1) it follows that 𝑤ℓ 𝑇 − 𝑡 = 𝑇 − 𝑡 𝜋!!. Inserting this in (D.13) 

shows that the condition will never hold as 𝜋!! > 𝜋!!. Hence, the proposed 

strategy profile 𝛔!  cannot be a subgame perfect Nash equilibrium without 

status rents. 

Next, consider the case with status rents. If status rents are sufficiently high, i.e. 

if 𝑏 > (𝑐𝑦 − 𝑘)/(𝑛 − 1) , it holds that 𝜋!! > 𝜋!! > 𝑣ℓ . From (D.2) it then 

follows that 𝑤ℓ 𝑇 − 𝑡 ≤ (𝑇 − 𝑡)𝜋!!. So if  



 8 

(D.14)   𝜋!! + (𝑇 − 𝑡)𝜋!! ≤ 𝑇 − 𝑄 − 𝑡 + 1 𝜋!! + 𝑄𝜋!! , 

holds, (D.13) will hold as well. Condition (D.14) can be rewritten as: 

(D.15)   𝑄 ≥ 1 − 𝑇 − 𝑡 !!
!!!!

!

!!
!!!!

!. 

Note that if status rents are sufficiently large, i.e. when 𝜋!! ≤ 𝜋!!, the RHS of 

(D.15) is increasing in 𝑡 and is suffices to consider 𝑡 = 𝑇 − 𝑄. Hence, when 

𝜋!! ≤ 𝜋!!, (D.15) holds as long as 

(D.16)   𝑄 ≥ !!
!!!!

!

!!
!!!!

!, 

holds. This shows that if status rents are sufficiently large, i.e. when 𝜋!! ≤ 𝜋!!, 

we obtain 𝑄 ≥ 1 and 𝛔! is a subgame perfect equilibrium for any 1 ≤ 𝑄 ≤ 𝑇.2 

Q.E.D. 

Computing (D.16) for our treatments and taking 𝑦! = 𝑦, we obtain 𝑄 ≥ 46 for 

n4b22 and 𝑄 ≥ 1 for n8b22, n4b66 and n8b66. We also note that (D.16) can be 

used to compute the maximal superstar investment 𝑦!  such that 𝛔!  is a 

subgame perfect equilibrium for 𝑄 = 1. This holds as long as 𝜋!! ≤ 𝜋!!. Table 

C.1. in Appendix C lists the payoffs in different star networks. In n4b22 

superstars until the penultimate period cannot be supported. In n8b22, 

superstars where 𝑦! ≤ 4 can be supported until the penultimate period, in 

n4b66 this is the case for 𝑦! ≤ 5 and in n8b66 for 𝑦! ≤ 10.  

 

                                                
2  The condition  𝜋!! ≤ 𝜋!!  can also be written as 

𝑏 ≥ 𝑐𝑦! − 𝑘 − 𝑓 𝑦! − 𝑓 𝑦 𝑛 − 1 . 
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Appendix E: Experimental instructions and test questions 

All text in red italics is treatment specific. Treatment specific text is denoted 

by: <n4> and <n8> for 𝑛 = 4 and 𝑛 = 8 respectively, <ENDO> and <EXO> 

for endogenous and exogenous networks respectively and <b0>, <b22> and 

<b66> for the respective level of status rents. All public good investments and 

links in examples and test questions are independently and randomly generated 

for each subject. 

 

Welcome! 

Welcome to this experiment on decision-making. During the experiment, you 

are not allowed to communicate with other participants. If you have any 

questions, please raise your hand. One of the experimenters will come to you to 

answer your question. 

 

During the experiment you can earn points. These points are worth money. 

How many points (and hence how much money) you earn depends on your own 

decisions, the decisions of others and chance. Your decisions are anonymous. 

They will not be linked to your name. 

 

Every 30 points are equivalent to 0.10 euro. 

 

At the end of the experiment the points that you earned will be converted to 

euros and the amount will be paid to you privately, in cash. 

 

Today's experiment consists of two parts. You will spend most time on the 

second part. The second part will be explained after you have finished the first 

part. Your decision in the first part has no influence on the proceedings of the 
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second part and your decisions in the second part do not affect the proceedings 

of the first part. 

 

Instructions first part 

You are now given 600 points. You must decide how many points you want to 

invest in a lottery. The points that you do not invest will be added your total 

earnings at the end of the experiments and paid out to you in cash. 

 

The lottery: You have a chance of 50% of losing the amount you invest and a 

50% chance of winning two and a half times the amount you invested. 

 

Whether you win or lose in the lottery is determined by chance. For this, you 

choose whether you want to play heads or tails. If the outcome of the lottery is 

the same as your choice, you win. The chance of heads or tails is equal: both 

occur with 50% probability. The outcome of the lottery will be announced to 

you at the end of the experiment. 

 

In summary, your earnings in the lottery are determined as follows. If you 

decide to invest X points in the lottery and you win the lottery, you earn the 

number of points that you did not invest in the lottery plus two and a half times 

the number of points that you did invest in the lottery. Thus, your earnings will 

then be: 

 

600 - X + 2.5 X. 

 

If you lose then you will only earn the points that you did not invest. Your 

earnings will then be: 
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600 - X. 

 

If you have any questions, please raise you hand and one of the experimenters 

will come to you to answer your question. If everything is clear, click below to 

make you decision for the lottery. 

 

 

 

 heads   tails 
 

Invest: points 
 

 

Instructions second part 

Please read the following instructions carefully. After reading the instructions 

we will ask you several questions to test whether you understand the 

experiment. The experiment will continue after you answered all questions 

correctly. While reading the instructions, you can browse back and forth 

between pages by using the menu on the top of your screen. 

 

Your total earnings consist of the points you earn in the first part of the 

experiment (the lottery) and the sum of all points that you earn in the second 

part of the experiment. At the beginning of the second part you will receive a 

starting capital of 2000 points. This will also be added to your earnings. 

 

As before, every 30 points are equivalent to 0.10 euro 
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The second part of the experiment consists of 75 rounds. You have now been 

randomly placed in a group of <n4> 4 <n8> 8 participants. The composition of 

this group will not change during the experiment. In this group you will be 

randomly assigned a role. This role will be indicated by a letter: <n4> "A", "B", 

"C" or "D" <n8> "A", "B", "C", "D", "E", "F", "G" or "H". The letters <n4> 

"A", "B", "C" and "D" <n8> "A", "B", "C", "D", "E", "F", "G" and "H" will 

thus refer to the same participant throughout the entire experiment.  

 

Everybody in your group has received the exact same instructions. However, it 

may be that people that are not in your group will participate in a different 

experiment. 

 

Costs and benefits 

Every round you can earn points by having ‘access’ to units of a good. The 

number of points that you earn depends on the number of units that you have 

access to. This is shown in the following table: 

Units 0 1 2 3 4 5 6 7 8 9 10 10+i 

Benefits 0 92 152 177 196 199 202 203 204 205 206 206+i 

 

The table shows for instance that you earn 152 points if you have access to 2 

units and that you earn 204 points if you have access to 8 units of the good. 

 

There are two ways to access units of the good.  

1. You buy units of the good yourself. 

2. You <ENDO> make <EXO> have a ‘link’ to another participant. In this 

case you have access to the units that the other participant has bought. 
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<b22 b66> In addition, you will earn points if other participants make a link to 

you. For each link that another participant makes to you, you will receive 

<b22> 22 points. <b66> 66 points. 

 

Buying units and <ENDO> making <EXO> having links is costly. 

 

The cost of <ENDO> making <EXO> having a link is 70 points for each role. 

Every round, you can maximally <ENDO> make <EXO> have one link to each 

of the other roles. This means that you cannot <ENDO> make <EXO> have 

more than 3 links. 

 

<EXO> You yourself will not decide on your links, like others will not decide 

on their links. When you decide on how many units you want to buy, you will be 

informed about the links that you will have in the current round. The number of 

units that you buy does not affect links in the current or future periods. 

Similarly, the links that others buy neither affect links in the current of future 

rounds. The participants in this experiment do not have any influence on how 

the links evolve. 

 

The cost of buying units is 55 points per unit. Every round, you can maximally 

buy 10 units of the good. 

 

In summary: 

Cost per unit 55 

Cost per link 70 

<b22 b66> Benefits per link to your role <b22> 22 <b66> 66 
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Example 

 

 

The table and the figure above show a possible outcome of a round. The table 

and figure merely serve as an example, the content does not give any 

information on what to expect in the experiment. The numbers chosen for this 

example have been chosen randomly and are different for each participant. 

 

The decisions of your role are displayed in orange and the decisions of the other 

roles are displayed in blue. In the example, your role is A. In the figure, roles 

are indicated by the letters <n4> A, B, C and D <n8> A, B, C, D, E, F, G and H. 

The number of units a participant bought is indicated by the colored circles. 

The larger the acquisition of a participant is, the darker is the circle at the 

corresponding role. In the example, the participant in role B bought 3 unit(s) 

and the participant in role D bought 10 units. The blue circle at role D is thus 

darker than the blue circle at role B. The acquisitions of all participants are also 

listed in the table. 

role units bought link to 

A 3 B 

B 3 A 

C 8 A D 
D 10  
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In the figure, links are indicated by arrows. The arrow points away from the one 

who made the link. In this case, A <ENDO> made <EXO> has a link to B, B 

<ENDO> made <EXO> has a link to A, C <ENDO> made <EXO> has links to 

A and D and the participant in <n4> role D <n8> roles D, E, F, G and H 

<ENDO> made <EXO> has no links. These decisions are also listed in the 

table. 

 

In the example your role is A. In the example above, your earnings would be 

calculated as follows:  

 

 

 

 Cost/benefits 

You bought 3 units -165 

You <ENDO> made <EXO> have 1 link(s) -70 

Access to 6 units 202 

<b22 b66 ENDO> 2 link(s) made to you 

<b22 b66 EXO> 2 link(s) to you 
<b22> 44 <b66> 132 

Earnings this round <b22> 11<b66> 99 

 

Practice questions I 

Your group of four participants: 

Is the same in every round 

 Changes from round to round 

 

Which statement is correct: 
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 Your role is the same in every round 

 Your role is determined randomly every round 

 

How many points do you earn if you access 3 units of the good? 

_____ points 

 

How many points does it cost to <ENDO> make <EXO> have a link to another 

participant? 

_____ points 

 

<b22 b66 ENDO> How many points do you earn for each link that is made to 

you? 

<b22 b66 EXO> How many points do you earn for each link to you? 

_____ points 

 

Practice questions II (identical setup for Practice questions III) 

 

 

The table and the figure above show a possible outcome of a round. The table 

and figure merely serve as an example, the content has been generated 

randomly and gives no information on what to expect in the experiment. 

 

role 
units 

bought 
link to 

A 4 B 

B 7 D 

C 3  
D 2 A 
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What are your total costs for <ENDO> making <EXO> having links in the 

example above? 

_____ points 

 

In the example above you bought 4 unit(s) of the good. How many points does 

this acquisition cost? 

_____ points 

 

How many units of the good do you access in total in the example above? 

_____ points 

 

What are your benefits of accessing units of the good in the example above? 

_____ points 

 

<b22 b66 ENDO> How many points do you earn for the links that are made to 

your role? 

<b22 b66 EXO> How many points do you earn for the links to your role? 

_____ points 

 

What would be your earnings in the example above? 

_____ points 

 

End of instructions 

You have reached the end of the instructions. You can still go back by using the 

menu above. If you are ready, click on 'continue' below. If you need help, 

please raise your hand 

 

Hand-out printed summary 
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Summary 

Your total earnings consist of the points you earn in the first part of the 

experiment (the lottery) and the sum of all points that you earn in the second 

part of the experiment. At the beginning of the second part you will receive a 

starting capital of 2000 points. This will also be added to your earnings. 

Every 30 points are equivalent to 0.10 euro 

The second part of the experiment consists of 75 rounds. You have now been 

randomly placed in a group of <n4> 4 <n8> 8 participants. The composition of 

this group will not change during the experiment. In this group you will be 

randomly assigned a role. This role will be indicated by a letter: <n4> "A", "B", 

"C" or "D" <n8> "A", "B", "C", "D", "E", "F", "G" or "H". The letters <n4> 

"A", "B", "C" and "D" <n8> "A", "B", "C", "D", "E", "F", "G" and "H" will 

thus refer to the same participant throughout the entire experiment. 

Every round you can earn points by having ‘access’ to units of a good. The 

number of points that you earn depends on the number of units that you have 

access to. This is shown in the following table: 

Units 0 1 2 3 4 5 6 7 8 9 10 10+i 

Benefits 0 92 152 177 196 199 202 203 204 205 206 206+i 

 

The table shows for instance that you earn 152 points if you have access to 2 

units and that you earn 204 points if you have access to 8 units of the good. 

 

There are two ways to access units of the good.  

1. You buy units of the good yourself. 
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2. You <ENDO> make <EXO> have a ‘link’ to another participant. In this 

case you have access to the units that the other participant has bought. 

 

<b22 b66> In addition, you will earn points if other participants make a link to 

you. For each link that another participant makes to you, you will receive 

<b22> 22 points. <b66> 66 points. 

 

Buying units and <ENDO> making <EXO> having links is costly. 

 

The cost of <ENDO> making <EXO> having a link is 70 points for each role. 

Every round, you can maximally <ENDO> make <EXO> have one link to each 

of the other roles. This means that you cannot <ENDO> make <EXO> have 

more than 3 links. 

 

<EXO> You yourself will not decide on your links, like others will not decide 

on their links. When you decide on how many units you want to buy, you will be 

informed about the links that you will have in the current round. The number of 

units that you buy does not affect links in the current or future periods. 

Similarly, the links that others buy neither affect links in the current of future 

rounds. The participants in this experiment do not have any influence on how 

the links evolve. 

 

The cost of buying units is 55 points per unit. Every round, you can maximally 

buy 10 units of the good. 
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In summary: 

Cost per unit 55 

Cost per link 70 

<b22 b66> Benefits per link to your role <b22> 22 <b66> 66 
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Appendix F: Screen shots 

 
 


