
Technical Appendix to

FAIR PROCEDURES: EVIDENCE FROM GAMES
INVOLVING LOTTERIES

Gary E Bolton, Jordi Brandts and Axel Ockenfels

Economic Journal, vol. 115 (October), pp. 1054–1076

Appendix A. Laboratory Protocol

This Section contains a description of all procedures, as well as verbal and written instruc-
tions given to subjects for the ASYM treatment. Other treatments were run with minimal
changes. The experimenter read all verbal instructions directly from the protocol. The only
experimenter-subject communication not included in the protocol is answers to individual
subject questions (answer were given in private). The protocol has been translated from
Spanish. The Spanish text is available from the authors upon request. Written instructions to
subjects appear in standard case type. Monitor procedures and verbal instructions to subjects
appear in Small Caps Type.
Seating. Upon entering the room each participant is randomly directed to a

seat. Half the seats have red folders and half have blue. Red folder seats on the

right side of the room, and blue folder seats on the left side. May I have your

attention please. We are ready to begin. Thank you for coming. With the excep-

tion of the folder, please remove all materials from your desk. Open your folder

and take out the sheet marked �Instructions�. At this time please read the

instructions. Participants read silently.
General The purpose of this session is to study how people make decisions in a particular

situation. If you have any questions, feel free to raise your hand and a monitor will assist you.
From now until the end of the session, unauthorised communication of any nature with
other participants is prohibited.

During the session you will play a game that gives you an opportunity to make money.
Upon completion of the session the amount you make will be paid to you in cash. Payments
are confidential: no other participant will be told the amount of money you make.
Description of the game The game involves two players, A and B. There are three possible

proposals for how A and B might divide 2000 pesetas:

Proposal 1: A receives 200 and B receives 1800.
Proposal 2: A receives 1000 and B receives 1000.
Proposal 3: A receives 1800 and B receives 200.

The game has two steps.
Step 1: One proposal is selected at random. A throws two ten-sided die resulting in a

number between 1 and 100. The red die determines the units and the green die determines
the tenths. For example, if the red die comes up 5 and the green die comes up 0, then the
number is 50. The number 00 is read as 100.
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If the throw of the die
results in the number . . . . . .then the proposal selected is . . .

Chance this proposal
is selected:

1 1: A receives 200 and B receives 1800 1%
2 2: A receives 1000 and B receives 1000 1%
3 to 100 3: A receives 1800 and B receives 200 98%

Step 2: B, who does not yet know the proposal selected in step 1, states whether he or she
will accept or reject each of the three possible proposals.

After steps 1 and 2 are complete, the results of the two steps are matched together. If
the selected proposal was accepted, the money is divided between A and B according to the
selected proposal. If the selected proposal was rejected, both A and B receive zero for the
game.

Conduct of the session You will participate in two games, one played after the other. Both
games are identical to the description above. For each game, you will be paired with a
different person. No one, however, will know the identity of the persons they are paired
with, nor will these identities be revealed after the session is complete.

In game 1, those with red folders will have the role of A, and those with blue folders will
have the role of B. For game 2, those with blue folders will be A, and those with red folders
will be B. The results for game 1 will not be revealed prior to completion of game 2.

Payment You will be paid a show-up fee of 500 pesetas plus your earnings for one of the two
games. The game for payment will be chosen by a coin flip after both games have been
completed. You should therefore play each game as if it is the game to be paid. Once you are
paid, you may leave.

After a few minutes, the experimenter starts reading the directions. I will now

read the instructions out loud. Steps of the game are projected on an overhead

screen and instructions are read. Are there any questions?

Decision making procedure. Pass out forms for game 1. We are ready to begin

game 1. Those with red folders will receive the form for role A, and those with

blue folders will receive the form for role B. In step 1, one of the three proposals

for dividing 2000 pesetas is selected. Players A please review the form with me.

The Form is projected on an overhead screen and the form is read only.

Game 1: Form for player A

You are player A. The person you are paired with is player B.
� Step 1 of the game. You will throw two ten-sided die. The proposal is then selected

according to the table in the instructions.
A monitor brings the dice to each proposer, one at a time. With the monitor

acting as verifying observer, each proposer throws the dice. The proposer records

the result on the form.
Step 1 is now complete. Hand out forms to players B. In step 2, players B indicate

whether they will accept or reject each possible proposal. Players B please review

the form with me. Read the form.

Game 1: Form for player B

You are player B. The person you are paired with is player A.
� Step 2 of the game Indicate whether you will accept or reject each of the three possible

proposals by circling either accept or reject for each.
When finished, please turn this sheet over and wait quietly.
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When all are finished, a monitor collects the forms, checking that each has

been filled out according to instructions. We are now ready to begin game 2.

Remember, you will be paired with a different person than you were in game 1. The

game procedure is then repeated, reversing the roles of the subjects. Once com-

plete, a coin is flipped to determine which game will be paid. Then, the monitor

will randomly match each player A form with a player B form from the chosen

game and this will determine the cash payoff for each.

Appendix B: Complete Data Set

Aggregated Data

Ultimatum Games Nobs Number of
Proposal A
(200, 1800)

Proposal B
(1000, 1000)

Proposal C
(1800, 200)

UG 34 Offers 1 23 10
Rejections 6 0 14 (41.2%)

SYM34 32 Rejections 1 1 6 (18.8%)
SYM98 32 Rejections 3 0 6 (18.8%)
ASYM 38 Rejections 6 3 13 (34.2%)

Battle of the Sexes Games Nobs Proposal A
(200, 1800)

Proposal B
PrfAg ¼ PrfCg ¼ 50%

Proposal C
(1800, 200)

BOS 36 offers
rejections

0
5

not applicable 36
2 (5.6%)

BOSFP 32 offers
rejections

0
5

14
1

18
13 (40.6%)

Individual Data

Ultimatum Game (no randomisation) Number of proposers who proposed

What is rejected? Proposal A Proposal B Proposal C

Nothing 1 11 8
C 0 6 2
A and C 0 6 0

Sum 1 23 10
Ultimatum Game with random proposal

Proposal 1: Accept Reject
Proposal 2: Accept Reject
Proposal 3: Accept Reject
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What is rejected? ASYM SYM98 SYM34

Nothing 21 26 26
C 11 3 4
A and C 2 3 1
B and C 0 0 1
A and B 3 0 0
A 1 0 0

Sum 38 32 32
BOS Number of proposers who proposed

What is rejected? Proposal A Proposal B Proposal C

Nothing 0 Not 29
A 0 Applicable 5
C 0 2

Sum 0 36
BOSFP Number of proposers who proposed

What is rejected? Proposal A Proposal B Proposal C

Nothing 0 3 13
C 0 6 4
A and C 0 3 0
B 0 1 0
A 0 1 1
Sum 0 14 18
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