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Appendix A: Experimental Instructions (originally in Spanish)

BASELINE TREATMENT

Instructions (to be read aloud)
The aim of this experiment is to study decision-making. We are not interested in your particular choices but rather on the individual’s average behavior. Thus, all through the experiment you will be treated anonymously. Neither the experimenters nor the people in this room will ever know your particular choices. 

Next, you will receive the instructions and a 10-sided die. Instructions should be easy to follow. Please read the instructions carefully and raise your hand if you have any doubt, as it is important that you understand the instructions before starting the experiment.

Instructions

The aim of this experiment is to study decision-making. We are not interested in your particular choices but rather on the individual’s average behavior. Thus, all through the experiment you will be treated anonymously. Neither the experimenters nor the people in this room will ever know your particular choices. Please do not think that we expect a particular behavior from you. However, take into account that your decisions along the experiment may affect your earnings. Below, you will find details of your task in this experiment. Please follow the instructions carefully, as it is important that you understand the experiment before starting. Talking with each other is forbidden during the experiment. If you have any questions, raise your hand and remain silent. You will be attended by the instructor as soon as possible.

What is the experiment about?
Your task consists on throwing the 10-sided dice that you received memorizing the number that you obtain in the first throw. This number will determine your earnings as is shown in the table below.
 
	Number
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Amount
	2.50 €
	2.50 €
	2.50 €
	2.50 €
	2.50 €
	2.50 €
	2.50 €
	2.50 €
	2.50 €
	2.50 €



This means that you will earn 2.50€ regardless of the number that you report.
First, we ask you to roll the dice and memorize the number you obtain in the first throw.
Then, introduce this number in the computer screen. 
You can throw the dice as many times as you want to test that it works properly. Still, your payment depends only on the number you report for the first throw.
At the end of the experiment, you will receive your earnings (in an anonymous way) in a sealed envelope. 

GAIN-NO TREATMENT

Instructions (to be read aloud after the first experiment)
The aim of this experiment is to study decision-making. We are not interested in your particular choices but rather on the individual’s average behavior. Thus, all through the experiment you will be treated anonymously. Neither the experimenters nor the people in this room will ever know your particular choices. 

Next, you will receive the instructions and a 10-sided die. Instructions should be easy to follow. Please read the instructions carefully and raise your hand if you have any doubt as it is important that you understand the instructions before starting the experiment.

Instructions (to be read privately) 

The aim of this experiment is to study decision-making. We are not interested in your particular choices but rather on the individual’s average behavior. Thus, all through the experiment you will be treated anonymously. Neither the experimenters nor the people in this room will ever know your particular choices. Please do not think that we expect a particular behavior from you. However, take into account that your decisions along the experiment may affect your earnings. Below, you will find details of your task in this experiment. Please follow the instructions carefully, as it is important that you understand the experiment before starting. Talking with each other is forbidden during the experiment. If you have any questions, raise your hand and remain silent. You will be attended by the instructor as soon as possible.

What is the experiment about?
Your task consists on throwing the 10-sided dice that you received memorizing the number that you obtain in the first throw. This number will determine your earnings as is shown in the table below.

	Number
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Amount
	0 €
	1 €
	1.50 €
	2 €
	2.50 €
	3 €
	3.50 €
	4 €
	4.50 €
	5 €



This means that you will earn 0 € if the number you report is 0, 1 € if the number you report is 1, 1.50€ if the number you report is 2, so on, obtaining an amount of 5 € if you report a 9.
First, we ask you to roll the dice and memorize the number you obtain in the first throw.
Then, introduce this number in the computer screen. 
You can throw the dice as many times as you want to test that it works properly. Still, your payment depends only on the number you report for the first throw.
At the end of the experiment, you will receive your earnings (in an anonymous way) in a sealed envelope. 
LOSS-NO TREATMENT
Welcome (to be read aloud at the beginning of the session)

Welcome to the lab! Today, you have received an initial amount of 5 Euros for participating in an experiment that follows the one that is about to start. From now, this money belongs to you. Next, we will explain to you the instructions of the first experiment. 
(Subjects participate in the first experiment)
Instructions (to be read aloud after the first experiment)
The aim of this experiment is to study decision-making. We are not interested in your particular choices but rather on the individual’s average behavior. Thus, all through the experiment you will be treated anonymously. Neither the experimenters nor the people in this room will ever know your particular choices. 

Next, you will receive the instructions and a 10-sided die. Instructions should be easy to follow. Please read the instructions carefully and raise your hand if you have any doubt as it is important that you understand the instructions before starting the experiment.

What is the experiment about?
Before starting the experiment you received 5€. 
Your task consists on throwing the 10-sided dice that you received memorizing the number that you obtain in the first throw. This number will determine your earnings as is shown in the table below.

	Number
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Amount
	-5 €
	-4 €
	-3.50 €
	-3 €
	-2.50 €
	-2 €
	-1.50 €
	-1 €
	-0.50 €
	-0 €



This means that you will return 5 € if the number you report is 0, 4 € if the number you report is 1, 3.50€ if the number you report is 2, so on, returning an amount of 0 € if you report a 9.
First, we ask you to roll the dice and memorize the number you obtain in the first throw.
Then, introduce this number in the computer screen. We shall subtract the amount that you need to return from your initial 5 Euros.
You can throw the dice as many times as you want to test that it works properly, still your payment depends only on the number you report for the first throw.
At the end of the experiment, you will receive your earnings (in an anonymous way) in a sealed envelope. 
 



GAIN-MM TREATMENT

Instructions (to be read aloud after the first experiment)
The aim of this experiment is to study decision-making. We are not interested in your particular choices but rather on the individual’s average behavior. Thus, all through the experiment you will be treated anonymously. Neither the experimenters nor the people in this room will ever know your particular choices. 

Next, you will receive the instructions, an envelope with 5 Euros and a 10-sided die. Instructions should be easy to follow. Please read the instructions carefully and raise your hand if you have any doubt as it is important that you understand the instructions before starting the experiment.

(The envelope was left on the table when instructions were given to participants. We underline the sentence to highlight differences with respect to other treatments.)

Instructions (to be read privately) 

The aim of this experiment is to study decision-making. We are not interested in your particular choices but rather on the individual’s average behavior. Thus, all through the experiment you will be treated anonymously. Neither the experimenters nor the people in this room will ever know your particular choices. Please do not think that we expect a particular behavior from you. However, take into account that your decisions along the experiment may affect your earnings. Below, you will find details of your task in this experiment. Please follow the instructions carefully, as it is important that you understand the experiment before starting. Talking with each other is forbidden during the experiment. If you have any questions, raise your hand and remain silent. You will be attended by the instructor as soon as possible.

What is the experiment about?
Your task consists on throwing the 10-sided dice that you received memorizing the number that you obtain in the first throw. This number will determine your earnings as is shown in the table below.

	Number
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Amount
	0 €
	1 €
	1.50 €
	2 €
	2.50 €
	3 €
	3.50 €
	4 €
	4.50 €
	5 €



This means that you will earn 0 € if the number you report is 0, 1 € if the number you report is 1, 1.50€ if the number you report is 2, so on, obtaining an amount of 5 € if you report a 9.

First, we ask you to roll the dice and memorize the number you obtain in the first throw.

Then, report this number using the computer screen. There is an envelope with 5 Euros on your table. Take the money that corresponds to your throw and sealed it.

You can throw the dice as many times as you want to test that it works properly, still your payment depends only on the number you reported for the first throw.
At the end of the experiment, the instructor will pick up the sealed envelopes when you leave the room. Your earnings will be anonymous. 
LOSS-MM TREATMENT
(Subjects are given 5 Euros when entering the room)

Welcome (to be read aloud at the beginning of the session)
Welcome to the lab! Today, you have received an initial amount of 5 Euros for participating in an experiment that follows the one that is about to start. From now, this money belongs to you. Next, we will explain to you the instructions of the first experiment. 
(We observe that roughly 1/3of the subjects decided to leave the money on the table, while 2/3 of the subjects kept it in their pockets or bags. Subjects participate in the first experiment. After finishing the first experiment, we ask subjects to take their endowment and put it on the table.)
Instructions (to be read aloud after the first experiment)
The aim of this experiment is to study decision-making. We are not interested in your particular choices but rather on the individual’s average behavior. Thus, all through the experiment you will be treated anonymously. Neither the experimenters nor the people in this room will ever know your particular choices. 

Next, you will receive the instructions, an empty envelope and a 10-sided die. Instructions should be easy to follow. Please read the instructions carefully and raise your hand if you have any doubt as it is important that you understand the instructions before starting the experiment.
 
(The envelope was left on the table when instructions were given to participants. We underline the sentence to highlight differences with respect to other treatments.) 

What is the experiment about?
Before starting the experiment you received 5€. 
Your task consists on throwing the 10 sided dice that you received memorizing the number that you obtain in the first throw. This number will determine your earnings as is shown in the table below.

	Number
	0
	1
	2
	3
	4
	5
	6
	7
	8
	9

	Amount
	-5 €
	-4 €
	-3.50 €
	-3 €
	-2.50 €
	-2 €
	-1.50 €
	-1 €
	-0.50 €
	-0 €



This means that you will return 5 € if the number you report is 0, 4 € if the number you report is 1, 3.50€ if the number you report is 2, so on, returning an amount of 0 € if you report a 9.
First, we ask you to roll the dice and memorize the number you obtain in the first throw.
Then, introduce this number in the computer screen. Place the amount that you need to return in the envelope and sealed it. 
You can throw the dice as many times as you want to test that it works properly, still your payment depends only on number obtained on the first throw.
At the end of the experiment, the instructor will pick up the envelopes. Your earnings will be anonymous.
Appendix B

B1. Previous task
Recall that our experiment is preceded by a previous (unrelated) task. Our data come from two previous experiments. 
· Experiment 1 (Rodriguez-Lara and Ponti, 2017). This experiment has a total of 3 phases. In Phases 1 and 2, the authors elicit (individual) risk and time preferences using multiple-choice lists. In Phase 3, subjects are matched in pairs and one of them (randomly selected as “Dictator”) has to decide whether members of the pair receive the money immediately or in a future period. All subjects receive 5 Euros for participating in this experiment. In addition, some subjects are paid for their choices either in the risk or the intertemporal task. If subjects are paid for the later, the amount can be paid either the day of the experiment or in future (all payments are done using bank transfers). The aim of the paper is to study social time preferences. In particular, the authors want to investigate how subjects trade intertemporal payoffs for themselves and/or others, controlling for risk aversion.  

· Experiment 2 (Kinateder, Kiss and Pintér 2017; Kiss, Rodriguez-Lara and Rosa-Garcia 2018). In these experiments, subjects are matched in groups of three to play a bank-run game. Subjects face a situation that resembles a coordination problem in which they have to decide whether to withdraw their money from a common bank or keep it deposited. The most efficient outcome is the one in which subjects keep their money deposited in the bank but doing so is risky if the rest of depositors withdraw; i.e., subjects may be better withdrawing than waiting alone. The authors consider two different settings: a sequential setting (where decisions are made in sequence and subjects can observe the decision of others) and simultaneous (where subjects decide without knowing what others in their bank have done). In both settings, choices are elicited using the strategy method. More precisely, subjects participating in the sequential version of the game are asked to decide what to do if they are the first ones in the line, the second ones and observe that the first depositor waited/withdrew, etc… In the simultaneous setting, depositors only know their position in the line and have to decide whether or not to withdraw without conditioning this choice to the action of any other depositor. The authors investigate the determinants of withdrawing decisions and whether subjects are willing to pay to signal their decision in the simultaneous setting.  

B2. Reports and influence of the previous task 

In our experiment, we have a total of 426 participants: 192 subjects participated in Experiment 1 (social time preferences) and 234 participated in Experiment 2 (bank runs). Figure B1 presents the distribution of the reported numbers from those who participated in each experiment. We observe no differences in the behavior of subjects in the die-task using the Wilcoxon rank-sum test (Z = 1.270, p = 0.204). The Kolmogorov-Smirnov test yields the same results (KS = 0.089, p = 0.328). 

Figure B1: Distribution of reported numbers depending on previous experiment

[image: Macintosh HD:Users:ismael:Dropbox:Cheating:Cheating:Data:Ismael:Datos R&R:GraphByBankRun.jpg]

Apart from the type of experiment, the role of subjects could also affect the reported numbers. When we look at Experiment 1, we see that those who were randomly selected as Dictators in Phase 3 of the experiment do not report different numbers than those who were randomly selected as Recipients at any common significance level (Z = 0.346, p = 0.730; KS = 0.508, p = 0.926). Similarly, participants in the sequential and the simultaneous version of the bank-run game of Experiment 2 do not behave differently with regard to the reported numbers (Z = 0.148, p = 0.138; KS = 0.109, p = 0.481). These findings, in turn, suggest that the type of experiment or the role of participants do not affect their reports in the subsequent task. 

Finally, we test whether the earnings in the previous experiment affects the reports; in fact, participating in Experiment 1 earn more than those in Experiment 2 on average (€17.31 vs €7.85, p < 0.001). Table B4 presents the correlation between previous earnings and the reports. This is never significant (p > 0.165).

Table B1: Correlation between reported outcomes and previous earnings
	Treatment
	Baseline
	Gain-NO
	Loss-NO
	Gain-MM
	Loss-MM

	Correlation
	-0.125
(0.245)
	-0.148
(0.165)
	-0.028
(0.802)
	-0.068
(0.541)
	-0.004
(0.971)




B3. Robustness checks

In Section 3, we use a test to investigate whether the reported outcomes differ from the expected ones (i.e., the equal distribution). In the first columns of Table B1, we show that our results are robust to the Wilcoxon rank-sum test (Z) and the Kolmogorov-Smirnov () test of cumulative distributions, except for the Loss-MM treatment, where the one-tailed comparisons between the reports and the expected actual outcomes come close to statistical significance.[footnoteRef:1] The third column of Table B2 reports the fraction of subjects who cheat to avoid the worst possible outcome using the estimation method in Garbarino, Slonim and Villeval (2016). [1:  We assume that the number of observations is 85 and perform one-tailed analysis, except for the Baseline treatment, where we consider a two-tailed hypothesis. ] 


Table B2. Non-parametric analysis and fraction of cheaters in each treatment
	Treatment
	Z
	KS
	% cheaters

	Baseline
	1.099 
(0.272)
	1.810 
(0.405)
	

	Gain-NO
	4.095***
(0.000)
	14.056***
(0.000)
	62.43%

	Loss-NO
	3.886*** 
(0.000)
	15.454*** 
 (0.000)
	48.37%

	Gain-MM
	3.296***
(0.001)
	12.448***  
(0.001)
	60.12%

	Loss-MM
	1.563*
 (0.059)
	3.459*
(0.089)
	21.99%

	Notes. * and *** indicate significance at the p = 0.10 and p = 0.01 levels, respectively. p-values are reported in brackets





	In Table B3, we undertake the approach in Ezquerra, Kolev and Rodriguez-Lara (2018) to investigate whether there is cheating in each of the five treatments. Ezquerra, Kolev and Rodriguez-Lara (2018) consider a linear regression model where the dependent variable is the standardized die outcome; i.e., they subtract the theoretical expected value of the die roll outcome (4.5), and divide by the theoretical standard deviation of the die outcome (2.872). The test statistics are computed with Eicker–White robust to arbitrary heteroskedasticity covariance matrix, which is necessary because given that the dependent variable has limited range (integers from 0 to 9). The estimated parameters in the model have the interpretation of amount of cheating that takes place in each treatment in units of standard deviation; e.g., in the Baseline treatment the observed average die outcome is 0.166 of one theoretical standard deviation above the theoretical expected die outcome.

Table B3. Standardized die outcome: Linear regression

	Treatment
	b
	t-stat
	p-value

	Baseline
	0.166
(0.106)
	1.57
	(0.117)

	Gain-NO
	0.454***
(0.141)
	3.21
	(0.001)

	Loss-NO
	0.431***
(0.146)
	2.94
	(0.003)

	Gain-MM
	0.339**
(0.142)
	2.39
	(0.017)

	Loss-MM
	0.0767
(0.157)
	0.49
	(0.625)

	
	
	
	

	# of obs.
	426
	
	

	R-squared
	0.038
	
	

	Notes. Dependent variable is the standardized die outcome, (Die Outcome—Theoretical Expectation of Die Outcome)/(Theoretical Standard Deviation of Die Outcome) = (Die Outcome—4.5)/2.872. We use *, ** and *** to indicate statistical significance at the p = 0.10, p = 0.05 and p = 0.01 levels, respectively. p-values are reported in brackets in the last column. 



The results suggest that there is no significant cheating in the Baseline and the Loss-MM treatments, but cheating is significant in the Gain-No, Loss-NO and Gain-MM treatments.  In line with previous evidence, there is no support for loss aversion when there is no money manipulation, as the amount of cheating in the Gain-NO and Loss-NO is not statistically different (p = 0.867). In addition, subjects cheat less in the Loss-MM than in the Gain-MM (p = 0.079).  

Finally, we use the Baseline as the benchmark. Our econometric analysis in Table 3 relies on the comparison between the behavior in the Gain and the Loss treatments, with and without the manipulation of money but we have run a Baseline treatment in which subjects had no incentives to misreport the outcome. We can look at whether reported outcomes in each of the treatments differ from the ones reported in the Baseline treatment using a Tobit analysis. Our results are summarized in Table B4. In this case, the set of independent variables include dummies for our treatment conditions (the omitted category is then the Baseline treatment). The reported standard errors (in parentheses) are clustered at the session level. These results are robust to controlling for the previous experiment. 
Table B4: Regression analysis (using the Baseline as the benchmark)

	
	(1) 
Pooled data
	(2) 
No Manipulation
	(3) 
Manipulation 
	(4)
Gains
	(5)         
Losses

	Constant
	5.079***
	5.079***
	5.077***
	5.070***
	5.087***

	
	(0.203)
	(0.209)
	(0.208)
	(0.203)
	(0.215)

	Gain-NO
	1.602***
	1.602***
	
	1.578***
	

	
	(0.392)
	(0.410)
	
	(0.396)
	

	Loss-NO
	1.541***
	1.541***
	
	
	1.563***

	
	(0.502)
	(0.524)
	
	
	(0.522)

	Gain-MM
	1.046***
	
	1.045***
	1.041***
	

	
	(0.372)
	
	(0.376)
	(0.384)
	

	Loss-MM
	0.289
	
	0.288
	
	0.294

	
	(0.241)
	
	(0.241)
	
	(0.247)

	
	
	
	
	
	

	Sigma 
	3.326***
	3.326***
	3.297***
	
	3.515***

	
	(0.146)
	(0.130)
	(0.212)
	
	(0.158)

	
	
	
	
	
	

	Pseudo LL
	-973.023
	-590.762
	-592.508
	-596.425
	-585.544


	# of obs. (uncensored)
	426 (332)

	261 (201)
	253 (206)
	261 (212)
	253 (195)


	
	Our regression (1) suggests that reports in all the treatments are statistically different from the Baseline (p < 0.01) except for the Loss-MM treatment (p = 0.231).  Pairwise comparisons confirm that there is no significant difference between reports in Gain-NO and Loss-NO (p = 0.674), while there is a significant difference between the reports in the Gain-MM and Loss-MM treatments (p = 0.016).  We also see that there is a significant difference between the reports in the Loss-NO and Loss-MM treatments (p = 0.003), while the difference between the reports in the Gain-NO and Gain-MM treatments is weakly significant (p = 0.062), this suggesting that the manipulation of money can also have an effect in the Gain treatments in the direction predicted by Hypothesis 4. 
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