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A – Elicitation of beliefs
Elicitation of first-order beliefs. After communication, As were asked to guess whether their (unknown) Bs would choose Roll or Don’t Roll. As could make their guess by ticking one of the five-point scales in Table A. This scale is the same as Vanberg’s. Beliefs are then re-scaled to 1, 0.75, 0.5, 0.25, and 0. Thus the numbers shown in Table 2 represent the averages of As’ re-scaled responses. The payoffs correspond to a quadratic scoring rule for probability values 85%, 68%, 50%, 32%, and 15%. Due to the risk neutrality assumption, quadratic scoring yields flat payoffs as probabilities approach one (see Vanberg, p. 1472).[footnoteRef:1] [1:  We also verify the robustness of our results to the quadratic scoring rule. Results are available upon request.] 


Table A – Incentives for the elicitation of first-order beliefs 
	B will 
	choose Roll
	
	choose Don’t Roll

	
	Certainly
	Probably
	Unsure
	Probably
	Certainly

	Please tick your guess.
	◯
	◯
	◯
	◯
	◯

	Your earnings if B
	
	
	
	
	

	      chooses Roll
	0.65 tokens
	0.60 tokens
	0.50 tokens
	0.35 tokens
	0.15 tokens

	      chooses Don’t Roll
	0.15 tokens
	0.35 tokens
	0.50 tokens
	0.60 tokens
	0.65 tokens




Elicitation of second-order beliefs. Soon after Bs were told whether their paired subject had been switched, they were asked to guess the partner’s guess. Specifically, they had to guess which of the five points of Table A had been ticked by their counterpart. Correct guesses were paid 0.50 tokens. 

B – First-order beliefs
The table below reports first-order beliefs.

Table B – First-order beliefs of A’s
	
	NO SWITCH
	SWITCH
	

	
	(a)
	(b)
	

	(1) (1)  A receives a PROMISE 
	63%
	63%
	

	
	(0.31/204)
	(0.31/194)
	

	(2) (2)  A does not receive a PROMISE
	55%
	54%
	

	
	(0.28/120)
	(0.31/173)
	



As expected from the information structure implied by the experimental design, the first-order beliefs of As who receive a promise are the same between those non-switched and switched (63% vs. 63%: Z=0.00, p=1.000). Similarly, they are the same as those who did not receive a promise (55% vs. 54%: Z=0.28, p=0.779). Comparing now the first-order beliefs of As who received a promise to those of As who did not and were in no-switched condition, we find a positive difference in favor of the former (63% vs. 55%: z=2.10 p=0.036). First-order beliefs of As who received a promise to those of As who did not in switched conditions, we find a positive difference in favor of the former (63% vs. 54%: z=2.52 p=0.012).

C – Test statistics
Second-order beliefs in Table 1. Among Bs who did not make a promise, second-order beliefs of no-switched Bs are not significantly different from those of switched Bs who are re-matched with other As who did not receive a promise by someone else (59% vs. 55%: Z=0.912, p=0.362). Second-order beliefs of Bs who did not make a promise and are re-matched with other A who did not receive a promise by someone else are not significantly different from those of Bs who did not make a promise and whose partners were re-matched with other As who received a promise by someone else (57% vs. 59%: Z=0.42, p=0.674. Second-order beliefs of Bs who did not make a promise and were re-matched with other As who did not receive a promise by someone else are not significantly different from those of trustees who made a promise and are re-matched with other As who did not receive a promise by someone else (57% vs. 55%: Z=0.98, p=0.327).

[bookmark: _Hlk13074721]Roll rates in Table 2. Rows (1) shows that Bs who did not make a promise do not care about the others when they received a promise. Bs’ behavior when their partner is switched to someone who received a promise by another person (column (c)) is 31% which is not significantly different from the 29% when Bs whose partner was not switched did not make a promise (i.e., 29% vs. 31%: Z=0.912, p=0.362). Moreover, re-matched Bs who did not make a promise and did not read a promise sent by others is 39% (column (b)) which is not significantly different from the 29% when Bs whose partner was not switched and who did not make a promise (i.e., 29% vs. 39%: Z=1.614, p=0.106). Finally, the Roll rate of the re-matched B who did not make a promise and read a promise is 31% which is not significantly different from the 39% observed from re-matched Bs who did not make a promise and did not read any promise (i.e., 31% vs. 39%: Z=1.614, p=0.106).

D – Aggregate data
Aggregate data are reported in Table D. The table describes SOBs and roll rates without accounting for the communication content. As in Vanbeg (2008), second-order beliefs of no-switched Bs are not significantly different from those of switched Bs (64% vs. 60%: Z=1.540, p=0.126). Compared to Vanbeg (2008), Roll rates of no-switched Bs are instead not significantly different from those of switched Bs (57% vs. 51%: Z=1.120, p=0.263).

Table D – Second-order beliefs and Roll rates of B’s
	
	NO SWITCH
	SWITCH
	

	
	(a)
	(b)
	

	(3) (1)  SOBs
	64%
	60%
	

	
	(0.30/324)
	(0.31/367)
	

	(4) (2)  Roll rates
	57%
	51%
	

	
	(0.50/324)
	(0.50/367)
	





E – Individual-level data
We present additional results from estimating panel models based on individual-level data. Results are in Table D. The table presents estimates of random intercept binomial logit models. Beginning from a general model (column 1), we eliminate insignificant interaction effects, arriving at the model presented in the last column. Estimation results are in line with the conclusions derived in the main text. Promisors are significantly more likely to roll. The effect is not observed if their partners are switched apart from the case where the partner received a promise. Promises received by the partners, in fact, significantly impacted behavior when the switch occurred. Second-order beliefs are significant in all regressions.
Table E – Panel regression(a)
	
	Coefficient
	Coefficient
	Coefficient 

	
	(1)
	(2)
	(3)

	Switch
	0.119
	0.894
	

	
	(0.58)
	(0.23)
	

	Promises
	1.539***
	1.225***
	1.172***

	
	(0.49)
	(0.22)
	(0.22)

	SOB
	0.770**
	0.820**
	0.820***

	
	(0.39)
	(0.17)
	(0.17)

	Promises × Switch 
	-1.211
	-0.526***
	-0.439*

	
	(0.87)
	(0.18)
	(0.25)

	Promises × SOB
	0.451
	
	

	
	(0.80)
	
	

	Promise read × Switch
	-0.106
	
	

	
	(0.36)
	
	

	Switch × SOB
	0.165
	
	

	
	(0.71)
	
	

	Promises × Switch × Promise read
	0.604***
	0.422*
	0.425**

	
	(0.15)
	(0.21)
	(0.21)

	Switch × SOB × Promises read
	-0.239
	
	

	
	(0.53)
	
	

	Promises × Switch × SOB
	0.958
	
	

	
	(1.43)
	
	

	Round
	-0.352
	-0.406*
	-0.413*

	
	(0.26)
	(0.02)
	(0.02)

	Constant
	-0.849***
	-0.844***
	-0.788***

	
	(0.26)
	(0.30)
	(0.28)

	Log-likelihood
	-399.09
	-401.57
	-401.69


(a) By three, two, and one asterisk, we indicate significance at 1%, 5%, and 10% levels.

F – Instructions
Instructions are translated from Italian.
Instructions
Thank you for participating in this experiment. The experiment aims to study how people make decisions. If you have a question, please raise your hand at any time. Please do not talk to the other participants; otherwise, you will not be able to earn money. During the experiment, you will be able to earn tokens based on the decisions you will make (as explained below). In addition, all participants will receive a participation fee of 3 tokens, independent of their choices. Total earnings will be paid to each participant in cash at the end of the experiment. 
The experiment consists of 10 independent rounds. In each round, you will interact in a game with a different participant randomly chosen by the computer. You will only interact with the same participant once. No participant will even know the subject’s identity with whom he or she interacted during the experiment. 
At a certain stage of the game, your partner may change. The change can occur with a given probability (50%) which is known from the beginning. Your payment will be based on your decisions during one of the tenth rounds. That round will be randomly selected at the end of the experiment (each round has the same probability of being selected). Each round consists of 5 steps, described below.
Step 1: Roles randomly assigned
At the beginning of each round, you will be randomly assigned a role: A or B.
Step 2: Communication 
You will be randomly paired with a partner at the beginning of each round. In each pair, the participant with role B will have the opportunity to communicate with a participant with role A by sending a message regarding the game. Once the message is sent, A will read it.
Important. Regarding the content of the messages, you are not allowed to reveal your identity to your paired participant. (You should not reveal your name or any other identification feature, such as sex, hair color, the location of your computer, etc.) Other than these exceptions, you can send whatever message you want. Please continue to be silent during the experiment. Participants who violate these rules (at the discretion of the controllers) will be excluded from the experiment.
Step 3: Choice of A 
After communicating, if you are a participant with role A, you will have to choose whether to continue (IN) or exit (OUT) from the game. If you choose OUT, the game ends in this round, and you will earn 5 tokens as participant B, who sent you the message. If you decide to continue choosing IN, your payoffs will depend on the choice of participant B, who may or may not be the person who sent you the message. All pairs whose participant A has chosen IN could be exchanged with a 50% probability. Also, note that all the pairs in which participant A has chosen OUT will end the game in this round.
Step 4: Possible exchange of the partner
If participant A has chosen to continue the game (IN), the computer will be able to exchange the initial partners with a 50% probability. If you are exchanged, you will continue to play with a different person with whom you communicated before. However, in any case, your role will not change. If a partner switch occurs, in this step, participant B will know whether his/her partner was switched or not. That switch is such that any newly switched pair will be composed of one participant B and one A. Note that only participant B will know whether or not her partner has been switched, while participant A will never get to know it. If participant B is switched, he/she will be able to read the message that new partner A received during the communication.
Step 5: Choice of B
Participant B chooses whether to Roll or not Roll a six-sided die. If B chooses not to Roll it, B receives 14 tokens, and A receives 0 tokens. If B chooses to Roll the die, B receives 10 tokens, and the computer will randomly draw a number between 1 and 6 that determines the payoff of A. If number 1 is drawn, A receives 0 tokens. All numbers from 1 to 6 are equally likely, as in a normal die. If numbers from 2 to 6 are drawn, A receives 12 tokens. 
All earnings are summarized in the table below.
	
	Player B earns
	Player A earns

	1. If A chooses OUT:
	5 Tokens
	5 Tokens

	2. If A chooses IN and
	
	

	   B chooses not to Roll the die:
	14 Tokens
	0 Tokens

	           B chooses to Roll the die and
	
	

	                the die outcome is 1:
	10 Tokens
	0 Tokens

	                the die outcome is 2, 3, 4, 5, 6:
	10 Tokens
	12 Tokens



Step 6: Result of each round
At the end of each round, you will be shown how much you have earned. Participant B will be informed about the earnings of both participants at the end of each round. If B chooses to Roll the die, B will observe the die outcome. Participant A will only be informed about his/her earnings. Thus, if you are Participant A and earned 0 tokens, you will never know what choice B made. The reason is that A earns 0 tokens in two cases: a) if B chooses not to Roll the die; b) if B chooses to Roll the die and the die outcome is 1.
Additional tokens: At some point in the experiment, you will have the opportunity to earn additional tokens if you answer some questions correctly. For instance: “Guess your payoffs” or “Guess what the other subject expects about his/her payoffs.”
Payment: You will always be paid when your guesses are correct, except in the round drawn by the computer for payment. In that round, you will not be paid for your guesses; you will only be paid based on the die outcome.


[bookmark: _GoBack]EXCHANGE RATE: 1 TOKEN = ½ EURO
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