
Appendix A. Additional Replication Results

(a) Exley (2015) Data (b) Replication Data

Figure A.1. Increased Charity Valuations: Charitable Contribution where
indifferent to $10 for self

Table A.1. Exley Regression Table, by Probability

Exley Replication
(1) (2) (3) (4) (1) (2) (3) (4)

P=0.95 P=0.75 P=0.50 P=0.25 P=0.95 P=0.75 P=0.50 P=0.25

charity 1.84⋆ 3.03⋆⋆ -2.11⋆ -2.54⋆⋆ 3.83⋆ 0.51 -0.94 -1.28
(0.06) (0.03) (0.08) (0.03) (0.08) (0.83) (0.62) (0.59)

tradeoff -1.14 4.25⋆ 10.22⋆⋆⋆ 5.22⋆ -4.00 3.83 5.02 3.74
(0.53) (0.06) (0.00) (0.09) (0.18) (0.11) (0.11) (0.28)

charity*tradeoff -23.16⋆⋆⋆ -21.45⋆⋆⋆ -12.76⋆⋆⋆ -0.75 -18.62⋆⋆⋆ -11.39⋆⋆ -0.34 3.06
(0.00) (0.00) (0.00) (0.79) (0.00) (0.02) (0.94) (0.57)

Constant 90.53⋆⋆⋆ 71.10⋆⋆⋆ 31.97⋆⋆⋆ 13.55⋆⋆⋆ 85.63⋆⋆⋆ 67.09⋆⋆⋆ 34.18⋆⋆⋆ 22.62⋆⋆⋆

(0.00) (0.00) (0.00) (0.00) (0.00) (0.00) (0.00) (0.00)

Charity-Tradeoff effect -24.29⋆⋆⋆ -17.19⋆⋆⋆ -2.54 4.47⋆ -22.62⋆⋆⋆ -7.59⋆⋆ 4.67⋆ 6.80⋆⋆

(3.35) (2.85) (1.71) (2.27) (3.34) (3.42) (2.49) (3.27)
Observations 228 228 228 228 224 224 224 224

Note: Standard errors clustered at participant level, shown in parentheses. Significance: ⋆ − (p < 0.10),
⋆⋆ − (p < 0.05), ⋆⋆⋆ − (p < 0.01). OLS estimates with dependent variables of relative lottery valuations.
Valuations in self-dollars are scaled as percentages of $10, while valuations in charity-dollars are scaled
as percentages of their X. Participants with censored X values are not included. In the Charity-Tradeoff
effect row (not given in the original study tables) we provide the sum of Tradeoff and the interaction terms.
interaction terms
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Table A.3. Di Tella Regression Table

Di Tella Replication

(1) (2) (3) (4)
Effect of Able=8 (versus Able=2) on

Tokens Taken 5.233*** 5.150*** 2.590*** 2.670***
(0.363) (0.402) (0.585) (0.583)

Is Corrupt 0.369*** 0.325*** 0.246** 0.225*
(0.110) (0.120) (0.112) (0.116)

%-Corrupt 0.158*** 0.151*** 0.049 0.030
(0.053) (0.055) (0.049) (0.051)

Implied Effect of Tokens Taken on

Is Corrupt 0.071*** 0.063** 0.095** 0.084*
(0.021) (0.024) (0.044) (0.044)

%-Corrupt 0.030*** 0.029*** 0.019 0.011
(0.010) (0.010) (0.019) (0.019)

Controls No Yes No Yes
Observations 65 65 77 76

Note: Robust standard errors in parentheses. Implied effect of Tokens Taken is from an instrumental vari-
able regression where the endogenous variable is Tokens Taken and the instrument is Able=8. Controls are
gender, age, general trust, and major. Significance: *** –1%, ** –5%, * –10%.

Table A.4. Dana Table 1

Dana Replication

Proportion Proportion Proportion Proportion
choosing “A" revealing true choosing “A" revealing true

(unfair choice) payoffs (unfair choice) payoffs

Dictators’ choices

Baseline 5/19 (26%) – 37/213 (17%) –
HI (State 1) 10/16 (63%) 8/16 (50%) 54/98 (55%) 39/98 (40%)
HI (State 2) 13/16 (81%) 10/16(63%) 79/115 (69%) 59/115 (51%)
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Table A.5. Dana Table 2

Dana Replication

Information Proportion Information Proportion
acquisition

choice
choosing “A" acquisition

choice
choosing “A"

State 1
Payoffs

Chose to reveal
(8/16, 50%)

2/8 (25%) Chose to reveal
(39/98, 40%)

7/39 (18%)

Chose not to
reveal (8/16,

50%)

8/8 (100%) Chose not to
reveal (59/98,

60%)

47/59 (80%)

State 2
Payoffs

Chose to reveal
(10/16, 63%)

9/10 (90%) Chose to reveal
(59/115, 51%)

58/59 (98%)

Chose not to
reveal (6/16,

38%)

4/6 (67%) Chose not to
reveal (56/115,

49%)

41/56 (73%)

Appendix B. Discussion Supplement

Table B.1. Type Definitions

Types

Excuse-Seeking Selfish Generous

Di Tella et al. Believe partner corrupt Believe partner not corrupt Neither Excuse-Seeking
(Able = 8 Allocators) Take over 5 tokens Take any tokens nor Selfish

Exley Uncensored participants Censored Participants Neither Excuse-Seeking
(95% List) Charity w. Tradeoff < Self nor Selfish

Charity == Self, No Tradeoff

Dana et al. Baseline: (5,5) Baseline: (6,1) Baseline: (5,5)
HI: Do Not Reveal HI: (6,x) HI: Reveal

Note: Notes: Information environment definitions follow Exley (2015).
For Exley decisions, Charity == Self was defined as switching within 5 percentage points of each other in
the original or 4 rows in the replication.
Generous definitions are: DiTella et al. – believe partner is corrupt and take under 5 tokens or believe part-
ner is not corrupt and don’t take any tokens. Exley – Uncensored participants who either don’t undervalue
the charity-lottery with a tradeoff or have differing charity-self risk preferences.
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Table B.2. Exley Regression Table, Heterogeneous Effects

Exley Replication
(1) (2) (3) (4) (1) (2) (3) (4)

charity 0.06 0.06 0.10 0.09 0.53 0.39 1.86 1.73
(0.82) (0.80) (1.26) (1.23) (1.20) (1.24) (1.81) (1.84)

tradeoff 5.30∗∗ 5.30∗∗∗ 3.15 3.15 2.15 5.08∗∗ 0.29 2.89
(2.02) (1.82) (2.83) (2.38) (2.19) (2.09) (3.21) (2.85)

charity*tradeoff -15.09∗∗∗ -15.09∗∗∗ -9.02∗ -9.02∗∗ -6.82∗ -11.96∗∗∗ -4.57 -9.07∗

(3.40) (3.18) (4.55) (3.90) (3.74) (3.23) (5.21) (4.65)
(X − X̄) -0.11 -0.11 0.29∗∗ 0.29∗∗

(0.13) (0.13) (0.12) (0.12)
charity*(X − X̄) 0.26∗ 0.26∗ -0.06 -0.06

(0.13) (0.13) (0.15) (0.15)
tradeoff*(X − X̄) 1.11∗∗∗ 1.11∗∗∗ 1.28∗∗∗ 1.30∗∗∗

(0.31) (0.31) (0.29) (0.29)
charity*tradeoff*(X − X̄) -1.56∗∗∗ -1.56∗∗ -2.23∗∗∗ -2.25∗∗∗

(0.57) (0.59) (0.44) (0.43)
wiggler -0.62 -0.62 1.00 1.23

(2.17) (2.21) (2.21) (2.14)
charity*wiggler 0.90 0.89 -1.81 -1.86

(1.65) (1.60) (2.46) (2.46)
tradeoff*wiggler 4.47 4.45 4.10 5.11

(4.54) (3.99) (4.72) (3.93)
charity*tradeoff*wiggler -13.48∗∗ -13.45∗∗ -3.62 -5.38

(6.46) (5.28) (8.01) (6.50)
selfish 2.68 2.67 3.83 3.70

(2.54) (2.49) (4.44) (4.47)
charity*selfish -1.14 -1.13 -4.83 -4.80

(2.17) (2.10) (4.69) (4.68)
tradeoff*selfish 4.59 4.63 0.31 -0.30

(5.25) (5.09) (6.23) (6.23)
charity*tradeoff*selfish -12.10 -12.16 -5.94 -4.89

(9.78) (10.04) (11.80) (11.75)
Constant 51.79∗∗∗ 51.79∗∗∗ 51.33∗∗∗ 51.33∗∗∗ 52.38∗∗∗ 53.06∗∗∗ 51.52∗∗∗ 52.11∗∗∗

(0.96) (0.96) (1.30) (1.30) (1.09) (1.05) (1.75) (1.75)
Observations 1596 1596 1596 1596 896 896 896 896
∗ p < 0.10, ∗∗ p < 0.05, ∗∗∗ p < 0.01. Standard errors in parentheses clustered at participant level. Censored participants are excluded.
Dependent variables are lottery valuations, Y. Valuations in self-dollars are scaled as percentages of $10, and valuations in charity-dollars
are scaled as percentages of X. The results are from the main regression modified to include the shown interactions. (X - X̄) is a
participant’s X minus the average X. Selfish is an indicator for choosing A in the revealed-unaligned state. Wiggler is an indicator
for choosing B in the revealed-unaligned state but A in the choice-to-reveal question after choosing not to reveal the state.
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Appendix C. Compact version of Di Tella et al.

Participants in the Exley replication complete a task designed to mimic Allocator de-
cisions in DiTella et al. Participants are randomly matched and given an extra $1. They
have three options: (i) Keep their dollar (and not affect their partner’s payoff); (ii) Pass to
charity (potentially providing a $4 donation); or (iii) attempt to Take their partner’s do-
nation. Payoffs are presented in Table C.1. Participants report beliefs over their partner’s
actions and the session-level prevalence of Take.1

Table C.1. Payoffs

Keep Pass Take
Keep 1 personal, 1 personal 1 personal, 4 donation 1 personal, 0
Pass 4 donation, 1 personal 4 donation, 4 donation 0, 4 personal
Take 0, 1 personal 4 personal, 0 0, 0

Note: Personal denotes a payoff for the participant and donation denotes money donated to the Children’s
Hospital on their behalf. 0 denotes no personal payment or donation.

Choosing Take is comparable the corrupt option in Di Tella et al.. Participants can jus-
tify Keep by believing their partner choose Take, much as Allocators can justify taking
more tokens by distorting beliefs about their partner’s corruption. However, as shown
in Table C.2, we do not find evidence of this belief distortion. Instead, participants who
chose Keep ascribe consistency between their behavior and that of their partner. Partici-
pants selecting Pass also ascribe this consistency, but most who try to Take believe their
partner will Pass.2

Table C.2. Partner Beliefs and Actions

Believe Keep Believe Take Believe Pass

Decide Keep 11 4 2
Decide Take 1 8 11
Decide Pass 0 2 22

Note: Rows are a participant’s choice, columns are participant beliefs over their partner’s choice.

1Half are paid for the game and a quarter for each for their partner-level and session-level beliefs. Sessions
with odd numbers of participants paid one additional participant for session-level beliefs.
2Surprisingly, nearly half of those selecting Take do not believe their partner chose Pass. Participants may
have a distribution of beliefs over their partner’s actions, and treat picking Take as a lottery paying $4 with
probability p, the likelihood their partner picks Pass. If p ∈ [.25, .50] and q (the probability their partner
picks Take) > p, a risk-averse agent who does not care about the charity may Take and indicate their partner
also did so.
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Screenshots from the Exley Replication











Example of Self-risk/Self-certain price list:



Example of Charity-risk/Self-certain price list:



Example of Self-risk/Charity-certain price list:



Example of Charity-risk/Charity-certain price list:



















Instructions from the Exley Replication

These instructions were handed to each participant at the beginning of the experiment
and read aloud by the experimenter.



 

Instructions 

Welcome and thank you for your participation. This is a study on decision making. Please turn 
off your cell phones and similar devices and place them in your bag or on the top shelf. Please 
do not talk to or in any way try to communicate with other participants in the room. 

Payments 

In this study, you will receive a $10 minimum payment. This $10 is yours to keep. Whatever you 
earn from the study will be added to this minimum payment.   

All payments will be made in private with cash at the end of the study. Additionally, you will 
have the opportunity to donate to children at UPMC Children’s Hospital of Pittsburgh. 

Main Task 

There are three tasks in this study: a main task and two bonus rounds. The following instructions 
explain how you may earn money from the main task. You may earn further payments from the 
bonus rounds at the end of the study. 

In the main task you will be presented with a series of decision lists. Each decision list consists of 
a series of different rows with two options, option A and option B. For each row, you will have to 
select your preferred option.  

Your task in each decision list will be to pick the first row where you would switch from option 
A to option B. In other words, you should indicate the point at which you would be willing to 
give up option A for option B. The option you select in each row of the decision list will then be 
highlighted in green. If you don’t want to switch, you can just mark your preferred option green 
throughout the list. 

Once you have indicated your choices in all decision lists, the computer will randomly and 
fairly select one decision list for payment, and then select one row from that list.  
If for that row, you chose option A, then option A will be implemented.  If you chose option B, 
then option B will be implemented.  Every row from every decision list is equally likely to be 
selected for payment.  So you should treat each decision list as if it determines your main task 
payment. 

Option A and option B will vary across decision lists.   
Option A and option B will involve money being given to you or the children at Children’s 
Hospital. Option B will never involve uncertainty while option A may involve some uncertainty.  
For each option, you will be informed of the recipient in both options (the children or you) and 
if there is any uncertainty involved in option A. 

 



 

Consider an example decision list in the table below. In this example decision list, option A is 
fixed, and option B varies as follows: 

-Option A is fixed, but uncertain, you receive $10 with 75% probability, and $0 otherwise. 

-Option B is that you receive some dollar amount. As you proceed down the list, the amount 
increases from $0 to $10. 

Your task is to decide the smallest amount that you would need to give up your chance to 
receive $10 with 75% probability. In other words, you will indicate the point at which you would 
be willing to give up option A for option B.  

Option A Option B 
• You get $10 with 75% probability; and $0 otherwise • You get $0 
• You get $10 with 75% probability; and $0 otherwise • You get $1 
• You get $10 with 75% probability; and $0 otherwise • You get $2 
• You get $10 with 75% probability; and $0 otherwise • You get $3 
• You get $10 with 75% probability; and $0 otherwise • You get $4 
• You get $10 with 75% probability; and $0 otherwise • You get $5 
• You get $10 with 75% probability; and $0 otherwise • You get $6 
• You get $10 with 75% probability; and $0 otherwise • You get $7 
• You get $10 with 75% probability; and $0 otherwise • You get $8 
• You get $10 with 75% probability; and $0 otherwise • You get $9 
• You get $10 with 75% probability; and $0 otherwise • You get $10 

Imagine for a moment the smallest amount that you would accept to give up your chance to 
receive $10 with 75% probability (to aid your decisions, we have provided a calculator located 
on the top right corner of your decision screens). Suppose your answer is $6, this choice will be 
indicated as shown in the picture below: 

Option A Option B 
• You get $10 with 75% probability; and $0 otherwise • You get $0 
• You get $10 with 75% probability; and $0 otherwise • You get $1 
• You get $10 with 75% probability; and $0 otherwise • You get $2 
• You get $10 with 75% probability; and $0 otherwise • You get $3 
• You get $10 with 75% probability; and $0 otherwise • You get $4 
• You get $10 with 75% probability; and $0 otherwise • You get $5 
• You get $10 with 75% probability; and $0 otherwise • You get $6 
• You get $10 with 75% probability; and $0 otherwise • You get $7 
• You get $10 with 75% probability; and $0 otherwise • You get $8 
• You get $10 with 75% probability; and $0 otherwise • You get $9 
• You get $10 with 75% probability; and $0 otherwise • You get $10 



 

Option A Option B 
• You get $10 with 75% probability; and $0 otherwise • You get $0 
• You get $10 with 75% probability; and $0 otherwise • You get $1 
• You get $10 with 75% probability; and $0 otherwise • You get $2 
• You get $10 with 75% probability; and $0 otherwise • You get $3 
• You get $10 with 75% probability; and $0 otherwise • You get $4 
• You get $10 with 75% probability; and $0 otherwise • You get $5 
• You get $10 with 75% probability; and $0 otherwise • You get $6 
• You get $10 with 75% probability; and $0 otherwise • You get $7 
• You get $10 with 75% probability; and $0 otherwise • You get $8 
• You get $10 with 75% probability; and $0 otherwise • You get $9 
• You get $10 with 75% probability; and $0 otherwise • You get $10 

 

Further, suppose that this example decision list was randomly selected for payment. Then: 

-If the third row was randomly selected (indicated with the first arrow above), then option A will 
be implemented. The computer will randomly and fairly choose a number from 1 to 100. If the 
chosen number is between 1 and 75 (inclusive) you would receive $10. If the number is between 
76 and 100 (inclusive) you would receive $0.  

-If the eighth row is randomly selected (indicated with the second arrow above), then option B 
will be implemented, and you would instead receive $7.  

The above explains how you make choices in ONE decision list.  However, in this study, you 
will be given several decision lists and you must make a choice for each one. 
Each list appears on a separate page.  Lists are grouped into 5 blocks, where each block involves 
different types of decisions (i.e., with respect to whether option A and/or option B involve 
money being given to the children or to you, and whether option A involves uncertainty). 

We will randomly and fairly select one row from one decision list for payment. If that results in a 
payment to you, you will be paid the relevant amount in cash directly after the study using your 
payment number. This payment number does not correspond to your seat number and cannot 
be linked to your decisions or your computer terminal. If the selected decision results in a 
payment to charity, we will donate the money to the children at the Children’s Hospital on your 
behalf. At the end of the experiment, an assistant will submit a request to University of 
Pittsburgh for a check to be made out to the Children’s Hospital corresponding to the funds 
donated in your session. After we receive this check from the University, it will be mailed to the 
Children’s Hospital of Pittsburgh. The receipt from this donation will be posted outside 4930A 
Posvar Hall. 

 



 

Donating to children at Children’s Hospital helps support their most urgent needs– the needs 
that insurance does not cover. Donations will help improve the quality of life for families 
struggling with childhood illness. Contributions made today will specifically go toward sustaining 
the 13 playrooms available to patients at the Children’s Hospital.  These medical-free zones help 
provide children a place to escape from talk of their tests and treatments, and allow them to 
engage in fun, therapeutic activities.  Playrooms are funded solely through donations. 

If you have any questions about the procedures, please raise your hand now and one of us will 
come to your seat to answer your questions. 

 

 
 



Screenshots from the Di Tella et al. Replication

The following are screenshots for Allocators



























The following are screenshots for Sellers























The following are the screenshots for the bonus round for both allocators and sellers:









Finally, the following is the reference handout distributed to all participants after they
have read the instructions on the computer screen:



General Instructions 

 

 

Allocator Decision  

 

The Allocator must decide how to distribute the 20 tokens between themselves and their partner Seller, starting 

from an initial allocation of 10 tokens for each individual. Remember that there are two types of Allocators: ones 

who can move up to two tokens between themselves and their partner Seller, and ones who can move up to eight 

tokens. The table below lists all possible distributions of tokens:  

 

Allocation Decision 

Allocator 

Tokens  
Seller Tokens  

20** 0** 

19** 1** 

18* 2* 

17* 3* 

16* 4* 

15* 5* 

14* 6* 

13* 7* 

12 8 

11 9 

10 10 

9 11 

8 12 

7* 13* 

6* 14* 

5* 15* 

4* 16* 

3* 17* 

2* 18* 

1** 19** 

0** 20** 

 

* Allocation is only possible if the Allocator is able to move up to eight tokens. 

** Allocation is not possible regardless of which Allocator type is randomly assigned. 

 

 

Seller Decision  

 

The Seller must set the dollar amount at which the tokens will be valued. They can choose between two options:  

 

Option A: Each token is worth $1.50 

 Option B: Each token is worth $0.50, and the Seller will receive a bonus of $5.00  

 

Both Allocators and Sellers will make their decisions without knowing what the other decided. Both decisions will 

affect the payment that each player receives.    

  

 

 

 

Please see the next page to view a table of payoff possibilities 

 



 

 

A summary of all of the possible decisions and corresponding payoffs under both token values are listed in the table 

below:  

 

Allocation Decision Option A: Seller chooses $1.50  
Option B: Seller chooses $0.50 

+ $5.00 

Allocator 

Tokens  
Seller Tokens  

Allocator 

Payoff 
Seller Payoff 

Allocator 

Payoff 
Seller Payoff 

20** 0** $30.00** $0.00** $10.00** $5.00** 

19** 1** $28.50** $1.50** $9.50** $5.50** 

18* 2* $27.00* $3.00* $9.00* $6.00* 

17* 3* $25.50* $4.50* $8.50* $6.50* 

16* 4* $24.00* $6.00* $8.00* $7.00* 

15* 5* $22.50* $7.50* $7.50* $7.50* 

14* 6* $21.00* $9.00* $7.00* $8.00* 

13* 7* $19.50* $10.50* $6.50* $8.50* 

12 8 $18.00 $12.00 $6.00 $9.00 

11 9 $16.50 $13.50 $5.50 $9.50 

10 10 $15.00 $15.00 $5.00 $10.00 

9 11 $13.50 $16.50 $4.50 $10.50 

8 12 $12.00 $18.00 $4.00 $11.00 

7* 13* $10.50* $19.50* $3.50* $11.50* 

6* 14* $9.00* $21.00* $3.00* $12.00* 

5* 15* $7.50* $22.50* $2.50* $12.50* 

4* 16* $6.00* $24.00* $2.00* $13.00* 

3* 17* $4.50* $25.50* $1.50* $13.50* 

2* 18* $3.00* $27.00* $1.00* $14.00* 

1** 19** $1.50** $28.50** $0.50** $14.50** 

0** 20** $0.00** $30.00** $0.00** $15.00** 

 
* Allocation is only possible if the Allocator is able to move up to eight tokens. 

** Allocation is not possible regardless of which Allocator type is randomly assigned. 
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