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Abstract

We study how strategic interaction and cooperation are affected by the heterogene-
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serve overall higher cooperation rates and average final payoffs in integrated treatment
groups – where subjects of different IQ levels interact together– than in separated
treatment groups. Lower IQ subjects are better off and higher IQ subjects are worse
off in integrated groups than in separated groups. Higher IQ subjects adopt harsher
strategies when they are pooled with lower IQ subjects than when they play separately.
We demonstrate that this outcome should be expected in learning and evolutionary
models where higher intelligence subjects exhibit lower frequency of errors in the im-
plementation of strategies. Estimations of errors and strategies in our experimental
data are consistent with the model’s assumptions and predictions.
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1 Introduction

Intelligence is an important characteristic affecting single agent and strategic behaviour (e.g.

Jones, 2008; Alaoui and Penta, 2016; Gill and Prowse, 2016; Alaoui and Penta, 2018; Alaoui

et al., 2020). In repeated games where cooperation is possible, the level of intelligence of

players is a crucial factor in affecting mutually beneficial behavior. Proto et al. (2019) find

that when subjects are allocated into two groups on the basis of their intelligence, only the

higher intelligence groups converge to full cooperation in complex, non-zero-sum games such

as the repeated Prisoner’s Dilemma.

However, such separation of individuals into distinct classes of intelligence seldom occurs

in everyday life. The experimental literature has shown that when people are not separated

by level of intelligence, they tend to choose efficient strategies leading to cooperation under

repeated interactions, when gains from cooperation are sufficiently large (e.g. Dal Bó, 2005;

Dreber et al., 2008; Duffy and Ochs, 2009; Dal Bó and Fréchette, 2011; Blonski et al., 2011).

The questions of how groups interact and how people of different types within that group

influence one another remain open.

To clarify these issues, we conduct an experiment allowing to directly compare how people

cooperate when they are repeatedly interacting with individuals of the same or different

levels of cognitive skills. In our laboratory experiment we find strong evidence that low IQ

players learn to cooperate from high IQ players. Cooperation rates in integrated groups –

where subjects with different IQ levels are pooled together– substantially increase among

less-intelligent players (with IQ in the 76-106 range), and slightly decrease among more-

intelligent players (those with IQ in the 102-127 range) when compared to rates in groups

separated according to IQ.

We also find evidence of systematic differences in the strategies used in the integrated-

intelligence setting, as compared to those in the separated-intelligence setting. High-IQ

players in the integrated treatment are less likely to revert to cooperation after a defection

of the partner than they do when playing in the separated treatment. To better understand

the complex interaction of learning and teaching that produces this shift, we analyze a

model that introduces differences among players in the ability to consistently and precisely

implement strategies.

Before illustrating this model we need to recall some definitions, relying on an established

classification of repeated game strategies, in particular for the Prisoner’s dilemma (see for

example: Aoyagi et al., 2019). A strategy is called lenient if it does not revert to defection

after a single deviation; forgiving if it returns to cooperation after a punishment of a defection.

A strategy is called cooperative if it plays cooperation at some stage. Always Defect is not
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cooperative, Grim Trigger is cooperative, but not forgiving, and Tit-for-Tat is cooperative

and forgiving but not lenient, Always Cooperate is lenient, forgiving and cooperative. The

combination of those three criteria produces an order, which if restricted to the four strategies

we mention is complete. We call this an order of harshness: Always Defect, Grim Trigger,

Tit-for-Tat and Always Cooperate are in order of decreasing harshness. We find that if the

fraction of players with limited cognitive skills in the population increases, and, thus, the

average probability of errors also increases, players will adopt harsher strategies.

We model a strategy as an automaton; management of a strategy consists in correctly

choosing the next state in the automaton, given the current state and the observed action

profile, and then correctly choosing an action. Thus, possible errors are errors in transition

and errors in action choice. The distinction between the two types of errors is important for

data analysis but most importantly as a conceptual distinction.1 The literature on refinement

of Nash equilibria (started with Selten, 1975) has introduced errors as an essential component

of the analysis, and those are naturally interpreted as errors in action choice. The distinction

between the two types of error makes an interpretation of observed behavior easier. An error

in transition is likely due to a fault in cognitive skills and, in particular, working memory

storage of the strategy adopted, its current state, and updating the state given the observed

actions; an error in action is likely due to lack of care and attention in choice.

We study the effect on the frequency of strategies in the population at the evolutionary

equilibria of different benchmark models (the proportional imitation model and the best re-

sponse model; Gilboa and Matsui, 1991; Schlag, 1998) and in a rational learning model. This

is a natural modeling choice because in our experiment each individual adapts strategies to

the environment by observing the behavior of randomly met opponents. The cognitive skills

distribution determines the probability of errors, which in turn affects the implementation

of the strategy. Higher probability of errors lead subjects to shift towards harsher strategies,

in particular the Always Defect strategy.

In our data analysis we follow the hypotheses of the model and estimate the probability

of errors and the equilibrium strategy. We find a pattern consistent with the predictions

of the model: in subject pools where subjects commit more errors, players employ harsher

strategies. This is the opposite of what happens when errors in detection are introduced (as

in models of imperfect monitoring).2 In this case experimental evidence suggests that the

presence of errors in detection produces a shift in the direction of more lenient strategies

(see for example Aoyagi et al., 2019). A systematic comparison between these two errors is

an interesting topic of future research.

1We develop an algorithm which exploits this difference in section E of the online appendix.
2This observation was suggested by a clever referee.
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Our results allow to establish a clear link between intelligence, errors and strategic choices

in repeated Prisoner’s Dilemma. This is important for several reasons. First, it provides fur-

ther insights in the way cooperation arises and evolves among self-interested individuals.

Second, it provides a framework linking limited cognitive capacities and strategic errors.

Third, it can help to understand strategic interactions in environments typically charac-

terized by high heterogeneity in cognitive abilities, thus allowing a better evaluation of

alternative integration policies.

Our study is part of a broader research program trying to identify the role of personality

traits in producing strategic behavior. A large literature in behavioral economics has empha-

sized in the last decades the role of individual differences in attitudes toward others. These

theories suggest that social preferences, such as trust and altruism (facets of Agreeableness,

one of the Big Five personality traits), as determining behavior in strategic environments

(see e.g. Fehr and Schmidt (2006) for a survey). Jagelka (2019) uses factor analysis to study

the connection between preferences and cognitive skills on the one hand, and choices on the

other. His model highlights the link between cognitive skills and inconsistencies of choices

in a static setup, not in a strategic repeated environment.

Here we explore a completely different mechanism based on cognitive abilities. To the

best of our knowledge, our model is the first to analyze the relationship between probability

of errors and strategic choices, where individual cognitive skills determine frequency of errors.

Heterogeneity in strategy choice in this class of games has been well documented, yet we know

very little about why subjects do not coordinate on the same strategy or what determines

the strategies selected, especially in a basic environment of perfect monitoring. Aoyagi and

Fréchette (2009) estimate how the threshold strategies change as a function of the quality in

monitoring. Fudenberg et al. (2012) show that if the action choice of players is implemented

with an error by the experimenter, then strategies become more lenient and forgiving. So

when subjects know that the error is not the responsibility of partners they might change

their attitude in a more lenient direction, possibly because punishing the partner could not

change the probability of error by inducing them to be more careful. Dal Bó and Fréchette

(2019) report that as supergames become longer in expectation, the ratio of Tit-for-Tat to

Tit-for-Tat plus Grim Trigger increases. There is also evidence that players in laboratory

settings teach others how to play efficiently (e.g. Camerer et al., 2002; Hyndman et al., 2012;

Cason et al., 2013). However, these papers do not connect the experimental findings with

differences in intelligence and do not provide a unifying theory as we do in the current work.

Furthermore, the explanation given in this paper based on evolutionary models relates to

multiple observations from prior research: i) the importance of dynamics within sessions; ii)

the predictive role of the initial conditions; and iii) the decrease in strategy implementation
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errors with experience (see Dal Bó and Fréchette, 2018, for a survey of such findings).

The paper is organized as follows: Section 2 presents the experimental design. Section

3 shows the experimental evidence. Section 4 describes the main results of a model of

evolutionary game theory; the model is examined in more detail in the appendix (section A).

Section 5 estimates the main parameters and variables of the model using our experimental

data and provides support for the model’s main assumptions and predictions. Section 6

concludes. The online appendix contains technical analysis of the model, estimation details,

robustness checks, further experimental design details, and descriptive statistics.

2 Experiment Design and Implementation

Our design involves a two-part experiment administered over two different days separated

by one day in between. Participants are allocated into two groups according to cognitive

ability, which is measured during the first part. They are then asked to return to a specific

session to play several repetitions of a repeated game. Each repeated game is played with a

new randomly determined partner. We have two treatments: the first treatment (called IQ-

Separated treatment, or separated for short) separates subjects into two groups, one with high

and one with lower cognitive ability. The second treatment (called IQ-Integrated treatment,

or integrated for short) pools together subjects into groups that do not differ one from the

other in the distribution of cognitive ability. Subjects were not informed how the grouping

was made. During the de-briefing stage (after the completion of the second day session), we

ask the subjects if they understood the basis upon which the grouping was made. Only one

subject mentioned intelligence as the possible determining characteristic.

2.1 Experimental design

Day One

On the first day of the experiment, subjects complete a Raven Advanced Progressive Matrices

(APM) test consisting of a sequence of 36 questions. They have a maximum of 30 minutes

for the entire test. For each item a 3×3 matrix of images is displayed on the subjects’ screen;

the image in the bottom right corner is missing. The subjects are then asked to complete

the pattern by selecting one out of eight possible choices presented on the screen. Before

beginning the test, the subjects are shown an example of a matrix together with the correct

answer for 30 seconds. The 36 questions are presented in order of progressive difficulty (as

sequenced in Set II of the APM). Participants are allowed to switch back and forth through

the 36 questions during the 30 minutes and they are allowed to change their answers.
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The Raven test is a non-verbal test commonly used to measure reasoning ability and gen-

eral intelligence. Matrices from Set II of the APM are appropriate for adults and adolescents

of higher-than-average intelligence. The test is able to elicit stable and sizeable differences

in performances among individuals similar to the ones in our subject pool. This test was

among others implemented in Gill and Prowse (2016) and Proto et al. (2019) that find it to

be relevant in determining behavior in cooperative or coordinating games.

Psychometric and experimental economics research seldom offers subjects rewards for

completing IQ tests such as the Raven. However, some research (e.g. Larson et al., 1994) has

found that offering a monetary reward leads to a slight increase of scores among people of

higher-than-average intelligence. Alaoui and Penta (2018) study the effects of such incentives

on performance from a theoretical point of view. We aimed to measure intelligence in a way

that would keep potential confounding with motivation at a minimum. Thus, we decided to

reward our subjects with 1 euro for the correct answer to three randomly chosen matrices

among the total 36. During the session we never mention that this is a test of intelligence

or cognitive abilities.

Following the administration of the Raven test, subjects complete an incentivized Holt-

Laury task (Holt and Laury, 2002) to measure risk attitudes. Participants also complete

a standard personality traits questionnaire, the Big Five Inventory (BFI), which includes

44 questions (with answers coded on a Likert scale).3 Participants also answer a series

of questions on demographic characteristics, subjective well-being, and previous experience

with a Raven’s test. We inform the subjects that they will not receive any monetary payment

for this section. The online appendix includes all instructions given on the first day.

Day Two

Subjects return to the lab on a later day for the second part. We allocate subjects into

two experimental sessions depending on the treatment. In the IQ-Separated treatment, we

divide subjects into two groups. Those with above-median Raven scores participate in what

we refer to as high-IQ sessions; the remaining subjects participate in what we refer to as

low-IQ sessions.4,5 In the IQ-Integrated treatment, we create groups of similar Raven scores

across pairs of sessions. To allocate subjects in second-day sessions, we rank them by their

Raven scores and separate the groups by the median. We then alternate allocating subjects

3We use the version that was developed by John et al. (1991) and was investigated by John et al. (2008).
4The attrition rate was small. Table O.1 in the online appendix provides the details.
5In cases in which there were subjects with equal scores at the cutoff, a tie rule based on whether they

reported previous experience of the Raven task was used. Participants who had done the task before (and
were tied with others who had not) were allocated to the low-IQ session.
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of either intelligence level in different sessions.6 Specifically, the two top Raven scorers of

day one are allocated in different sessions; subsequently the third and fourth are allocated

to a different session, and so on.

Subjects are asked to play several instances of a repeated Prisoner’s Dilemma (PD)

game. Table 3 reports the stage game implemented. We use a random continuation rule:

after each repetition the draw of a random number determines whether the repeated game

stops or continues to the next repetition. The continuation probability is δ = 0.75. We use

a pre-drawn realization of the random numbers; this ensures that all sessions across both

treatments face the same experience in terms of length of play at each decision point.7 We

define key terms as follows: round refers to an overall count of number of times the stage

game has been played during the session; a supergame refers to each repeated game played;

and, finally, period refers to the round within a specific supergame. The length of play of the

repeated game is either 45 minutes or until the completion of the 42nd supergame (which

entailed 151 rounds, i.e. repetitions of the stage game), depending on which comes first.

This rule was not disclosed to the participants. The game parameters are identical to the

ones used by Dal Bó and Fréchette (2011) and Proto et al. (2019). When the continuation

probability is interpreted as discount factor, the payoffs correspond to an infinitely repeated

Prisoner’s Dilemma game in which the cooperation equilibrium is both subgame perfect and

risk dominant.8

The matching of partners takes place within each session under an anonymous and ran-

dom re-matching protocol. Two participants play as partners as long as the random contin-

uation rule determines that the particular partnership is to continue. Once a match ends,

participants are again randomly and anonymously matched, and start playing the game

again. Each decision round for the game is complete when every subject has made their

decision. After all subjects make their decisions, a screen appears that reminds them of

their own decision, indicates their partner’s decision, and reports the units they earned for

that particular round. The group size of different sessions varies depending on the numbers

recruited in each week.9 The subjects are paid according to the points they earn through

all rounds of the game. The payoffs reported in Table 3 are in terms of experimental units;

each experimental unit corresponds to 0.004 Euros.10

6Again, the attrition rate was small. Table O.2 in the online appendix provides the details.
7In table O.8 in the online appendix, we list the length per supergame that was used for all sessions.

This realisation of supergame length was obtained by drawing a random sequence.
8See Dal Bó and Fréchette (2011), p. 415 for more details
9The bottom panels of tables O.1 and O.2 in the online appendix list the sample size of each session

across both treatments.
10 In the invitation email sent to potential participants we announced a maximum on earnings of 26

Euros for the entire study (including a 4 Euros participation fee). The invitation letter for the second day
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After the sequence of repeated games is completed, subjects are asked to complete a short

questionnaire about any knowledge they have of the PD game, to answer some questions re-

lated to their attitudes towards cooperative behaviour and some strategy-eliciting questions.

We include all these questions in the online appendix.

Implementation

The recruitment was conducted through the Alfred-Weber-Institute (AWI) Experimental

Lab subject pool based on the Hroot recruitment software (Bock et al., 2014). All sessions

took place at the AWI Experimental Lab in the Economics Department of the University of

Heidelberg. A total of 214 subjects participated in the experimental sessions. They earned

on average around 23 Euros, including 4 Euros for participating. The experiment used Z-Tree

(Fischbacher, 2007).

We conducted eight sessions for the separated treatment: four high-IQ and four low-IQ

sessions. There were 108 participants, with 54 in the high-IQ and 54 in the low-IQ sessions.

For the integrated treatment we conducted 8 sessions with a total of 106 participants. Tables

O.1 and O.2 in the online appendix report the dates of the sessions and the number of subjects

per session.

3 Experimental Evidence

3.1 Cooperation rates, payoffs and learning

We start by comparing cooperation rates and payoffs across the two treatments for the two

intelligence groups. Figure 1 shows that subjects increasingly choose cooperation as their

first period choice across all treatments. Subjects in the high-IQ sessions converge faster to

almost total cooperation rates, while in the low-IQ sessions the pattern emerges more slowly;

subjects in this group converge to a cooperation rate smaller than 100 per cent (left panel).

Subjects in the integrated session have higher cooperation rates than in the low-IQ sessions,

and lower cooperation rates than in the high-IQ sessions (right panel).11 Always from figure

1, we note a clear upward trend only in the 1st half of each session (i.e. about the first 20

announced a maximum 15 Euros to be earned during that second session (up to 7 plus 4 Euros could be
earned during the first day). During the second day session, no display of the accumulated amount earned up
to that point was shown on the screen to the participants. The final earnings for the whole experiment were
only communicated at the end of the experiment. The results that we report are not qualitatively affected
by excluding the data in every session when even a single subject has reached the maximum on earnings, so
the presence of the maximum earning did not affect the behavior of participants.

11In Figure O.2 of the online appendix, we present the cooperation rates by session.
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supergames), for this reason on what follows we will generally show separate estimations for

the two halves of every session.

Table 4 shows that in the first 20 supergames (roughly the first half of a session), subjects

earn about 2.5 units more, and cooperate about 10% more frequently in the high-IQ sessions

than in the integrated sessions. By contrast, they earn about 5.6 units less and cooperate

about 22% less frequently in low-IQ sessions than in the integrated sessions. After the

20th supergame, there is no longer a significant difference between high-IQ and integrated

sessions. Meanwhile in the low-IQ sessions the difference in both payoffs and cooperation

remains constant.12

In accordance with the findings in Proto et al. (2019), Table 5 shows that IQ is not

significant in determining cooperation in the first round in either of the two treatments.

This suggests that the difference in cooperation between individuals of different cognitive

skills is only due to a learning effect during the session.13 Furthermore, in columns 3, 4

and 5 of table 5 we include a dummy for the integrated treatment. As it is expected it

is non significant, confirming that subject behaviour is statistically indistinguishable across

treatments at the beginning of the session.

Figure 2 shows that the average payoff per supergame is consistently higher in the inte-

grated sessions than in the separated sessions, indicating that in the integrated treatment

subjects play on average more efficiently than in the separated treatments.14 Figure 2 sug-

gests that subjects learn to cooperate in the first half of each session, then cooperation rates

become stable in the second half.

Table 6 shows that – in the first half of the session – subjects in the high-IQ sessions

open with cooperation at a rate increasingly faster than in the integrated treatment. By

contrast, cooperation increases more slowly in the low-IQ sessions than in the integrated

sessions (columns 1 and 2). Subjects in the low-IQ sessions tend to catch-up with the others

in the second part of each session (columns 3 and 4). This provides evidence that the less

intelligent players learn to play more cooperative strategies more quickly when they mix with

the more intelligent players than when they play with players of similar intelligence level.15

12 In table O.16 of the online appendix we present the same estimation as in table 4 but using only the
data from the marginal subjects in terms of IQ by excluding the top and bottom tertiles. This gives perhaps
a cleaner estimation of the magnitude of overall treatment effect. The table shows that there is an even
bigger difference between low IQ sessions and combined sessions (30% less cooperation in the latter), while
the difference between high IQ sessions and combined seems smaller than in table 4.

13Interestingly, risk aversion is the only significant negative determinant of cooperation at the beginning
of each session; in Proto et al. (2019) the effect was negative as well, but not statistically significant.

14Table O.3 in the online appendix also underscores this trend, with total earnings and average payoff
per round significantly higher in the integrated sessions than in the separated sessions.

15 In table O.17 of the online appendix we present the same estimation as in table 6 but using only the
data from the marginal subjects in terms of IQ by excluding the top and bottom tertiles. The table shows
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Why do higher levels of cooperation emerge earlier in the session with a larger number

of high-IQ players? One driver appears to be subjects’ beliefs, which change on the basis

of the experience with previous partners’ opening plays. As columns 2 and 4 of Table 6

show, partners’ past cooperation in the first periods significantly increases the probability

of cooperation; in agreement with established results in the repeated games literature. In

other words, subjects whose partners opened with cooperation in previous supergames are

more likely to open with cooperation in subsequent games.

It is reassuring to observe that the results so far confirm the results in Proto et al. (2019)

with the same payoff matrix, but using a different subject pool in a different country.16 We

summarize these findings as follows: Average cooperation rates and aggregate payoffs are

higher when high- and low-IQ subjects play in integrated, rather than separated groups. Low

IQ individuals learn to cooperate faster when they play in integrated, rather than separated

groups.

In what follows we will ask and study the fundamental question of how the interaction

between IQ distributions, strategy choice and implementation errors materializes.

3.2 Individual choice determinants

There is widespread and robust evidence (e.g. Dal Bó and Fréchette, 2018; Proto et al.,

2019) that subjects in the repeated Prisoner’s Dilemma game with perfect monitoring play

memory one strategies, where the choices in every period of a supergame depend only on

the action profile of the previous period.17 Let chi,t represent the subject’s choice (1 for

cooperate and 0 for defect), Partn.Chi,t represent partner’s choice and pi,t represent the

probability of chi,t = 1 (conditioned on the set of independent variables), we then have the

following model:

pi,t = Λ(αi + β[Chi,t−1;Partn.Chi,t−1] + εi,t); (1)

where [Chi,t−1;Partn.Chi,t−1] is a 3-dimensional vector of dummy variables representing the

different outcomes, where (1,0,0) represents Chi,t−1 = 0;Partn.Chi,t−1 = 1, (0,1,0) repre-

sents Chi,t−1 = 1;Partn.Chi,t−1 = 0 and (0,0,1) represents Chi,t−1 = 0;Partn.Chi,t−1 = 0;

with mutual cooperation, Chi,t−1 = 1;Partn.Chi,t−1 = 1, being the baseline category. αi

are time-invariant individual fixed-effects (taking into account time-invariant characteristics

of both individuals and sessions) and εi,t is the error term. We estimate Model 1 separately

that there is an even bigger difference between the cooperation trend of low IQ and combined sessions.
16And are generally consistent with the findings in the experimental economics literature (see e.g. Dal Bó

and Fréchette, 2018)
17 Common examples of memory one strategies are Tit for Tat or Grim trigger. Defecting after two

periods of defection of the partner (as in Tit for Two Tats) illustrates a memory two strategy.
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for the first block of 20 and the second block of 20 supergames by using a logit estimator.

In Table 7, we present the estimates of Model 1 for the first and the second half of the

session. Results are reported in odds ratios and taking the outcome (C,C)t−1 as baseline. In

panel A, we note that, conditional on deviation from mutual cooperation (i.e. after (D,D)t−1;

(D,C)t−1; (C,D)t−1), the odds of cooperating at time t by high-IQ are higher when subjects

play with other high-IQ players than when they play in the integrated treatment. This

difference is, if anything, even larger in the second part of the session (as seen in panel B of

Table 7). In particular, a lower coefficient of (C,D)t−1 suggests that subjects are less lenient

(see the definition in the introduction), and a lower coefficient of (D,C)t−1 suggests that

subjects play less forgiving strategies.18 Overall, we can interpret this evidence by saying

that in the integrated sessions high-IQ adopt harsher strategies.

Table 8 shows results of a direct test on whether high-IQ players are less harsh when

they interact amongst each other than when they are in the integrated treatment.19 We note

that the high-IQ players are significantly less likely to cooperate whenever the other subject

unilaterally defects. By contrast, the low-IQ subjects do not seem to play significantly differ-

ently – regardless of the setting, whether playing only with other low-IQ or in the integrated

treatment after an unilateral defection. We summarize this section as follows: High-IQ play-

ers are significantly less likely to cooperate after an unilateral deviation of the partner when

playing in the integrated treatment than when playing in the separated treatment.

The evidence we report shows that subjects learn to cooperate, and their choice of strate-

gies depends on their own cognitive skills as well as the distribution of cognitive skills within

the group. The high-IQ players seem to be more lenient when they play only with other high-

IQ players than when they also play with low-IQ players. Therefore, a complex mechanism

is in place and the following model allows us to analyze this in detail.

4 Errors and Evolution of Strategies

Proto et al. (2019) found that cognitive skills are inversely correlated to the probability of

defaulting after mutual cooperation in a strategic dynamics setting, suggesting the existence

18However, such a coefficient could also be an indication of reverting back after an error at period t− 1.
In a similar vein, the interpretation of a lower coefficient of (D,D)t−1 is more ambiguous: it might suggest
that a player is less keen to re-establish cooperation, that is, they are playing an non-cooperative strategy
like Always Defect or a Grim-trigger. At the same time this might also suggest, to the contrary, that players
adopt Always Cooperate more often and are reverting to that after an error at period t− 1.

19 Given our between-subjects treatments, we could not estimate this model by using individual fixed
effects to control for individual heterogeneity. As a result, we needed to introduce correlated random effects
in the model; a probit estimator is a more correct choice in this case (Wooldridge, 2010, sections 15.8.2 and
15.8.3)). However, note that the logit estimator would still be a good approximation, and using it instead
would give qualitatively similar estimations.

11



of a link between cognitive skills and strategic mistakes. Our results rely on a precise

model and show support for this suggestion. In this section we precisely define two types

of errors that take place in our environment and describe a formal model of the role that

the probability of these errors have on the evolution of strategies. We assume that error

rates are related to the intelligence of players, particularly errors that are due to ineffective

information processing: thus, the model provides a link between intelligence and strategic

behavior in groups. In section 5, we provide empirical evidence of this assumption in our

data.

4.1 Two types of error

In our model of strategy evolution, subjects can make two types of errors when implementing

their strategies. As a first possibility, errors may occur in the complex process of observing

the action of the others, recalling the rules of the game and their plan of action, and deciding

what to do in the future as a consequence of the observed action. We model subjects’ plans

as automata, and the complex process we have just described as the transition to the next

period state in their automaton. An error produces a transition to a state which is different

from the one prescribed by the automaton and the observed sequence of actions. We call

this an error in transition and denote its probability of occurring in each instance by εT . We

also consider the second possibility that they make an error in their choice of action, error

in action for short, which is the selection of an action different from the one prescribed by

the strategy at the current state. This error occurs with probability εA.

Note that the error in action is the only type of error which is possible when a player

uses simple strategies such as Always Defect or Always Cooperate, in which the automaton

has a single state. Thus, when we estimate error rates in our data analysis, if the strategy

considered is, say, AD, and only errors in transition are allowed, an observed path of actions

of a player has either probability one (when only defection is observed) or probability zero (if

ever a cooperation is observed). Thus, allowing this second type of error is necessary to allow

the possibility of errors with simple strategies such as Always Defect. We believe that the

distinction between these two types of error is important, because it corresponds to different

processes and different individual characteristics. From the cognitive point of view, an error

in transition is typically an error in working memory implementation of the strategy; an

error in action choice is an oversight, and more likely to be induced by distraction or lack of

focus. This distinction is likely to be even more important in future research investigating

the link between individual characteristics of players and strategic behavior.
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4.2 Errors and Strategy evolution

We now examine in broad lines the link between the frequency of errors and the evolution

over time of strategic behavior. For clarity of exposition we focus in the main text on the

simple case of transition errors only, and extend the analysis in section A.3 of the appendix,

where we consider the general case in which both errors in action choice and in transition are

possible. Focusing on transition error considerably simplifies the exposition, and the results

in section A.3 show that this case contains all the essential features. Our data analysis tests

the complete model with both types of errors.20 In section A.4 of the appendix we present

a model of population learning that allows us to establish a link with social learning models

of the type used in Dal Bó and Fréchette (2011).

We use the model to study the effect of error probabilities on the frequency of strategies

adopted by players. It is useful to have in mind the order of magnitude of error probabilities

that is actually observed in our data.21 The range of error probabilities in our data is for

almost all participants within the range of 0 to 0.3. The mean is between 0.02 and 0.1,

but Figure O.5 (in the online appendix) shows that in earlier supergames the mean can be

much higher, up to 0.25 or even larger. Overall, it seems reasonable to focus our attention

conservatively (to consider all possible relevant cases) to the range 0 to 0.25.

4.3 Sequences of Repeated Games

In our experiment and in our model, subjects play consecutively several instances of a re-

peated game, with a different partner randomly chosen in each repeated game. The two-

players stage game with action set Ai for each player, A ≡ A1 × A2, of each repeated game

is a Prisoner’s Dilemma with payoff in every period given by:

Table 1: Stage Payoff u

C2 D2

C1 c, c s, t
D1 t, s d, d

where we assume:

t > c, d > s, t+ s < 2c. (2)

20The estimation method is presented in section E of the online appendix.
21In Figures O.3 and O.4 in the online appendix, we report the histograms of errors in transition and

action, respectively, by treatment. The dispersion of transition error probabilities across individuals is
reported in Figures O.5 (for early supergames) and O.6 (for all supergames).

13



These conditions are satisfied by the payoffs in our experimental design (c = 48, s = 12,

t = 50, d = 25). We denote by u the payoff in Table 1, dropping the index using the

symmetry of the payoff matrix.

In the following an automaton is a representation of repeated game strategies of a player.

An automaton m is a tuple (X, x0, f, P ) where X is the set of states of the automaton,

x0 ∈ X the initial state, f is a function X → Ai, where Ai is the set of actions of player

i. When we refer to an automaton we may omit the index of the row or column player

who is using that automaton, relying on the symmetry of the game. Finally, P defines the

transition probability P : X × A→ ∆(X), and write:

P (·;x, (a1, a2)) ∈ ∆(X) (3)

We adopt the notation in terms of transition probability rather than functions (in spite of the

fact that transitions are deterministic) to allow a smooth transition to the case, considered

later, in which we introduce errors.

We assume that in the repeated game subjects only play one of the following three

strategies: Always Defect, Tit-for-Tat and Grim Trigger strategies. This assumption relies

on by now established findings in the experimental study of the repeated Prisoner’s Dilemma,

which are replicated in our own data.22 In the data analysis of section 5 we also consider the

possibility that some players use the strategy Always Cooperate (AC). Since this strategy

is weakly dominated and with errors would be eventually eliminated from the population,

a model including AC would give conclusions similar to those we reach here. To lighten

notation, in the current section we denote these strategies as {A,G, T}, where A stands

for Always Defect strategy, G for Grim Trigger and T for Tit-for-Tat. Note that in our

description of strategies as automata, there is a single state for A, and two states for G and

T .

We can use conceptual tools from evolutionary and learning game theory in our setup, in

which a game is a repeated game, by considering the normal form game where the strategy

set for each player is the set of strategies or equivalently automata:

M ≡ {A,G, T} (4)

The normal form game is defined as follows: before the beginning of each repeated game,

players choose simultaneously an element in M , and the payoff is the one induced in the

22For example, Dal Bó and Fréchette (2019) show that subjects mostly adopt these strategies. Dal Bó
and Fréchette (2011) and Proto et al. (2019) find evidence that the frequency of use of these strategies by
their participants ranges between 66% and 90%.
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repeated game by the chosen pair of strategies. At the end of each repeated game they play

another one, by again choosing a possibly different repeated game strategy, and so on: so

players play a sequence of repeated games. We call the normal form game induced by the

choice of strategies in a repeated game the strategy choice game. We describe now the payoffs

when the set of strategies is as in (4).

When strategies are implemented by both players with no error (so εT = εA = 0), the

precise values of the payoff matrix are reported for convenience in table 2.

Table 2: Payoff Matrix in the Strategy Choice Game with No Errors.

A G T
A d, d (1− δ)t+ δd, (1− δ)s+ δd (1− δ)t+ δd, (1− δ)s+ δd
G (1− δ)s+ δd, (1− δ)t+ δd c, c c, c
T (1− δ)s+ δd, (1− δ)t+ δd c, c c, c

We denote by U the payoff in Table 2. When one of the two error probabilities, or both,

are strictly positive then the matrix assigning payoffs to each pair of strategy choice by

the players changes. For example, if εT > 0 and εA = 0, then the payoff from the choice

of grim trigger by both players is no longer (c, c): with probability εT in every round a

player will transit to the wrong state, choose defect, thus inducing retaliation of the other.

The computation of the payoff matrix corresponding to the simple Table 2 when errors are

possible is slightly more complex, but it produces a payoff matrix similar to Table 2, where

entries are a function of the pair (εT , εA). In the appendix section A.2 we describe precisely

how this new payoff matrix is computed when εT > 0, εA = 0. The general case is analyzed

in section A.3.

4.4 Evolutionary Models

We study the effect on the frequency of strategies in the population for different values of

the error rates at the evolutionary equilibria of two models: the proportional imitation model

(Schlag, 1998), which produces the replicators dynamics equation described in equation (5)

below, and the best response model (Gilboa and Matsui, 1991), which produces the best

response dynamics described in equation (6) below. Finally we consider a rational learning

model (see section A.4 for details), which is very close to the best response model, and is

also a realistic description of learning in our setup of consecutive repeated instances of a

repeated game with randomly matched opponents.

There are several reasons to consider each of these models: each one has its merits.

First, the replicator dynamics is the most widely used in evolutionary game theory, and it is

therefore a natural benchmark. Its behavioral foundation, proportional imitation, does not
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require the knowledge of the strategies’ distribution by the player, who observes after the

fact the partners’ strategy and payoff, and chooses whether to imitate it or not.23 But the

behavior assumed (imitation of a more profitable strategy) is crude; the assumption that

the player gets to know the strategy the other played is not natural in our setup, where the

game is the normal form of a repeated game. The best response dynamics is based on a

more realistic behaviour in our environment, but it requires players to know at any time the

distribution of the strategies in the same experimental session. A model which is useful and a

reasonable description of behavior in our experimental environment is the model of rational

learning that we present in section A.4 of the appendix. This model assumes that players

have a belief over the strategy distribution of the subjects in the session, update it on the

basis of the observation of the partner’s behavior, and choose an optimal response at each

time. This model allows us to predict behavior during the learning process, and not only at

the steady state. The price of this model is its complexity: so the other two, proportional

imitation and best response, are very useful to provide an introductory tractable setup. They

also provide a useful approximation because (as we show) the qualitative results are robust

to different specifications of the evolutionary model (see Proposition A.2), in particular the

main conclusion, that harsher strategies are more likely when the average error probability

is higher is common in all three models.

We now present the details. We let µ ∈ ∆(M) denote a mixed strategy and also a

frequency of choice of strategy in the population (as usual: see Sandholm, 2010; Weibull,

1997). To describe the evolution over time of the frequency, we let µ(t,m) denote the

frequency of strategy m in the population at time t. We denote the payoff to a player

adopting m when the frequency in the population is µ as U(m,µ), and for any τ ∈ ∆(M),

the average payoff in the population as:

U(τ, µ) ≡
∑
m∈M

τ(m)U(m,µ).

The time evolution of the frequency under proportional imitation is the replicator dy-

namics equation:

∀m ∈M,
dµ(t,m)

dt
= µ(t,m) (U(m,µ(t, ·))− U(µ(t, ·), µ(t, ·))) . (5)

A model of matching and imitation justifying the proportional imitation in (5) is standard

(Sandholm, 2010). Equation (5) states that the change in a short time interval of a frequency

of a strategy is proportional to the difference between average payoff from that strategy and

23See Schlag (1998) and Sandholm (2010) for more details.
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the overall average payoff in the environment, times the current frequency of the strategy.

To define the best response model, we first need to define the best response correspon-

dence, taking values in mixed strategies:

BR(µ) ≡ {τ ∈ ∆(M) : ∀m ∈M,U(τ, µ) ≥ U(m,µ)}. (6)

Let λ > 0 be a fixed parameter, controlling the speed of adjustment. The time evolution of

the frequency under best response dynamics 24 is described by any solution of the differential

inclusion:

∀m ∈M :
dµ(t,m)

dt
= λ (τ(m)− µ(t,m)) , for some τ ∈ BR(µ(t, ·)). (7)

To clarify this equation we note that µ(t, ·) is a probability measure on M ; the best response

correspondence BR is then applied to µ(t, ·). If for a time t and an element τ ∈ BR(µ(t, ·))
equation (7) holds, then the function of time described by µ(t,m) is a solution at that time.

In summary, a solution of the best response model is an absolutely continuous function for

which equation (7) holds at every time t.25 This model is simpler than it may look. Figure

3 describes the dynamics in the best response model, and illustrates that the analysis is

simplified in our case because when the error probability is strictly positive the best response

correspondence is single valued in the interior of each the three basins of attraction. Thus,

the differential inclusion is, for “most values”, a simple differential equation. Equation (7)

states that at every point in time the frequency of the strategy which is the best response to

the current frequency increases, that of the other decreases, at an overall speed regulated by

the parameter λ. Since the best response dynamics is closer than the proportional imitation

dynamics to our environment, we provide for it a justification in the next section.

4.5 A Model of Adjustment of the Best Response

A population of players (like the subjects in our sessions) know the distribution µ and can

compute the best response, but do not adapt immediately the best response. For example,

they may need time to think through the best response, or can pay attention to the current

situation only at some prescribed time. In a small time interval dt a fraction λdt of the

population revises their strategy; the complement 1 − λdt does not. Those who do, adapt

the best response to the current µ(t, ·); each player does so taking the current µ as given,

24We follow Sandholm (2010)’s formulation.
25See Aubin and Cellina (1984) for technical details on differential inclusions; in particular chapter 2,

section 1 on differential inclusions where the correspondence is convex valued and upper-hemicontinuous,
which by the properties of the best reply correspondences for normal form games is the relevant case for our
analysis.
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and ignoring (correctly, since he is negligible) his effect on the frequency of strategies. So

for every m we have:

µ(t+ dt,m) = (1− λdt)µ(t,m) + λ τ(m) dt, for τ ∈ BR(µ(t, ·)), (8)

which in the limit gives the differential inclusion (7). In this version of the model, players

in a large population know exactly, at every point in time, the frequency of strategies in

the population; they just cannot or do not adjust immediately. The best response dynamics

is one step closer to a model of rational learning, so it is a useful intermediate step to

build our intuition. It differs from a full rational learning model because it requires that

all players have the same belief and the belief is correct. The exposition of results for the

rational learning model is harder because a simple two-dimensional dynamic is impossible.

The rational learning model is defined in appendix section A.4, and estimated in section A.5.

4.6 Summary of Main Results

We now outline our main results. As we mentioned already, the reader may focus on the

case in which εA = 0, that is there are no errors in action, and the only error possible is error

in transition.

First, the limit behavior of the fraction of strategies is determinate (that is, the steady

states are locally unique) only if the probability of error is positive.26 When there are no

errors, typically the equilibria of the strategy choice game, as well as the steady states of

the evolutionary model and of the learning process, are not locally unique. The unique

exception is the (A,A) equilibrium, which is locally unique for all values of the parameters.

Instead, when errors occur, even of arbitrarily small size, then there are three locally unique,

and locally stable steady states corresponding to the pure strategy equilibria of the game in

which players choose strategies in the repeated game. With small errors, there are overall

seven steady states, three stable, one unstable, and three saddle points.

Second, thanks to the previous result, when errors are positive, however small, we can

define basins of attraction for each of the strategies. The basin of attraction of a strategy

is a useful quantitative indicator of how profitable on average a strategy is, given a specific

environment (which includes payoffs and error probabilities). It may also provide a theo-

retical basis to predict relative frequency of strategies as a function of the error probability.

The link between frequency of the strategy and basin of attraction is provided by the fol-

lowing thought experiment. The initial condition of the system is the initial distribution

26The role of mistakes in evolutionary stability has been explored, extending the research on Nash refine-
ments, by Boyd (1989).
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of strategies in the population. We may think that this is chosen randomly with a fixed

probability, that is, independent of the environment, in particular of the error probability

and continuation probability. For example, to fix ideas, we can take this probability as the

uniform probability over the strategies’ frequencies. This probability may represent the ran-

dom factors affecting the initial behavior of subjects in an experimental session. Given an

initial condition, the evolution of distribution of strategies and its limit frequency is then

provided by the evolutionary model. If we keep this initial probability fixed, and we change

the model’s parameters, in particular the error probability, a larger basin of attraction of a

strategy will be associated with a larger frequency of that strategy. Thus, the size of basin

of attraction gives us a measure of the probability that the final distribution of strategies is

A or G. The size of these basins changes with the probability of errors. As players become

more error prone, the basin of attraction of harsher strategies become larger: that is, the

size of the basin of the A strategy becomes larger than that of G and T together, and that

of G becomes larger than that of T .

Third, which strategies survive in the long run depends on the discount factor δ; in

all cases, for low probabilities of errors all strategies may survive depending on the initial

condition. For high probabilities of error, only A survives. For intermediate probabilities,

the two surviving strategies are A and G for low δ, and A and T for high δ. As δ tends to

1, keeping error probabilities fixed, the opposite happens: the basin of attraction of the G

and T strategies becomes larger; and when strategies are limited to {G, T}, the basin of T

increases to cover the entire interval. This is in line also with the experimental finding in

Dal Bó and Fréchette (2019) that as the probability of continuation increases subjects tend

to choose shorter punishments (i.e. T over G).

The results described so far are independent of the specific model of evolution we adopt,

(Proportional Imitation or Best Response). In Section A.4 of the appendix we develop

a model of learning in a population of players with heterogeneous beliefs, who hold and

update beliefs as in the model underlying our data analysis. We show that the resulting

dynamics are close to those described by the best response dynamics.

4.7 An Illustration

Figure 3 provides a first intuitive understanding of the way in which the error probability

affects the basins of attraction of the three strategies.27 The figure reports the phase portrait

of the vector field for the Best Response dynamics described in equation (7). We set in all

panels the probability of error in action εA = 0, and we considered different error probabili-

27The Matlab code producing the analysis reported in this figure and those considered later is available
upon request.
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ties, ranging from εT = 0 (no error, top left panel) to εT = 0.25 (bottom right panel). Payoffs

in the stage game are set as in our experimental design in Table 3. The discount factor (or

equivalently, the continuation probability) is the same (0.75) as in our experimental design.

The triangle in each panel of figure 3 is the two-dimensional projection of the simplex.

Each point in the triangle represents points (µ(G), µ(T )), where µ(G) is the probability of

G, such that µ(G) +µ(T ) ≤ 1, and so the frequency of the strategies, in the order (A,G, T ),

is equal to (1− µ(G)− µ(T ), µ(G), µ(T )). The lines in the triangular regions represent the

isoclines: an isocline is the set of points at which the time derivatives of a variable contains

zero.28 The red line indicates the set of points at which dµ(T )
dt

= 0, the blue ones the set
dµ(G)
dt

= 0. These lines separate the triangular region into three subsets, each containing the

point corresponding to a pure strategy.

The top right panel shows the case with a very small error probability (εT = 0.0001).

The two top panels illustrate the sudden change of the dynamic as soon as the error becomes

positive although still very small. The interior of each of these three subsets consists entirely

of points that are attracted to the pure strategy that is contained in the boundary of the

subset. For example, the basin of attraction of A is the triangular subset at the bottom left

of the triangle. The fact that the boundaries of the regions are straight-lines follows from

the special nature of the Best Response dynamics. This figure can be compared with Figure

O.9 in the online appendix, reporting results for the Proportional Imitation model.

Several points that appear clearly in Figure 3 are worth pointing out. First, for all error

probabilities, each of the three strategies has a basin of attraction in the interior of the

triangular region. In other words, all strategies survive in the range of the error probability

we are considering in this example. Second, the size of the region attracted to A increases

monotonically with the error probability. Finally, if we consider the complementary region

of points that are not attracted to A, but to G or T , we note that the relative fraction that

converges to G (the strategy which is second in order of strictness) is increasing as the error

probability is increasing. Note that as a result, whereas at the lowest error probability (top

left) the T region is the largest, at the highest (bottom right) it is the smallest.

We can summarize this section by saying that as the error probability increases, harsher

strategies become more frequent. The next section tries to explain the reason for the result.

28More precisely, since we define the Best Response dynamics as a differential inclusion, the set of points
at which zero is in the set of derivatives. In the discretization used to produce Figure 3, the distinction
between differential inclusion and differential equation is irrelevant.
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4.8 Why Harsher Strategies Thrive with Larger Errors

When no error is possible, the strategies G and T produce the same outcome when matched

with A, and the same outcome when matched with each other. So with no error both

equilibria and dynamic behavior are indeterminate, because G and T are interchangeable.

When errors are possible, the first crucial fact is that the A strategy is for every error

probability the unique best response to itself (see Lemma A.4). Hence, no matter what the

error is, the profile (A,A) remains a Nash equilibrium and a locally stable steady state. Thus,

if some strategy is eliminated, it is not A. The second crucial fact is that at εT = 1/2 under

some condition on payoffs, which is satisfied by the payoffs in our experimental design, the

pair (A,A) is the unique Nash equilibrium (see Lemma A.6). These two facts together with

the continuity of the value function in εT (see Lemma A.3) imply that the set of strategies

that survive change from the entire set to the strict strategy A. What is left to study is

what happens during the transition.

With a small probability of error the value for (say) player 1 of using G when matched

with G in the repeated game (call it V (G,G)) and the similarly defined values V (T,G),

V (G, T ), V (T, T ) are no longer equal. Small changes of the values are sufficient to break the

indeterminacy, and in fact we will see that locally unique, locally stable equilibria emerge.

Two forces are now in place. To clarify them we consider as example how the relative size

of the basin of attraction between G and T changes. As previously mentioned, in the model

with no errors the basin of attraction of G and T are not clearly defined. For infinitesimally

small errors, the value of the steady state that separates the unit interval into the two

regions of attraction is determined by the ratio of the derivatives of the gains in values for

the strategy profiles (see appendix A). However the gains (coming from small changes in

error) for T are larger than those for G, hence the basin of attraction of T is larger for small

errors. This is the first force, that pins down the relative fraction of the two strategies, and

establishes (in the limit of error tending to zero) the benchmark for the “almost no error”

model. However, there is a second force: as the error becomes larger, the difference in gains

becomes smaller, and thus the fraction of T declines. If we consider the limit case of a 50-50

probability of error, one can see that the only surviving strategy is the harshest strategy, A.

4.9 The Role of the Discount Factor

The effect of the discount factor on the basin of attraction follows naturally from the effects

of δ on payoffs. Let us consider first the case of δ close to 1. Consider players starting from

mutual cooperation. A small transition error can lead a player to defect. In this case the

long run loss induced by a small error in the transition of the G strategy is large: with Grim
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Trigger, the state can go back to a cooperative state only by another mistake of the player.

Instead, the effects of such an error with Tit-for-Tat are not as durable. Hence the relative

fitness of T increases, and its basin of attraction is larger.

The increase in the error probability εT reduces the comparative advantage of the for-

giving strategy. In the limit case of an equal probability of error and correct choice, the

difference between the two strategies disappears. Thus, as the error probability increases,

the basin of attraction of Tit-for-Tat decreases as compared to that of Grim Trigger (the

harsher strategy). For a graphical illustration of the role of the discount factor, compare

Figure 3 (where δ = 0.75) with Figure O.8 in the online appendix (where δ = 0.6); in both

cases payoffs are the same as in our experimental design.

The intuitive arguments we have provided so far to explain the reason for our main result

– that a higher probability of error leads to a wider use of strict strategies – are independent

of the specific evolutionary model adopted. What dictates the relative fitness of strategies is

their relative profitability. In all the models, the effect of the frequency of errors is mediated

by its effect on the payoff structure. This link is examined in detail in appendix A.

In the next section we test our model in our experimental data.

5 Errors and strategic choices in our data

In the previous section we have shown that in evolutionary game theoretic models, as the

frequency of errors increases, players play harsher strategies more often. If we assume that

the error probability is negatively correlated with cognitive ability, we should observe harsher

strategies more frequently in the low-IQ separated sessions compared to the integrated, and

also in the integrated sessions compared to the high-IQ separated. In this section we show

that our experimental data provide support for the assumption on the relationship between

error probabilities and intelligence, as well as for the predictions of the model. As we mention

in section 4.3, the model considers the three strategies Always Defect, Grim Trigger and Tit-

for-Tat, but the conclusions are easily extended to the case in which players may also choose

Always Cooperate. In the data analysis below we allow subjects to use Always Cooperate.

Our analysis rests on an algorithm identifying the set of error histories consistent with

the observed sequence of actions. The algorithm is described precisely in section E of the

online appendix.29 We assume that subjects choose a strategy at the beginning of a finite

sequence of one or more consecutive supergames (that we will call block of supergames) and

implement this strategy, possibly with errors (in action or in transition).

29The Matlab code computing the sequence of errors in action choice and transition consistent with the
observed sequence of action choices, and that computing the maximum likelihood, is available upon request.

22



For each block of supergames we identify the strategy or strategies most likely to have

been utilized given the decision sequence and implied possible error histories. We define

the variable ties as the number of strategies having maximum likelihood. The number of

strategies at the maximum ranges from 1 (and in this case the data allow us to precisely

identify a single strategy) up to 4 where four strategies have the same likelihood. Thus,

observed data do not always allow to precisely identify a strategy.30

In determining the block size to be used in the estimation we are faced with a trade-

off. By increasing the block size, we are able to use additional information than can help

disentangle across the strategies considered. Table O.20 in the online appendix shows that

indeed the number of times the most likely strategy is unique (i.e. the variable ties is 1)

decreases with block size. However, increasing block size is also costly for the estimation.

By including more supergames within a block, we are more likely to pool supergames across

which participants may have switched strategies. This causes a reduction on the likelihood

obtained for all strategies. This is clear from figure O.10 in the online appendix, where we

show the average likelihood of the most likely strategy across the session for varying block

sizes. The average likelihood decreases with block size.

In the discussion of our analysis below we focus on the estimation results with blocks of

five supergames. The analysis yields qualitatively similar results if we use alternative block

sizes, three for example. Note how in figure O.10 of the online appendix, after the first third

of blocks, the average likelihood is around 80 percent in all three panels. This suggests that

subjects are overwhelmingly playing the four strategies that we consider in our model, as

has already been noted previously (e.g. Aoyagi et al., 2019).

The assumption that higher errors are associated with lower intelligence is empirically

tested in table 9.31 In columns 1 and 4, we can observe that both error probabilities are

negatively correlated with IQ. The correlation is significant at a higher significance level for

the errors in transitions than for the errors in actions as it is perhaps natural to expect

given our errors’ definitions. In columns 2 and 5, where we control for length of play, the

significantly negative coefficients for block of supergame indicate that experience reduces

error probabilities; we will return to this effect in the next subsection. Finally, in columns 3

and 6, we introduce a dummy for integrated sessions, showing that this relationship is not

significantly different in the separated and integrated treatments.

In Table 10 we present a summary of the results of these estimations, where all most

likely strategies and the frequency of errors in transition and errors in action for each treat-

30For example, take a sequence of mutual cooperation (C1, C2) over the entire supergame. This sequence
is consistent with three strategies, i.e. AC, TfT,GT , with no errors. In this case the likelihood for each
strategy would be equal to one.

31 The error estimation algorithm is described in section E of the online appendix.
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ment group are reported. The lower the proportion of high-IQ subjects in the treatment

is, the higher the probabilities of errors are (εT and εA in the model). The high-IQ ses-

sions have a lower error frequency than the low-IQ sessions and integrated sessions and the

integrated sessions have a lower error frequency than the low-IQ sessions. The error proba-

bilities are significantly different between low-IQ separated sessions and integrated sessions.

The comparison of the error rates between low-IQ in the separated and integrated sessions

show that low-IQ individuals learn to commit fewer errors in action (last column of table

10), potentially because in this treatment they are more focused since the high-IQ players

use more harsh strategies. We will elaborate more on this point below. The convergence

of error probabilities between intelligence groups when mixed together is also evident from

the comparison of high-IQ and low-IQ groups within the integrated sessions where no sta-

tistically significant differences appear (bottom two rows of column ‘Diff. 4 - 5’ in Table

10). Interestingly, there is little difference in the transition and action errors of the high-IQ

subjects.

We now turn to the frequency of strategies depending on their harshness. There are

significant differences in frequency among the various types of sessions. Sessions with more

high-IQ subjects tend to feature less harsh strategies, high-IQ choose AC, TfT and GT

more often than low-IQ, and AD less often. Similar tendencies are evident when comparing

integrated sessions with low-IQ sessions: subjects in integrated sessions choose cooperative

strategies (AC, TfT , GT ) more often than in low-IQ sessions. The opposite is true, when we

compare high-IQ sessions with integrated sessions: in this case subjects in high-IQ sessions

choose cooperative strategies more often. In summary, we observe that a higher share of

high-IQ subjects is associated with lower error frequency and less harsh strategies.

Comparing subjects with similar IQ across the different treatments, we note that High-IQ

subjects are more lenient in the separate sessions by playing AC more often (column ‘Diff 1

- 4’ of table 10) than in the integrated sessions. On the other hand, low-IQ are significantly

more lenient (more AC) and more forgiving (more TfT and less AD) in the integrated

sessions.

When we have strategies GT and TfT tied (in terms of estimated likelihood), we cannot

determine which of the two the subject is following. Table O.21 in the online appendix,

shows that for blocks in which strategy GT is the most likely strategy, strategy TfT is also

in 85 percent of the cases (943/1,107), and for blocks in which strategy TfT is the most

likely strategy, GT is also in 88 percent of the cases (943/1,070). This is not of course a sign

of weakness either of our estimation method or of our design: with no errors, and all players

using GT or TfT , the two strategies would be the most likely strategies in all cases.
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5.1 Dynamics of Errors over the Session

The model described in section 4 and appendix A, and its extension in section A.3 to two

types of errors, assumes that the probabilities εT and εA, are fixed. In our data instead,

these probabilities decrease as subjects gain experience, as suggested by the regression results

reported in columns 2 and 4 of Table 9. In Table 11 we analyze and compare the first and

the second part of the session for each treatment (consisting of 20 supergames each). The

error probability εA is significantly smaller in the second part of all treatments compared to

the first part. For εT , the decline between the two parts seems less steep, as perhaps one

should expect for a more complex operation.

Looking at Table 11 we note that, if we consider separately the first and the second half

of each treatment, the changes in strategies follow the model’s predictions. In general, less

harsh strategies become more frequent in the second part when errors become less frequent:

AC, TfT and GT frequencies increase and AD frequency decreases. Table 11 shows that

our data follow the predictions of the model, but also reveals additional complexity in the

evolution and the structure of the errors. We argue that a view of their decline as exogenous

processes of learning by doing will not qualitatively change the model’s conclusions.

As we have shown earlier, in our data the error frequency decreases as subjects gain

experience. The bottom panels of Figure 4 show this pattern in more detail. Both transition

and action error probabilities decline over the session. Both types of error start from similar

values in the two treatments and the patterns are not different across the two treatments. In

the integrated treatment low IQ subjects converge closer to behavior of high IQ, suggesting

that low IQ subjects learn from the high IQ subjects. If we consider the entire range of error

probabilities that we observe in our data (see in particular figures O.3 and O.4 in the online

appendix), we find an average change is in the range of 0 to 0.03.

Thus, we need to adjust the analysis for this situation, which is more complex than the

simple case of constant error probabilities in our model. Looking at Figure 3, consider first

the region in the simplex obtained as intersection of the basins of attraction for a strategy

(for example that of Always Defect, AD), over the error probability in that range. Then do

the same for the two other strategies. When we take the collection of these subsets of the

simplex, we obtain all together a (likely strict) subset of the simplex. On this subset, we

can make precise predictions: when the initial condition is in one of these sub-regions (say

the one for AD), then the time path of frequencies will converge to AD even if the error

probabilities change. When an initial condition is not in any of the sub-regions obtained in

this way, then the analysis depends on the two speeds of adjustment, one of the strategy

frequency and the other of the error probabilities. In summary, the long run behavior is

ultimately determined by the limit values of the error probabilities, which in our data are
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very low. However, starting with a higher error probability, the set of initial conditions on

the fraction of strategies that eventually converge to AD will become larger, because of the

initial movement in direction of AD.

We focus now on the evolution of strategies in our data. The top panels of Figure 4

report the frequency of strategies over time in the different treatments: high-IQ separated,

low-IQ separated and integrated. As we said in several instances the data do not always

allow to univocally identify the strategies. Therefore, to avoid counting strategies multiple

times we make two additional assumptions:

1. Given our payoff structure and continuation probability, the Always Cooperate (AC)

strategy is weakly dominated (see section 4.3), hence we assume that subjects are

unlikely to choose this strategy and so rule it out every time this strategy is tied to

others. Accordingly, Figure 4 presents the evolution of the share of subjects choosing

AC, only when this strategy is uniquely identified.

2. To estimate the frequencies in each period of the remaining three strategies (i.e.

AD,GT, TfT ), we assume that they are played with the same probability when most

likely and equally likely. Therefore, in periods where each of them is equally likely

with at least another strategy, we estimate their respective frequency by dividing the

total by the number of ties with other strategies. For example if TfT and GT are

most likely and equally likely, we take the total frequency and divide by 2.

Comparing the two top panels of Figure 4 we note that the low-IQ tend to choose AD,

more often when separated than when they are integrated with high-IQ subjects. The

fraction of AD in the low-IQ separated sessions tends to stabilize just above a level of

0.20 in the long run, but initiates at a higher level (just above 0.40) in the first block of

5 supergames. As we argued in the preceding paragraph, the initial and transitory levels

of error frequency can affect the long-run trajectory. In fact, an initially high frequency of

errors can bring the fraction of strategies during the early part of the session closer to high

values of AD (see Figure 3), and, thus, in the basin of attraction of AD. The ensuing decline

of error probabilities may not be able to reverse this initial drift towards the direction of

Always Defect. The total frequency of Grim Trigger, GT , and Tit-for-Tat, TfT , converges

to almost 100 per cent in the high-IQ separated and integrated sessions. The fraction of

uniquely identified AC players is always small.

26



6 Conclusions

In spite of the many forces in society that tend to segregate individuals according to simi-

lar characteristics, a large part of social interaction occurs among individuals who are very

different from one another in many respects. An important difference is that of their in-

telligence levels. This suggests that research on cooperation rates among individuals with

different characteristics, in particular intelligence, may be illuminating and provide helpful

guidance for policy.

It seems clear from several earlier experimental results, which have been replicated in

the present paper, that higher cognitive skills tend to result in higher rates of cooperation.

So we addressed here a natural question: What are the outcomes of strategic interactions

among people of heterogeneous levels of intelligence? Our research offers three main results.

The first is that, in our experimental setting, cooperation rates in heterogeneous groups

are closer to the higher cooperation rates that occur within groups composed exclusively by

those of high intelligence, although the payoff for high-IQ players is lower than would be

the case when playing only with their high-IQ peers. The aggregate payoff is higher when

heterogeneous groups play together than when they play separately, but the interaction in

heterogeneous pools is more advantageous to players of lower intelligence.

The second is that the higher cooperation rates of players of lower intelligence in inte-

grated groups are generally due to the influence of the choices of the more intelligent players,

who are more consistent in their implementation of strategies.

The third and final result concerns the observed shift towards harsher strategies of high

intelligence players, when interacting with subjects of lower intelligence and higher error

probabilities. We have argued that this is an instance of a more general phenomenon which

can be explained by models of social learning.

The second and third main results are likely to be more general because they derive from

the analysis of our model as well as by observing the experimental data.

To analyze the relation between error probabilities and distribution of strategies we pro-

pose an evolutionary game theory model where a population of players play a sequence of

repeated games, and the frequency of strategies in the population is adjusted after every

supergame. Studying the long run distribution of strategies and the size of their basins of

attraction, we show that players choose more cooperative and forgiving strategies in environ-

ments where subjects commit few mistakes, and instead shift to harsher strategies when the

error probabilities increase. The analysis of the data testing the model finds support for the

main assumption, namely that error probabilities are negatively correlated with intelligence.

It also provides evidence in favor of the main predictions of the model that the distribu-
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tion of strategies depends on the error probability, with harsher strategies more frequent in

populations with higher error probability.

These results may provide useful guidance for policies affecting social interactions among

groups that are heterogeneous in income or education levels, such as, for example, the in-

teractions fostered by Moving to Opportunity (MTO) policies. In particular, we show that

social interactions are likely to be mediated by differences in cognitive skills, which are likely

to occur as consequences of these policies. Hence, our design can be considered a controlled

MTO policy experiment, in which we can compare rates of cooperation and differences in

strategies in groups separated according to cognitive skills with those rates that emerge in

groups with different levels of cognitive skills.

Interesting extensions of these results should examine (in experiments and in theory)

whether and how these results also emerge in more general games than Prisoner’s Dilemma,

and for more comprehensive sets of repeated game strategies. In repeated Prisoner’s Dilemma

games, the association between smaller error probabilities and less harsh strategies follows

from the way in which the value function associating payoffs to strategies changes with the

error probability. For example, Tit-for-Tat and Grim Trigger give the same payoff (and so

are equivalent) in an evolutionary model with no errors. For a similar reason these two

strategies are equivalent in a rational learning model with no active experimentation. This

conclusion changes dramatically even for very small errors, because the loss of payoff for

Grim Trigger is higher than the loss for Tit-for-Tat; hence, the result is that the basin of

attraction of Tit-for-Tat is larger. With stage games in the repeated game different from

the Prisoner’s Dilemma the value function associating payoffs to errors is easy to determine.

But how this affects the relative fitness properties, and, thus, the predicted frequency of

different strategies in evolutionary models, is an open problem. The same is true for models

of rational learning with experimentation and errors. This seems to be an important question

if we want to understand how game theoretic predictions extend to a world in which players

make mistakes, perhaps with a frequency associated with cognitive skill levels.

Further important insights could be gained by conducting a direct test of the best response

evolutionary and rational learning models. This could be accomplished with an experimental

design gathering appropriate measurement of the belief process. Such a study would require

belief elicitation from participants during the session, either by direct observation (for exam-

ple, by using eye-tracking measurements) or by surveys. Also, initial conditions on beliefs

could be manipulated. This could be accomplished, for instance, by providing subjects at the

beginning of the session with some information on the behavior of participants in a previous

session, and checking with belief elicitation as to whether and how much this manipulation

has been effective. This is a topic for current and future research.
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7 Figures and Tables

Figure 1: Period 1 Cooperation for each supergame in all the Separated and Integrated
sessions. Average first period cooperation in each supergame and session. High- and low-IQ separated
sessions are the black and grey lines respectively in the left panel. Integrated treatment sessions correspond
to the middle grey lines in the right panel.
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Figure 2: Average payoffs per interaction in the Separated and Integrated sessions. The average
is computed over observations in successive blocks of five supergames, of all Separated and Integrated sessions,
aggregated separately. Bands represent 95% confidence intervals.

.

30
35

40
45

50

0 10 20 30 40
Supergames

Dashed = Integrated; Solid = Separated

Payoffs

29



Figure 3: Basin of attraction of A, G and T , with positive probability of transition
error, and Best Response dynamics. The probability of error in transition is as displayed
at the top of each panel, and is ranging from 0 (top left panel) to 0.25 (bottom right panel).
Payoff and discount factor are as in our experimental design.

30



Figure 4: Frequency of strategies and error probabilities over time.
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Table 3: Prisoner’s Dilemma. C: Cooperate, D: Defect.

C D

C 48,48 12,50

D 50,12 25,25

Table 4: Effect of high-IQ and low-IQ session on choice of cooperation and payoffs.
The dependent variables are average cooperation and average payoff across all interactions
(OLS estimator). Integrated sessions are the baseline. Robust standard errors clustered at
the session level in brackets; ∗ p− value < 0.1, ∗∗ p− value < 0.05, ∗∗∗ p− value < 0.01

Supergame ≤ 20 Supergame > 20
Cooperate Payoff Cooperate Payoff

b/se b/se b/se b/se
High IQ Session 0.0990** 2.5238** 0.0691 1.7259

(0.0354) (0.9217) (0.0542) (1.4115)
Low IQ Session –0.2180*** –5.5977*** –0.2152*** –5.7067***

(0.0524) (1.3339) (0.0612) (1.5712)
# Subjects –0.0112 –0.3063 –0.0062 –0.1812

(0.0071) (0.1815) (0.0107) (0.2766)

r2 0.203 0.407 0.152 0.320
N 214 214 214 214
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Table 5: Effects of IQ and other characteristics on the cooperative choice in first
round of each session. The dependent variable is the choice of cooperation in round
1. Logit estimator. Note that coefficients are expressed in odds ratios. Robust
standard errors clustered at the session level; p − values in brackets; ∗ p − value < 0.1, ∗∗

p− value < 0.05, ∗∗∗ p− value < 0.01.

Round 1 Round 1 Round 1 Round 1 Round 1
Cooperate Cooperate Cooperate Cooperate Cooperate

b/p b/p b/p b/p b/p
choice
IQ 1.00889 1.00942

(0.6444) (0.6396)
High IQ Group 1.76893 0.59242

(0.1401) (0.1358)
Integrated Treatment 1.20968 1.17291 0.15483

(0.6170) (0.6737) (0.6560)

Extraversion 0.87817 –0.09111
(0.5544) (0.6628)

Agreeableness 0.66879* –0.39716*
(0.0681) (0.0851)

Conscientiousness 1.21574 0.20213
(0.4599) (0.4356)

Neuroticism 0.75337 –0.26813
(0.3709) (0.4035)

Openness 1.32202 0.27873
(0.4504) (0.4562)

Risk Aversion 0.79190*** –0.23160***
(0.0063) (0.0095)

Age 0.99517 –0.00198
(0.9051) (0.9605)

Female 1.04458 –0.00533
(0.8941) (0.9872)

Size Session 1.03245 0.02822
(0.6398) (0.6375)

N 214 214 214 214 214
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Table 6: Effects of separated treatment on the evolution of cooperative choice in
the first periods of supergames. The dependent variable is the choice of cooperation
in the first periods of all supergames. Integrated sessions are the baseline. Logit with
individual fixed effects estimator. Coefficients are expressed in odds ratios. Note that
in the second part of each session many subjects made the same choice throughout, and for
this reason their observations needed to be excluded from the estimations of the model in
columns 3 and 4 (this is also the reason why the estimated odds are very large). Similar
regressions with random effects (which does not need variability of choices at the individual
level avoiding this loss of observations) would deliver similar results. Standard errors in
brackets; ∗ p− value < 0.1, ∗∗ p− value < 0.05, ∗∗∗ p− value < 0.01.

Superg. ≤ 20 Superg. > 20
Cooperate Cooperate Cooperate Cooperate

b/se b/se b/se b/se
choice
High IQ Session*Supergame 1.16022*** 1.17081*** 0.96562 1.02712

(0.0582) (0.0611) (0.0643) (0.0695)
Low IQ Session*Supergame 0.93705** 0.95825 1.09379** 1.11408**

(0.0260) (0.0273) (0.0468) (0.0500)
Supergame 1.13538*** 1.09608*** 0.99093 0.93260*

(0.0283) (0.0281) (0.0296) (0.0341)
1st Per. Part. Coop. Rates until s-1 33.09363*** 168284.00972**

(15.4975) (1.01e+06)
Partner Coop Rates until t-1 0.77164 19513.03094**

(0.2548) (9.50e+04)
Average Supergame Length 2.00252*** 2.23329*** 5.70321** 8.25299**

(0.2402) (0.2921) (4.5775) (6.9723)

N 2280 2280 654 654
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Table 7: Outcomes at period t−1 as determinants of cooperative choice at period
t. The dependent variable is the cooperative choice at time t; the baseline outcome is mutual
cooperation at t − 1, (C,C)t−1. Panel A relates to the first block of 20 supergames, panel
B to the last 22 supergames. Logit with individual fixed effect estimator. Coefficients are
expressed in odds ratios. p− values in brackets; ∗ p− value < 0.1, ∗∗ p− value < 0.05,
∗∗∗ p− value < 0.01.

Panel A: #Supergame ≤ 20
Low IQ High IQ Low IQ High IQ

Separated Separated Integrated Integrated
b/p b/p b/p b/p

choice
(C,D)t−1 0.00860*** 0.01038*** 0.00885*** 0.00533***

(0.0000) (0.0000) (0.0000) (0.0000)
(D,C)t−1 0.01069*** 0.01485*** 0.00731*** 0.01039***

(0.0000) (0.0000) (0.0000) (0.0000)
(D,D)t−1 0.00353*** 0.00339*** 0.00397*** 0.00172***

(0.0000) (0.0000) (0.0000) (0.0000)

N 2499 2448 2499 2448

Panel B: #Supergame > 20
Low IQ High IQ Low IQ High IQ

Separated Separated Integrated Integrated
b/p b/p b/p b/p

choice
(C,D)t−1 0.00301*** 0.00527*** 0.00426*** 0.00153***

(0.0000) (0.0000) (0.0000) (0.0000)
(D,C)t−1 0.00402*** 0.03468*** 0.00270*** 0.01450***

(0.0000) (0.0000) (0.0000) (0.0000)
(D,D)t−1 0.00121*** 0.00318*** 0.00157*** 0.00044***

(0.0000) (0.0000) (0.0000) (0.0000)

N 1718 1201 1771 1379
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Table 8: Outcomes at period t−1 as determinants of cooperative choice at period
t. The dependent variable is the cooperative choice at time t; the baseline outcome is mutual
cooperation at t− 1, that is, (C,C)t−1. Integrated is a dummy for the integrated treatment.
Probit with correlated random effect estimator: the variables average cooperation in 1st

periods and cooperation in the 1st round are included in the regression but not reported.
Robust standard errors clustered at the session level in brackets ∗ p − value < 0.1, ∗∗

p− value < 0.05, ∗∗∗ p− value < 0.01.

High IQ Low IQ
All All

b/se b/se
choice
Integrated*(C,C)t−1 0.15679 –0.03105

(0.1888) (0.1134)
Integrated*(D,D)t−1 –0.32689* 0.01411

(0.1807) (0.2423)
Integrated*(D,C)t−1 –0.15450 –0.18132

(0.1554) (0.1626)
Integrated*(C,D)t−1 –0.28643** 0.06988

(0.1283) (0.1873)
(D,D)t−1 –3.43989*** –3.40710***

(0.1919) (0.1714)
(D,C)t−1 –2.37170*** –2.74250***

(0.2053) (0.0851)
(C,D)t−1 –2.67842*** –2.79165***

(0.0886) (0.1517)

N 10343 10003

Table 9: Determinants of error probabilities across individuals. Dependent variables
are the error probabilities. The variable Integrated is a dummy for the integrated treatment.
GLS estimator with random-effects. Errors are clustered at the session level; ∗ p− value <
0.1, ∗∗ p− value < 0.05, ∗∗∗ p− value < 0.01.

Err. in Action Err. in Transition
Prob. Prob. Prob. Prob. Prob. Prob.
b/se b/se b/se b/se b/se b/se

IQ –0.0011* –0.0010 –0.0015** –0.0005** –0.0005** –0.0007***
(0.0007) (0.0007) (0.0007) (0.0002) (0.0002) (0.0002)

Integrated –0.1025 –0.0439
(0.1355) (0.0344)

IQ * Integrated 0.0009 0.0004
(0.0013) (0.0003)

Block of Superg. –0.0128*** –0.0127*** –0.0031*** –0.0031***
(0.0012) (0.0012) (0.0008) (0.0008)

N 1540 1540 1540 1540 1540 1540
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Aoyagi, M. and Fréchette, G. (2009). Collusion as public monitoring becomes noisy: Experimental
evidence, Journal of Economic Theory 144(3): 1135–1165.

Aubin, J.-P. and Cellina, A. (1984). Differential Inclusions. Set-Valued Maps and Viability Theory,
Springer Verlag, Grundlehren der mathematischen Wissenschaften.

Blonski, M., Ockenfels, P. and Spagnolo, G. (2011). Equilibrium selection in the repeated pris-
oner’s dilemma: Axiomatic approach and experimental evidence, American Economic Journal:
Microeconomics 3(3): 164–192.

Bock, O., Baetge, I. and Nicklisch, A. (2014). hroot: Hamburg registration and organization online
tool, European Economic Review 71(C): 117–120.

Boyd, R. (1989). Mistakes allow evolutionary stability in the repeated prisoner’s dilemma game.,
Journal of theoretical biology 136 1: 47–56.

Camerer, C. F., Ho, T.-H. and Chong, J.-K. (2002). Sophisticated experience-weighted attraction
learning and strategic teaching in repeated games, Journal of Economic theory 104(1): 137–188.

Cason, T. N., Lau, S.-H. P. and Mui, V.-L. (2013). Learning, teaching, and turn taking in the
repeated assignment game, Economic Theory 54(2): 335–357.
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A Evolution of Strategies with Errors

In this section we study in detail the evolution of strategies with errors, in the general model both
with errors in action and in transition. Our ultimate aim is to present, in the final section A.4, a
model of learning in games that is close to the experimental environment we adopt. The section will
first consider the simple case in which there are no errors (section A.1) to establish a benchmark.
This will be used later to demonstrate that the model with errors, even of arbitrarily small size,
is qualitatively different from the no-error case. In section A.2 we give a complete analysis of the
model described verbally in the main text, where errors in transition only are considered. In the
following section A.3 we extend the analysis to both types of error. Finally in section A.4 we
consider a rational learning model. We estimate the learning model in the data, providing a link
between the evolutionary models and the data analysis. As in section 4.3, to lighten notation we
shorten the names of the strategies as A,G, T , where A stands for Always Defect strategy, G for
Grim Trigger, and T for Tit-for-Tat.

A.1 No Errors

We begin our analysis with the benchmark case of no errors; in our notation, we require εT = εA = 0.
In this case, the payoff matrix for the strategy choice game is the one reported earlier in table 2
of the main text. This game is special, because the two “actions” G and T are interchangeable.
Thus, the analysis of the game with three actions can be reduced to the analysis of the reduced
game obtained by collapsing G and T into a single action, denoted SC (sophisticated cooperation),
and producing a game with two actions {A,SC}, and payoff matrix:

Table A.1

A SC
A d, d (1− δ)t+ δd, (1− δ)s+ δd

SC (1− δ)s+ δd, (1− δ)t+ δd c, c

We denote by µR the strategies in the reduced game, and introduce an important threshold
value for δ:

δ ≡ t− c
t− d

. (A-1)

.

Proposition A.1. When δ > δ the reduced game has two equilibria in pure strategies (namely
(A,A) and (SC, SC)) and a mixed strategy equilibrium denoted µR(·, δ)∗. For any such equilibrium
there is a corresponding continuum of equilibria in the strategy choice game, where each equilibrium
is obtained by assigning the probability µR(GT, δ)∗ arbitrarily to the strategies G and T .

Proof. By the assumption stated in equation (2), d > s and so d > (1 − δ)s + δd. When c <
(1 − δ)t + δd, A is a dominant strategy in the reduced game, so there is a unique equilibrium of
the reduced game (and thus of the original strategy choice game) at (A,A). Multiple equilibria are
possible when instead c > (1− δ)t+ δd, that is when δ > δ. In this case there are three equilibria,
with the mixed strategy equilibrium assigning a probability to A for the given δ given by:

µR(A, δ)∗ ≡ µ∗ =
c− (1− δ)t− δd

c− (1− δ)t− δd+ (1− δ)d
(A-2)
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Corresponding to these equilibria, there is a set of steady states in the evolutionary dynamic.
The dynamic under proportional imitation has a natural long run behavior: when the initial pro-
portion of players choosing A is large enough only A survives in the long run; conversely when
the initial fraction of A is sufficiently low, only cooperative strategies (G and T ) survive. In this
second case, however, the long run relative weight of G and T is entirely determined by the initial
conditions, and a small change in initial conditions alters the long run behavior. More precisely:

Proposition A.2. Under both proportional imitation and best response dynamics the following
hold:

1. the set of steady states consists of the union of singleton (1, 0, 0), the interval

{(µ∗, (1− µ∗)p, (1− µ∗)(1− p)) : p ∈ [0, 1]} (A-3)

and the edge
{(0, p, (1− p)) : p ∈ [0, 1]}; (A-4)

2. the paths with initial condition µ(0, A) > µ∗ converge to the steady state (1, 0, 0); the paths
with initial conditions where µ(0, A) < µ∗ converge to a steady state in the set (A-4) above;

3. the steady states in the set (A-3) are all unstable.

In the proportional imitation dynamic, paths with initial condition (µ(0, A), µ(0, G), µ(0, T )) are
straight-lines where for every time t:

µ(t, G)

µ(t, T )
=
µ(0, G)

µ(0, T )
.

Thus a path with initial condition µ(0, A) < µ∗ converges to the steady state given by:(
0,

µ(0, G)

µ(0, G) + µ(0, T )
,

µ(0, T )

µ(0, G) + µ(0, T )

)
In conclusion, evolutionary dynamics in the case we are considering (automata with no error)

cannot select among possible relative frequencies of G and T , and thus cannot address the issue of
whether a strategy such as T is more or less frequent in the long run than the harsher strategy G.
The long-run relative frequency is whatever frequency happened to be there in the initial condition.
We will show in the analysis below that the frequency is precisely determined in the long run when
an error of arbitrarily small size is possible. Figure A.1 illustrates the dynamic behavior of the
proportional imitation model when no errors occur. The dynamics are drawn on the projection of
the simplex representing the frequency of the three strategies A, G and T on the triangular region
with points (µ(G), µ(T )), so that the vertex denoted by the letters correspond to the pure strategy
denoted by that letter. The vertex A indicates the only locally unique, locally stable equilibrium,
with basin of attraction the entire triangular region below the shorter segment (labelled U) in the
interior of the triangular region. Any point on the line joining G and T is an equilibrium of the
strategy choice game and a steady state. Similarly all the points on U are unstable states.

The dynamic behavior with Best Response dynamics is very similar (see the first panel of Figure
3), but in such a degenerate case (in which the payoffs for the strategies G and T are the same) there
is a large multiplicity of solutions of the differential inclusion, and the dynamic is very sensitive to
the tie-breaking rule.
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Figure A.1: Proportional Imitation dynamics with no error. All points on the segment
joining sAG and sAT (denoted by U in the figure) are unstable steady states. All points in
the segment joining G and T are stable steady states. All lines joining A with points on the
latter segment are invariant. Only few of these lines are illustrated here.

G

TA sAT

sAG

U

1

A.2 Errors in Transition

We now introduce in our benchmark model the possibility of errors in transition, allowing εT > 0.
We first have to define how errors affect the payoff matrix introduced in table 2 for the case of no
errors. To compute the payoff from the choice of the strategy when transition errors are possible
we need to extend the state space to explicitly include the automata that are produced by errors,
distinguishing two automata on the basis of the initial internal state. So we introduce automata
Gc and Gd, defined as having the same transition and same action choice function as G, but having
c and d respectively as initial state, where c is the state in which cooperation is chosen. So Gd is
different from A because the state of the automaton Gd may transit back to c (although this can
only happen by mistake), whereas the state of A can never transit to a state in which the action
C is chosen. With no errors, Gd and A are the same because for any action profile the transition
in Gd from the defect state is back to the defect state. With errors in transition, there may by
mistake a transition from the initial defect state into the cooperate state. Tc and Td are defined
similarly.

We then introduce an extended strategy set S (to distinguish it from the set M defined in
equation (4)) which includes these two new automata:

S ≡ {A,Gc, Gd, Tc, Td} (A-5)

where Gc is the G (Grim Trigger) automaton with c as initial state, (d initial state for Gd). There
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is a unique action determined by an automaton s ∈ S, denoted by a(s). The payoff from a pair of
choices of initial automata made by the two players is determined by a simple recursive equation
on functions defined on the product space Ω:

Ω ≡ S × S (A-6)

with generic element ω = (s1, s2). With this notation we can write the transition of the automaton
G in state c to the same automaton in state d as the transition from Gc to Gd. So we can define
the transition on the set S (still denoted by P ) with P (s′; s, a1, a2) describing the probability of
transiting to s′ if the current state is s and the action profile is (a1, a2).32

We now turn to the definition of the transition function with errors. We let Q be the set of
stochastic matrices on Ω, that is Q ∈ Q if Q : Ω → ∆(Ω). First, we let the transition with no
errors to be denoted by Q0, where

∀ω = (s1, s2), ω′ = (r1, r2), if a(ω) ≡ (a1(s1), a2(s2)),

Q0(ω′;ω) ≡ P (r1; s1, a(ω))P (r2; s2, a(ω)) (A-7)

We denote by qi(ω) the state in S for player i to which player i transits given the current pair
ω, taking into account the corresponding action choice. Finally, we let QεT ∈ Q at error rate εT to
be:

QεT ((r1, r2), (s1, s2)) = (1− εT )2 if for all i : ri = qi(s1, s2)

= εT (1− εT ) if for exactly one i : ri = qi(s1, s2)

= ε2T if for all i : ri 6= qi(s1, s2)

The stage game payoff function u was introduced in section 4.3, immediately following table 1.
We can now define a payoff function Ω→ R, still denoted by u, defined at ω = (s1, s2) by:

u(ω) = u(a1(s1), a2(s2)); (A-8)

A.2.1 Value Function

Players in the strategy choice game choose an element in the set {A,G, T}, but due to the presence
of errors the value function must be defined for all elements in the set of pairs of extended states,
Ω. The payoff to a player for each such ω ∈ Ω is given by a value function V : Ω → R. We write
V (ω; εT , δ) when we want to emphasize that the value depends on the parameters.

Lemma A.3. For fixed u, the function (εT , δ) −→ V (·; εT , δ) is analytic, and hence continuous
and differentiable.

Proof. The function V is the unique solution of the functional equation with the two parameters

32More precisely, we can write this transition for player 1’s automaton:

1. ∀a ∈ A1 ×A2 : P (A;A, a) = 1;

2. P (Gc;Gc, (C
1, C2)) = 1, and ∀(a1,a2)6=(C1,C2)P (Gd;Gc, (a

1, a2)) = 1;

3. ∀a1 ∈ A1 and t ∈ {Tc, Td}: P (Tc; t, (a
1, C2)) = 1;P (Td; t, (a1, D2)) = 1.
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(u,QεT ):
V = (1− δ)u+ δQεT V (A-9)

Since δ < 1, the inverse matrix (I − δQεT )−1 exists and therefore:

V (·; δ, εT ) = (I − δQεT )−1(1− δ)u

=

+∞∑
k=0

(δQεT )k(1− δ)u

The derivative of V with respect to the error parameter is

dV

dεT
= −(I − δQεT )−1δ

dQεT
dεT

(I − δQεT )−1(1− δ)u

= −(I − δQεT )−1δ
dQεT
dεT

V

The analysis of the function V is considerably simplified if we observe that Ω is partitioned into
invariant sets under the transition QεT . We say that a subset Ωi of Ω is invariant under QεT if and
only if:

∀ω ∈ Ωi, QεT (Ωi;ω) = 1.

For example the set ΩAG ≡ {(A,Gc), (A,Gd)} is invariant, because the automaton of the first player
can only be A, and the automaton of the second player can only transit to Gc or Gd. The other
eight sets are denoted in a similar, natural, way. Overall we have the following partition of Ω:

P(Ω) ≡ {ΩAG,ΩAA,ΩAT ,ΩGA,ΩGG,ΩGT ,ΩTA,ΩTG,ΩTT }. (A-10)

each of which is invariant. The cardinality of every element in this partition is either 2 or 4.
Correspondingly, the vector V is partitioned into component Vi : i ∈ P(Ω), and each satisfies
equation (A-9) with (u,QεT ) replaced by (ui, QεT ,i). These equations can be solved and analyzed
independently.

The next lemma tells us that no matter what the probability of error, the choice of the profile
(A,A) in the strategy choice game is an equilibrium:

Lemma A.4. For all εT > 0, (A,A) is a strict Nash equilibrium of the strategy choice game, hence
a locally stable equilibrium of the PI and BR dynamics.

Proof. The transition matrix restricted to the set ΩAG is in table A.2.

Table A.2

Gc, A Gd, A
Gc, A εT 1− εT
Gd, A εT 1− εT
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Using equation (A-9), we can solve for V (Gc, A); after some algebraic manipulations we find:

V (Gc, A) = (1− δ(1− εT ))u(Gc, A) + δ(1− εT )u(Gd, A)

= (1− δ(1− εT ))s+ δ(1− εT )d

Therefore for all εT > 0,
V (Gc, A) < d = V (A,A). (A-11)

The transition matrix restricted to ΩAT is the same as the one we reported in table A.2 for ΩAG,
and so we similarly conclude:

V (Tc, A) < V (A,A). (A-12)

Lemma A.5. The value function equation can be decomposed into nine independent equations, one
for each of the invariant sets of the set Ω. Also the following equations hold:

1. V (A,A) = d

2. V (A,G) = V (A, T ) = t(1− δ(1− εT )) + dδ(1− εT )

3. V (G,A) = V (T,A) = s(1− δ(1− εT )) + dδ(1− εT )

Proof. The equation for the value of V (A,A) follows from the fact that the singleton {(A,A)} is
invariant. The equations for the values of V (A,G) and V (A, T ) follow from the computations in
the proof of lemma (A.4).

Uniform Errors Using the invariant sets allows us to compute the payoff on the case of uniform
error, that is when εT = 1/2. This case gives us a boundary condition for the study of the dynamic
behavior. In particular the analysis will tell us when it is impossible that (G,G) is an equilibrium
profile in the strategy choice game.33

Lemma A.6. When εT = 1/2 the payoff in the strategy choice game with M ×M action set is:

A G T
A d, d mt,ms mt,ms

G ms,mt mc,mc mc,mc

T ms,mt mc,mc mc,mc

where we have denoted:

ms ≡ (1− δ)s+ δ
s+ d

2
,mt ≡ (1− δ)t+ δ

t+ d

2
, (A-13)

mc ≡ (1− δ)c+ δ

(
c+ s+ t+ d

4

)
.

Thus at εT = 1/2 the game has a unique Nash equilibrium, (A,A).

33We consider here the case in which no transition error is possible when no transition has occurred yet,
that is at the first round of the game. In the alternative formulation where an automaton is chosen, and an
error in the choice of the initial state is possible, the conclusion of lemma (A.6) is even easier to prove.
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Proof. For any element i ∈ P(Ω) (the latter set is defined in (A-10), so i is a subset of Ω), we have
that the transition restricted to i is:

Q(1/2),i =
1

#i
Ui ≡Mi (A-14)

where Ui is a square matrix of 1’s of dimension #i (the cardinality of the set i). Note:

M2
i = Mi. (A-15)

The value function equation restricted to states in i is:

Vi = (1− δ)ui + δMiVi (A-16)

Given equation (A-15), equation (A-16) implies

MiVi = (1− δ)Miui + δMiVi

which in turn implies, since 1− δ > 0:

MiVi = Miui (A-17)

Now (A-16) and (A-17) give the formula for the value in terms of the payoffs:

Vi = (1− δ)ui + δMiui (A-18)

The rest follows from simple algebra.
For the last statement, since t > c and d > s (from our assumption in equation (2) on the stage

game payoffs) we conclude that mt > mc. From d > s we get that d > ms holds for any δ. Thus A
is a dominant action in the strategy choice game.

Small Errors We now know that for “large” errors (that is, when εT = 1/2) the strategy choice
game has a unique equilibrium, namely (A,A). The dynamic behavior for small εT on the sides
µ(T ) = 0 and µ(G) = 0 is similar to that of the no error model, with a unique steady state that
changes continuously in εT around εT = 0. Instead, in the portion of the interior of the simplex
where A is not the attractor, and on the line µ(A) = 0 the behavior is radically different, because
the only stable states are either T or G. Consequently, in this case we have well defined basins
of attraction for the two strategies G and T and we can compare the two basins for the forgiving
strategy T and the harsher strategy G.

In our analysis, “small εT ” means smaller than a critical value that we introduce now. Note
that this critical value might not be numerically small. We let:

εT ≡ sup{εT : min{V (G,G), V (T,G)} > V (A,G) (A-19)

and min{V (T, T ), V (G,T )} > V (A, T )}

Lemma A.7. For any payoff of the stage game defined in section 4.3 that satisfies the condition
in equation (2), εT > 0. If it is finite, then the value is achieved. There are payoffs satisfying the
standing assumption on stage game payoffs stated in equation (2) for which εT is finite.
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Proof. Note that at εT = 0,

V (G,G) = V (T,G)

= c

> t(1− δ) + dδ

= V (A,G)

where the strict inequality follows from our assumption in equation (2). Similarly at εT = 0,
V (T, T ) = V (G,T ) > V (A, T ). Thus we conclude that εT > 0 from lemma (A.3). The second
claim also follows from lemma (A.3). The last claim follows from lemma (A.6), which gives as
simple sufficient condition for εT to be finite.

In particular εT is finite for the stage game with payoffs as in our experimental design. The
next lemma describes the dynamic for small εT in PID. Equation (5) makes clear that the edges
of the simplex are invariant under PID; if an initial condition has the probability of G equal to 0,
the entire path from that initial condition has the probability of G equal to 0.

Lemma A.8. For the proportional imitation model, and for 0 < εT < εT :

1. on the side µ(G) = 0 (and, respectively, µ(T ) = 0) there is a unique steady state corresponding
to the mixed strategy equilibrium of the game when strategies are restricted to {A, T} for both
players (and respectively to {A,G});

2. there is a unique steady state on the side µ(A) = 0, and this is determined in the limit εT → 0
by the ratio:

µ(G)∗ =
VεT (T, T )− VεT (G,T )

VεT (T, T )− VεT (G,T ) + VεT (G,G)− VεT (T,G)
(A-20)

where VεT is the derivative with respect to εT .

Proof. Point (1) follows from the equation describing the dynamics. For point (2), note first that
for εT > 0 then the steady state is determined by a frequency of the strategy G, µ(G)∗ such that

µ(G)∗ =
V (T, T )− V (G,T )

V (T, T )− V (G,T ) + V (G,G)− V (T,G)
(A-21)

As εT → 0 both numerator and denominator in the right hand side of (A-21) tend to zero. Now
the conclusion follows from l’Hôpital rule.

With small errors, there are seven steady states. The three corresponding to the pure strategy
profiles are locally stable. The other four steady states are unstable.

We now turn to the main question we posed, namely the relationship between the probability
of error (modeled by the εT parameter) and the frequency of strict and harsh strategies, with the
strict harshness order:

A � G � T (A-22)

For any evolutionary dynamics, we denote the steady states (when they exist) which are located
on the edges of the simplex as sA,T , sA,G and sG,T respectively, where the subscript indicates the
extreme points of the edge. For example, in the case of the PID, sA,T is the point in the simplex
of the form (p, 0, 1−p) with p ∈ (0, 1) at which the time derivative in equation (5) is equal to 0. As
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we indicate in section A.2.3 in our discussion and figures we consider the projection of the simplex
of the coordinates indicating the probability of G and T : we do not distinguish in the notation
between the steady state as element of the simplex and its projection on the plane. For illustration
of sA,T , sA,G and sG,T we refer to Figures A.1 and O.7.

A.2.2 Proportional Imitation Dynamics

In the following analysis we will examine the size of the basin of attraction of a strategy under
PID, using the location of the three points sA,T , sA,G and sG,T to provide orientation.

As we noted earlier, the edges of the simplex are invariant under PID. Let us now consider the
dynamic of the process restricted to the edges. It is clear that this evolution is determined only by
the value function restricted to the product of the two strategies at the vertices of the edge; so we
can focus on the corresponding two actions game.

Consider now a symmetric game with action set {a, b} where each action is a best response to
itself, that is, the gains g(a) ≡ u(a, a) − u(b, a) and g(b) ≡ u(b, b) − u(a, b) satisfy g(a) > 0 and
g(b) > 0. This game has two pure strategy Nash equilibria and a mixed strategy one; the mixed

strategy equilibrium has the probability of action a given by p∗ = g(b)
g(a)+g(b) . If we consider the PID

in this simple two-action game, the basin of attraction of the action a is the set {(p, 1 − p) : 1 ≥
p > p∗}, a sub-interval of the unit interval of length

1− p∗ =
g(a)

g(a) + g(b)
(A-23)

which we call the size of the basin of attraction of A. As intuition may suggest, the size of the
basin of attraction of strategy a is increasing in the ratio of the gain of action a over that of action
b.

We apply this analysis to our three actions game.34 To illustrate consider the edge of the simplex
between the vertices A and T , with steady state within the edge (if it exists) sA,T . The size of the
basin of attraction of A (the harshest of the two strategies) within the edge will be denoted sbaA,T ,
and is equal to 1− sA,T (A). Similarly we denote sbaA,G ≡ 1− sA,G(A) and sbaG,T ≡ 1− sG,T (G),
taking in each case the harshest of each pair of strategies (A and G respectively) as reference. When
we want to emphasize the dependence of the steady state on parameters, we write sbaA,T (εT , δ, u)
and so on.

An increase in the values of sbaA,T , sbaA,G corresponds to an increase in the basin of attraction
of A at the expense of those of G and T ; an increase in the value of sbaG,T increases that of G at
the expense of T . The following proposition summarizes what we know for the two extreme values
of εT = 0 and εT = 1/2:

Proposition A.9. Under proportional imitation,

sbaA,G(0, δ, u) = sbaA,T (0, δ, u) =
(1− δ)(d− s)

c− (1− δ)t− (1− δ)s− δd+ (1− δ)d
(A-24)

sbaA,G(1/2, δ, u) = sbaA,T (1/2, δ, u) = sbaG,T (1/2, δ, u) = 1 (A-25)

Proof. Use the values in table A.1 and apply (A-23).

At εT = 0 the basin of A is the triangular region below the straight-line segment joining sA,G
and sA,T . As εT reaches the value 1/2 any point in the simplex (except the side between G and

34Figures A.1 or O.7 may provide a useful illustration.
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T ) converges to A over time. The strategy A may become the only strategy surviving for values of
the error probability smaller than 1/2, as we next demonstrate.

We analyze the basin of attraction for the specific numerical values of the payoffs used in the
experiment. In section C of the online appendix we report numerical values of the payoff matrix
with errors and figures portraying the basin of attraction. To see how the size of the basin of
attraction changes when the stage game payoffs are those we used in the experiment, we can use
the lemmas (A.3) and (A.5), to compute the value function and analyze equilibria and dynamic
behavior.

Figure A.2 uses the simple formula for the size of the basin of attraction. The figure reports the
three values sbaA,G, sbaA,T , sbaG,T as indicated in the legend: these are the three lines within each
panel. The comparison is made for different values of εT (moving along the x-axis in each panel)
and δ (along the three panels). The value of εT at which the line reaches the value 1 is the value
at which the steady state giving positive probability to the less harsh strategy disappears, and the
entire interval converges to the harsher strategy. For instance, the value of εT at which the line
reporting the size of the basin for A within the pair {A, T} is the value at which sA,T disappears,
sbaA,T becomes equal to 1, and the entire interval converges to A.

It is clear from the figure that the steady state sA,T disappears last for all the values of δ
considered. Instead the order of disappearance of sA,G and sG,T switches: sG,T before sA,G for low

δ, sG,T after sA,G for higher δ. We denote as δ̂ the value of δ at which sG,T and sA,T disappear at

the same value of εT ; with the payoffs used in the experimental design, the value of δ̂ is 0.82.
More in detail, the initial conclusions we draw from Figure A.2 is:

Conclusion A.10.

1. The values sbaA,G and sbaA,T are monotonically increasing in εT .

2. For any value of the continuation probability, as the error probability becomes larger, the basin
of attraction of less harsh strategies (G and T ) vanishes. The relative size of the basin of
attraction of T declines compared to that of G as the error probability increases.

3. With sufficiently high continuation probability and small error, the basin of attraction of A
is arbitrarily small.

The intermediate value δ̂ marks the boundary of an interesting division of the set of δ’s into two
sub-regions. We define precisely δ̂ and its significance, focusing on the interior of the projection of
the simplex:

Conclusion A.11.

1. As εT increases from 0 to 1/2, the interior of the simplex is initially partitioned into three
regions (with attractors A, G and T ); then into two regions with two attractors, and finally
only into a single region (with attractor A);

2. If δ > δ̂ - in the intermediate region of εT - the two attractors are A and T ; if δ < δ̂ instead
the two attractors are A and G.

For lower values (δ < δ̂) the basin of attraction of T disappears entirely as sGT collapses into
the vertex T , and the entire edge between the vertices G and T of the simplex converges to G.
With lower continuation probability (δ < δ̂) but high probability of errors the strategy T does not
survive. For higher values both G and T survive, but both lose frequency at the expense of A. In
conclusion:
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Conclusion A.12. Strategy T can survive only with low εT or with high δ.

With small errors, an appropriately modified Poincare-Hopf index can be calculated. The index
of the three stable pure strategies is 1 in all cases; the others (the two mixed strategies on the edge
between A and T and the edge between A and G), with an overall index 1. Note that the pure
strategy profile (T, T ) is a steady state of the proportional imitation, and a Nash equilibrium of
the game restricted to {A, T} but it is not a Nash equilibrium of the complete game. Also with
higher errors all the steady states are isolated, and thus an appropriately modified Poincare-Hopf
index can be calculated. The index of the two stable pure strategies (A and T ) are 1; the mixed
strategy in the interior of the simplex has index 1. The index of the two steady states on the sides
(sAT and sGT ) is −1. The index of G is 0.

Figure A.2: Size of basin of attraction of strategies A and G on the sides of the
simplex. Top to bottom panel: values of δ equal to 0.75, 0.82, 0.9 respectively.

A.2.3 Best Response Dynamics

The best response dynamic allows us to identify clearly the basin of attraction of the three strategies
by simple inspection of the phase portrait. To understand the difference between this case and the
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proportional imitation dynamics, it is useful to keep in mind that there may be steady states for
the PID on the boundary of the simplex that are not Nash equilibria of the entire game; in this
case a steady state for PID may fail to be a steady state of the BRD.

To be precise, let NE({A,G, T}) be the set of Nash equilibria of the strategy choice game
where the player can choose any strategy in {A,G, T}. We will refer to this as the unrestricted
game. For any two-strategy subset {r, s} of the set {A,G, T}, let N({r, s}) be the Nash equilibria
of the reduced game, where players can only choose from {r, s}. It may occur that a steady state
of the PID at the boundary is not a Nash equilibrium of the unrestricted game, although it may
be a Nash equilibrium of the game restricted to the strategies that have positive probability at
that steady state. For example, in the game induced by εT = 0.35 and δ = 0.9 35 the strategy T
is weakly dominated by G and V (G,T ) > V (T, T ). Thus, sAT (which is a mixed strategy of the
unrestricted game, assigning 0 to G) is not part of a Nash equilibrium of the unrestricted game,
so it is not a steady state of BRD but it is a steady state of the PID. The same may be true for
pure strategies: for example, the strategy G is a steady state in the game induced by εT = 0.3 and
δ = 0.9 in Table O.19 of the online appendix, the pure strategy G is a steady state of the PID, but
is not a Nash equilibrium of the complete game, because V (A,G) > V (G,G).

In the interior of the projection of the simplex the situation is considerably simpler:

Proposition A.13. With best response dynamics,

1. for εT < εT , all three strategies survive in the long run (that is, they have a basin of attraction
with non-empty interior); the intersection of the boundaries of the regions with the sides of
the simplex are the same as in the proportional imitation dynamics;

2. The conclusions (A.10), (A.11) and (A.12) hold in the case of BRD as well; in particular,
for εT > εT only two strategies survive in the long run: they are {A,G} for δ < δ̂, and {A, T}
for δ > δ̂.

The lines marking the boundary of the basins of attraction in the BRD and PID may be
different (for example, those in BRD are straight lines, while those in PID are not) but the end
points are common, hence qualitatively the basins are similar. In particular the analysis in the
previous section identifying different transitions for values of δ above and below δ̂, as εT changes,
holds.

A.3 Errors in Transition and in Action

In this section we analyze the more complete (and more complex) model in which errors of both
types (in action choice and in transition) are possible. The main innovation with respect to the
analysis in the previous sections is the introduction of the error in action transition matrix. Recall
that εA is the probability of an error in the choice of the action at a state in the automaton, and
A ≡ A1 × A2. Let Pr(a;ω, εA) denote the probability of choice of the action profile a by the two
players when the current state is ω and the probability of an error in action choice is εA. The action
choice with errors at a state is a stochastic matrix AεA : Ω→ ∆(Ω×A) defined by

AεA(ω)(ω′, a) ≡ δω(ω′)Pr(a;ω, εA) (A-26)

Note that the ω coordinate in the image space of A is only required as a placeholder. This role
turns out to be essential in the next step, the definition of QεT ,εA in equation (A-27). To illustrate

35The precise values are reported in the third panel of Table O.19 of the online appendix.

52



the definition of AεA consider for example:

AεA(Gc, Gd)(Gc, Gd, C
1, D1) = (1− εA)2

The transition with errors TεT : Ω×A→ ∆(Ω) is defined by taking TεT (ω, a)(ω′) as the probability
that the next period state is ω′ given that the current state is ω and current action profile is a.
Overall the stochastic matrix QεT ,εA ∈ S(Ω,Ω), the set of stochastic matrices, is the composition
of the two transitions:

QεT ,εA(ω′;ω) ≡
∑
a∈A

AεA(ω)(ω, a)TεT (ω, a)(ω′) (A-27)

We denote by uεA(a) the one period payoff when the intended action profile is a but errors
in action choice are possible and occur independently for the two players with probability εA. To
illustrate, if the intended action profile is (C1, D2) then uεA(C1, D2) = (1− εA)2s+ εA(1− εA)(d+
c) + ε2At. We also let VεT ,εA(ω) the value function at the state ω

VεT ,εA = (1− δ)uεA + δQεT ,εAVεT ,εA (A-28)

The analysis of the properties of the value function presented in the main text holds with little
adjustments in the current case where errors in actions and transition are possible. The following
lemma holds as in the case of errors in transition only:

Lemma A.14. The function (εT , εA, δ) −→ V (·; εT , εA, δ) is analytic, hence continuous and differ-
entiable.

The decomposition of the state space described in the main text into invariant sets holds in the
current case as well. Similarly, with easy computations, one gets:

Lemma A.15. The value function equation can be decomposed into nine independent equations,
one for each of the invariant sets of the set Ω.

1. VεT ,εA(A,A) = uεA(D,D)

2. VεT ,εA(G,A) = (1− δ(1− εT ))uεAu(C,D) + δ(1− ε)uεA(D,D)

3. VεT ,εA(A,G) = (1− δ(1− ε))uεAu(D,C) + δ(1− ε)uεA(D,D)

Note that:

uεA(D,D) = (1− εA)2d+ εA(1− εA)(s+ t) + ε2Ac

uεA(C,D) = (1− εA)2s+ εA(1− εA)(d+ c) + ε2At

uεA(D,C) = (1− εA)2t+ εA(1− εA)(d+ c) + ε2As

In the case of the two errors the best response to A is A for the interesting values of the
parameter εA:

Lemma A.16. For all εT > 0 and εA < 1/2, (A,A) is a strict Nash equilibrium of the strategy
choice game, hence a locally stable equilibrium of the PI and BR dynamics.
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Proof. An easy computation gives:

VεT ,εA(A,A)− VεT ,εA(G,A) = (1− 2εA)(1− εA)(d+ t− s− c).

Hence, also in the case of the two errors A survives for all values of the parameters.

A.3.1 Basin of Attraction and Error Rates

From our analysis it is clear that the behavior of the basin of attraction as function of the two error
rates will broadly follow a behavior similar to that already observed in the case of the simple error
in transition, examined in the main text. Figure A.3 reports the sizes of the basin as function of
the two error rates. These are the three dimensional versions of the Figure A.2.

One can consider also the exact analogue of Figure A.2, but for the error in action choice, by
setting the transition probability to zero. This makes clear that the basin of attraction of the strict
strategies in the sides of the simplex (analyzing the size of the basin when players are playing only
{G,T}, {A, T} and {A, T}) is strictly increasing in the probability of the error in action choice.

In the case of the subset {A, T}, at zero transition error the effect of the error in action is still
strictly increasing, but of limited size: at δ = 0.75 the largest size of the basin of attraction of A is
approximately 25 per cent; at δ = 0.9 the maximum is smaller than 10 per cent.

A.4 Rational Learning Model

In this final section we show how the best response model can be interpreted as a model of Bayesian
learning. This model will be used in section A.5 to analyze our data.

Each player has a belief on the distribution of strategies in the population. The belief has
the same functional form for all players, a Dirichlet distribution of the three dimensional simplex,
∆({A,G, T}). A player with concentration parameter α ∈ N3 has a density on beliefs given by:

D(αi) =
1

B(αi)
µ(A)α

i
A−1µ(G)α

i
G−1µ(T )α

i
T−1 (A-29)

where B is the multivariate beta function. The assignment of the belief described by an α to each
player induces a population distribution over belief of players on the strategy of others, described
by a probability distribution on the countable set N3 with generic term π.

At time t, a fraction λdt of the population is randomly selected to adjust the strategy. This sub-
population is representative of the total population, so the distribution on N3 in the sub-population
is the same as in the total population. For convenience, we will consider in the following the
extension of the measure π to a measure on Z3, set equal to 0 on all three dimensional vectors of
integers that have a negative value in some coordinate; we keep the same symbol:

π ∈ ∆(Z3) (A-30)

We now consider players in the selected sub-population who are revising the strategy. Given
the distribution on the strategy of the other selected players, each player computes and chooses a
mixed strategy in the set of his best responses, given his belief D(α):

BR(α) = argmaxσ∈∆(M)ED(α)U(σ, ·). (A-31)
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Figure A.3: Size of basin of attraction of strict strategies with two types of error.
Probability of error in transition and action choice as displayed. δ = 0.75. Top to bottom
panel: values of the basin of attraction in the indicated subsets of strategies (basin of G in
(G, T ); A in (A,G); A in (A, T ); respectively).

By the property of the Dirichelet distribution, the mean frequency of m ∈M :

ED(α)µ(m) =
αm∑
r∈M αm

≡ E(m;α) (A-32)

The best response set of a player with belief indexed by α is:

BR(α) = argmaxσ∈∆(M)

∑
r∈M

E(m;α)U(σ,m). (A-33)

When we add over N3 with weights given by π, the best response of each player we get an
element φ(·;π) ∈ ∆(S) which is the true distribution in the population of the strategies. Note that
the function φ depends on the value function of the repeated game at the corresponding error rate.
We will make this dependence explicit later on when we need to study its effects, but we ignore it
for the moment for clarity of notation.36

36We assume that when the best response of a player with belief α is not a pure strategy, then players
choose according to the uniform distribution over the best response set, so when we aggregate over the
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We consider first the evolution in discrete time. In each period, all players are randomly matched
with probability corresponding to the frequency.

Proposition A.17. The fraction of each α belief in the model described in Section (A.4) follows
the difference equation:

π(k + 1, α) = Sπ(k, ·), k = 0, 1, . . . . (A-34)

where S defined in (A-36).

Proof. Let 1m denote the three dimensional vector equal to 1 at the mth coordinate, and 0 oth-
erwise. Given a π ∈ ∆(N3), a players hold a belief D(α) next period if and only if in the current
period he holds a belief α− 1m and meets an opponent playing m, which happens with probability
φ(m,π). Each player then updates his belief; since priors are Dirichlet, he changes the α to the
new value:

α′m = αm + δm(bi) (A-35)

where δs is the indicator function.37 Define:

(Sπ)(t, α) ≡
∑
r∈M

π(t, α− 1m)φ(m,π(t, ·)) (A-36)

Recall our discussion before (A-30), so the definition (A-36) is meaningful even when αm = 0.
Equation (A-34) follows.

We now show that the time evolution of the fraction of beliefs in the population follows a
dynamic very similar to the one described by the best response presented in Section 4.5, with the
distribution on beliefs π replacing the distribution on strategies µ:

Proposition A.18. The time derivative of the fraction of each α belief in the model described in
section A.4 follows the equation:

dπ(t, α)

dt
= λ

(∑
r∈M

π(t, α− 1m)φ(s, π(t, ·))− π(t, α)

)
(A-37)

Proof. The players who are matched to play observe a strategy bi of the opponent with probability
φ(bi;π). Each player in the sub-population updates his belief according to (A-35). The new
population after the time interval dt is a combination of the population of players that did not
play, that is a fraction 1−λdt, with frequency π(t, ·) unchanged; and the sub-population of selected
players, a fraction λdt, with frequency Sπ(t, ·). Thus, the frequency next period is

π(t+ dt, α) = (1− λdt)π(t+ dt, α) + λdtSπ(t, α),

and therefore (A-37) follows.

The analysis of the evolution over time is more difficult to visualize than it is in the simple two
dimensional case of the best response dynamic, but the logic is the same. In particular consider the
best response function φ as depending on the value function V for a given vector of parameters,
(εT , εA, δ, U). As the error in action becomes large, the best response assigns for the same π(·, t) a
larger weight to the strategy A, until the frequency converges to the consensus on A.

sub-population of such players we get the expected value of the strategy choice.
37That is, δs(b

i) = 1 if s = bi and = 0 otherwise.
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A.5 Estimation of beliefs’ updating under best response

We now estimate the evolutions of the beliefs under best response dynamics described above for
each strategy, s, at the beginning of each supergame t, αis,t.

A.5.1 Method

For simplicity we limit ourselves to the case of no errors in the implementation of strategies (tran-
sition or action), where G and T have the same expected utility and for this reason we refer to this
strategy as sophisticated cooperation or SC. Therefore, we assume that subjects in the first repeated
game hold beliefs that other players either use A or a cooperative strategy that we already defined
SC. Let the probability of player i in supergame s to play A be αiA,t/(α

i
A,t + αiSC,t). In the first

supergame, t = 1, subjects have beliefs charaterized by αiA,1 and αiSC,1, from the second supergame
onward, t > 1. We follow Dal Bó and Fréchette (2011), reporting here their setup for convenience,
and assume that they update their beliefs as follows:

αik,t+1 = θiαik,t + 1(ajk), (A-38)

where k is the action (A or SC) and 1(akj ) takes the value 1 if the action of the partner j is k. The

discounting factor of past belief, θi, equals 0 in the so-calleld Cournot Dynamics and is 1 in the
fictitious play. Therefore the closer is θ to 1 the slower will player update their beliefs. Since we
assume that subjects chose a strategy at the beginning of the supergame, they will play cooperation,
C, in period 1 of supergame if they expect that the partner plays SC, defect, D, otherwise. The
expected utility each player obtains for each action, a, is

U ia,t =
αiA,t

αiA,t + αiSC,t
ua(a

j
A) +

αiSC,t
αiA,t + αiSC,t

ua(a
j
SC) + λiεsa,t (A-39)

where ua(a
j
k) is the payoff from taking action a when j takes the action k.

A.5.2 Estimation Results

The estimation of the model above generates choices of the first period of each supergame that in
average fit well our data as shown in Figure A.4. We now analyze the two parameters of interest:
θi, measuring the inverse of the speed by which subjects update their beliefs, and λi, measuring
the inverse of the capacity of best responding given the beliefs.38

In Table A.5 we show the correlation between IQ and the parameters of interest. IQ significantly
negatively correlated with θi, implying that higher IQ subjects update their beliefs faster. Higher
intelligence does not significantly affect the capacity of best responding, modelled by the parameter
λi. In the top panels of Figure A.5 we can compare the cumulative distribution of the θi in the
different treatments. θi is smaller for high-IQ than for low-IQ, confirming that low-IQ update
they beliefs slower than high-IQ (top left panel). The differences in the integrated treatment are
drastically reduced (top right panel). Considering panel A of Table A.4 we note that the differences
between high-IQ and low-IQ in the separated treatment is statistically significant, while the same
difference in the integrated treatment is only weakly significant at the best. The bottom left panel

38Details on estimation procedures are in the online appendix of Dal Bó and Fréchette (2011) at page
6-8. We follow that procedure closely.
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of Figure A.5 shows that low-IQ improve their speed (i.e. θi is lower) when integrated with the high-
IQ, while there is no much difference among high-IQ subjects in the different treatments. Panel
B of A.4 confirm that the differences among the low-IQ in the integrated and in the separated
treatments are statistically significant. We can summarise this discussion as follows:

1. higher intelligence subjects update their beliefs at a faster rate. Higher intelligence does not
significantly affect the capacity of best responding;

2. less intelligent subjects learn to update their beliefs faster when they are mixed with more
intelligent;

3. the way the subjects best respond to their beliefs does not depend on their intelligence.

A possible explanation of why lower IQ subjects update their first period beliefs faster when
mixed with the higher IQ is that, in the latter environment, they receive a clearer signal from the
other players playing more consistent strategies.

Figure A.4: Simulated Evolution of Cooperation Implied by the Learning Esti-
mates Solid lines represent experimental data, dashed lines the average simulated data, and
dotted lines the 90 percent interval of simulated data.
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Figure A.5: Distribution of the beliefs’ updating speed within the different groups
and treatments. Distribution of the parameter θi as defined in equation A-38, where 1
correspond to slowest speed (fictitious play) and 0 to the fasted speed (Cournot dynamics)
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Table A.3: IQ and Simulated Parameters

Variable Mean Std. Dev. Min. Max. N
IQ 103.516 10.203 69.338 127.231 182
θi 0.58 0.357 0 1 129
λ0 5.67 11.683 0 93.275 129
λ20 7.28 12.941 0.154 93.275 128
λ40 6.846 12.913 0.141 93.275 128
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Table A.4: Differences in the beliefs’ updating speed within the different groups
and treatments. Tests of the differences of the estimated parameter θi as defined in
equation A-38, where 1 correspond to slowest speed (fictitious play) and 0 to the fastest
speed (Cournot dynamics)
∗ p− value < 0.1, ∗∗ p− value < 0.05, ∗∗∗ p− value < 0.01.

Panel A: Tests between IQ groups

Treatment Separated Integrated
θLowIQ - θHighIQ θLowIQ - θHighIQ

t test t −2.9623∗∗∗ −1.3777∗

Mann-Witney z −2.488∗∗ -1.411

Panel B: Tests between treatments

Treatment Separated vs Integrated Separated vs Integrated
θLowIQ θHighIQ

t-test t 1.9647∗∗ −0.3909
Mann-Witney z 1.849∗ −0.350

Table A.5: Correlation between IQ, beliefs updating and capacity of best respond-
ing to own beliefs Correlations between IQ, updating speed, θi, capacity of best responding
to beliefs in supergame s, λs. p− values in brackets

Variables IQ θi λ0 λ20 λ40

IQ 1.000

θi -0.345 1.000
(0.000)

λ0 -0.032 -0.242 1.000
(0.746) (0.006)

λ20 -0.047 -0.196 0.887 1.000
(0.635) (0.026) (0.000)

λ40 0.001 -0.205 0.899 0.988 1.000
(0.992) (0.020) (0.000) (0.000)
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A Session Dates, Size and Characteristics

Tables O.1 and O.2 below illustrate the dates and timings of each session across both treatments.
Top-left panel of Figure O.1 presents the overall distribution of IQ scores across both treatments.
The bottom row of Figure O.1 presents the distribution of the IQ scores across low- and high-IQ
sessions for the IQ-separated sessions, while top-right panel presents the distribution of the IQ scores
for the Integrated treatment sessions. Table O.3 compares participant characteristics across the
two treatments. Only the proportion of German participants is found to be significantly different
across the two treatments, but as is obvious from tables O.4 and O.5 this is not significantly different
across intelligence groups. Overall subjects are similar across the two treatments. In Table O.4
participant characteristics across intelligence groups in the IQ-separated treatment are contrasted
where only differences in the IQ scores are statistically different. Finally, Table O.5 contrasts
participant characteristics across intelligence groups across both treatments. As in Table O.4 the
only statistically significant difference is for IQ. Extraversion is found to be significantly different
across intelligence groups but that cannot be reasonably seen as a driver of the results. Tables O.6
and O.7 report the number of supergames and total rounds played per session in the IQ-Separated
treatment and Integrated treatment, respectively.

Table O.10 summarises the statistics about the Raven scores for each session in the IQ-separated
treatment and Table O.11 for the Integrated treatment. In the IQ-separated treatment, the cutoff
Raven score was 24 and 25. In sessions 7 and 8 the cutoff was 23 because the participants in these
sessions scored lower on average than the rest of the participants in all the other sessions. Tables
O.12 until O.14 present a description of the main data in the low- and high-IQ sessions in the
IQ-separated treatment and the Integrated treatment sessions. Table O.15 shows the correlations
among individual characteristics.

A timeline of the experiment is detailed below and all the instructions and any other pertinent
documents are available further down.

A.1 Timeline of the Experiment

Day One

1. Participants were assigned a number indicating session number and specific ID number.
The specific ID number corresponded to a computer terminal in the lab. For example, the
participant on computer number 13 in session 4 received the number: 4.13.

2. Participants sat at their corresponding computer terminals, which were in individual cubicles.

3. Instructions about the Raven task were read together with an explanation on how the task
would be paid.

4. The Raven test was administered (36 matrices with a total of 30 minutes allowed). Three
randomly chosen matrices out of 36 tables were paid at the rate of 1 Euro per correct answer.

5. The Holt-Laury task was explained verbally.

6. The Holt-Laury choice task was completed by the participants (10 lottery choices). One
randomly chosen lottery out of 10 played out and paid

7. The questionnaire was presented and filled out by the participants.
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Between Day One and Two

1. Allocation to second day sessions made. An email was sent out to all participants listing
their allocation according to the number they received before starting Day One.

Day Two

1. Participants arrived and were given a new ID corresponding to the ID they received in Day
One. The new ID indicated their new computer terminal number at which they were sat.

2. The game that would be played was explained using en example screen on each participant’s
screen, as was the way the matching between partners, the continuation probability and how
the payment would be made.

3. The infinitely repeated game was played. Each experimental unit earned corresponded to
0.004 Euro.

4. A de-briefing questionnaire was administered.

5. Calculation of payment was made and subjects were paid accordingly.

Figure O.1: Distribution of IQ Scores. Top-left panel shows IQ distribution for all
participants across both treatments, top-right shows IQ distribution in Integrated treatment
and bottom panels show IQ distribution in low- and high-IQ sessions from IQ-separated
treatment.
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Table O.1: Dates and details for IQ-separated

Day 1: Group Allocation
Date Time Subjects

1 23/04/2018 10:00 17
2 23/04/2018 11:00 19

Total 36
3 07/05/2018 14:45 15
4 07/05/2018 16:00 11

Total 26
5 12/06/2018 09:45 14
6 12/06/2018 11:30 19

Total 33
7 20/11/2018 14:00 17
8 20/11/2018 15:15 19

Total 36

Day 2: Cooperation Task
Date Time Subjects Group

Session 1 25/04/2018 10:00 16 High IQ
Session 2 25/04/2018 11:30 14 Low IQ

Total Returned 30
Session 3 09/05/2018 14:00 10 High IQ
Session 4 09/05/2018 15:30 10 Low IQ

Total Returned 20
Session 5 14/06/2018 10:00 12 High IQ
Session 6 14/06/2018 11:30 14 Low IQ

Total Returned 26
Session 7 22/11/2018 14:00 16 High IQ
Session 8 22/11/2018 15:30 16 Low IQ

Total Returned 32

Total Participants 108
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Table O.2: Dates and details for Integrated

Day 1: Group Allocation
Date Time Subjects

1 30/04/2018 09:45 7
2 30/04/2018 11:00 13

Total 20
3 15/05/2018 10:00 6
4 15/05/2018 11:30 16

Total 22
5 18/06/2018 14:45 17
6 18/06/2018 16:00 9

Total 26
7 10/07/2018 09:45 7
8 10/07/2018 11:00 13

Total 20
9 02/10/2018 09:45 7
10 02/10/2018 11:00 11

Total 18
11 15/10/2018 09:45 6
12 15/10/2018 11:00 6

Total 12

Day 2: Cooperation Task
Date Time Subjects

Session 1 02/05/2018 10:00 14
Session 2 17/05/2018 14:00 10
Session 3 17/05/2018 15:30 12
Session 4 20/06/2018 14:00 12
Session 5 20/06/2018 15:30 12
Session 6 12/07/2018 10:00 18
Session 7 04/10/2018 11:30 16
Session 8 17/10/2018 11:30 12

Total Participants 106
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Table O.3: Comparing Variables across Sessions

Variable Separated Integrated Differences Std. Dev. N
IQ 103.4069 103.1394 .2674614 1.349413 214

Age 23.84259 23.06604 .7765549 .6392821 214
Female .4907407 .5 -.0092593 .0686773 214
Openness 3.767593 3.678302 .0892907 .0730968 214
Conscientiousness 3.358025 3.431866 -.0738411 .0883303 214
Extraversion 3.228009 3.371462 -.143453 .1024118 214
Agreeableness 3.591564 3.612159 -.0205955 .0850711 214
Neuroticism 3.016204 2.879717 .1364867 .0995567 214
Risk Aversion 5.536082 5.382979 .1531038 .251421 191
German .6481481 .754717 -.1065688 .0624657** 214

Total Profit 5167.87 5957.415 -789.5447 141.8649*** 214
Rounds Played 126.8519 139.8302 -12.97834 2.591088*** 214
Payoff per Round 40.19059 41.89426 -1.703675 .6099137*** 214

Total Profit (Equal SGs Played) 3858.296 4021.849 -163.5528 57.84501** 214
Payoff per Round (Equal SGs Played) 40.19059 41.89426 -1.703675 .6025522** 214

Note: ∗ p− value < 0.1, ∗∗ p− value < 0.05, ∗∗∗ p− value < 0.01
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Table O.4: Comparing Variables across IQ-separated Sessions

Variable Low IQ High IQ Differences Std. Dev. N
IQ 95.94193 110.8718 -14.92987 1.232502*** 108

Age 24.14815 23.53704 .6111111 1.142875 108
Female .462963 .5185185 -.0555556 .0969619 108
Openness 3.824074 3.711111 .112963 .0975451 108
Conscientiousness 3.376543 3.339506 .037037 .1160422 108
Extraversion 3.386574 3.069444 .3171296 .1456155** 108
Agreeableness 3.609054 3.574074 .0349794 .1201571 108
Neuroticism 2.949074 3.083333 -.1342593 .1357823 108
Risk Aversion 5.652174 5.431373 .2208014 .394149 97
German .6111111 .6851852 -.0740741 .0924877 108

Final Profit 4481.481 5854.259 -1372.778 184.8242*** 108
Rounds Played 122.4815 131.2222 -8.740741 4.266736** 108
Payoff per Round 36.68508 44.50096 -7.815882 .5747042*** 108

Total Profit (Equal SGs Played) 3480.667 4235.926 -755.2593 55.6599*** 108
Payoff per Round (Equal SGs Played) 36.25694 44.12423 -7.867284 .5797906*** 108

Note: ∗ p− value < 0.1, ∗∗ p− value < 0.05, ∗∗∗ p− value < 0.01
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Table O.5: Comparing Variables across IQ-separated Groups Across both Treat-
ment Sessions

Variable Low IQ High IQ Differences Std. Dev. N
IQ 95.68959 110.8592 -15.1696 .8576931*** 214

Age 23.83178 23.08411 .7476636 .6394164 214
Female .4672897 .5233645 -.0560748 .0685692 214
Openness 3.741122 3.705607 .035514 .0733099 214
Conscientiousness 3.425753 3.363448 .0623053 .0883684 214
Extraversion 3.398364 3.199766 .1985981 .1019719** 214
Agreeableness 3.613707 3.589823 .0238837 .0850633 214
Neuroticism 2.925234 2.971963 -.046729 .0999411 214
Risk Aversion 5.451613 5.469388 -.0177749 .2517194 191
German .7102804 .6915888 .0186916 .0628772 214

Final Profit 5177.28 5940.626 -763.3458 142.5326*** 214
Rounds Played 131.0748 135.486 -4.411215 2.723199* 214
Payoff per Round 39.30087 43.82866 -4.527786 .5416761*** 214

Total Profit (Equal SGs Played) 3729.673 4148.944 -419.271 51.40749*** 214
Payoff per Round (Equal SGs Played) 38.85076 43.21817 -4.367407 .5354947*** 214

Note: ∗ p− value < 0.1, ∗∗ p− value < 0.05, ∗∗∗ p− value < 0.01

Table O.6: SGs and Rounds Played by Session in IQ-Separated

Session SGs Rounds

1 37 123
2 29 96
3 42 151
4 42 151
5 40 146
6 29 96
7 34 116
8 42 151
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Table O.7: SGs and Rounds Played by Session in Integrated

Session SGs Rounds

1 42 151
2 42 151
3 42 151
4 37 123
5 42 151
6 42 151
7 36 119
8 37 123
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Table O.8: Maximal period (T) of each SG for both treatments.

SG T

1 1
2 4
3 2
4 2
5 1
6 2
7 12
8 4
9 4
10 5
11 8
12 2
13 1
14 7
15 2
16 4
17 4
18 1
19 4
20 1
21 5
22 7
23 3
24 1
25 1
26 4
27 1
28 1
29 2
30 2
31 3
32 3
33 1
34 11
35 2
36 1
37 4
38 1
39 14
40 8
41 1
42 4
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Table O.9: Countries of Origin of Participants

Country Number Percentage

Albania 2 0.93
Belarus 1 0.47
Bulgaria 2 0.93
Canada 1 0.47
China 9 4.21
Denmark 1 0.47
Egypt 3 1.40
France 1 0.47
Germany 150 70.09
Hungary 1 0.47
India 3 1.40
Indonesia 1 0.47
Italy 4 1.87
Japan 1 0.47
Kazhakhstan 1 0.47
Kosovo 1 0.47
Moldova 2 0.93
Peru 1 0.47
Poland 1 0.47
Romania 1 0.47
Russia 7 3.27
Serbia 1 0.47
Spain 3 1.40
Switzerland 2 0.93
Syria 1 0.47
Taiwan 1 0.47
Turkey 4 1.87
UK 1 0.47
USA 2 0.93
Ukraine 4 1.87
Vietnam 1 0.47

Total 214 100.00
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Table O.10: Raven Scores by Sessions in IQ-separated Treatment

Variable Mean Std. Dev. Min. Max. N
High IQ - Session 1 28.063 2.886 25 35 16
Low IQ - Session 2 20.214 3.725 11 24 14
High IQ - Session 3 28 2.539 25 33 10
Low IQ - Session 4 22 2.539 18 25 10
High IQ - Session 5 27.917 3.147 24 34 12
Low IQ - Session 6 19.357 3.671 11 23 14
High IQ - Session 7 25.875 2.029 23 31 16
Low IQ - Session 8 20.5 2.394 15 23 16

Table O.11: Raven Scores by Sessions in Integrated Treatment

Variable Mean Std. Dev. Min. Max. N
Session 1 23.214 5.754 11 31 14
Session 2 22 6.532 8 31 10
Session 3 22.833 4.859 13 31 12
Session 4 25.333 3.339 20 32 12
Session 5 24.917 2.466 20 29 12
Session 6 24.833 4.19 16 32 18
Session 7 23.375 4.674 16 30 16
Session 8 23 4.533 16 34 12
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Table O.12: IQ-separated: Low IQ Sessions, Main Variables

Variable Mean Std. Dev. Min. Max. N
Choice 0.561 0.496 0 1 6614
Partner Choice 0.561 0.496 0 1 6614
Age 23.983 7.876 17 65 6614
Female 0.454 0.498 0 1 6614
Round 64.824 40.281 1 151 6614
Openness 3.85 0.518 2.5 5 6614
Conscientiousness 3.37 0.559 2.333 4.667 6614
Extraversion 3.408 0.683 1.875 4.75 6614
Agreableness 3.585 0.680 1.667 4.889 6614
Neuroticism 2.969 0.696 1.125 5 6614
Raven 20.552 3.04 11 25 6614
Risk Aversion 5.639 2.016 0 10 6614
Final Profit 4695.723 1037.735 3168 6337 6614
Profit x Period 36.685 3.179 28.669 42.875 54
Total Periods 122.481 27.739 96 151 54

Table O.13: IQ-separated: High IQ Sessions, Main Variables

Variable Mean Std. Dev. Min. Max. N
Choice 0.875 0.331 0 1 7086
Partner Choice 0.875 0.331 0 1 7086
Age 23.518 3.28 18 33 7086
Female 0.523 0.5 0 1 7086
Round 66.91 39.264 1 151 7086
Openness 3.723 0.497 2.6 4.8 7086
Conscientiousness 3.322 0.64 1.444 4.556 7086
Extraversion 3.073 0.816 1.25 4.625 7086
Agreableness 3.578 0.563 2 5 7086
Neuroticism 3.081 0.707 1.375 4.375 7086
Raven 27.44 2.745 23 35 7086
Risk Aversion 5.386 1.63 2 9 7086
Final Profit 5941.262 864.996 4312 7248 7086
Profit x Period 44.501 2.78 36.382 48 54
Total Periods 131.222 14.615 116 151 54
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Table O.14: Integrated, Main Variables

Variable Mean Std. Dev. Min. Max. N
Choice 0.795 0.404 0 1 14822
Partner Choice 0.795 0.404 0 1 14822
Age 23.048 2.906 18 33 14822
Female 0.496 0.5 0 1 14822
Round 71.156 41.578 1 151 14822
Openness 3.683 0.553 2.4 5 14822
Conscientiousness 3.432 0.684 1.556 4.778 14822
Extraversion 3.378 0.73 1.625 4.625 14822
Agreableness 3.614 0.61 2.111 4.889 14822
Neuroticism 2.872 0.743 1.375 4.625 14822
Raven 23.759 4.621 8 34 14822
Risk Aversion 5.407 1.508 2 9 14822
Final Profit 6026.931 851.060 3984 7212 14822
Profit x Period 42.555 3.933 30.417 47.762 106
Total Periods 139.83 14.467 119 151 106
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B Supplementary Data Analysis

This section reports additional analysis of cooperation and error rates.

Figure O.2: Average cooperation per supergame in all different sessions. The grey
lines in each panel represent the average cooperation per period among all subjects of the
corresponding low-IQ groups and the black lines represent the average cooperation per su-
pergame among all subjects of the corresponding high-IQ groups. The dashed lines represent
the integrated sessions, the bold lines the separated sessions, and the dotted straight lines
the linear trends.
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Table O.16: Effect of high-IQ and low-IQ session on choice of cooperation and pay-
offs for individuals just above/below the cuttoff. The dependent variables are average
cooperation and average payoff across all interactions (OLS estimator). This estimation re-
peats the analysis in table 4 but only includes the marginals, i.e. those in the middle third
of the IQ distribution per treatment. Integrated sessions are the baseline. Robust standard
errors clustered at the session level in brackets; ∗ p − value < 0.1, ∗∗ p − value < 0.05, ∗∗∗

p− value < 0.01

Supergame ≤ 20 Supergame > 20
Cooperate Payoff Cooperate Payoff

b/se b/se b/se b/se
High IQ Session 0.0636 1.9843 0.0171 0.8857

(0.0732) (1.4437) (0.0749) (1.3814)
Low IQ Session –0.3009** –5.0990*** –0.3453** –5.1604***

(0.1136) (1.2723) (0.1551) (1.7490)
# Subjects –0.0036 –0.3120 –0.0024 –0.2421

(0.0134) (0.2524) (0.0131) (0.2508)

r2 0.215 0.316 0.203 0.248
N 71 71 71 71
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Table O.17: Effects of separated treatment on the evolution of cooperative choice
in the first periods of supergames for individuals just above/below the cuttoff.
The dependent variable is the choice of cooperation in the first periods of all supergames.
This estimation repeats the analysis in table 6 but only includes the marginals, i.e. those in
the middle third of the IQ distribution per treatment. Integrated sessions are the baseline.
Logit with individual fixed effects estimator. Coefficients are expressed in odds ratios.
Note that in the second part of each session many subjects made the same choices throughout,
and for this reason their observations needed to be excluded from the estimations of the
model in columns 3 and 4. Similar regressions with random effects (which does not need
variability of choices at the individual level avoiding this loss of observations) would deliver
similar results. Standard errors in brackets; ∗ p − value < 0.1, ∗∗ p − value < 0.05, ∗∗∗

p− value < 0.01.

Superg. ≤ 20 Superg. > 20
Cooperate Cooperate Cooperate Cooperate

b/se b/se b/se b/se
choice
High IQ Session*Supergame 1.17346 1.22179* 1.01565 1.11700

(0.1143) (0.1289) (0.1257) (0.1614)
Low IQ Session*Supergame 0.74562*** 0.74535*** 5840234.94952 4684816.19236

(0.0457) (0.0472) (1.37e+10) (8.83e+09)
Supergame 1.27169*** 1.23911*** 0.93621 0.94409

(0.0666) (0.0673) (0.0489) (0.0706)
1st Per. Part. Coop. Rates until s-1 23.65283*** 0.00000

(22.1104) (0.0000)
Partner Coop Rates until t-1 2.00457 3.17176e+11

(1.2745) (5.89e+12)
Average Supergame Length 1.49239* 1.38217 1.10011 1.47642

(0.3546) (0.3493) (1.9500) (2.7774)

N 646 646 139 139
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Figure O.3: Frequency of Transition Errors. Right panel: all supergames; left panel:
early supergames (first half).
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Figure O.4: Frequency of Action Errors. Right panel: all supergames; left panel: early
supergames (first half).
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Figure O.5: Frequency of Transition Errors: Histogram. Early supergames, common
x and y-scale
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Figure O.6: Frequency of Transition Errors: Histogram. All supergames, common x
and y-scale.
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C Payoff Tables with Transition Errors

We report the value of the matrix V for the values of δ relative to Figure A.2, top and bottom panel,
for various values of εT . The entries illustrate the transition along different types of equilibria and
attractors.

In Table O.18, with δ = 0.75, as εT crosses the first threshold between 0.25 and 0.3, action T
becomes dominated by G, so sGT disappears. Figure O.7 illustrates the dynamics in this situation.
After the second threshold, V (A,G) > V (G,G) and thus sAG disappears. After the last, A becomes
dominant.

Table O.18: V matrix, δ = 0.75, εT = 0.25, 0.30, 0.35, 0.40, progressing from top to bottom.

A G T
A 25.0000 35.9375 35.9375
G 19.3125 37.6125 39.1168
T 19.3125 37.2846 39.1962

A G T
A 25.0000 36.8750 36.8750
G 18.8250 37.3221 38.6771
T 18.8250 37.0298 38.6384

A G T
A 25.0000 37.8125 37.8125
G 18.3375 37.1935 38.3034
T 18.3375 36.9510 38.1969

A G T
A 25.0000 38.7500 38.7500
G 17.8500 37.1718 37.9620
T 17.8500 36.9941 37.8411
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Figure O.7: Flow after the first transition: Low δ. Here ε > εT . Also δ < δ̂, hence
the steady state sGT disappears first. There are only two sub-regions of the interior of the
projection of the simplex, with attractors A and G.
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In Table O.19, after the first threshold, V (A,G) > V (G,G) and thus sAG disappears first. After
the second threshold, G dominates T and thus sGT disappears at this point.

Table O.19: V matrix, δ = 0.9, εT = 0.25, 0.30, 0.35, 0.40, progressing from top to bottom.

A G T
A 25.0000 33.1250 33.1250
G 20.7750 33.5591 35.7744
T 20.7750 33.1806 36.1957

A G T
A 25.0000 34.2500 34.2500
G 20.1900 33.7727 35.7489
T 20.1900 33.4154 35.8681

A G T
A 25.0000 35.3750 35.3750
G 19.6050 34.0813 35.6889
T 19.6050 33.7695 35.6246

A G T
A 25.0000 36.5000 36.5000
G 19.0200 34.4359 35.5754
T 19.0200 34.1972 35.4377
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Figure O.8: Basin of attraction of A, G and T , with transition error and Best
Response dynamics. The probability of error in transition is as displayed at the top of
each panel, and is ranging from 0 to 0.25. Payoffs are as in our experimental design; discount
factor is δ = 0.6.
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D Vector Field with Replicator Dynamics

Figure O.9: Basin of attraction of A, G and T , with transition error and Propor-
tional Imitation dynamics. The probability of error in transition is as displayed at the
top of each panel, and is ranging from 1 per cent to 25 per cent. Payoff and discount factor
(δ = 0.75) are as in our experimental design.
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E Estimation procedure

The estimation consists of two steps, that we examine in sections E.1 and E.2 below. First we
define the setup and provide an informal description.

Let m denote a repeated game strategy, εT the probability of an error in transition among
states of the automaton, and εA the probability of an error in action choice. Note that a sequence
of correct choices (for example, the choice of cooperation with a Grim Trigger strategy facing an
opponent who always cooperates) could be explained by a sequence of errors both in action and
in transition, occurring in the same period. To exclude this possibility we assume that, in every
period, a player can make either make an error in transition, with probability εT , or an error in
action, with probability εA, or no error, with probability 1− εT − εA.

Take a history of the supergame of lengthN , denoted h ≡ (a1
1, a

2
1; . . . , a1

N ; a2
N ). We are interested

in determining the value of the unknown parameter, in our case (m, εT , εA) ∈ S × [0, 0.5]2, that
maximizes the probability of observing the choices of subject 1 given the history of actions of the
other player. We restrict errors to be less than fifty per cent because any error probability larger
than that threshold is better interpreted as a different strategy. For example, a strategy of Always
Defect with error in action larger than 50 per cent is better interpreted as Always Cooperate with
an error smaller than fifty per cent.

The model we described in appendix A provides a model generating the data which we now
describe. The observed variables are the action choices made by an individual given a history of
actions of the other. Any value of the parameter (m, εT , εA) produces a probability distribution on
correct and incorrect moves (where we call a move a choice of action or a choice of transition). The
sequence of moves is not observable; however strategy and moves together produce the sequence
of action choices, which is observable. A sequence of actions can be explained, according to the
model, by more than one sequence of moves. For any value of the parameter vector, the probability
of observing a sequence of action choices is thus the sum of the probability of the sequence of
correct or incorrect moves that produce the observed history of action choices. This sum defines
our likelihood function.

E.1 Algorithm for Recursive Computation of Errors

A recursive algorithm computes the set of all possible error histories that explain the observed
choices for a given strategy. The process producing the choices of action of a player that we
consider is the following. A player chooses the strategy. In every period he chooses the action,
perhaps incorrectly (and thus making an error in action), given the automaton and its internal
state. He then observes the action of the other player, and chooses the next state according to the
transition rule, perhaps choosing the wrong state (an error in transition).

The algorithm first fixes a strategy; then it goes through the sequence of observed action choices,
in the order in which they occur, and produces at every step a set of partial records. A partial
record is a triple (nT , nA, x) ∈ N2×X, where nA is the number of errors in action, nT is the number
of errors in transition, and x is the internal state of the automaton. The interpretation of the triple
(nT , nA, x) is the following: there exists a sequence of errors with a total of nA errors in action and
nT errors in transition explains the observations up to the current observation, and the current
internal state of the automaton representing the strategy is x. The final output of the algorithm is
a set of records, each summarizing a strategy and sequence of errors in action and transition, that
provide a potential explanation of the observed sequence of choices.

We define the algorithm in detail, for player 1.
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Recursive Algorithm

1. We have a data set (a1
1, a

2
1; . . . ; a1, a2

N ), a sequence of length N of observed actions of the two
players;

2. We consider each possible automaton m in some candidate set M ; the algorithm we present
can be applied with any automaton with only two internal states, so it suffices for our
purposes;

3. For each of these strategies, for the period t we have a set of Kt partial records (nkT , n
k
A, x

k) :
k = 1, . . . ,Kt;

4. For each k record and each period t:

(a) (Prediction and comparison): Given the internal state xk in the kth record and
the strategy m, predict the action ãt+1, and compare predicted and observed action, to
check whether at+1 = ãt+1:

i. if a1
t+1 = ã1

t+1, keep the set of partial records unchanged, and proceed to the
updating step below;

ii. if a1
t+1 6= ã1

t+1, produce two new records:

(nkA + 1, nkT , x
k)

corresponding to an error in action, and

(nkA, n
k
T + 1, (xk)′)

corresponding to an error in transition; here (xk)′ is the internal state different from
xk (recall we are considering two states automata). Delete the record (nk1, n

k
2, x

k).39

(b) (Updating): For each new record, update the state according to the observed pair of
actions (a1

t+1, a
2
t+1) and the transition rule of the automaton m.

(c) (Go to next.) Proceed to the next record as long as there are records to be considered.
When the list of records is exhausted, go to the next period.

5. When the list of all actions has been considered, proceed to the next strategy; when the list
of actions and strategies to be examined has been completed, stop.

E.2 Likelihood Maximization

Once the algorithm is completed, we maximize the likelihood of observing the sequence of actions of
the player, conditional on the sequence of actions of the other, over the parameter set of strategies
and error probabilities. The probability of an action sequence is given by the sum of the probability
over the set of all the sequence of errors that produce the observed action of the player.

39To provide an interpretation of these steps, we note that xk and (xk)′ can be interpreted as our guess
at what the state at the beginning of period t+ 1 must have been.
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E.3 Remarks on the Algorithm

We note here that different definitions of an automaton, which turn out to be equivalent in a
model with no errors, may instead be consequential when errors are introduced; thus also the
estimation results are sensitive to the specification adopted. This is particularly important for the
distinction between errors in action and errors in transition, and should perhaps be considered in
future research. We discuss this within the model of errors that we consider in this paper (defined
precisely in the beginning of section E). Of course also which model of errors is adopted matters
in the considerations that follow.

We illustrate this point with a discussion of the Grim Trigger strategy. We have adhered to the
definition of the Grim Trigger strategy commonly used in experimental analysis of repeated games,
in which a defection choice of the player (as opposed to the partner’s) triggers a change of state to
the defect state. We can consider instead a different strategy, in which only the deviation of the
partner triggers the shift to the defect state; we can refer to this second strategy as Retaliatory
Grim Trigger (RGT ). Results of equilibrium analysis do not change if we use RGT instead of GT .
On the contrary, adopting this second definition implies different results for the data analysis and
the distinction between errors in action and in transition. Consider for example the case in which
the opponent is playing C2 in all periods. If the current state is the cooperation state, c1, then
an error in action under GT produces an action D1 and a transition to d1; instead under RGT an
error in action produces an action D1 and a transition to c1. Thus an error in action in GT has
more persistent consequences than the same error in RGT , because in GT it induces a change in
state, while it does not in RGT .

O-28



Table O.20: Equally Likely Strategies. Ties are the number of strategies with same
value of the likelihood in each block of supergames, and this value is the maximum. A block
of supergames is a series of one or more consecutive supergames, in which each subject is
assumed to play the same strategy throughout. The total is the number of observations
available given the number of supergames in the blocks

3-Supergames Blocks

Ties Number Percent Cumulative

1 804 29.96 29.96
2 430 16.02 45.98
3 1,443 53.76 99.74
4 7 0.26 100

Total 2,684 100

5-Supergames Blocks

ties Number Percent Cumulative

1 583 37.86 37.86
2 292 18.96 56.82
3 665 43.18 100

Total 1,540 100

10-Supergames Blocks

ties Number Percent Cumulative

1 364 50 50
2 148 20.33 70.33
3 216 29.67 100

Total 728 100
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Table O.21: Confounding between the Grim Trigger (G) and Tit-for-Tat (T)
Strategies. 0 indicates that the strategy is not a ML strategy, 1 that it is. Entries indicate
the number of times a strategy is a ML strategy under the 5-Supergame Block assumption
conditionally to the other strategy being or not a ML strategy as well.

Strategy T

G 0 1 Total

0 306 127 433
1 164 943 1,107

Total 470 1,070 1,540

Figure O.10: Average estimation likelihoods for different blocks of supergames.
The lines report the evolution of the average likelihood of the Maximum Likelihood strate-

gies between consecutive blocks of supergames. The average is calculated across all subjects
in any treatment and in each block
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F Experimental Documents

Figure O.11: PD Decision Screen

Figure O.12: PD Result Screen
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1) Instructions for Day One 

People show up- tick names and give them cards 

Start the experiment 

Thank you everyone for coming to our experiment today. 

The experiment has 4 parts, 3 of these parts/exercises are on today and the last one is on 
Wednesday.   

Before you came into the room, each one of you received a card number.  This card corresponds to 
your seat number. Please make sure you are seated on the correct seat.  Please also keep the card 
safe as you will need to bring the card with you on Thursday. The whole experiment is completely 
anonymous so we need the card to be able to identify you. 

I would like to remind you, that you will not receive your payment today. The total of the amount 
you should receive will be given to you after the second session on Wednesday. 

The experiment today consists of 3 tasks and it will take about 45 minutes to complete them.  

The first section involves solving some puzzles, a pattern game.  On the screen, you will see a set of 
abstract pictures with one of the pictures missing.  You need to choose a picture from the choices 
below to complete the pattern.  You will have a total of 30 minutes to complete 36 such puzzles. 
During these 30 minutes you will be able to move forwards and backwards and change your answers 
using the red buttons on your screens. Once the 30 minutes have passed you will no longer be able 
to change any answers. You can submit all your answers and wait for the others to finish once you 
reach last puzzle by clicking on the grey button that will be labelled ‘DONE WITH PATTERN GAME’. 
The first picture you will see will only be an example. You will be paid for a random choice of three 
out of these 36 puzzles. For each correct choice you will receive 1 Euro. 

If you have any questions, please raise your hand and we will come to help you.  Please remain silent 
while we are running the exercise, as otherwise we will be forced to terminate the session! 

START RAVEN 

The second section now is a choice task. On your screen, you will see a list of 10 lottery choices and 
for each case, you will be asked to indicate which of the two lotteries you would prefer to play. One 
out of these 10 lottery choices will be randomly picked and then the choice you have made will be 
played and you will be paid according to the probabilities indicated. 

START HL 

The third and last section for today is a questionnaire.  It is relevant to your background and 
personality.  Your payment is not affected by these. Again I would like to remind you that everything 
is anonymous so please answer as truthfully as possible as this is critically important for our 
research. 

If you have any questions, please raise your hand and we will come to help you.   
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START QUESTIONAIRE 

After finishing the experiment 

Thank you for your participation today.  We would like to remind you all that there is another 
session left on Wednesday.  Tonight, you will get an email to indicate when you need to come on 
Wednesday.  Your allocation will be given according to your card number. 

Please make sure that, in the experiment on Wednesday, you come with your card along with your 
student ID.    
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2) Instructions for Day Two 

Start the experiment 
Thank you everyone for coming back today. For today, there is only 1 task. This will be a decision-
making task. 

I will explain the task while you look at an example screen on your monitors. Please feel free to ask 
any questions you might have. But make sure the questions are only clarifying questions. Any 
comments during the explanation or the session will force me to terminate the session. 

In this task, each of you will be randomly matched with someone in this room to make decisions in 
several rounds.  

On your screen you will a similar screen like what you see now. The computer will ask you to make a 
choice between C and D.  Your payoff will be presented on the left table and your partner’s payoff will 
be presented on the right table.  In each table, your decisions (C or D) are represented in the rows and 
your partner’s decisions are represented in the columns.   

The payoffs of each round will depend on both your decisions as well as your partner’s.  For example, 
according to the table: 

• If you choose C and your partner chooses C, your payoff will be 48 and your partner’s payoff 
will be 48. 

• If you choose D and your partner chooses C, your payoff will be 50 and your partner’s payoff 
will be 12. 

• If you choose C and your partner chooses D, your payoff will be 12 and your partner’s payoff 
will be 50. 

• And finally, if you choose D and your partner chooses D, your payoff will be 25 and your 
partner’s payoff will be 25. 

For each sequence of rounds you will be randomly matched with someone from this room. This is 
done completely anonymously and no-one will ever know who you have been matched with. 

After each round, there is a 75% probability that the match will continue for at least another round. 
That is, if there were 100 trials, in 75 of these the match would be repeated and in 25 the match would 
stop. So for example, if you are at the second round of the match, the probability for a third round is 
75% and similarly if you are at round nine, there will be a 75% probability for a further round. Once 
each match is finished, you will again be randomly matched with someone from this room and play 
the same sequence of rounds once again accordingly to the 75-25 probability. Whenever this happens, 
we will be announcing ‘New Partners’, if we say nothing that means you are still playing with the same 
person as in the previous round. 

The sum of the units that you will collect through all the matches, will determine your payoff. Each 
unit corresponds to 0.4 cents. Keep in mind that the game will be repeated many times and so you 
can potentially earn a lot of money! 

Any questions?  If you have any questions during the experiment, please raise your hand and we will 
come to help you.  Please remain silent throughout the session as otherwise we will be forced to 
terminate the exercise and you will only receive your show-up fees. 
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Again, let me remind you that the length of each match is randomly determined. After each round, 
there is a 75% probability that the match will continue for at least another round. You will play with 
the same person for the entire match. Also, once a match is finished you will be randomly matched 
with another person for a new match.    

START PD  

A very quick questionnaire will appear on your screen now, while we sort out your payment. Thank 
you for participating in our research. 
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3) General Demographic Questions 

 

• What is your age? (years) 
• Year of study? (1-4 years or other) 
• What is your gender? (M/F) 
• What is your country of origin?  
• What was the highest possible mark in your high school? 
• What was your final mark? 
• What is your current degree course? 
• Would you consider your course mostly: Quantitative or Qualitative? 
• Have you solved a similar pattern game (like the one today) in the past year? 
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4) BFI Personality Questionnaire (with scoring instructions) 

Please select an answer indicating the extent to which you agree or disagree with that statement 

I see myself as someone who... 

___ 1. Is talkative. 

___ 2. Tends to find fault with others. 

___ 3. Does a thorough job. 

___ 4. Is depressed, blue. 

___ 5. Is original, comes up with new ideas. 

___ 6. Is reserved. 

___ 7. Is helpful and unselfish with others. 

___ 8. Can be somewhat careless. 

___ 9. Is relaxed, handles stress well. 

___ 10. Is curious about many different things. 

___ 11. Is full of energy. 

___ 12. Starts quarrels with others. 

___ 13. Is a reliable worker. 

___ 14. Can be tense. 

___ 15. Is ingenious, a deep thinker. 

___ 16. Generates a lot of enthusiasm. 

___ 17. Has a forgiving nature. 

___ 18. Tends to be disorganized. 

___ 19. Worries a lot. 

___ 20. Has an active imagination. 

___ 21. Tends to be quiet. 

___ 22. Is generally trusting. 

___ 23. Tends to be lazy. 

___ 24. Is emotionally stable, not easily upset. 
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___ 25. Is inventive. 

___ 26. Has an assertive personality. 

___ 27. Can be cold and aloof. 

___ 28. Perseveres until the task is finished. 

___ 29. Can be moody. 

___ 30. Values artistic, aesthetic experiences. 

___ 31. Is sometimes shy, inhibited. 

___ 32. Is considerate and kind to almost everyone. 

___ 33. Does things efficiently. 

___ 34. Remains calm in tense situations. 

___ 35. Prefers work that is routine. 

___ 36. Is outgoing, sociable. 

___ 37. Is sometimes rude to others. 

___ 38. Makes plans and follows through with them. 

___ 39. Gets nervous easily. 

___ 40. Likes to reflect, play with ideas. 

___ 41. Has few artistic interests. 

___ 42. Likes to cooperate with others. 

___ 43. Is easily distracted. 

___ 44. Is sophisticated in art, music, or literature. 
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SCORING INSTRUCTIONS 

To score the BFI, you’ll first need to reverse-‐‑score all negatively-‐‑keyed items: 

Extraversion: 6, 21, 31 

Agreeableness: 2, 12, 27, 37 

Conscientiousness: 8, 18, 23, 43 

Neuroticism: 9, 24, 34 

Openness: 35, 41 

To recode these items, you should subtract your score for all reverse-‐‑scored items from 6. For 
example, if you gave yourself a 5, compute 6 minus 5 and your recoded score is 1. That is, a score of 
1 becomes 5, 2 becomes 4, 3 remains 3, 4 becomes 2, and 5 becomes 1. 

Next, you will create scale scores by averaging the following items for each B5 domain (where R 
indicates using the reverse-‐‑scored item). 

Extraversion: 1, 6R 11, 16, 21R, 26, 31R, 36 

Agreeableness: 2R, 7, 12R, 17, 22, 27R, 32, 37R, 42 

Conscientiousness: 3, 8R, 13, 18R, 23R, 28, 33, 38, 43R 

Neuroticism: 4, 9R, 14, 19, 24R, 29, 34R, 39 

Openness: 5, 10, 15, 20, 25, 30, 35R, 40, 41R, 4 
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5) Prisoner’s Dilemma Questions 

Have you seen the Prisoner’s Dilemma Game before?  

• Yes 
• No 

What is the typical Nash Equilibrium of the game? 

• CC 
• CD 
• DC 
• DD 
• Haven’t seen before 

I am someone who considers to pursue cooperation with others because: 

• Others have cooperated with me before 
• I expect cooperation in the future 
• I feel that is the right thing to do 
• It makes me feel nice 
• Other 

If my opponent does not cooperate with me this many times, then I will not cooperate either:  

• 1 
• 2 
• 3 
• 4 
• more 

If I stop cooperating, this is: 

• For ever 
• Until others start cooperating again 
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6)   Recrutiment letter 

 
Hello #firstname #lastname! 

Earn up to €26 (incl. €4 show-up fee) for less than 2 hours of your time, by participating in our 
research project "Decision Task Experiment".  

You will be asked to solve some puzzles and complete a questionnaire and some decision tasks over 
two sessions. You will earn a guaranteed €4 as a show-up fee and a total of up to €26 depending on 
your decisions. The sessions will be run in English. 

This is a two day experiment and so the sessions to complete this study take place on two different 
days. The first part is on Monday 30th April 2018 and the second on Wednesday 2nd May 2018. 
Neither of the two sessions will take longer than one hour. Payment will be made to those 
participating in both parts. 

For the first part on Monday 30th April we have the following sessions running: 

#foreach_session 

Session #sessionindex: #date[de] #time - #until 

#end_session 

All sessions will take place in the AWI-Experimentallabor. 

The second part sessions will be on Wednesday 2nd May 2018. These will be sessions lasting 
approximately an hour, between the hours  of 10:00 and 13:00. The particular session you will be 
asked to return for will be determined after completing the first part and we will be in touch to 
notify you with your allocation. 

If you want to participate, you can sign up under the following link: 

#link 

(If you cannot directly click on the link in your e-mail program, just mark it and copy it to the 
clipboard by right-clicking and selecting "Copy", then launch your web browser and paste the 
address there in the address window by clicking right there and choosing "Paste".) 

For any further questions, please contact the researcher, Andis Sofianos (A.Sofianos@uni-
heidelberg.de) 

Kind Regards, 

Andis Sofianos 

  

O-41



7) Day Two Allocation Letter 

 
Hello #firstname #lastname! 

Thank you very much for participating in the first part of our experiment this morning. 

Following this morning's session, you have been allocated to a session for Thursday 17/05/2018. 

You will receive the show-up fee of €4, as well as the appropriate payment resulting from the 
Pattern Game and the choice task on Thursday. Additionally, the task you will perform on Thursday, 
will allow you to earn a maximum of additional €15. 

Please find which session you have been allocated to by identifying for which session the card 
number you received this morning is listed in. All sessions take place in the AWI-Experimentallabor. 

Please remember that your attendance is crucial for our research. We thank you in advance for your 
participation. We are close to the minimum number of subjects that would satisfy the needs of our 
design. If not everyone shows up in either of the two sessions we may be forced to cancel the 
session. This would mean participants in that session will not get the opportunity to earn the 
additional €15. 

Session 1: Thursday (17/05) @ 10:00-11:15: 

1.06, 2.06, 2.05, 2.04, 2.02, 1.03, 1.12, 

2.07, 2.03, 1.16, 2.15, 2.01, 2.14 

Session 2: Thursday (17/05) @ 11:30-12:45: 

2.10, 1.07, 2.08, 2.11, 2.12, 1.02, 1.04, 

2.16, 2.09, 2.13, 2.17, 1.05, 1.01 

Please try to show up 5 minutes before the experiment is due to start. Any late-comers will not be 
allowed into the room once the session has started. Please note that for this second part of the 
study even numbers are required for each session. This will potentially mean that you will not be 
able to participate in the second part, but you will still receive whatever you have earned so far if 
you turn up for your allocated session. 

If you have any further questions, please contact the researcher, Andis Sofianos 
(andis.sofianos@uni-heidelberg.de). 

 

Sincerely, 

Andis Sofianos 
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