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» Study Personal Preferences
Risk Aversion,
Time Discounting,

Ambiguity Aversion, etc.
MEEANRLG: BAEEE, BFEFR, RABHS
» Measured Characteristics
O HERRHIERBATE
» Does this correlate with other behavior?
EEFEERRTAEEMTAMEEE?
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» An Economic Experiment
» Constructs a controlled environment to

» observe how people make economic
decisions under real incentives, to answer

» questions raised by the researcher, testing
a hypothesis or which theory matches
reality
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O KESEE. BE—EEHNIRIE, TBEESARNIERT,
S A PUIHGRE (B RR) , %E@Kﬁﬂn%ﬁﬁkﬂj
EUF%%, *AAFJ uﬂBﬂEﬁiﬂﬁji@nHﬂth?%GEEEo

» 4 Components: (ZBFHINIRIEE4EZER)
1. Real Incentives:

» Choices have real consequences (EB#RRIFER)
2. A Good Control Group

» (¥IIRFEAVEZET)
3. Random Assignment

» (PETED#H)
4. No deception

» (REAENRZAE)
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1. Control, Measure, or 6 Order Effects
Assume (#=#, RIS 53 (FEIERERTRAE)
2. Instructions (=&A) 7. Controlling Risk Tastes
(=l E b= RIS )

3. Anonymity (Bgi4)
4. Matching Protocols
& Reputation

8. Within-Subject and
Between-Subject

Design (B— vs. REZH#E)

Building | _
(B 5 RSH EEE) 9. Experimetrics (Z8st8)
5. Incentives (£#3ER) 10. No Deception

(FERBRZ &)
» Reference: BGT, Al1.2




»  Control =)

» Taking an action to affect a variable's value (=&

TR RS HIE)

»  "Induced" value theory (i&%2&EH)
» Measurement (m=)

» Measure the value of a variable (flEzgRn2HE)

» Via various methods (see be|0W) (B TERIIRESGE)
» Assumption (&%)

»  Pseudo-control (E#EazeENSEIE)

» Accept a maintain hypothesis about the value of a

variable
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» Methods of Measurement (AIZE753%):

4

4
4
4

Psychometric measures (surveys) (nEmiss/ms)
Risk-aversion measures (certainty equiv) (E&E:3)
Probability judgments (scoring rules) (xem=uer)

nformation acquisition (mouse/eye-tracking)

» EEIEUS: 785G ke SR BKE B

» Psychophsiological measures (agnEsme roxmE)

» tIMRI (meetriiREss), GSR (xEEmKkRE), PDR (@Eslmx

=), EEG (ERiKER), etc.
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» Tell subjects what they need to know (zmFE=m)

» Public Knowledge (AHtH): (renmm@ERn)
» Established by reading instructions out loud How
much to reveal? (EsHwgHRESY?)
» Entire payoff structure (default) (& smsmmre)
» Since we're not sure what subjects would think about
what they are not told (Rang#fiE EERERBENEA)
» Withhold some information: Study how

people/markets learn under limited information
y (REARLER: AURARAMNAHRNATEREA TLEER)
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» Who's Who? Subject behavior can change

knowing opponent's identity due to

D RE=2F7 SR ENTRAERA/INELH L 2HMNE, IR
» Appearance, gender, (E#EM5. #3I)
» Fear of retaliation, etc. (ZHKRESS)

» Use the anonymity case as a benchmark
O (AL, BEfEFEHEEZRERREFEESR)
» Measure opponent characteristics (appearance)
and compare to benchmark

O 2R ELLREF, JLUAEHSHE(MUKRHEZIIEE), B
BeEMMEniERaEE, ARIECERGRINEESREIFLLR
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» Random matching (random switch)
» Empirically kills repeated game effects
» BEREY: SEAEFKE, ERLTIREEEEENE
» Mean-matching (play with everyone)
» BFEARY: SERTHREMSEASEN X
» More strict matching protocols: (E@mziss=)

» Non-repeat matching (meet only once)

» AEREY. BEEEEPRARSEHFES —X, IFERSHEE A
BiSEFE20n TS, EREM2-1Ea5AEEEE

» Non-contagion matching (no chain-of-influence)
» REREH: BT [RBME. MBRINE, RERBH1N N5k
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» Hypothetical vs. Real Money Decisions
» Difference b/w economic & psychological experiments
» BRMEE Vs (HEN) . SELERNVESER— XS

» Assumption behind money payments:

"Everybody likes having more money and nobody gets
tired of having more of it." BBz EEHREE—ETHRE:
[BEASSHESESSR, MESSHE(REATEBEAS))

» Cost of deviation without real money is 0
» RERBURENE, &EAEIERS

» Paying money reduces variation & outliers
S SRR R ALEOVIE S, B R 0 4 )
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» Pay Less vs. Pay More (wey/z2amems?)
» Comparison studies not done often enough
» Expensive to double/triple the payments
O B—EAMERIERIVER, BEANZ, IR LHBEFBES
» Some experiments done in poor countries
O (AEINBELERERIZEENEBEREM)
» Vietnam (#if: BTES. ARAREE. B EHE)
» Few results that disconfirm theory have been
overturned by paying more money

DEEDHEEERGEREAL. IRRPINEREGRAZITFERR
Al, NNEBAMAETRERGREES FERAVEA
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» Flat Maximum Critique ( T{E{TEE&RZZ 1 )

» Is it worthwhile (high stakes) to think hard?
DESEEEEFRAR? (EEXTULBEEX, REXRTNEEA?)
» EX: Costless to deviate from (1/3, 1/3, 1/3) in
rock-paper-scissors (fial: TEIAEER] REBIIEER
(1/3,1/3, 1/3)kfiigBER, AR AESHTEREIEED)
» No ideal solution yet... (4xB8RBmEREE, T@..)
» Design steep marginal incentives
0 IR ET SR [ ERFERI RS
» Modest effect on high stakes anyway
O SREHERNEEHAZ0, BHRILMBEKX

TaoyxpAfangntal Design




» AB: A came first: B came second

» Is this why we see different behavior?
» ABEN I EMIEEEA, BIEEB]
» TRINEEERRRBLERAIEAR?
» Try BA and include order dummies in analysis

» DVEHIMBA(REREZR), AREF R D TEIR IR LR SHY E 5 5 2
(dummies)/;k\*bkﬁﬁAxEEﬁgng%B

» What it ABC?
» ACB/BAC/BCA/CBA/CAB or simplify design

> ﬁABC,u\@¥B¥7
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» Binary Lottery Procedure: (3344E 5= REM)

» Widely used to control risk preferences, but not

much evidence that it works (IZ#IREE RS BIHE,
BRASEBREREN, BEERBAMELESLEE L SEELYE)

» Alternatives: ()
» Assume risk neutrality (Bz=@z2REHT)

» Measure risk preferences (zzmmsE3)
» Holt and Laury (2002) or Tanaka et al. (2010)
» Choi et al. (2007); Andreoni and Sprenger (2012)
» DOSE: Wang et al. (QJE-R&R)
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» Within-subject Design ( riemm—=stz, mast)
» Same subject observed in various treatments
» Pro: More statistically powerful (B2 #st -@EH®)
» Con: Possible demand effect (fres: aiges rErmE )
» R —ZFHAEBEEAAERIRIEPRIRE, (T fflpaired t-test)

» Between-subject Design ( ricsrm=ss= ) magst)
» Different subjects observed in each treatment
» Norm in experimental economics (EBEiEEE @t iE] )

» Con: "Impossible" for fMRI or eyetracking
» BHEANOZHEEIENERIRITPHRE. (R#EMIMRI/IRE)E )
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» Econometrics customized for experiments, just like

» Econometrics is statistics customized for economics
Rl REMRABNETIEN A, LUESIEERKEESHBRVKETI LA
» Bottom line: Use all econometrics feaS|b|e to get
the most out of your (experimental) data
(RIViER: BROTAMBYURNEIELERDTERESEN)
» Experimental Design and Experimetrics sometimes
look like substitutes, but they actually

» Complement each other in a good paper!

ERKEINERSIERRILUEHEEN, AR/ BISHIEET, BER
RO ET DT BEFLSD 5 o 1B & FHEH AH AX BB & £ R IS HYER X
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» Mann-Whitney-Wilcoxon Test(s) vs. T-test
» Non-parametric test similar to (un-)paired t-test
» Regression (with random effects)
» Maximum Likelihood Estimations (2x#szst)
» Level-k, Cognitive Hierarchy models
» Learning (==zm=:%): EWA, Reinforcement
» Quantal Response Equilibrium (FBxeEiaE)
» Simulate (s&#) and Estimate ({&zt)
» Out-of-sample Predictions (ram#mas)
» Markov-switching (Eyetracking), SPM (fMRI)
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» Economists do not deceive their subjects
» (EREESREARBHANZHE)

» Economists do not deceive their subjects
y (EREESRERARBHANZHE)

» Economists do not deceive their subjects
 (EREESREARBHANZRE)

» This creates credibility ( raexsiz) )
» Makes monetary payments “real”
» (RTfiAEEN TS HRE)
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» And avoids anticipation /strategic responses

» Differs from psychologists (who use debriefing)
» BEAASHRERNFAERE (WVESRREESEHRBET)
» Can achieve most goals with better design
» Except to study the effect of deception (Really?)

» FheR EERRNER | KABERESS—E T FEMROER 1 RKiE
ZIE =B (R I MRAMRKREREENRIRE)

» Let subjects act as experimenters (to see...)
» EEARGERASHEDERRENAERERER. )
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1. Control, Measure, or 6 Order Effects
Assume (#=#, RIS 53 (FEIERERTRAE)
2. Instructions (=&A) 7. Controlling Risk Tastes
(=l E b= RIS )

3. Anonymity (Bgi4)
4. Matching Protocols
& Reputation

8. Within-Subject and
Between-Subject

Design (B— vs. REZH#E)

Building | _
(B 5 RSH EEE) 9. Experimetrics (Z8st8)
5. Incentives (£#3ER) 10. No Deception

(FERBRZ &)
» Reference: BGT, Al1.2




