Subject Directions for Private Agents:

All subjects read these directions on the first calendar day of the experiment and the private agents went through theses directions a second time at the beginning of the second calendar day prior to the start of the experiment.  

[image: image1.png]Directions-

[in this experiment, you will make a serics of decisions. How much
lmoney you eam is directly determined by the choices you and the
other participants make. Therefore it is important that you understand
the directions completely. If you have any questions, please raise

lyour hand and someone will come to help you.

There are two buttons on your screen. Press the Next button when
Iyou are ready to go on to the next page of instructions. The Back

lbutton will take you back to the page you were on previously.

IThe directions are in three sections. The first section gives you an
overview of the environment in which you will be during the
experiment. The next section gives you a detailed description of your
(computer screen and how you interact in the environment, The final
section s a simulation to make sure you understand the experiment.

IThe outcome of the simulation will have ne impact on your payoft.

(Once everyone is through with the directions the experiment will
lbegin.

e
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[t this experiment there are two goods, A and B. You wil either be
able to buy A and sell B or vice versa. In each experiment there is at
least one person who is able to buy A and at least one who is able to

lbuy B.

IThe general idea is as follows. Any item you sell has a cost
associated with selling that item. Similarly, any item that you buy has
a value to you. In part your payoff is determined by adding up your
lvalues for items you bought and subtracting the costs of the items
lyou sold. Later in the instructions you will learn how to tell what your

costs and values are for specific items.

IThere is a little more to it though. An obvious question is how do I
sell (buy)? In this experiment, you use red fickets to buy and sell
items. Your payoff also includes the value of any red tickets you
lhave on hand at the end of a round. More details are coming on

ftickets.

Back i Next
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Directions-

[The experiment is broken info sections called weeks. Each week is
(further divided into days. Each day lasts a certain number of
seconds. In the first week of the experiment you will be given 240
seconds each day. Days in week 2 will last 210 seconds. In all later
lweeks the time in cach day will be reduced to 180 seconds. All of
this information will be on your screen during the experiment. In the
Inext section of the instructions you will be shown where all of this
linformation will be displayed on your screen.

[Every day you can buy and sell the items in your value and cost
ltables. Your costs and values will not change during the week,
lhowever they may change between weeks. Other players may or may
Inot have the same values and costs as you do. At the start of each
(week you will be given some number of red fickets. If you buy and
sell items the number of tickets you have will change. Each time you
sell an item you will increase the number of tickets you own and ¢ach
ime you buy an item you will decrease the number of tickets you
own,

[Your tickets carry over from day to day. That is the number of
tickets you have at the end of one day is the number of tickets you
start with the next day. The number of tickets you are given at the
start of a week may change over the course of the experiment. Also,
other people may start the week with a different number of tickets
than you do.

[You can think of the tickets you are given at the start of each week as
aloan. Once the week ends you will have to repay some amount of
this loan. This Amount of Loan repayment will never be more than
lthe value of the tickets you were given at the beginning of the week
and will be displayed on your screen in cents.
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Directions-

[Two tables have appeared on your screen. The tables tell you which
item you can sell and which item you can buy. Notice that the table
on the left has the column heading Values of A, while the other table
Ihas the heading Costs of B. These values and costs are only for
demonstration purposes and are not the values and costs used in the

experiment.

I this example you can BUY A since it has value to you.
Similarly, you know that you can SELL B since it has a cost
associated with it. Looking at the table on the left you will notice
ithree numbers in decreasing order. The top number is your value for
the first item that you purchase. The second number is the value of
ithe second item. The last number is your value for the third and final
itern you could purchase in a day. You can not purchase a fourth

item because you only have values for three items.

[In the Costs of B table, notice that the numbers are increasing. The
(first item you can sell will be the lowest cost item, the second item is
the middle cost item and the third item has the highest cost. You can

Inot sell a fourth unit because you only have costs for three items.

Back i Next
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[Your screen now displays several new features. These are the
Imarkets in which you can participate, Market A and Market B. An
|Ask is a price at which a seller is willing to sell one unit of the good.
IThe Ask Price is the lowest price that any seller has indicated that
lthey are currently willing to sell one of their units to a buyer. On the
other side of the market is the bid. The Bid s the price at which a
lbuyer is willing to buy one unit of a good. The Bid Price is the

Ihighest price at which a buyer has indicated that they are currently
willing to purchase one unit. Remember that Bids and Asks are in

You are a Buver You are a Seller lterms of red fickefs.
Value of A | Your Transactions CostofB_| Your Transactions
300 100
200 200 \A contract is an agreement by a buyer and seller to trade with each
100 300

other. A contract can occur in one of two ways.

1) A buyer can accept a seller’s Ask Price and the transaction occurs
at a price in red fickets equal to the Ask Price.

[2) A seller can accept a buyer's Bid Price and the transaction occurs

at a price in red fickets equal to the Bid Price.

[Note that only the person who accepted the Bid Price or the Ask
[Price and the person who had submitted the accepted price are

linvolved in the contract.
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Directions-

[There are several rules about bids and asks that are very important for
lyou to understand. One rule we have already touched on. If you
Ihave bought all the units of a good for which you have value, you can
Inot bid on another unit and similarly if you have sold all your units

lyou can not try to sell another uni.

|Another rule is that in order for you to have the current Bid Price on
an item, you have to bid higher than the Bid Price shown on the
screen. You would never want to bid more than a seller is asking,
since you could buy the item cheaper by accepting the Ask Price. If
lyou do bid above the Ask Price, the computer will assume you are

accepting the Ask Price.

I order to have the current Ask Price you have to ask for a lower
iprice than the Ask Price shown in the market. If you ask for less than

lthe Bid Price the computer assumes you are accepting the Bid Price.

[Looking at the example to your left, in Market A acceptable bids
(asks) have to be between 100 and 500 red tickets. In Market B
lacceptable asks (bids) have to be between 250 and 300 red tickets.
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Market A Market B
arke arke [Now that you understand how the market works, lefs look at how you
Ped Ped
Tokets Tokets actually go about creating a bid or an ask. Suppose you wish to enter
Ask Price Ask Price a bid of 150 tickets in market A. Entering a bid of 150 says that you
are willing to buy one urit of good A for 150 red tickets. This is an
acceptable bid since you have not bought three units of good A and
Bid Price Bid Price 150 is between the Bid Price and the Ask Price.
[o0 [es0
¢ 'The color of the buttons and the label that says Red Tickets are to
CEZ‘E remind you that the Bid Price and Ask Price are in terms of red
i
tickets. In order to create a bid in this market, simply press the
You are a Buyer You are a Seller |
Valug of A | YourTransacons CostofB | Your Transacions JJjj [PUtton that says Create Bid. Go ahead and do this now.
300 100
200 200
100 300 IPress Next when you are ready to continue.
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Markst A Markst & - - - -
arke arke [As you probably noticed when you clicked this button something
Red Red
Tokets Tokets Inew appeared on your screen. You are prompted by the computer to
AskPiice AskPiice enter your bid. To enter a bid click your mouse in the white box that
appeared and type in the amount you wish to bid.
Bid Price Bid Price 'This process does take a few seconds. What happens if a contract is
Ireached while you are entering a bid or an ask? The computer will
Iremove the box where you enter your bid or ask and will discard
anything you had typed. The Bid Price and Ask Price will also be
Iremoved from your screen. For a few seconds the computer will not
You are a Buer YouareaSeler | " ; o
Value of A | Your Transactions CostofB | Your Transactions jaccept any bids or asks. This ensures that no one is frying to react to
30 10 old information.
200 200
100 300

[However, it is important not to rush the bid or ask creation as a
Enteryour Red Ticket Bid!
imistake may prove to be very costly. For example, if you rush you

imight intend to ask for 400 red tickets but only type in an ask of 40

T Ired tickets.

Go ahead and enter a Bid of 150 now.

IPress Next to continue.





[image: image9.png]Market A

Red
Tickets

Ask Price
500

Accept]
Ask

Bid Price
100

Create
Bid

You are a Buyer

Market B

Red
Tickets

Ask Price
300

Accept]
Bid

Bid Price
250

Create
Ask

You are a Seller

Value of A | Your Transactions CostofB | Your Transactions
300 100
200 200
100 300

Enter your Red Ticket Bidl

[150 Send | | Cancel

| Directions:

Once you have determined what bid you wish o enter, press Send.
|After you press Send you can not change your mind. That is a seller
is able to accept your Bid Price and then you fve to make the
lransaction at the Bid Price you sent. During the experiment, if you
change your mind and do not want to bid you may press the Cancel
lbutton. The same rules apply to creating asks. Go ahead and press

Send now.





[image: image10.png]Directions-

Market A Market B
[Once you have determined what bid you wish to enter, press Send.
Red Red
Tickets Tickets \After you press Send you can not change your mind. That is a seller
AskPrice AskPrice s able to accept your Bid Price and then you ave to make the
ltransaction at the Bid Price you sent. During the experiment, if you
change your mind and do not want to bid you may press the Cancel
i Price i Price .
e e lbutton. The same rules apply to creating asks. Go ahead and press
Send now.
[Notice that the Bid Price in Market A is now 150. The * next to the
“You are a Buyer “You are a Seller || [Bid Price tells you that you are currently offering the Bid Price.
Value of A | Your Transactions CostofB | YourTrensecions [N |Similarly, an * next to the Ask Price indicates that you are asking for
300 100
200 200 lthat amount.
100 300
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| Directions:

[Now try creating an ask in Market B. Press the Create Ask button.
Go ahead and enter an acceptable Ask Price for which you wish

lto ask and then press Send once you are sure.

[Press Next to see the outcome of your action.
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| Directions:

[Your ask should now be the Ask Price. Now suppose that you wish
lto accept the Bid Price in Market B. This process is simpler then
creating a bid or ask. All you need to do to sell at the Bid Price in
Market B is press the Accept Bid button which is in the center of the
[Market B information. Go ahead and press Accept Bid now.
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Market & Market & [Your ask should now be the Ask Price. Now suppose that you wish
e s lto accept the Bid Price in Market B. ‘This process is simpler then
sk Price sk Price creating a bid or ask. All you need to do to sell at the Bid Price in
[s00 I [Market B is press the Accept Bid button which is in the center of the

[Market B information. Go ahead and press Accept Bid now.
Bid Price Bid Price
[ 50 | —_—
Several things happened when you accepted the Bid Price. One is
that the Bid Price and Ask Price are no longer displayed on your
screen. Also in your table of costs you will notice that beside the
- VouareaSeler | [fowest costiem appers the word sold. The price at which you sold
Value of A | Your Transactions. CostofB_| Your Transactions also appears, this was the Bid Price. The R indicates that the
o m sold 250 transaction was in red tickets. Therefore, your Cost of B table says
100 300 lyou sold 1 unit of good B, which cost you $1.00, for 250 red tickets.
Since you have now sold one unit of B, the cost of the next unit of B
lyou sell will be $2.00.
[Notice that it is possible to lose money in this experiment.
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Directions-

[Suppose another subject
accepted the Ask Price in
Market A. How would you
lknow? One way is that the
[Bid Price and Ask Price for
ls00d A would disappear.

[There is also a second way.
[A new set of boxes has
lappeared on the right of
lyour screen. This is your
[Market Transactions
[Record. Any contract that
any person agrees to is put
in this record for everyone
lto see.

[Notice that the Bid Price
lyou accepted in Market B
appears in the first box
lbeside the MKT B: label.
IThe left most box is the
imost recent transaction in
lthe market. As new
contracts occur, the prices
lget shifted one box to the
right. Therefore you can
always sec up to the last
[four contract prices in cach
imarket.
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Mast
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Directions-

Now according to the
IMarket Transactions
[Record another contract
lhas occurred in Market B
since you accepted a bid.

|Another table has appeared
Ibelow the Market
(Transaction record. This
table, labeled Tickets
/Committed in Market,
shows you how many
tickets you have committed
lto a market. This will not
affect you much in today's
experiment.

ITo see how this table
(works enter an acceptable
bid in Market A. Go
‘ahead and do this now.
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Directions-

Now according to the
IMarket Transactions
[Record another contract
lhas occurred in Market B
since you accepted a bid.

|Another table has appeared
Ibelow the Market
(Transaction record. This
table, labeled Tickets
/Committed in Market,
shows you how many
tickets you have committed
lto a market. This will not
affect you much in today's
experiment.

ITo see how this table
(works enter an acceptable
lbid in Market A. Go
‘ahead and do this now.

|As you can see the amount
lyou bid shows up in this
fnew table. That is because
lyou have to make sure that
[you have a sufficient
fumber of tickets in case a
seller accepts your Bid
[Price.
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Directions-

(4 table labeled Ticket
[Holdings has now
appeared on your screen.
[ This table telis you how
imany tickets you have and
lhow much each ticket is
[worth in cents.

IThe total value of the
tickets that you own is the
Inumber of fickets times the
[value of 1 ticket in cents.
\in this example you have
400 tickets each worth a
lpenny.

[Unlike the values and costs
for items you buy and sell
[ which are added to your
earnings daily, only tickets
that you have at the end of
a week are added to your
ipayoff.

Market Transactions Record

Most

Recent  Previous Trades in Day
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Red
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Red
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Directions-

[Another section has
appeared on the top right of
lyour screen. This area tells
[you how many days are left
in the week, how many
seconds remain in the
current day, and the amount
of loan repayment. Three
Ipayotfs are also listed.

[Payoff in Current Day is
lthe sum of the values for
items you purchased minus
lthe sum of the costs of the
items you sold during the
day.

[Payoff in Current Week
is the sum of your Payotfs
lin Current Day for all
lprevious days in the current
lweek. The current day's
lpayoff is not included in
this amount until the time
left in the current day
equals 0.

[Payoff in Experiment is
lthe sum of the Payoff in
Current Week and the value
of your red ticket holdings
at fhe end of each week for

all completed weeks.

Time
Remaining

in Market Day
(Seconds)

—

Days
Remaining
in'Week

e

Payoftfor CurrentDay [ 00
Payoftin Current Week [ 00
Payoftin Experiment [ 00

—

Amaunt of Loan
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Earmings From Transactions in Previous Day
Weeks Earmings atthe Begining of the Previous Day 000

Total Value of Goods Bought + 000
Total Costof Goods Sald - 10

Weeks Eamings atthe End of the Previous Day = Zm

Red Ticket Transactions in Previous Day
Re Ticket Holdings atthe Begining of the Previous Day 150

Total Aguired in Transactions - 250
Total Spentin Transactions - 000
Red Ticket Holdings atthe End of the Previous Day = o7
Value of 1 Red Ticketin cents x 1

Total Value of Current Red Ticket Haldings = @

Tirectons
Atthe end of every day an Income Statement like the one pictured here
will appear. This page will appear and disappear automatically. This
screen shows you what your earmings and losses are and calculates your
weeks earmings as though the previous day had been the last day of the
week. Note that taxes and loans are not taken into consideration on this
sheet

Back i Next

Profits in Week

Weeks Eamings atthe End of the Previous Day 100
Total Value of Current Red Ticket Haldings + 400

Weeks Prafits Through Previous Day =
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Earmings From Transactions in Previous Day
Weeks Earmings atthe Begining of the Previous Day 000

Total Value of Goods Bought + 000
Total Costof Goods Sald - 10

Weeks Eamings atthe End of the Previous Day = Zm

Red Ticket Transactions in Previous Day
Re Ticket Holdings atthe Begining of the Previous Day 150

Total Aguired in Transactions - 250
Total Spentin Transactions - 000
Red Ticket Holdings atthe End of the Previous Day = o7
Value of 1 Red Ticketin cents x 1

Total Value of Current Red Ticket Haldings = @

Tirectons
Now you have the opportunity to make sure that you understand how this
experiment works by practicing in a round with the compuer. This is purely
for practice o improve your understanding. It will have NO impact on your
payoffl This will be a one-day week with 120 seconds in the day. Ifat any
point in this practice week you wish 1o go back through the directions
press the back button. This button is only available during the simulation

Back i Next

Profits in Week

Weeks Eamings atthe End of the Previous Day 100
Total Value of Current Red Ticket Haldings + 400

Weeks Prafits Through Previous Day =
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Subject Directions for Unrestricted Government Agents:

Subjects in the role of type G agents read these directions at the start of the second calendar day prior to the start of the experiment.  These directions were computerized and as similar as possible in terms of the text and screen design to the directions given to private agents.  For simplicity, only the text of the directions is provided.  On the first calendar day type G agents would have read the private agent instructions.      

In this experiment, you will make a series of decisions.  How much money you earn is directly determined by the choices you and the other participants make.  Therefore it is important that you understand the directions completely.  If you have any questions, please raise your hand and someone will come to help you.  

There are two buttons on your screen.  Press the Next button when you are ready to go on to the next page of instructions.  The Back button will take you back to the page you were on previously.  

The directions are in two sections.  The first section gives you an overview of the environment in which you will be during the experiment.  The next section gives you a detailed description of your computer screen and how you interact in the environment. 

Once everyone is through with the directions the experiment will begin.  

In this experiment there are two goods, A and B.  You will be able to buy both A and B.  In each experiment there is at least one person who is able to sell A and at least one who is able to sell B.  

The general idea is as follows.  Any item you buy has a value to you.  In part your payoff is determined by adding up your values for items you bought.  Later in the instructions you will learn how to tell what your values are for specific items.  

There is a little more to it though.  An obvious question is how do I buy?  In this experiment, you use red tickets to buy items.  Your payoff also includes the cost of any red tickets you have used by the end of a round.  More details are coming on tickets.

The experiment is broken into sections called weeks.  Each week is further divided into days.  Each day lasts a certain number of seconds.  In the first week of the experiment you will be given 240 seconds each day.  Days in week 2 will last 210 seconds.  In all later weeks the time in each day will be reduced to 180 seconds.  All of this information will be on your screen during the experiment.  In the next section of the instructions you will be shown where all of this information will be displayed on your screen.  

Every day you can buy the items in your value tables.  Your values will not change during the week, however they may change between weeks.  Other players may or may not have the same values as you do. 

You are not limited in the number of tickets you can use to purchase items.  At the start of a week you may be given some number of red tickets.  If in the week you use more tickets than you were given, you will have to pay the cost of the extra tickets.  Similarly, if you do not use all the tickets then you receive the value of the unused portion.  

Remember that some people buy one good and sell the other.  Also, other players may be limited in the number of tickets they can use during a week. 

Two tables have appeared on your screen.  The tables tell you the values of the items you can buy.  Notice that the table on the left has the column heading Values of A, while the other table has the heading Values of B.  These values are only for demonstration purposes and are not the values used in the experiment.  

Looking at the table on the left you will notice three numbers in decreasing order.  The top number is your value for the first item that you purchase.  The second number is the value of the second item.  The last number is your value for the third and final item you could purchase in a day.  You can not purchase a fourth item because you only have values for three items.  

The Values of B table is similar.  Again you can purchase three units.  The first item you can buy will be the highest value item, the second item is the middle value item and the third item has the lowest value. 

If a scroll bar appears on your value table then you need to scroll down to view the values of the additional units you could purchase.

All values are in cents ($0.01).
Your screen now displays several new features.  These are the markets in which you can participate, Market A and Market B.  An Ask is a price at which a seller is willing to sell one unit of the good.  The Ask Price is the lowest price that any seller has indicated that they are currently willing to sell one of their units to a buyer.  On the other side of the market is the bid.  The Bid is the price at which a buyer is willing to buy one unit of a good.  The Bid Price is the highest price at which a buyer has indicated that they are currently willing to purchase one unit.  Remember that Bids and Asks are in terms of red tickets.

A contract is an agreement by a buyer and seller to trade with each other.  A contract can occur in one of two ways.  

1) A buyer can accept a seller’s Ask Price and the transaction occurs at a price in red tickets equal to the Ask Price.  

2) A seller can accept a buyer’s Bid Price and the transaction occurs at a price in red tickets equal to the Bid Price.  

Note that only the person who accepted the Bid Price or the Ask Price and the person who had submitted the accepted price are involved in the contract.

There are several rules about bids and asks that are very important for you to understand.  One rule we have already touched on.  If you have bought all the units of a good for which you have value, you can not bid on another unit.  

Another rule is that in order for you to have the current Bid Price on an item, you have to bid higher than the Bid Price shown on the screen.  You would never want to bid more than a seller is asking, since you could buy the item cheaper by accepting the Ask Price.  If you do bid above the Ask Price, the computer will assume you are accepting the Ask Price.  

In order to have the current Ask Price someone would have to ask for a lower price than the Ask Price in the market shown on the screen.

Looking at the example to your left, in Market A acceptable bids (asks) have to be between 100 and 500 red tickets.  In Market B acceptable bids (asks) have to be between 250 and 300 red tickets.

Now that you understand how the market works, lets look at how you actually go about creating a bid.  Suppose you wish to enter a bid of 150 tickets in market A.  Entering a bid of 150 says that you are willing to buy one unit of good A for 150 red tickets.  This is an acceptable bid since you have not bought three units of good A and 150 is between the Bid Price and the Ask Price.  

The color of the buttons and the label that says Red Tickets are to remind you that the Bid Price and Ask Price are in terms of red tickets.  In order to create a bid in this market, simply press the button that says Create Bid.  Go ahead and do this now.

Press Next when you are ready to continue.

As you probably noticed when you clicked this button something new appeared on your screen.  You are prompted by the computer to enter your bid.  To enter a bid click your mouse in the white box that appeared and type in the amount you wish to bid.

This process does take a few seconds.  What happens if a contract is reached while you are entering a bid?  The computer will remove the box where you enter your bid and will discard anything you had typed.  The Bid Price and Ask Price will also be removed from your screen.  For a few seconds the computer will not accept any bids or asks.  This ensures that no one is trying to react to old information.  

However, it is important not to rush the bid creation as a mistake may prove to be very costly.  For example, if you rush you might intend to bid 40 red tickets but type in a bid of 400 red tickets. 

Go ahead and enter a Bid of 150 now.

Press Next to continue.
Once you have determined what bid you wish to enter, press Send.  After you press Send you can not change your mind.  That is a seller is able to accept your Bid Price and then you have to make the transaction at the Bid Price you sent.  During the experiment, if you change your mind and do not want to bid you may press the Cancel button.  Go ahead and press Send now.  

Notice that the Bid Price in Market A is now 150.  The * next to the Bid Price tells you that you are currently offering the Bid Price. 
Now try creating a bid in Market B.  Press the Create Bid button.  Go ahead and enter an acceptable Bid Price for which you wish to bid and then press Send once you are sure.  

Press Next to see the outcome of your action.

Your bid should now be the Bid Price.  Now suppose that you wish to accept the Ask Price in Market B.  This process is simpler then creating a bid.  All you need to do to buy at the Ask Price in Market B is press the Accept Ask button which is in the center of the Market B information.  Go ahead and press Accept Ask now.  

Several things happened when you accepted the Ask Price.  One is that the Bid Price and Ask Price are no longer displayed on your screen.  Also in your table of values you will notice that beside the highest value item appears the word bought.  The price at which you bought also appears, this was the Ask Price.  The R indicates that the transaction was in red tickets.  Therefore, your Values of B table says you bought 1 unit of good B, which you value at $3.50, for 300 red tickets.  Since you have now bought one unit of B, the value of the next unit of B you buy will be $2.50.  

Notice that it is possible to lose money in this experiment.  
Suppose another subject accepted the Ask Price in Market A.  How would you know?  One way is that the Bid Price and Ask Price for good A would disappear.  

There is also a second way.  A new set of boxes has appeared on the right of your screen.  This is your Market Transactions Record.  Any contract that any person agrees to is put in this record for everyone to see.  

Notice that the Ask Price you accepted in Market B appears in the first box beside the MKT B: label.  The left most box is the most recent transaction in the market.  As new contracts occur, the prices get shifted one box to the right.  Therefore you can always see up to the last four contract prices in each market.

Now according to the Market Transactions Record another contract has occurred in Market B since you accepted an ask.  

Another table has appeared below the Market Transaction record.  This table, labeled Tickets Committed in Market, shows you how many tickets you have committed to a market.  This will not affect you much in today's experiment.  

To see how this table works enter an acceptable bid in Market A.  Go ahead and do this now.  

As you can see the amount you bid shows up in this new table.  This table helps you keep track of the number of tickets for which you may be required to transact in the event someone accepts your Bid Price.

A new section has now appeared on your screen.  It tells you how many tickets you have used, how much each ticket is worth in cents, and how many tickets you will be given at the end of the week.  

The total cost of the tickets that you use is the number of tickets you used minus the number of tickets you were given times the cost of each ticket.  The cost of each ticket is in terms of cents.  In this example you have used 300 tickets each costing a penny.  

Unlike the values for items you buy which are added to your earnings daily, ticket costs are subtracted from your payoff at the end of the week.
Another section has appeared on the top right of your screen.  This area tells you how many days are left in the week and how many seconds remain in the current day.  Three payoffs are also listed.  

Payoff in Current Day is the sum of the values for items you purchased during the day.

Payoff in Current Week is the sum of your Payoffs in Current Day for all previous days in the current week.  The current day's payoff is not included in this amount until the time left in the current day equals 0.  

Payoff in Experiment is the sum of the Payoff in Current Week minus the cost of the red tickets used at the end of each week for all completed weeks.
Let’s review the directions.

1) You are not limited to the number of tickets you can use during the week.  Any red tickets you are given at the end of the week will be subtracted from the number of tickets you use.  The costs of the tickets you use are subtracted from your payoff when the week ends.

2) Bids and Asks are in terms of red tickets.

3) Acceptable bids have to be between the Bid Price and Ask Price.

4) You receive the Value of items that you buy each day.
  

If you have any questions please raise your hand or go back through the directions.  If you are ready to begin press the Start button.  

Once you press Start, you CAN NOT go back through the directions.

Subject Directions for Balanced Budget Government Agents:

Subjects in the role of type G agents with a balanced budget constraint read these directions at the start of the second calendar day prior to the start of the experiment.  These directions were computerized and as similar as possible in terms of the text and screen design to the directions given to private agents and unrestricted government agents.  For simplicity, only the four pages of text that differed form the regular type G agent directions are included in this set.  On the first calendar day type G agents would have read the private agent instructions.    
The experiment is broken into sections called weeks.  Each week is further divided into days.  Each day lasts a certain number of seconds.  In the first week of the experiment you will be given 240 seconds each day.  Days in week 2 will last 210 seconds.  In all later weeks the time in each day will be reduced to 180 seconds.  All of this information will be on your screen during the experiment.  In the next section of the instructions you will be shown where all of this information will be displayed on your screen.  

Every day you can buy the items in your value tables.  Your values will not change during the week, however they may change between weeks.  Other players may or may not have the same values as you do. 

You are limited in the number of tickets you can use to purchase items.  At the start of a week you may be given some number of red tickets.  In the week you cannot use more tickets than you were given.  If you do not use all the tickets then you receive the value of the unused portion.  

Remember that some people buy one good and sell the other.  Also, other players may be limited in the number of tickets they can use during a week. 

A new section has now appeared on your screen.  It tells you how many tickets you have used, how much each ticket is worth in cents, and how many tickets you will be given at the start of the week.  

The total cost of the tickets that you use is the number of tickets you spent times the cost of each ticket.  The cost of each ticket is in terms of cents.  In this example you have used 300 tickets each costing a penny, but you were given 750 tickets at the beginning of the week. Therefore, at the end of the week you would receive 450 cents = 450 tickets * $.01 cost of a ticket. 

Unlike the values for items you buy which are added to your earnings daily, the value of remaining tickets is added to your payoff at the end of the week.
Another section has appeared on the top right of your screen.  This area tells you how many days are left in the week and how many seconds remain in the current day.  Three payoffs are also listed.  

Payoff in Current Day is the sum of the values for items you purchased during the day.

Payoff in Current Week is the sum of your Payoffs in Current Day for all previous days in the current week.  The current day's payoff is not included in this amount until the time left in the current day equals 0.  

Payoff in Experiment is the sum of the Payoff in Current Week plus the value of your remaining balance of red tickets at the end of each week for all completed weeks.
Let’s review the directions.

5) You are limited in the number of red tickets you can use during the week.  You will receive the value of your remaining red ticket balance at the end of the week.

6) Bids and Asks are in terms of red tickets.

7) Acceptable bids have to be between the Bid Price and Ask Price.

8) You receive the Value of items that you buy each day.
  

If you have any questions please raise your hand or go back through the directions.  If you are ready to begin press the Start button.  

Once you press Start, you CAN NOT go back through the directions.

