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 1. Experimental Activities
The Random Allocation Activity (RAG) was designed by Dan Hruschka and his team
 to test whether or not people will cheat out of in-group favoritism or self-interest under various conditions. People make anonymous decisions, roll a die, and have to put money into cups based on the outcome of the two.  People often cheat in this activity (detectable by outcome), and in these activities, we will try to use situational primes to see if religious contexts minimize cheating.

Each participant will enter the Activity Area and engage in 2 versions of the Random Allocation Activity (RAG1 and RAG2) in counter-balanced order. Since they are randomly assigned to their order of entering the activity area, they are randomly assigned to either RAG1 first, then RAG2, or vice versa.
If you don’t already have Participant IDs, perhaps use a deck of shuffled (shuffle 7 times) index or business cards with ID numbers, and order of activity assignment already written on them (see RAG spreadsheet).  Shuffle them, and have participants pick one.  This will be their ID.  If you already have IDs established, then you can use the same procedure to assign activity order.  Here’s an example:
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So, the “ИД” is the ID number, the “БГ21” indicates the treatment (БГ = BIG GOD) order of the RAG and there is some contact information in the corner.  It’s convenient, clean, and in cases where you have a literate sample with cell phones, it can serve as a contact card as well.  When you collect participants’ contact information, use a blank card, write down their contact info. (name, address, phone number) AND their ID number.  Keep this information secure.
Researchers are encouraged to run a “primed” and “unprimed” treatment of the RAG procedure described here. Priming is discussed in greater detail below. We prefer a “location prime” is possible.
Note: With individual players the researchers and assistants work through the examples and test questions with real coins on a flat surface with cups clearly marked. In RAG1, one cup is marked COREL (e.g., Catholic at St. Barnabas’; Buddhist in Ak Dovurak village) and one is marked INGROUP (e.g., Member of St. Mary’s; Buddhist in Kyzyl) whereas RAG2 has two cups marked with YOU and COREL (See illustrations below). Before giving subjects the cups, mark all cups at the bottom with “S” (self), “I” (in-group), and “C” (COREL) to help keep them straight. We are using the “hit them over the head” approach here, because it’s crucial that they perceive the “co-religionist” component, even if they don’t care about it. We will conduct other experiments to assess how much this lack of subtly matters. We deal with assigning the COREL in more detail below.
A. RAG1:  In-group vs. COREL

Note: Again, with individual players, the researchers and assistants work through the examples and test questions with real coins/bills on a flat surface with cups clearly marked (coins are preferred).  In RAG1, two cups are marked with “COREL”, “An INGROUP person” whereas RAG2 has two cups marked with “Self” and “A COREL person” (See illustrations below).  Before giving subjects the cups, mark all cups at the bottom with “S” (self), “I” (in-group), and “C” (COREL).  Moreover, given that the subjects will spend a lot of time, sometimes alone, with their cups, it is better that the cups have one-way entry slits in order to prevent reallocations of money after the activities have been played. Each of the examples presented below will be presented either as an example or used as a test question as required. If more test questions are needed, the researcher or assistant should begin again with the first example, and mark on the counterbalancing sheet how many more examples were used. When setting up the activity rooms, make sure that the participant cannot see the labels for cups in future activities. Also, ensure that during the experiment, there is a wall or screen blocking the direct line of sight between participant and experimenter.

If you’re using location primes for this task:  conduct half in a sacred place and conduct half in a secular place (grand total of 80 participants at minimum).  There are 30 rolls in each task and two versions of the task (RAG1 and RAG2). So, 30 rolls x 2 versions should equal approximately a typical daily wage in your community.  If the typical daily wage in your community is $10, each roll would approximate to 0.17 cents.  I’ve rounded up to 20 cents using 20 cent coins for this example.  If you do not have a location prime, simply do both activities where you can. Round up, instead of down, if possible (see the RAG excel file for easy calculation).
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This activity is conducted anonymously.  In the RAG, participants roll a die.  The die should have three black and three white sides on them to give participants a 50-50 chance for rolling one of the two colors (plus, this makes it easier for participants).  Participants have two cups in front of them, the die, and 30 coins.  Participants are to think of a specific cup and roll the die.  If the die lands with a black side facing up, participants should put one of the coins in the cup they secretly chose.  If the die lands with a white side facing up, they are supposed to put one of coins into the other cup—(in this case the cup marked COREL). The easiest way to think of this is, often, that black ( the cup I was thinking of, while white ( the other cup.  If people cheat, we will be able to detect this because of significant deviations from random allocations.  
Of course, experience suggests that it’s crucial to test the die to make sure it’s “fair”. Test your dice before using them. Roll it several hundred times. You should be pretty close to 50/50. 
Place these images on the cups you use. The images are in the PowerPoint file in Folder 5, Consent forms and Visual Scales.
i. Script for Group in Introduction Area
Thank you all for taking the time to come today.  Today’s activities may take 3 hours or so, so if you think you will not be able to stay that long let us know now.  Before we begin I want to make some general comments about what we are doing here today and explain the rules that we must follow. We will be doing some tasks with money. Whatever money you win in the activity will be yours to keep and take home. [researcher’s name] will be supplying the money. But you should understand that this is not [researcher’s name] own money. It is money given to him/her by the [researcher’s university] to use for research. This research will eventually be part of a book; [optional:  it is not part of a development project]. These activities are part of a scientific research project involving many researchers like [researcher’s name] and people from many different societies around the world.

Before we proceed any further, let us stress something that is very important.  Many of you were invited here without understanding very much about what we are planning to do today.  If at any time you find that this is something that you do not wish to participate in for any reason, you are of course free to leave whether we have started the activity or not.

We are about to begin the activity. Based on the numbers you picked, you will be brought into the activity area. While you are waiting here, you cannot talk about the activity and you cannot talk to people who have already finished the activity while you are waiting. 
ii. Script for Individuals in Activity Area

You have two cups in front of you:  one belongs to COREL and one belongs to a random person from your [INGROUP]. You roll a die 30 times and each die roll will tell you how to assign one 20 cent coin; each time you roll the die, you will put 20 cents in one of the two cups in front of you. After you finish today’s activities, we will deliver this cup of money to a person randomly selected from your [INGROUP] and one randomly selected person from COREL.  You will not be informed about who will receive the money and the persons who receive the money will not know about you. 

You should follow these three steps to allocate each 20 cents using the die: 

Step 1:  Please choose one of these two cups in your mind. 

Step 2:  Roll the die once. 
Step 3:  The die has 6 sides.  If the die lands with a black side facing up, you will put one of the 20 cent coins in the cup you chose in your mind in Step 1.  If the die lands with a white side facing up, you will put one of the 20 cent coins into the opposite cup that you chose.

Repeat these three steps for each of the 20 cent coins until there is no more money left.  Here are some examples for single rolls: 
For example, suppose that you chose the cup for the person from [INGROUP] in Step 1.  Then you roll the die once. If the die lands with a black side up, you will place one of the 20 cent coins in the cup for INGROUP. If the die lands with the white side up, you will place one of the 20 cent coins in the cup for [COREL]. 

Here is another example. Suppose that you chose the COREL cup in Step 1. Then you roll the die once. If the die lands with the black side up, you will place 20 cents into the COREL cup. If the die lands with the white side up, you will place 20 cents in the cup of the [INGROUP]. 

Now I am going to ask you some questions to see if you understand the activity: 

[RAs check the answers given to make sure they are correct; these are TEST Questions]

1P1: Suppose that you chose the COREL cup in Step 1. When you roll the die it lands with the black side up. Which cup should you place the 20 cents in? [Correct Answer: COREL cup]

1P2: Suppose that you chose the cup of the person from [INGROUP] in Step 1. When you roll the die it lands with the black side up.  Which cup should you place the 20 cents in?  [Correct Answer: the cup of the person from [INGROUP] 

1P3: Suppose that you chose the cup of the person from [INGROUP] in Step 1. When you roll the die it lands on the white side.  Which cup should you place the 20 cents in?  [Correct Answer: the cup of the person from my [your] COREL]
1P4: How many times will you roll the die in this activity? [Correct Answer: 30 times [Correct Answer: 30 times]

1P5: Will the money allocated by you be delivered to the person from your INGROUP and COREL? [Yes] 
[RA: if the person has answered all the questions correctly proceed; if not return to the examples and re-ask all of the test questions again; record the number of time the RA went through the test question; e.g., if the person gets all correct answer the first time, record a “1”; if the RA has to go through all test questions three times, record a “3” for examples used]

You have answered all the questions correctly. Do you have any questions? Now that you understand the task, are you willing to participate? [this obtains verbal consent for study]

Here are the two cups, COREL and the other for the person from [INGROUP]. Here are 30 coins worth 20 cents each. You will roll a die 30 times to decide which cups to place each 20 cent coin in. While I am outside, please follow the instructions we just talked about.  Let me know when you are finished rolling and putting money in the cups.

[the RA will leave the participant alone and stand just outside the gaming area, within earshot; after the participant is finished with the activity, the RA asks subjects to take the cups and put them on a tray in the room after each activity; the RA should NEVER touch the cups after the participant has allocated into them; only the participant can carry the tray or place the cups on the tray. This is for anonymity purposes] 
[For RA only if needed: List of questions that may be asked by subjects and the standard answers]

“How are the person from my [INGROUP] selected?” Answer: I cannot tell you more than the fact that they will be randomly selected. 

“As you don’t know what I chose in my mind, how can you tell if I do not put the money in the cups according to the rule of the activity?" Answer: “We won't be able to tell, but you should put the money in the cups according to the rules of the activity." 

“Can I change my mind when I put money in the cups?” Answer: “According to the rules of the activity, you should not change your mind after you roll the die.” 
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Examples of cup trays getting set up (photo by Joe Henrich)

B. RAG2:  Self vs. COREL

NOTE:  RAG2 is the same procedure as RAG1, but cups are labeled with “Self” and “Member of COREL”.  The script below is the same, but instead of INGROUP, it reads “Self”.  Again, participants are to think of a specific cup and roll the die.  If the die lands with a black side facing up, participants should put one of the coins in the cup they secretly chose.  If the die lands with a white side facing up, they are supposed to put one of coins into the opposite cup they chose. Images for labels are found in the CERC package.
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i. Script

You have two cups in front of you:  one belongs to you and one belongs to a person from [COREL]. You will be asked to roll a die 30 times and each die roll will tell you how to assign one 20 cent coin; each time you roll the die, you will put 20 cents in one of the two cups in front of you. After you finish today’s activities, we will deliver this cup of money to a person from [COREL].  

You should follow these three steps to allocate each 20 cents using the die: 

Step 1:  Please choose one of these two cups in your mind. 

Step 2:  Roll the die once. 
Step 3:  The die has 6 sides.  If the die lands with a black side facing up, you will put one of the 20 cent coins in the cup you chose in your mind in Step 1.  If the die lands with a white side facing up, you will put one of the 20 cent coins into the cup that you did not choose.

Repeat these three steps for each of the 20 cent coins until there is no more money left.  Here are some examples for single rolls: 
For example, suppose that you chose the cup for the person from [COREL] in Step 1.  Then you roll the die once. If the die lands with a black side up, you will place one of the 20 cent coins in the cup for COREL. If the die lands with the white side up, you will place one of the 20 cent coins in your cup.
Here is another example. Suppose that you chose your own cup in Step 1. Then you roll the die once. If the die lands with the black side up, you will place 20 cents your own cup. If the die lands with the white side up, you will place 20 cents in the cup of the person [COREL]. 

Now I am going to ask you some questions to see if you understand the activity: 

[RAs check the answers given to make sure they are correct]

2P1: Suppose that you chose your own cup in Step 1. When you roll the die it lands with the black side up. Which cup should you place the 20 cents in? [Correct Answer: my cup]

2P2: Suppose that you chose the cup of the person from [COREL] in Step 1. When you roll the die it lands with the black side up.  Which cup should you place the 20 cents in?  [Correct Answer: the cup of the person from [COREL] 

2P3: Suppose that you chose the cup of the person from [COREL] in Step 1. When you roll the die it lands on the white side.  Which cup should you place the 20 cents in?  [Correct Answer: my cup]  

2P4: How many times will you roll the die in this activity? [Correct Answer: 30 times [Correct Answer: 30 times]

2P5: Will the money allocated by you be delivered to the person from your COREL? [Yes] 
[RA: if the person has answered all the questions correctly proceed; if not return to the examples and re-ask all of the test questions again; record the number of time the RA went through the test question; e.g., if the person gets all correct answer the first time, record a “1”; if the RA has to go through all test questions three times, record a “3” for examples used]

You have answered all the questions correctly. Do you have any questions? …You are about to start the activity.
Here are the two cups, yours and the other for the person from [COREL]. Here are 30 coins worth 20 cents each. You will roll a die 30 times to decide which cups to place each 20 cent coin in. While I am outside, please follow the instructions we just talked about.  Let me know when you are finished rolling and putting money in the cups.
[the RA will leave the participant alone and stand just outside the gaming area, within earshot; after the participant is finished with the activity, the RA asks subjects to take the cups and put them on a tray in the room after each activity; the RA should NEVER tough the cups after the participant has allocated into them; only the participant can carry the tray or place the cups on the tray. This is for anonymity purposes] 
2. Priming and Materials

A. Introduction

Priming allows us to expose participants to religious contexts in order to determine whether or not religion increases prosociality.  

B. Primes

If you are able to use a location prime, they should be religious or sacred places and secular primes should be various places that have no obvious religious significance for people.  Please try to do this. If you can’t, use locally specific primes for materials to be seen while participants conduct games. These can be images or symbols of sacred places, supernatural agents, or rituals, and so forth.  These symbols should NOT have eyes on them if you can avoid it. If you are uncertain, please consult with Ben, Joe, and Ara.
C. On Choosing the INGROUP and COREL

To achieve some uniformity in definitions of in-groups and out-groups, it will be important to follow some basic criteria in selecting these groups:

INGROUP criteria:

· A group defined in part by mutual cooperation and helping among members or at least an ideal of such mutual aid.

· To make the groups comparable across studies, it should be relatively small (e.g. 100-500 individuals), but foraging societies will be smaller. The bias here is toward “natural” units like bands for villages.  If conducted in a city, then using local neighborhood is optimal.
· They should be the same religious group (in some cases, this will be the default)

COREL criteria:  
For the sake of convenience, COREL here is shorthand for “anonymous non-local co-religionist”.  This means that during the treatments, money goes to people who share the same religious traditions, but do not live in the same community as your target population. They are anonymous-strangers, but co-religionists. Whereas in-group members are people the subject knows and interacts with, though they won’t know specific which in-group member they are playing with in the RAG.
· To decrease the chances of choosing out-groups against which a person might have pronounced negative feelings, the COREL should from somewhere that the participants know of, and where they lack extensive social ties. A guideline might be that it must be very unlikely that the participant knows someone who knows the COREL. (e.g. another village within 100km).  For example, naming a specific neighboring town for which people have expressed negative feelings would violate this criterion.  

· CORELs need to have the same or very similar religious beliefs and practices too.  This will be awkward in some places, and very obvious in others.
· Researchers who are uncertain about how to assign a COREL in their sites should contact Ben, Joe, and Ara.
D. Materials

For the RAG, you’ll need prepared dice, prepared cups, lids, trays, player sheets, coins and other cash for payments. 

For each participant, you’ll need 4 cups. However, once a player has been paid, his or her cups, etc. can be recycled back into the game. 12 cups with lids and four trays seems like a minimum. 

You’ll need 60 coins for each person, but when the person is paid these can be converted to bills and the coins recycled as well. Again, 240 coins is a good minimum. Remember, in paying subjects count BOTH cups to verify the player didn’t pocket some of the coins. 
The die should be marked on three sides with one color and three sides with another color (Ben used nail polish to mark blank dice, and tested to see whether or not this made them biased by weighing these sides down.  It didn’t, but you should check the dice anyway. Permanent markets usually don’t work very well on some dice and avoid stickers). Have a backup die ready. The savvy lead investigator can have this in his pocket, and will impress her RAs when some player steps on the die, crushing one side, in the middle of the game.
Given that the subjects will spend a lot of time, sometimes alone, with their cups, it is better that the cups have one-way entry slits in order to prevent reallocations of money after the activities have been played.  Also, making sure you can quickly open them up, and take out the money for participants’ payment will help.  Try to use cup trays that fit four cups into them.  That way, you can simply turn the tray when participants are finished with the first RAG. 

E. Extensions

If you’d like to add more versions of the RAG, please do so within budgetary and time confines.  For any manipulation you make, be sure to a) counterbalance; b) have a control; and c) do not lose sight of ensuring that the core package of the RAGs, Religiosity, RLI, and Market Integration measures are done. For example, it would be great if people did a RAG with (1) Self vs. Ingroup (not done above) and (2) COREL vs. Outgroup.
3. Corralling Procedures

How experiments will be set up will undoubtedly vary across field sites.  Researchers working in small villages or towns need to use corralling, but in cases where you’re confident that people can’t meet to talk about the games, then you don’t need to corral.  Doing experiments door-to-door is doable in such cases.  Be sure to observe and note how much religious information (e.g., imagery, shrines, etc.) is around if you do this.  If you are corralling, experience suggests that you can only do between 10 and 20 people in a 3 hour block. The exact number depends on how rapidly people will come to understand the game.

Assuming you have an RA (or more) and access to a building or places with multiple rooms or areas, one way to organize experiments requires that you have five areas:  the Introduction Area, a Game Area, an Interview Area, a Waiting Area, and a Payment area.  People can meet in the Introduction Area—make sure to provide refreshments.  Instructions can be read to the group, and Participant IDs distributed.  Individuals enter the game area, play, then proceed to the interview area.  These should be private areas.  Of course, the interviews will take considerably longer than the game area.  So, make sure that overflow goes into the waiting area.  Two interview rooms would definitely speed up the process for people.  In many places, people will show up together and leave together.  The waiting room should be accommodating and comfortable for people.  The important thing is that people do not talk to each other about the games while waiting, so a monitor needs to be with people in the Waiting Area.
The Payment Area should be designed so that the person processing the cups does not see the player, though of course they do receive their game sheet with their ID.
Of course, not everywhere will have isolated rooms to ensure the correct flow.  One could begin, for instance, under a large tree, then send people into a tent for games, then to another tree for interviews, then to a vehicle for payment.  As long as the protocol order is intact and people cannot talk about the games to people who haven’t done them, ensuring privacy in the Game, Interview, and Payment Areas and comfort and controlling for discussing the games in the Waiting Area are high priorities.
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Gather Participants in One Place:  All participants must be brought together in the same place prior to playing the game. Use research assistants to control the logistical flow once the game begins. Those who have completed the game must depart (or be assigned to a separate waiting area) and cannot interact with those waiting to play. Participants should be told that anyone waiting to play who talks to someone who has already played the game will be disqualified from participation. They can talk amongst themselves, but not about the game.  Only explain the game to the group as a whole if you have sufficient assistants to avoid discussions among players that could lead to the 3 C’s (contagion, contamination and collusion, see notes at the end).

One-by-one:  In some cases, especially in cities, protocols will simply have to be executed at someone’s home or in a quiet location. The key to running these is avoiding any of the aforementioned problems with participants talking to each other about the games.  Ensure that people can’t report to others about what the games entail.

4. Notes and Materials 
A. General Procedure for Administering Protocol

NOTE:  Assuming you are using the “group session” approach: Prior to administering the game for a given session, all players who will play during that session are gathered in one location with monitors. After completing the game(s), players may mix with the general population, but not with the players waiting to play. 
Other key things to keep in mind:

1. Game Set-Up, Personnel, and Participants:  Proper administration of these kinds of experiments greatly benefits from thinking carefully about the number of research assistants and the research space. We recommend a team of at least five RAs with significant language skills. For translation of the materials, you’ll need at least one skilled translator and one equally skilled back translator, though more talent is better. You’ll also need fluent speaking to administer both the experimental task and the post-game interviews. 
2. Four research spaces:  Conducting the experimental task will be organized around four or five areas, as explained above. Prior to the introduction, they will receive their show-up fee and pick a number from a hat (which determines their order). After completing this task they will be moved to a second Waiting Area, which should be separate from the Introductory Area. Here, they will wait, hopefully a short time, for their post-game interview with another RA. After completing this, they will proceed to the payment area and receive their payment. After receiving their payment, they should depart—and not interact with the waiting players. The waiting area must be monitored to make sure players are not talking about the experiments. Players can talk, just not about the experiments. This talk should be monitored. 
3. Participants:  Participants need to be over the age of 18.  Recruitment will vary according to site, but ideally, participants will be randomly selected from a community census. People should be random samples of adults from some definable community or population. If you have enough RAs, one person should be assigned for recruitment, but they must not be simply the people your RA knows.  Ideally, you will have 3 hour blocks of 10 to 20 people assigned to each block.  Two interview areas would help cut down on lag time between participants. You must keep track of “turn downs” since this is key information for how representative your sample is.
4. Database:  We have provided spreadsheets for each component of the study separately.  For your own analyses, compile data as appropriate, but for us, simply return the completed spreadsheets and we will compile them.  It is very important that you refrain from altering the structure of the spreadsheets (there are worksheets for your modifications).  That way, when we compile the data, we can easily do so without mistakes.  The key variable in most of these sheets is the Participant ID variable.  This will allow us to link datasets, and compile a larger database.
B. Notes on Basic Demographics and Religiosity Scale

The post-game interview will always involve the post-game questions (e.g., What did the game make you think of?) and the demographic questionnaire. Many of you will also need to explain to people that you will need to contact information to conduct a follow-up interview. 
C. Notes on Game Procedures and Administration
Common Game Protocols
Translation: Each researcher will have to adapt these instructions to fit their particular field site by translating them into the appropriate local language and adjusting the currency and stake sizes.  Researchers will use the method of back-translation to obtain the best possible game translation. This involves having one bilingual assistant with no knowledge of the game translate the game instructions into the local language and a second translate it back, thus identifying any problems in translation. Edit accordingly.  Please supply the translation and backtranslation with the materials you return.  

Game Administrator:  All games should be run by you with a native speaker to assist/interpret unless you yourself are completely fluent in the local language.  If a local interpreter is used, he/she should be asked to turn around when offers are made so that no local individuals have knowledge of the offers being made.

Teaching examples:  In both teaching and testing the participants, use actual coins to illustrate the game.  Teaching examples are scripted in written protocols. Please stick as closely as possible to the script. No mavericks.
Examples from list: Examples are pre-selected and scripted in the written protocols. Use these for instruction and testing. Repeat from this list if more examples are needed.

Show-up Fee and Stakes:  Players receive the show-up fee upon arrival at the experiment. This “show-up” fee paid in cash at a rate of approximately 25% of one day’s wage in the local economy.  It will be made clear to the player that this money is strictly for their participation in the game, and is not part of the game.  Participants who fail to pass the required tests of game understanding can take the show-up fee—which makes it somewhat easier to reject them, if the need arises.  The game stakes will be set at roughly one day’s minimum wage in the local community (i.e. if there were casual wage labor work available, the wage this would earn for one day). Set stakes with convenient increments of 10%. In all of the examples, we have used a decimal scale assuming a $10 per day minimum wage.

Introductory instructions: All game instructions will begin with a reminder to those present that participation in the games is completely voluntary, and that they are free to leave at any time if they are uncomfortable with any aspect of the games. Given that the populations we work with are not generally familiar with such exercises we have explained a number of details that would be obvious to more experienced subjects.  Thus, the game instructions emphasize the anonymity aspect of their behavior in the game, the fact that they are not taking money away from the researcher personally through their participation but rather that the money comes from a university. Furthermore, the instructions explain that we are running these games in many other sites around the world.

Sampling:  You should draw your game subjects from the adult population over the age of 18.  We will not use subjects below the age of 18. If you need to, get Human Subjects clearance for sub-18’s from your home institution. Ideally you will have a census of your field site and be able to select a random sample.  On the first day of play you need not be concerned with any contamination problems, but thereafter, you should give as little warning as possible to people prior to calling them to play so that they do not coordinate strategies based on what they have heard about the games.  For those who have played games before, it is best to go to new villages if you can. With permission from your home institution, you may obtain data from people under age 18. This would be very interesting, just remember to remove them from the dataset you deliver to the project. You can analyze them in your chapter for the project.
Monitors:  Be sure that you have sufficient research assistants to monitor the logistical flow in the game and avoid contact between those who have played and those who have not.  While doing this monitoring, the research assistants can also help informants fill in the demographic survey and other forms.

Collusion/Contagion:  Occasionally, some researchers doing work like this have experienced some serious collusion among players in large villages where they have run significant numbers of experiments.  The degree of collusion was extreme in all cases in spite of the fact that offers were anonymous.  You should be aware of this potential problem and be on the look out for it if you are returning to a village where you have played games before, or if you play a series of games this time in the same village.  One strategy that has worked is to play the games in rapid succession (over very few days) before the community can organize, and to call people for games with very little notice.  But bear in mind that many come to the gathering spot early, and this is the perfect opportunity for collusion.  It also helps to finish one game in one day and begin a new game the next day.  Another solution is to play only one game per village/community, but this introduces the possibility of different community effects.  You will have to use some discretion in weighing and balancing these trade-offs if you encounter problems.  
D. Checklist of key items
1. Assure participants of the voluntary nature of the games, as required by human subjects.  Make sure to meet all of your consent requirements for work with human subjects for all sections of the project.
2. Explain the rules regarding waiting and not talking about the game.  Make it clear that they will be able to ask questions once they are alone with the game administrator, but not while they are in the room waiting to play.  They will not be allowed to interact in any way with those who have already played the game.  Those who have completed the game should depart the game area. Have trained RA monitor all of this.
3. Make sure that people have participant numbers assigned and that ALL materials can be matched up with the same individuals.  It might help to have a card for participants to keep if they return for other experiments.  We are not putting names on the data sheets, so be sure you can link IDs with data, and contact information with IDs.
4. If asked, remind people that all money in the game is real and they will be paid according to their decisions in the game.

5. Assign players to their order for the game in an overtly random fashion. People can pull their order number from a hat or a deck of shuffled index cards with game order assignments already prepared.
6. Pay show-up fee.  This shows people the money is real, and we pay.
7. Bring each player in one by one and explain the game.

8. Perform pre-game tests—don’t assume people understand.  Record responses.
9. Do first assigned RAG.  When participants are done, take the cups.  Record allocations. Bring in cups for next RAG.  Repeat instructions and perform pre-game tests.  Record responses.  Do next assigned RAG.  Take cups and record allocations.  Move participant into interview or waiting area.
10. Stick to the procedures as closely as possible. But as some amount of modification is inevitable, be sure to document all deviations and modifications.

11. Upon completion, move to post-game area to do post-game surveys and instruments.  If participants are doing these tasks together, please make sure that they are not interacting during this task.

12. When done, have receipts signed in Payment Area.
13. Some deviations will be inevitable, at least in some cases. Make sure that deviations stick as closely to the principles of good experimentation and the project as possible. Consult with Ben, Joe, or Ara, if possible. Carefully document all deviations, and include this in your chapter write-up. 
� Daniel Hruschka, D. Efferson, C., Jiang, T. Falletta-Cowden, A., Sigurdsson, S., McNamara, R. Sands, M., Munira, S., Slingerland, E., and Henrich, J. (n.d.). Strong institutions, material security and the expanding social circle.
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