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Measuring Social Norms and Social
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Recap

° Anm 3 UsziA (Audandanudinn nsustTuiudsan uas
o & Y,
pdlBitiadala) Iagldnunisnaand 7 L

— ANTINHaNUZIAN: Prisoners’ dilemma waz Public goods

games
— nuLNilRiud9AN: Dictator, Ultimatum waz Third party
punishment games

— anBilermala: Trust WAy Give exchange games

* ARNENUNTTANEIIAL Camerer & Fehr (2002)
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Main contribution
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Prisoners’ dilemma game

Column player

BLACK RED
Row BLACK :3,3: 0,5
player RED 5,0 2.2

vinAne nelimanusaniie (coordination) ﬁgquﬂﬂ (328182 90 1AAN

BLACK, BLACK) LNaNEILALN13ANSNENWNN (58182 60-70)

Prisoners’ dilemma game #1130 M AN N AngsNluNNgTIND A9
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— nsdednsaNNsafinANaNle Aeudiazifly cheap-talk finnu (Cooper
et al, 1992; Van Huyck et al, 1992; Brandts and McLeod, 1995)

— ANNBLILMUIBIABIE LAY (relative payoffs) HuasiangFngss
— tit-for-tat strategy: strategy of cooperation based on reciprocity
TOLAWALUY

— AATZHINY AR ALANNLAN T LA LAY ADL



Public goods game
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. ﬂﬂmﬂ@ﬁ’wmﬁlwmﬁ‘mwumnﬁ@ﬂLer*mf;mﬁu (Andreoni, 1988;
Fischbacher & Gachter, 2010)

° ﬁmmﬂ%mmmimnmmmwﬂumummm@mv V]ZQ\‘]LL@”EI\‘IH‘LA
— UFuauruaasfuaIu (Isaac & Walker, 1994)
— n1saslnwt free rider (Fehr & Gachter, 2000)

— gﬂLLUUﬂ’]ﬁ‘g@m? (Isaac & Walker, 1988; Chaudhuri & Paichayontvijit,
2006)
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Dictator game uaz Ultimatum game
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Third party punishment game

* ANFAINUNLIN NAIAZAT 3 AU AD
— Fantinied (JiauadiuIL)
— llausantied (H5UAULLN)
— Aglua (Hasln costly punishment)

* JALAUALLUY

— pasrvsaluniauBauieuiuenidde lusnelssma Wesannuanszny
184 “Framing effect” i nansgnuannnig kiA191
* “pslun” ey “player C”
— m@ﬁm:mmmumwummmmmﬂmummmmmﬂu loaded

language Ang#nssNs1ganEidingand 7 15 uANT uaainaflu neutral
language (Chaudhuri, Paichayontvijit & Sbai, 2016)



Trust game

* NIFNTANIRLTEANA A ?
— ANTE (ELAUDAIVULI)
— anA7 (HFudauuiiv)

* JALAUALIY
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— An99x 3l un R eu g uAvUnae luseUsEmA asaNnNanIEny
18N “Framing effect”
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