
Supplemental Appendices: Not Intended for Publication

B Additional Results

Figure B.1: Comparison of receivers’ choices of safe action b upon observing the sender’s
action of hiding across TL and OL treatments.

Figure B.2: Comparison of receivers’ choices of safe action b upon observing the sender’s
action of hiding under TS and OS treatments.
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H bH

(1) (2) (3) (4) (5) (6)

OS Treatment -0.014 -0.015 -0.015 0.229*** 0.233*** 0.217***
(0.025) (0.025) (0.053) (0.061) (0.059) (0.062)

Period Effects N Y Y N Y Y
Survey Controls N N Y N N Y

Observations 1120 1120 1120 864 864 864
Pseudo R2 0.000 0.009 0.079 0.038 0.055 0.091

Marginal effects at the mean are reported. Robust standard errors clustered
at the session level are in parentheses, based on 1000 bootstrap replications.
*** p < 0.01, ** p < 0.05, * p < 0.1.

Table B.1: Probit regressions of the treatment effect of prior beliefs under opaque objectives.
Columns (1)–(3) use the sender’s hiding behavior, H, as the outcome variable. Columns (4)–
(6) use the receiver’s choice of the safe action conditional on the sender’s hiding behavior,
bH , as the outcome variable. The benchmark is the OL treatment. Marginal effects at the
mean are reported.

H bH

(1) (2) (3) (4) (5) (6)

OL Treatment 0.066 0.066 0.074 0.001 0.003 -0.013
(0.056) (0.058) (0.090) (0.032) (0.033) (0.031)

Period Effects N Y Y N Y Y
Survey Controls N N Y N N Y

Observations 1120 1120 1120 835 835 835
Pseudo R2 0.005 0.016 0.092 0.000 0.011 0.039

Marginal effects at the mean are reported. Robust standard errors clus-
tered at the session level are in parentheses, based on 1000 bootstrap
replications. *** p < 0.01, ** p < 0.05, * p < 0.1.

Table B.2: Probit regressions of the treatment effect of transparency under large p. Columns
(1)–(3) use the sender’s hiding behavior, H, as the outcome variable. Columns (4)–(6) use
the receiver’s choice of the safe action conditional on the sender’s hiding behavior, bH , as
the outcome variable. The benchmark is the TL treatment. Marginal effects at the mean
are reported.
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H bH

(1) (2) (3) (4) (5) (6)

OS Treatment -0.007 -0.007 -0.022 0.093 0.096 0.109*
(0.048) (0.051) (0.051) (0.070) (0.068) (0.057)

Period Effects N Y Y N Y Y
Survey Controls N N Y N N Y

Observations 1120 1120 1120 860 860 860
Pseudo R2 0.000 0.008 0.039 0.009 0.033 0.087

Marginal effects at the mean are reported. Robust standard errors clus-
tered at the session level are in parentheses, based on 1000 bootstrap
replications. *** p < 0.01, ** p < 0.05, * p < 0.1.

Table B.3: Probit regressions of the treatment effect of transparency under small p. Columns
(1)–(3) use the sender’s hiding behavior, H, as the outcome variable. Columns (4)–(6) use
the receiver’s choice of the safe action conditional on the sender’s hiding behavior, bH , as
the outcome variable. The benchmark is the TS treatment. Marginal effects at the mean
are reported.

H bH

(1) (2) (3) (4) (5) (6)

BL Treatment 0.027 0.027 0.025 -0.183** -0.183** -0.183*
(0.073) (0.071) (0.075) (0.082) (0.091) (0.104)

Period Effects N Y Y N Y Y
Survey Controls N N Y N N Y

Observations 1120 1120 1120 777 777 777
Pseudo R2 0.001 0.020 0.028 0.024 0.037 0.076

Marginal effects at the mean are reported. Robust standard errors clus-
tered at the session level are in parentheses, based on 1000 bootstrap repli-
cations. *** p < 0.01, ** p < 0.05, * p < 0.1.

Table B.4: Probit regressions of the treatment effect of the sender’s objective. Columns
(1)–(3) use the sender’s hiding behavior, H, as the outcome variable. Columns (4)–(6) use
the receiver’s choice of the safe action conditional on the sender’s hiding behavior, bH , as
the outcome variable. The benchmark is the AL treatment. Marginal effects at the mean
are reported.

3



H bH

(1) (2) (3) (4) (5) (6)

OS Treatment -0.014 -0.014 -0.011 0.230*** 0.235*** 0.219***
(0.025) (0.024) (0.048) (0.062) (0.060) (0.061)

Period Effects N Y Y N Y Y
Survey Controls N N Y N N Y

Observations 1120 1120 1120 864 864 864
Pseudo R2 0.000 0.009 0.079 0.038 0.055 0.091

Marginal effects at the mean are reported. Robust standard errors clustered
at the session level are in parentheses, based on 1000 bootstrap replications.
*** p < 0.01, ** p < 0.05, * p < 0.1.

Table B.5: Logit regressions of the treatment effect of prior beliefs under opaque objectives.
Columns (1)–(3) use the sender’s hiding behavior, H, as the outcome variable. Columns (4)–
(6) use the receiver’s choice of the safe action conditional on the sender’s hiding behavior,
bH , as the outcome variable. The benchmark is the OL treatment. Marginal effects at the
mean are reported.

H bH

(1) (2) (3) (4) (5) (6)

OL Treatment 0.066 0.066 0.068 0.001 0.003 -0.013
(0.053) (0.058) (0.086) (0.033) (0.034) (0.030)

Period Effects N Y Y N Y Y
Survey Controls N N Y N N Y

Observations 1120 1120 1120 835 835 835
Pseudo R2 0.005 0.016 0.095 0.000 0.011 0.039

Marginal effects at the mean are reported. Robust standard errors clus-
tered at the session level are in parentheses, based on 1000 bootstrap
replications. *** p < 0.01, ** p < 0.05, * p < 0.1.

Table B.6: Logit regressions of the treatment effect of transparency under large p. Columns
(1)–(3) use the sender’s hiding behavior, H, as the outcome variable. Columns (4)–(6) use
the receiver’s choice of the safe action conditional on the sender’s hiding behavior, bH , as
the outcome variable. The benchmark is the TL treatment. Marginal effects at the mean
are reported.
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H bH

(1) (2) (3) (4) (5) (6)

OS Treatment -0.007 -0.007 -0.025 0.093 0.096 0.109*
(0.051) (0.052) (0.052) (0.072) (0.069) (0.057)

Period Effects N Y Y N Y Y
Survey Controls N N Y N N Y

Observations 1120 1120 1120 860 860 860
Pseudo R2 0.000 0.008 0.040 0.009 0.033 0.087

Marginal effects at the mean are reported. Robust standard errors clus-
tered at the session level are in parentheses, based on 1000 bootstrap
replications. *** p < 0.01, ** p < 0.05, * p < 0.1.

Table B.7: Logit regressions of the treatment effect of transparency under small p. Columns
(1)–(3) use the sender’s hiding behavior, H, as the outcome variable. Columns (4)–(6) use
the receiver’s choice of the safe action conditional on the sender’s hiding behavior, bH , as
the outcome variable. The benchmark is the TS treatment. Marginal effects at the mean
are reported.

H bH

(1) (2) (3) (4) (5) (6)

BL Treatment 0.027 0.027 0.025 -0.183** -0.185** -0.182*
(0.076) (0.070) (0.067) (0.084) (0.089) (0.104)

Period Effects N Y Y N Y Y
Survey Controls N N Y N N Y

Observations 1120 1120 1120 777 777 777
Pseudo R2 0.001 0.020 0.028 0.024 0.038 0.075

Marginal effects at the mean are reported. Robust standard errors clus-
tered at the session level are in parentheses, based on 1000 bootstrap repli-
cations. *** p < 0.01, ** p < 0.05, * p < 0.1.

Table B.8: Logit regressions of the treatment effect of the sender’s objective. Columns (1)–
(3) use the sender’s hiding behavior, H, as the outcome variable. Columns (4)–(6) use the
receiver’s choice of the safe action conditional on the sender’s hiding behavior, bH , as the
outcome variable. The benchmark is the AL treatment. Marginal effects at the mean are
reported.

5



C Instructions

C.1 TL Treatment

Thank you for participating in our study. Please turn off your electronic devices and put

them away. It is very important that you remain silent and do not talk to others.

This is an experiment in decision-making. The earnings you make today will be de-

termined by your decisions and the decisions of others. If you pay close attention to the

instructions, you have the opportunity to make money during this experiment. The earnings

will be paid in addition to your payment for participating in this study. Earnings during the

experiment will be denominated in points, with the following exchange rate: 1 point =10

cents. All of your earnings will be paid to you in private at the end of the experiment.

If you have questions or need assistance during the experiment, please raise your hand

and one of the experimenters will quietly answer your question.

Description

The experiment consists of a game played with a group of two participants. One par-

ticipant will be the “red player” and one participant will be the “blue player.” The game

will be played for 20 rounds. Participants that are red players will always be red players.

Participants that are blue players will always be blue players. However, in each round, the

matching of red player and blue player is random. It is very unlikely that you are paired up

with the same participant in two consecutive rounds.

Each red player has a randomly-determined type, either “Type A” or “Type B.” The

type of a red player is equally likely to be “Type A” or “Type B.” At the beginning of the

experiment, the type of each red player will be randomly determined. Each red player will

then keep the same type throughout the entirety of the experiment.

There can be two possible compensation rules for the red player, either “Rule I” or “Rule

II.” The compensation rule of each red player is equally likely to be “Rule I” or “Rule II.” At

the beginning of the experiment, the compensation rule of each red player will be randomly
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determined. Each red player will then keep the same compensation rule throughout the

entirety of the experiment. The red player’s compensation rule is always known to the

blue player.

The red player will decide between two options, “Option R” and “Option H.” If the red

player chooses Option R, the blue player is informed of the red player’s type. If the red

player chooses Option H, the blue player is not informed of the red player’s type. The blue

players will decide between two options, “Option C” and “Option V.”

The timing of events in each round is as follows:

1. The computer randomly matches participants in pairs.

2. The red player decides between “Option R” and “Option H.”

3. The blue player is informed of the red player’s decision.

4. The blue player decides between “Option C” and “Option V.”

5. Each participant will be informed of his/her individual earnings for the round. Partic-

ipants will not be informed of the earnings of other participants.

The earnings of a red player will be determined by the red player’s type, the red player’s

decision, and the blue player’s decision. The earnings of a blue player will be determined by

the red player’s type and the blue player’s decision.

All information about possible payoffs is provided in tables below. Table 1 provides

possible payoffs when the red player’s compensation rule is Rule I. Table 2 provides possible

payoffs when the red player’s compensation rule is Rule II. In each cell of the table, the

payoff for the red player is on the left, and the payoff for the blue player is on the right.

For each participant, in addition to their $10 participation payment, one round from

round 1 to round 20 will be randomly selected and participants will be paid based on that

round.
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C.2 OL Treatment

Thank you for participating in our study. Please turn off your electronic devices and put

them away. It is very important that you remain silent and do not talk to others.

This is an experiment in decision-making. The earnings you make today will be de-

termined by your decisions and the decisions of others. If you pay close attention to the

instructions, you have the opportunity to make money during this experiment. The earnings

will be paid in addition to your payment for participating in this study. Earnings during the

experiment will be denominated in points, with the following exchange rate: 1 point =10

cents. All of your earnings will be paid to you in private at the end of the experiment.

If you have questions or need assistance during the experiment, please raise your hand

and one of the experimenters will quietly answer your question.

Description

The experiment consists of a game played with a group of two participants. One par-

ticipant will be the “red player” and one participant will be the “blue player.” The game

will be played for 20 rounds. Participants that are red players will always be red players.

Participants that are blue players will always be blue players. However, in each round, the

matching of red player and blue player is random. It is very unlikely that you are paired up

with the same participant in two consecutive rounds.

Each red player has a randomly-determined type, either “Type A” or “Type B.” The

type of a red player is equally likely to be “Type A” or “Type B.” At the beginning of the

experiment, the type of each red player will be randomly determined. Each red player will

then keep the same type throughout the entirety of the experiment.

There can be two possible compensation rules for the red player, either “Rule I” or “Rule

II.” The compensation rule of each red player is equally likely to be “Rule I” or “Rule II.” At

the beginning of the experiment, the compensation rule of each red player will be randomly

determined. Each red player will then keep the same compensation rule throughout the
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entirety of the experiment. The red player’s compensation rule is unknown to the blue

player.

The red player will decide between two options, “Option R” and “Option H.” If the red

player chooses Option R, the blue player is informed of the red player’s type. If the red

player chooses Option H, the blue player is not informed of the red player’s type. The blue

players will decide between two options, “Option C” and “Option V.”

The timing of events in each round is as follows:

1. The computer randomly matches participants in pairs.

2. The red player decides between “Option R” and “Option H.”

3. The blue player is informed of the red player’s decision.

4. The blue player decides between “Option C” and “Option V.”

5. Each participant will be informed of his/her individual earnings for the round. Partic-

ipants will not be informed of the earnings of other participants.

The earnings of a red player will be determined by the red player’s type, the red player’s

decision, and the blue player’s decision. The earnings of a blue player will be determined by

the red player’s type and the blue player’s decision.

All information about possible payoffs is provided in tables below. Table 1 provides

possible payoffs when the red player’s compensation rule is Rule I. Table 2 provides possible

payoffs when the red player’s compensation rule is Rule II. In each cell of the table, the

payoff for the red player is on the left, and the payoff for the blue player is on the right.

For each participant, in addition to their $10 participation payment, one round from

round 1 to round 20 will be randomly selected and participants will be paid based on that

round.
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C.3 TS Treatment

Thank you for participating in our study. Please turn off your electronic devices and put

them away. It is very important that you remain silent and do not talk to others.

This is an experiment in decision-making. The earnings you make today will be de-

termined by your decisions and the decisions of others. If you pay close attention to the

instructions, you have the opportunity to make money during this experiment. The earnings

will be paid in addition to your payment for participating in this study. Earnings during the

experiment will be denominated in points, with the following exchange rate: 1 point =10

cents. All of your earnings will be paid to you in private at the end of the experiment.

If you have questions or need assistance during the experiment, please raise your hand

and one of the experimenters will quietly answer your question.

Description

The experiment consists of a game played with a group of two participants. One par-

ticipant will be the “red player” and one participant will be the “blue player.” The game

will be played for 20 rounds. Participants that are red players will always be red players.

Participants that are blue players will always be blue players. However, in each round, the

matching of red player and blue player is random. It is very unlikely that you are paired up

with the same participant in two consecutive rounds.

Each red player has a randomly-determined type, either “Type A” or “Type B.” The

type of a red player is equally likely to be “Type A” or “Type B.” At the beginning of the

experiment, the type of each red player will be randomly determined. Each red player will

then keep the same type throughout the entirety of the experiment.

There can be two possible compensation rules for the red player, either “Rule I” or “Rule

II.” The compensation rule of each red player is equally likely to be “Rule I” or “Rule II.” At

the beginning of the experiment, the compensation rule of each red player will be randomly

determined. Each red player will then keep the same compensation rule throughout the
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entirety of the experiment. The red player’s compensation rule is always known to the

blue player.

The red player will decide between two options, “Option R” and “Option H.” If the red

player chooses Option R, the blue player is informed of the red player’s type. If the red

player chooses Option H, the blue player is not informed of the red player’s type. The blue

players will decide between two options, “Option C” and “Option V.”

The timing of events in each round is as follows:

1. The computer randomly matches participants in pairs.

2. The red player decides between “Option R” and “Option H.”

3. The blue player is informed of the red player’s decision.

4. The blue player decides between “Option C” and “Option V.”

5. Each participant will be informed of his/her individual earnings for the round. Partic-

ipants will not be informed of the earnings of other participants.

The earnings of a red player will be determined by the red player’s type, the red player’s

decision, and the blue player’s decision. The earnings of a blue player will be determined by

the red player’s type and the blue player’s decision.

All information about possible payoffs is provided in tables below. Table 1 provides

possible payoffs when the red player’s compensation rule is Rule I. Table 2 provides possible

payoffs when the red player’s compensation rule is Rule II. In each cell of the table, the

payoff for the red player is on the left, and the payoff for the blue player is on the right.

For each participant, in addition to their $10 participation payment, one round from

round 1 to round 20 will be randomly selected and participants will be paid based on that

round.
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C.4 OS Treatment

Thank you for participating in our study. Please turn off your electronic devices and put

them away. It is very important that you remain silent and do not talk to others.

This is an experiment in decision-making. The earnings you make today will be de-

termined by your decisions and the decisions of others. If you pay close attention to the

instructions, you have the opportunity to make money during this experiment. The earnings

will be paid in addition to your payment for participating in this study. Earnings during the

experiment will be denominated in points, with the following exchange rate: 1 point =10

cents. All of your earnings will be paid to you in private at the end of the experiment.

If you have questions or need assistance during the experiment, please raise your hand

and one of the experimenters will quietly answer your question.

Description

The experiment consists of a game played with a group of two participants. One par-

ticipant will be the “red player” and one participant will be the “blue player.” The game

will be played for 20 rounds. Participants that are red players will always be red players.

Participants that are blue players will always be blue players. However, in each round, the

matching of red player and blue player is random. It is very unlikely that you are paired up

with the same participant in two consecutive rounds.

Each red player has a randomly-determined type, either “Type A” or “Type B.” The

type of a red player is equally likely to be “Type A” or “Type B.” At the beginning of the

experiment, the type of each red player will be randomly determined. Each red player will

then keep the same type throughout the entirety of the experiment.

There can be two possible compensation rules for the red player, either “Rule I” or “Rule

II.” The compensation rule of each red player is equally likely to be “Rule I” or “Rule II.” At

the beginning of the experiment, the compensation rule of each red player will be randomly

determined. Each red player will then keep the same compensation rule throughout the
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entirety of the experiment. The red player’s compensation rule is unknown to the blue

player.

The red player will decide between two options, “Option R” and “Option H.” If the red

player chooses Option R, the blue player is informed of the red player’s type. If the red

player chooses Option H, the blue player is not informed of the red player’s type. The blue

players will decide between two options, “Option C” and “Option V.”

The timing of events in each round is as follows:

1. The computer randomly matches participants in pairs.

2. The red player decides between “Option R” and “Option H.”

3. The blue player is informed of the red player’s decision.

4. The blue player decides between “Option C” and “Option V.”

5. Each participant will be informed of his/her individual earnings for the round. Partic-

ipants will not be informed of the earnings of other participants.

The earnings of a red player will be determined by the red player’s type, the red player’s

decision, and the blue player’s decision. The earnings of a blue player will be determined by

the red player’s type and the blue player’s decision.

All information about possible payoffs is provided in tables below. Table 1 provides

possible payoffs when the red player’s compensation rule is Rule I. Table 2 provides possible

payoffs when the red player’s compensation rule is Rule II. In each cell of the table, the

payoff for the red player is on the left, and the payoff for the blue player is on the right.

For each participant, in addition to their $10 participation payment, one round from

round 1 to round 20 will be randomly selected and participants will be paid based on that

round.
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C.5 AL treatment

Thank you for participating in our study. Please turn off your electronic devices and put

them away. It is very important that you remain silent and do not talk to others.

This is an experiment in decision-making. The earnings you make today will be de-

termined by your decisions and the decisions of others. If you pay close attention to the

instructions, you have the opportunity to make money during this experiment. The earnings

will be paid in addition to your payment for participating in this study. Earnings during the

experiment will be denominated in points, with the following exchange rate: 1 point =10

cents. All of your earnings will be paid to you in private at the end of the experiment.

If you have questions or need assistance during the experiment, please raise your hand

and one of the experimenters will quietly answer your question.

Description

The experiment consists of a game played with a group of two participants. One par-

ticipant will be the “red player” and one participant will be the “blue player.” The game

will be played for 20 rounds. Participants that are red players will always be red players.

Participants that are blue players will always be blue players. However, in each round, the

matching of red player and blue player is random. It is very unlikely that you are paired up

with the same participant in two consecutive rounds.

Each red player has a randomly-determined type, either “Type A” or “Type B.” The

type of a red player is equally likely to be “Type A” or “Type B.” At the beginning of the

experiment, the type of each red player will be randomly determined. Each red player will

then keep the same type throughout the entirety of the experiment.

The red player will decide between two options, “Option R” and “Option H.” If the red

player chooses Option R, the blue player is informed of the red player’s type. If the red

player chooses Option H, the blue player is not informed of the red player’s type. The blue

players will decide between two options, “Option C” and “Option V.”
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The timing of events in each round is as follows:

1. The computer randomly matches participants in pairs.

2. The red player decides between “Option R” and “Option H.”

3. The blue player is informed of the red player’s decision.

4. The blue player decides between “Option C” and “Option V.”

5. Each participant will be informed of his/her individual earnings for the round. Partic-

ipants will not be informed of the earnings of other participants.

The earnings of a red player will be determined by the red player’s type, the red player’s

decision, and the blue player’s decision. The earnings of a blue player will be determined by

the red player’s type and the blue player’s decision.

All information about possible payoffs is provided in the Table 1 below. In each cell of

the table, the payoff for the red player is on the left, and the payoff for the blue player is on

the right.

For each participant, in addition to their $10 participation payment, one round from

round 1 to round 20 will be randomly selected and participants will be paid based on that

round.
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C.6 BL treatment

Thank you for participating in our study. Please turn off your electronic devices and put

them away. It is very important that you remain silent and do not talk to others.

This is an experiment in decision-making. The earnings you make today will be de-

termined by your decisions and the decisions of others. If you pay close attention to the

instructions, you have the opportunity to make money during this experiment. The earnings

will be paid in addition to your payment for participating in this study. Earnings during the

experiment will be denominated in points, with the following exchange rate: 1 point =10

cents. All of your earnings will be paid to you in private at the end of the experiment.

If you have questions or need assistance during the experiment, please raise your hand

and one of the experimenters will quietly answer your question.

Description

The experiment consists of a game played with a group of two participants. One par-

ticipant will be the “red player” and one participant will be the “blue player.” The game

will be played for 20 rounds. Participants that are red players will always be red players.

Participants that are blue players will always be blue players. However, in each round, the

matching of red player and blue player is random. It is very unlikely that you are paired up

with the same participant in two consecutive rounds.

Each red player has a randomly-determined type, either “Type A” or “Type B.” The

type of a red player is equally likely to be “Type A” or “Type B.” At the beginning of the

experiment, the type of each red player will be randomly determined. Each red player will

then keep the same type throughout the entirety of the experiment.

The red player will decide between two options, “Option R” and “Option H.” If the red

player chooses Option R, the blue player is informed of the red player’s type. If the red

player chooses Option H, the blue player is not informed of the red player’s type. The blue

players will decide between two options, “Option C” and “Option V.”
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The timing of events in each round is as follows:

1. The computer randomly matches participants in pairs.

2. The red player decides between “Option R” and “Option H.”

3. The blue player is informed of the red player’s decision.

4. The blue player decides between “Option C” and “Option V.”

5. Each participant will be informed of his/her individual earnings for the round. Partic-

ipants will not be informed of the earnings of other participants.

The earnings of a red player will be determined by the red player’s type, the red player’s

decision, and the blue player’s decision. The earnings of a blue player will be determined by

the red player’s type and the blue player’s decision.

All information about possible payoffs is provided in the Table 1 below. In each cell of

the table, the payoff for the red player is on the left, and the payoff for the blue player is on

the right.

For each participant, in addition to their $10 participation payment, one round from

round 1 to round 20 will be randomly selected and participants will be paid based on that

round.
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