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Severallstudlesmnd can radically change people’s mental set about what is

normatively appropriate in a social dilemma. For example, different groups of students in one study

o
U

played a dilemma game according to identical rule<with only the name of the game varying>

The students wh<were primed for)nterdependence were later more

cooperative and trusting in a public-goods dilemma.
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@ creative efforts @ situational cues ® cultural differences
@ nonverbal messages ® immediate feedback
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Several studies find situational cues can radically change people’'s mental set about
EIE] £hA 2Exoz arsory
what is normatively appropriate in a social dilemma. For example, different groups of
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students in one study played a dilemma game according to identical rules, with only the
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name of the game varying. Students were much more genercus and cooperative when
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the game was called the “Community Game” than when the same game was labeled

the “Wall Street Game.” In an even more subtle manipulation of social norms, half the
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students in one experiment were primed for interdependence (by completing
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sentences containing words such as “group,” “friendships,” or “together”) while the other

half were primed for independence (by completing sentences containing words such as

‘independent,” “individual,” or “self-contained”). The students who were primed for
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interdependence were later more cooperative and trusting in a public-goods dilemma.
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@ For egmple, different groups(of studentinn one study)played a
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g%ne wa¥alled the “Community Game” than w&n the same
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ggne was Vaeled the “Wall Street Game.”
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(by completing sentences(contalnmg words/such as “group,”
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“friendships,” or “together'))

/such as “independent,” “individual,” or “self—contained')).
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more cooperative and trusting(in a public-goods dilemm
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Several studies find situational cues can radically change people’'s mental set about [ Il
|

For example, different groups of students in one study played a dilemma game
according to identical rules, with only the name of the game varying.

Students were much more generous and cooperative when the game was called the
“Community Game” than when the same game was labeled the “Wall Street Game."

In an even more subtle manipulation of social norms, half the students in one
experiment were primed for interdependence (by completing sentences containing
words such as “group,” “friendships,” or “together”) while the other half were primed for
independence (by completing sentences containing words such as “independent,”
“individual,” or “self-contained”).

The students who were primed for interdependence were later more cooperative and

trusting in a public-goods dilemmma.
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Consider social media. Let's say it's Friday night and you plan to go to the cinema, but you are not
sure what to see. You ask your online friends for their advice. Ten people comment, and seven of

them suggest The Theory of Everything. Did seven people like The Theory of Everything so much

that the movie instantly came to mind when they commented on your post? Maybe. Here is

O 22|

another possibility: one friend recommended the movie on your page and the others were then

biased in that direction. Once a friend or two recommended the film, other friends who did not like
the movie as much refrained from saying so, or even avoided recommending a different film so as
not to offend the others or stand out as a black sheep.
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® How to Choose a Good Movie to Watch OON B EI S D LS aEE
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® @hline Friendship: Easy Come, Easy Go EEE S ATHE O omans
@ Is Advice from Your Online Friends Reliable? EEE ==i ~ rwgﬁgﬁﬂ
® What Makes People Seek for Advice on the Internet? =% EEE .ﬁa lg:g
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Consider social media. Let's say it's Friday night and you plan to go to the cinema,
but you are not sure what to see. You ask your online friends for their advice. Ten

people comment, and seven of them suggest The Theory of Everything. Did seven
REEFEE

people like The Theory of Everything so much that the movie instantly came to mind
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when they commented on your post? Maybe. Here is another possibility: one friend

recommended the movie on your page and the others were then biased in that
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direction. Once a friend or two recommended the film, other friends who did not like

the movie as much refrained from saying so, or even avoided recommending a
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different film so as not to offend the others or stand out as a black sheep.
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Consider social media.

Let's say/t's Friday nigh%nd you plan to go to the cinema,jbut
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You ask your online friends(for their advice)
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[ thew / whow ]
and seven of them suggest The Theory of
=, seven of whom-~

Ten'people comment,
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Everything.

Did sevenypeople like The Theory of Everything so much [that
[ that / which ]

the mSvie instantly catho mind(when they commented/on
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your post)? Maybe.

Here'is anotherypossibility: one\friend recommended the movie

(on your page)and theothers were then biased(in that direction)
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Consider social media.

Let's say it's Friday night and you plan to go to the cinema, but you are not sure what to
see.

You ask your online friends for their advice.

Ten people comment, and seven of them suggest The Theory of Everything.

Did seven people like The Theory of Everything so much that the movie instantly came
to mind when they commented on your post? Maybe.

Here is another possibility: one friend recommended the movie on your page and [l

Once a friend or two recommended the film, other friends who did not like the movie as

much refrained from saying so, or even avoided recommending a different film so as not
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