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ON THE ROBUSTNESS OF BEHAVIOUR IN
EXPERIMENTAL ‘BEAUTY CONTEST’ GAMES*

John Duffy and Rosemarie Nagel

We report and compare results from several different versions of an experimental interactive
guessing game first studied by Nagel (1995), which we refer to as the ‘beauty contest’ game
following Keynes (1936). In these games, groups of subjects are repeatedly asked to simultaneously
guess a real number in the interval [0, 100] that they believe will be closest to 1/2 times either the
median, mean, or maximum of all numbers chosen. We also use our experimental data to test a
simple model of adaptive learning behaviour.

It might have been supposed that competition between expert pro-
fessionals, possessing judgement and knowledge beyond that of the
average private investor, would correct the vagaries of the ignorant
individual left to himself. It happens, however, that the energies and skill
of the professional investor and speculator are mainly occupied otherwise.
For most of these persons are, in fact, largely concerned, not with making
superior long-term forecasts of the probable yield of an investment over its
whole life, but with foreseeing changes in the conventional basis of
valuation a short time ahead of the general public. — John Maynard

Keynes (1936, p. 154).

As Keynes observed, much of professional investment behaviour is concerned
with attempting to keep one step ahead of average behaviour. The average
investor, or in Keynes’ view, ‘ the ignorant individual left to himself’, is unlikely
to disappear, as it is precisely the behaviour of this type of investor that market
professionals are attempting to forecast. In this paper we study the evolution of
behaviour in a number of market-type ‘beauty contest’ games involving
groups of experimental subjects.’ The behaviour of the subjects in these games
has much in common, in flavour if not specifics, with Keynes’ insight regarding
the behaviour of investors in financial markets.

We study variations on the ‘beauty contest’ game that has been conducted
experimentally and analysed previously by Nagel (1995), Stahl (1996) and Ho
et al. (1996). In the version of the game studied in these papers, groups of

* This paper was written while Nagel was a post-doc in the Department of Economics at the University
of Pittsburgh. We thank Colin Camerer, Ido Erev, Nick Feltovich, Al Roth, Dale Stahl, Nick Vriend and
two anonymous referees for helpful comments and suggestions. Duffy acknowledges support from the U.S.
National Science Foundation. The data from the experiments reported in this paper are available on request
from the authors.

! The beauty contest analogy is also due to Keynes (1936, p. 156), who likened professional investment
activity to newspaper beauty contests of the time where readers were asked to choose the six prettiest faces
from among 100 photographs with the winner being the person whose preferences were closest to the average
preferences. The reasoning process that Keynes describes for this beauty contest game applies to the p-mean,
p-median and p-maximum games described below, where p & 1. For p = 1, as in Keynes’ example, different
levels of reasoning cannot be distinguished and therefore it is necessary to choose p # 1. See also Nagel (1995)
and Ho et al. (1996) who also make use of Keynes’ beauty contest metaphor. Nagel (1995) refers to the
‘beauty contest’ game as a guessing game.
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subjects are repeatedly asked to simultaneously guess a real number in the
interval [0, 100]. The winner is the person(s) whose guess is closest, in absolute
value, to p times the mean of all numbers chosen, where p is some pre-
announced fraction (p # 1). The winner of each round wins a fixed prize and
the other participants receive nothing. If there are several winners, the prize is
divided equally among them. For the case where o<p <1, iterated
elimination of dominated strategies leads to a unique Nash equilibrium in
which all players announce o. For the case where p > 1, and a guessing interval
of [e, 100], € > o, the unique Nash equilibrium is for all players to announce
100. When p = 1, the Nash equilibrium is no longer unique; any number in the
guessing interval is a potential Nash equilibrium provided that all players
announce the same number.? We shall focus our attention on the case where
o< p<1. Nagel (1995) and Ho et al. (1996) report that after several
repetitions of the p-mean game where o < p < 1, the mean of all chosen
numbers is consistently and significantly greater than zero, though there is
some tendency for the mean to decline over time.

In this paper we test the robustness of these findings for the p-mean game by
considering two additional experimental treatments and by playing the game
for a longer number of rounds. In the two new treatments, we change the order
statistic of the game, replacing the mean with either the median or the
maximum. We shall refer to the three different games according to the order
statistic used; for example, the p mean game will be referred to simply as the
‘mean’ game. For o < p <3, both the ‘median’ and ‘maximum’ games are
dominance solvable and have the same equilibrium as the mean game, namely
that all players announce zero.?

We chose to examine how players behave in the median and maximum
games in comparison with the mean game, because these two additional
treatments assign very different weight to ‘extreme guesses’ — guesses that lie in
the tails of the sample distributions. In the median game, these extreme guesses
do not affect the value of the median as much as they affect the value of the
mean, since the median is an unbiased measure of central tendency.
Consequently, we hypothesise that by comparison with the mean game, players
in the median game should be relatively less concerned about extreme guesses;
they will therefore be capable of achieving greater coordination and will be
relatively closer to the equilibrium strategy where all announce zero at the end
of the game. By contrast, in the maximum game, the behaviour of the outlier
—the player choosing the highest number —is the primary concern of all
players. Since a single player determines the winning number, we expect that
by comparison with the mean or median games, subjects in the maximum game
will have achieved relatively less coordination, and will therefore be relatively

2 The p = 1 case is similar to the coordination game studied by Van Huyck et al. (1990).

8 Forj < p < 1, the maximum game has no pure equilibria and for p = 3, the equilibrium where all choose
zero is a weak equilibrium. For p < 3, the numbers in [100p, 100] are weakly dominated by 100p. By iterated
elimination of weakly dominated strategies, o is the only non-excluded strategy. For the two player game,
zero is a weakly dominant strategy.
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further from the equilibrium strategy where all announce zero at the end of the
game.

One interpretation of our experiment is that it provides a test of the
importance of framing effects in group decision making.* Since all three
treatments have the same equilibrium, it is clearly the framing of the objective
of each guessing game treatment that must be responsible for any differences
in observed behaviour across the three treatments. However, we believe that
our three treatments also have important economic interpretations as well. As
we have indicated, the three treatments provide a nice spectrum of
environments that may be more or less conducive to the achievement of
coordination by groups of economic agents. In this respect, our experiment is
similar to the various coordination game environments that have been studied
by Van Huyck et al. (1990, 1991). Alternatively one might view the different
environments as giving more or less weight to ‘fundamental’ or ‘speculative’
behaviour. For example, one can view the median game environment as one
in which players may be relatively more concerned with ‘market fundamentals’
such as the fraction p or the previous period’s market average, and relatively
less concerned with speculating about the future actions of other players. By
contrast, one can view the maximum game environment as one in which
players are perhaps relatively less concerned with such market fundamentals,
and relatively more concerned with speculating about the future actions of
those individuals who choose high numbers — Keynes’s ‘ignorant individuals’.

Another purpose of our experiment was to consider the performance of a
simple theory of adaptive learning behaviour — learning direction theory —in
explaining the behaviour of players from period to period across the three
different treatments. According to learning direction theory, the direction of a
player’s action from the previous round to the current round can be explained
by the player’s previous round action in relation to the ex-post optimal action.
This theory of learning behaviour was first proposed by Selten and Stoecker
(1986) and has been applied by Selten and Buchta (1994), Nagel (1995) and
others. In particular, Nagel (1995), Stahl (1996) and Ho et al. (1996) have all
considered learning direction theory as a way of explaining the behaviour of
subjects in the mean game, and so it seemed natural to consider the explanatory
power of learning direction theory for the median and maximum games as well.
While learning direction theory is not easily generalised, Stahl (1996) and
Camerer and Ho (1996) have formulated more general learning models that
incorporate the basic idea of learning direction theory.

I. BEHAVIOUR IN THE MEAN GAME: A MODEL OF ITERATED BEST
REPLY

Nagel (1995) suggested the following ‘descriptive model’ of how subjects might
play the mean game. In round 1, when there is no information about the

4 For an introduction to the issue of framing and some empirical examples, see e.g. Tversky and
Kahneman (1986).
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behaviour of other players, subjects reason that a plausible reference or focal
point is 50, which is the midpoint of the guessing interval [o, 100], and a good
candidate for the mean if one believes that the first round guesses will be
uniformly distributed over [o, 100]. While it is assumed that all players have
the same initial reference point, players may differ according to the depth of
reasoning they employ when determining their guesses for each round of the
game. Denote the guess of player ¢ in round ¢ by g,(¢). Player ¢’s depth of
reasoning in round ¢ (the player’s iterated best reply) is defined as the value of
d that solves

&(0) =m(t—1)p",

where o < p < 1 is the given fraction and m(t—1) denotes the mean from the
previous round; for ¢ = 1, m(0) = 50, the hypothesised initial reference point.
To simplify the analysis we will follow Nagel (1995) and group the continiuous
d values into discrete categories based on neighbourhood intervals centred on
certain integer values: 4 = o, 1, 2 and 3. These neighbourhood intervals have
the boundaries m(t— 1) p?*% and m(t—1)p* 2. Values for d below the lower
bound for the d = o category are lumped together into a single category,
referred to as d < o, as are values for d above the upper bound for the d = g
category, referred to as d > 3. Note that the Nash equilibrium prediction
requires that all players employ a depth of reasoning d = + 00. Using the six
neighbourhood intervals,d < o,d = o, 1, 2, 3 and d > 3, Nagel (1995) observed
that approximately 8o 9, or more of players’ guesses in the first four rounds of
the mean game could be categorised as either d = o, 1, 2 or 3.

A potential difficulty with the mean game is that the mean is a biased
measure of central tendency; it gives relatively more weight to extreme,
‘outlier’ observations. This bias may have affected the behaviour of subjects in
the mean game treatment. Indeed, one observes that in the final rounds of
Nagel’s (1995) 3- and 2-mean game experiments, a few players, perhaps out of
frustration, decided to choose very large numbers—numbers that were
significantly larger than the numbers they chose in earlier rounds. Similarly, in
the 3-mean game sessions that we replicated for this paper, there were some
players in the third and fourth rounds who chose larger numbers than they
chose in either the first or second rounds.

With sample sizes of 13—16 players, these large final round deviations can
and do affect the value of the mean. Subjects who recognise this possibility may
want to avoid using too great a depth of reasoning when determining their
guesses. Thus, while subjects may be capable of higher depths of reasoning —
even at infinite depth of reasoning — the use of the mean as the order statistic
may serve to alter their behaviour so that. it appears as though they are
employing a more shallow depth of reasoning than they might otherwise

5 See also Stahl (1996) who develops a parametric approach that can be used to test the validity of this
depth of reasoning approach. Ho et al. (1996) obtain similar results in the initial rounds of the mean game
using smaller group sizes of three or seven subjects.
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choose. This observation serves as our motivation for comparing behaviour in
the mean game with behaviour in the median and maximum games.

II. EXPERIMENTAL DESIGN

To test our conjectures regarding behaviour in the different treatments, we
conducted 12 experimental sessions. We conducted three sessions each of the 3-
median, 3-mean and 3-maximum games for four rounds, and one session of each
of these three games for ten rounds. For each session we recruited a group of
13—-16 subjects from the undergraduate population at the University of
Pittsburgh (for a total of 175 subjects). Subjects were only allowed to
participate in a single experimental session; no subject had any previous
experience with any of the games.

Each subject was guaranteed a show-up fee of $5. In addition, the winner of
each round was paid $20. If there was more than one winner, the §20 prize was
divided equally among the winners. We explained to subjects in the mean and
median games how the mean and median values are determined. Subjects were
isolated from one another and were not allowed to communicate with each
other. They were informed in advance how many rounds would be played.
Subjects wrote their guesses for each round on cards. The cards were then
collected and the numbers were read aloud as well as written on a black board
without identifying any player. Depending on the game, subjects were
informed of the median, mean or maximum, § times the median, mean or
maximum, and the winning number(s) — the number(s) closest to 3 the median,
mean or maximum. Once this information had been revealed, the next round
of the game was begun.

III. EXPERIMENTAL RESULTS

Fig. 1 shows the cumulative frequencies with which numbers in the [o, 100]
guessing range were chosen in the first four rounds of each treatment using
pooled data from all sessions of a treatment. We observe that by the fourth
round of all median games, 9o %, of guesses are less than ten while by the fourth
round of all maximum games, only 139, of guesses are less than ten; in the
mean games, 76 %, of guesses are less than ten by the fourth round.

First Round Behaviour

In the first round of every session, no subject chose zero. At the other extreme,
the percentage of first round guesses that were weakly dominated (i.e. greater
than 50) was 59, in all median games, 109, in all mean games and 159, in all
maximum games.

To examine whether there were any differences in first round behaviour
across treatments, we pooled data for all four sessions of a given treatment. We
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Fig. 1. Cumulative frequency of guesses in rounds 1—4 } median game.

then conducted non-parametric, robust rank order tests of the null hypothesis
that there is no significant difference in the distribution of first round guesses
between the mean and median games, the mean and maximum games, and the
median and maximum games.® We find that we cannot reject the null
hypothesis of no difference in the distribution of first round guesses between the
mean and median games (p = o'111). However, we can reject this same null
hypothesis in comparisons between the maximum and mean games (p = 0003)
and between the maximum and median games (p = 0-000) in favour of the

® See Siegel and Castellan (1988, pp. 137—43) for a description of the robust rank order test used here.
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Fig. 2. Classification of first round choices according to depth of reasoning for given initial reference
points.

alternative hypothesis that first round guesses are higher in the maximum game
than in either the mean or median games.

In an effort to explain these differences, we classified subjects’ first round
choices according to the six discrete depth of reasoning categories discussed in
Section I. For the mean and median games we used the hypothesised initial
reference point of 50 while for the maximum game we considered both 50 and
100 as initial reference points. From a cognitive point of view, 100 is probably
the more plausible initial reference point for the maximum game since it is the
upper bound to the guessing interval and subjects are specifically instructed to
choose the number they believe will be closest to 3 times the maximum.”

Fig. 2 plots the relative frequency with which the six categories were
observed in the first round of the three treatments. We see that with 50 as the
initial reference point, 739, of first round choices in the mean and median
game are categorised as either d = 1 or d = 2. Similarly, with 100 as the initial
reference point, 759%, of first round choices in the maximum game can be
categorised as either d = 1 or d = 2; if 50 is used as the initial reference point,
only 559, of first round choices in the maximum game can be categorised as
either d = 1 or d = 2. If one assumes that the initial distribution of depths of
reasoning (d values) should be roughly the same across all three treatments,
then the appropriate first round reference point would appear to be 50 in the

" Nagel (1995) and Stahl (1996) found that for different p values in the mean game the most plausible
initial reference point was always 50. See also Ho ¢t al. (1996) who estimate the initial reference point for the
mean game using Nagel’s (1995) data.
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Table 1
Percentage Change in the Median Guess From Round 1 to Round 4
Percentage
change in
median
Game/session guess
1 Median game
Session 1 —840
Session 2 —989
Session 3 —92'3
Session 4 —94'7
1-Mean game
Session 5 —9I'4
Session 6 — 400
Session 7 —91'3
Session 8 —873
1 Maximum game
Session g —107
Session 10 —11'5
Session 11 —70'0
Session 12 —24'4

1-00E+02

1-00E+01

1-00E+00

1-00E-01

1-00E-02

1:-00E-03

Median guess (log sclae)

1-00E—04

1:-00E-05

1-00E—06 1 ] ] ] L I ] L
1 2 3 4 5 6 7 8 9 10

Rounds
A 1/2 Median game @ 1/2 Mean game M 1/2 Maximum game

Fig. 3. The path of the median guess over 10 rounds of each game.

mean and median games, and 100 in the maximum game. This higher initial
reference point in the maximum game may account for the statistically
significant difference that was observed in the distribution of initial guesses
between the maximum game and the mean and median games.
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Table 2
Classification of Choices According to Depth of Reasoning

Relative frequencies*

Round I 2 3 4 5 6 7 8 9 10
(a) 3-Median Game
Session 1
d>3 0'00 000 000 000
d=3 0'00 000 000 000
d=2 027 027 020 047
d=1 047 o027 053 027
d=o 013 013 013 013
d<o 013 033 013 013
Session 2 -
d>3 027 007 007 013
d=3 007 027 033 027
d=2 033 027 027 047
d=1 033 020 013 007
d=o 000 007 000 000
d<o 000 013 020 007
Session 3
d>3 0'00 000 000 000
d=3 000 000 008 046
d=2 023 0931 o023 023
d=1 038 031 054 008
d=o 031 023 o015 008
d<o 008 o015 o000 015
Session 4
d>3 000 000 000 015 008 o000 o015 023 062 100
d=3 008 008 o000 000 008 008 o031 031 023 000
d=2 038 o031 062 046 031 054 054 046 o015 000
d=1 054 038 031 015 008 015 000 000 000 000
d=o 000 023 008 o000 008 008 000 000 000 000
d<o 000 000 000 023 038 015 000 000 000 000
All Sessions N
d>3 007 002 002 007
d=3 004 009 o011 018
d=2 030 029 032 04l
d=1 043 o029 038 o014
d=o o011 016 009 005
d<o o005 o016 o009 014
(b) 3-Mean Game
Session 5
d>3 0'00 000 000 0°00
d=3 006 006 o000 006
d=2 013 050 025 063
d=1 044 013 063 o019
d=o 013 019 006 000
d<o o025 013 o006 013
Session 6
d>3 000 000 000 0°00
d=3 007 o021 036 o021
d=2 043 036 036 007
d=1 043 036 o007 036
d=o 0'00 007 000 021
d<o 007 000 021 014
Session 7
d>3 0’13 000 000 000
d=3 0'00 007 000 000
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Table 2 (cont.)

Relative frequencies*

Round 1 2 3 4 5 6 7 8 9 10
d=2 033 033 047 040
d=1 040 o027 033 o027
d=o 013 013 013 020
d<o 0'00 020 007 013
Session 8
d>3 000 000 000 000 007 000 014 007 007 000
d=3 000 014 000 000 007 014 029 014 014 000
d=2 007 o014 036 o029 o014 036 057 029 029 050
d=1 071 057 043 057 071 029 000 029 029 029
d=o 014 000 014 000 000 014 000 014 000 000
d<o 007 014 007 014 000 007 000 007 021 02I
All Sessions
d>3 0'03 000 000 000
d=3 003 o012 008 o007
d=2 024 034 036 036
d=1 049 032 037 034
d=o o010 o010 008 o010
d<o 0’10 012 010 014
(¢) 3-Maximum Game
Session 9
d>3 0'07 000 000 000
d=3 0’13 007 000 000
d=2 047 053 053 020
d=1 027 033 040 o060
d=o 007 007 007 013
d<o 0'00 000 000 007
Session 10
d>3 0'00 000 000 000
d=3 020 007 007 000
d=2 040 047 047 020
d=1 o33 040 040 080
d=o 007 000 007 000
d<o 000 007 000 0°00
Session 11
d>3 007 007 007 000
d=3 000 013 000 020
d=2 053 047 027 053
d=1 o027 033 067 o013
d=o 0'13 000 000 000
d<o 0'00 000 000 013
Session 12
d>3g 000 000 000 000 000 000 000 000 000 007
d=3g 007 013 000 000 000 000 000 000 000 007
d=2 040 053 040 013 007 027 o000 073 007 080
d=1 033 033 040 087 067 073 08 o027 067 007
d=o 020 000 007 000 020 000 013 000 007 000
d<o 000 000 013 000 007 000 007 000 020 000
All Sessions
d>3 003 002 002 000
d=3 0’10 010 002 005
d=2 045 050 042 027
d=1 030 035 047 o060
d=o 012 002 005 003
d<o 000 002 003 005

* Modal frequencies are underlined.
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Behaviour Over Time

In Table 1 we report the percentage change in the median guess from the first
to the fourth round of each individual session. We see that the percentage
changes in the median guess from round 1 to round 4 are generally largest (in
the direction of zero) in the median game sessions, and generally smallest in the
maximum game sessions in accordance with our hypotheses. To test whether
these percentage changes are significantly different from one another, we again
performed a robust rank order test using the data of Table 1.

We find that the percentage changes in the median guess from rounds 1 to
4 are significantly larger in the median game than in the mean game
(p = o'100). Similarly, we find that the percentage changes in the median guess
over rounds 1—4 are significantly larger in the mean game than in the
maximum game (p = o'025). It follows that the percentage changes in the
median guess over rounds 1—4 are also significantly larger in the median game
as compared with the maximum game (p = 0-000). These differences in the
evolution of the median guess over time appear to persist beyond the first four
rounds; Fig. 3 plots the path taken by the median guess in each of the single
ten-round sessions that we conducted for each game. We see that at the end of
ten rounds, the median guess in the median game is closest to the Nash
equilibrium prediction while the median guess in the maximum game remains
furthest from the equilibrium outcome.

To examine the reasoning process that subjects followed in rounds 2 to 10,
we can use the same classification scheme for depth of reasoning that was
used for the first round guesses. Now, however, we use as the reference point,
the previous period’s mean, median or maximum, depending upon the
treatment. That is, player ’s depth of reasoning in rounds ¢t = 2, 3,..., 10 is the
value of d that solves

&(t) = m(t—1)p",

where m(¢— 1) now represents the previous period’s announced mean, median
or maximum value. Tables 2(a)—(c) report for the median, mean and
maximum game treatments, the relative frequency of choices in the
neighbourhood categories of d < 0,d = 0, 1, 2, 3 and d > 3. We see that across
all three treatments, the modal depth of reasoning categories (which are
underlined) in rounds 2—4 are typically d = 1 or d = 2, as was the case for the
first round. Indeed, over the first four rounds of every session, the majority of
choices lie below the d = 3 category. If we consider the percentage of all guesses
that are categorised as being either d = 3 or d > 3 in each round we cannot
reject, using rank order tests at the 109, significance level, the null hypothesis
of no significant difference in these percentages between any two of the three
treatments. Thus, like Nagel (1995), we do not find any significant evidence
that subjects employ increasing depths of reasoning over the first four rounds
of the ‘beauty contest’ game. However, when we consider the ten round
sessions, there is some evidence that players do employ greater depths of
reasoning over time. This is most apparent in the final four rounds (7—10) of

© Royal Economic Society 1997
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the 3-median game, where we observe that all choices are classified as d = 2 or
higher. By contrast, there is no evidence of increasing depth of reasoning in the
longer, ten-round version of the maximum game. These findings suggest that
if subjects are given enough time, and an environment where outliers have little
influence, they may indeed learn to employ greater depths of reasoning.

IV. LEARNING DIRECTION THEORY

Following Nagel (1995), we examine whether players’ behaviour from round
to round follows the predictions of a simple adaptive learning scheme known
as ‘learning direction’ theory (see Selten and Stoecker (1986)). This theory
suggests that players adjust their decisions from round to round using an ex-post
reasoning process based on the previous period’s outcome. In the case of the
‘beauty contest’ game, if player ¢’s guess in the previous round, g;({—1), was
higher than the winning number in the previous round, p x m(t— 1), the theory
predicts that player ¢ will employ a greater depth of reasoning in round ¢ by
decreasing his adjustment ratio,
&(?)

m(t—1)’
given the current reference point of m(¢—1), i.e.

&(f) g&t—1)
m(i—1) " m(i—2)’

gt—1)>pxm(t—1)=>

Analogously, if player #’s guess in the previous round was lower than the
winning number in the previous round, then the theory predicts that player ¢
will employ a more shallow depth of reasoning when forming his guess for the
current round by increasing his adjustment ratio given the current reference
point of m(t—1), i.e.

&) _ &lt=1)
m(t—1) " m(t—2)

g(t—1)<pxm(t—1)=

Nagel (1995) found that a majority of players’ actions in the first four rounds
of the p-mean game were consistent with the predictions of learning direction
theory. While there are a number of other learning models that could be
applied to the data obtained from our ‘experiments (e.g. naive, adaptive or
Bayesian learning models), our aim in this paper is not to test all of these
competing theories, but rather to examine whether learning direction theory
continues to be a good predictor of subject behaviour when the order statistic
of the ‘beauty contest’ game is changed or when the number of rounds played
of the game is increased.®

® See Stahl (1996) for an econometric analysis of how well learning direction theory compares with other
learning theories using Nagel’s (1995) data for the p-mean game. See also Ho et al. (1996) who compare the
performance of learning direction theory with other theories of player behaviour using data collected from
1o-round experimental sessions of the mean game involving small groups of subjects.
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Table g (a) reports the frequencies of adjustment behaviour over rounds 1—4
using pooled data from all four sessions of each treatment. The data are
categorised according to whether players’ previous round guesses were greater
than or less than the winning number and also according to whether players
increased or decreased their adjustment ratios in the subsequent round. If in
the current round, a player’s guess turns out to have been greater than (less
than) } the reference point, learning direction theory predicts that in the
following round, the adjustment ratio

&%)

m(t—1)’

will be decreased (increased) relative to subject’s previous adjustment ratio.
The frequencies of behaviour that are consistent with the predictions of
learning direction theory are noted in boldface type and the total frequency of
behaviour that is consistent with learning direction theory (LDT) is also noted.

We see that with a single exception (the transition from rounds 1 to 2 of the
3-median game), an average of more than 659, of transition behaviour is
consistent with the predictions of learning direction theory using pooled data
for all three treatments. This finding is consistent with Nagel’s (1995) finding
for the p-mean game. A particularly interesting finding in Table 3 (a) is that
players’ depths of reasoning do not necessarily increase over time. In the first
few rounds of the maximum game we see that a majority of players find that
they are consistently below } the reference point, and subsequently, most of
these players choose to employ a more shallow depth of reasoning over time
(they increase their adjustment ratio upwards). This type of behaviour is
consistent with the predictions of learning direction theory, but runs counter to
the common (game-theoretic) wisdom that players in all of these games should
employ greater depths of reasoning over time.

In Table 3(b) we disaggregate some of the findings reported in Table 3 (a)
and note the frequency with which adjustment behaviour from one round to
the next is consistent with the predictions of learning direction theory in each
of our 12 sessions. Using this session-level frequency data, we can test whether
learning direction theory provides a plausible characterisation of our data. The
null hypothesis is that the frequency of adjustment behaviour that is consistent
with learning direction theory should, on average, equal o'5. That is, in Table
3 (), for each transition period, we should observe roughly equal numbers of
frequencies that are less than o'5 as we observe frequencies that are greater than
0'5. We use the binomial test to determine whether we can reject this null
hypothesis for each of the three round-to-round transitions using the 12 session-
level observations reported in Table 3 (5).? We find that we can reject the null
hypothesis for each of the three round-to-round transitions at a significance
level that is always less than 109,. We conclude that learning direction theory
is a plausible way of characterising transition behaviour over the first four
rounds of all three treatments.

® See Siegel and Castellan (1988, pp. 38—44) for a description of the binomial test used here.
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Table 3

(a) Used pooled data on rounds 1—4

1697

Rounds Rounds Rounds
Adjustment ratio is 1-2 2-3 34
1-Median game
guess was
> 1 Ref. Pt. Decreased 036 0’59 0'59
Increased 0'50 023 0'34
<1Ref Pt. Increased 013 014 007
Decreased 002 004 0'00
Consistent with LD.T.* o049 073 066
1-Mean game
guess was
> 3 Ref. Pt. Decreased 0’59 0'49 047
Increased 027 027 025
<3 Ref Pt. Increased o010 024 022
Decreased 0'03 000 005
Consistent with L.D.T. 069 073 069
1 Maximum game
guess was
> 1 Ref. Pt. Decreased 022 o021 039
Increased 003 0’14 006
<1Ref Pt. Increased 054 0'57 0'49
Decreased 021 0'07 0'07
Consistent with L.D.T. 076 078 088

(6) The frequency with which adjustment behaviour is consistent with the prediction of learning
direction theory over rounds 1—4 of each session

Rounds Rounds Rounds

1-2 2-3 34

1-Median game

Session 1 0'47 080 073

Session 2 067 060 087

Session 3 0'46 077 062

Session 4 0'31 077 046
1-Mean game

Session 5 075 063 083

Session 6 071 071 079

Session 7 060 080 0'53

Session 8 071 079 057
1-Maximum game

Session g 087 087 1:00

Session 10 080 073 0'93

Session 11 067 073 080

Session 12 073 087 073
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Table g (cont.)

(¢) Using data or rounds 5-10 from the single ten-round session of each treatment

Rounds Rounds Rounds Rounds Rounds Rounds

Adjustment ratio is 45 56 67 78 8-9 9-10
1-Median game
guess was
> 1 Ref. Pt. Decreased 062 069 077 038 069 062
Increased 0'23 000 015 046 008 0°31
< 1Ref Pt Increased o015 0'31 008 008 015 008
Decreased 000 000 0'00 008 008 0'00

Consistent with L.D.T. 077 100 085 046 084 070
i-Mean game

guess was
> 1 Ref. Pt. Decreased 0’57 0'50 007 021 043 0'36
Increased 014 036 000 064 021 021
<} Ref. Pt. Increased 021 014 007 014 036 043
Decreased 0'07 0'00 086 0'00 0°00 0'00

Consistent with L.D.T. 078 064 014 035 079 079

i-Maximum game

guess was
> 1 Ref. Pt. Decreased 0'33 027 027 007 000 007
Increased 067 0'00 067 0'00 100 0°00
<1Ref Pt. Increased 0'00 027 ooy 0°00 0'00 0'00
Decreased 0'00 047 0'00 0'93 0°00 0'93

Consistent with L.D.T. 0'33 0'54 0'34 0'07 0'00 0'07

* Sum of the frequency numbers in boldface type which are consistent with the predictions of learning
direction theory.

Table g (c) repeats the analysis of Table 3 (a) but for the remaining six round-
to-round transitions in each of the ten-round sessions for each treatment. We
see that when the number of rounds played is increased beyond four, learning
direction theory may fail to predict the transition behaviour of the majority of
subjects. Indeed, in the maximum game, an average of only 22:5% of
adjustment behaviour over the last six rounds is consistent with the theory.
However, in the median game, the behaviour of the majority of subjects
remains consistent with the predictions of the theory in all but one transition
period while in the mean game, the behaviour of the majority of subjects is
consistent with the theory in all but two transition periods.®

These differences may be explained by the theory’s assumption that subjects
form their next round guesses conditional only on the outcome (the winning
number) of the previous round. When the winning number of the previous
round appears to be following a clear trend, then it is perhaps reasonable for
subjects to condition their next round guesses solely upon the winning number
of the previous round. This appears to be the case in the ten-round median
game where extreme ‘outlier’ guesses have little influence, and consequently,
the median guess and the winning number are monotonically decreasing over
time. However, when the winning number of the previous round occasionally
deviates from an established trend due to one or a few extreme guesses as in the

10" A statistical test of whether learning direction theory is a good predictor of transition behaviour in the
longer ten-round games would require that we have more than a single observation for each treatment.
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ten-round version of the mean game, or when the winning number does not
appear to follow any discernible trend, as in the ten-round session of the
maximum game (see Fig. 3), then it may be less reasonable for subjects to form
guesses that are conditional only on the winning number of the previous round.
Thus, predictions such as those of learning direction theory that are based
solely on the outcome of the previous round may continue to perform relatively
well in those circumstances where aggregate behaviour adheres to a certain
established trend, but may perform poorly otherwise.'!

V. CONCLUSIONS

We have examined the robustness of behaviour across three different
experimental treatments of the ‘beauty contest’ game. All three versions of the
game have the same equilibrium prediction, namely that all players announce
zero. Therefore, the differences in behaviour that we observe across the three
treatments must be due to the various ways in which the problem is framed. We
have suggested how the different ways of framing the ‘beauty contest’ game
may lead to more or less coordination by groups of experimental subjects, or
alternatively, how these different environments may encourage behaviour that
is relatively more ‘fundamental’ or more ‘speculative’ in nature.

We find that behaviour in the mean and median games is similar with
respect to first round choices, depth of reasoning and the direction of learning.
However, we also find evidence suggesting that the percentage change in
guesses over rounds 1—4 is significantly larger in the direction of zero in the
median game than in the mean game. Furthermore, we observe that in the final
rounds of the longer, ten-round median game session, subjects appear to be
increasing their depths of reasoning whereas the same cannot be said for the
mean game. We conclude that there is support for our hypothesis that guesses
in the median game will be closer to the Nash equilibrium prediction as
compared with guesses in the mean game.

We find even stronger support for our hypothesis regarding behaviour in the
maximum game. First round choices in the maximum game are significantly
higher than in either the mean or median games. Furthermore, percentage
changes in guesses over rounds 1—4 are significantly smaller in the direction of
zero in the maximum game as compared with either the mean or median
games. Data from the ten-round sessions suggest that these differences between
the maximum game and the mean and meédian games persist beyond the fourth
round.'?

11 This explanation might well account for Ho et al.’s (1996) rejection of learning direction theory in their
ten-round versions of the mean game using small group sizes.

12 The relatively slower rate of convergence in the maximum game and our explanation for this finding
may also account for Ho et al.’s (1996) finding that convergence to equilibrium in the mean game is slower
with smaller group sizes of three players as compared with larger group sizes of seven players. In the smaller
group size of three players, each individual player has a relatively greater influence on the value of the
winning number. In this respect, the smaller group size treatment is most similar to our maximum game
environment, where a single player determines the value of the winning number.
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When we examine the direction of learning we find that the behaviour of the
majority of subjects is consistent with the predictions of learning direction
theory over the first four rounds of all three treatments and we are able to reject
the null hypothesis that the predictions of learning direction theory are not
useful in characterising adjustment behaviour in these early rounds. However,
we find that learning direction theory frequently fails to predict the majority
of subjects’ actions in the later rounds of the maximum game, and is also
somewhat less accurate in predicting behaviour in the mean game. This failure
of learning direction theory in the later rounds of these games is likely due to
the theory’s use of the previous period’s winning number as the reference point.
Despite the limitations of learning direction theory, we believe that this theory
serves as an important building block for more complex models of learning
behaviour. It may be especially useful for characterising behaviour in the initial
stages of games such as the ‘beauty contest’ game when players have little
experience with the environment.

Unuwersity of Pittsburgh
Universitat Pompeu Fabra

Date of receipt of final typescript: February 1997

REFERENCES

Camerer, C. and Ho, T.H. (1996). ‘Experience-weighted attraction learning in games: a unifying
approach.’ Working paper.

Ho, T. H., Weigelt, K. and Camerer, C. (1996). ‘Iterated dominance and iterated best-response in
experimental p-beauty contests.’ Social Science Working Paper 974, California Institute of Technology.

Keynes, J. M. (1936). The General Theory of Employment, Interest and Money. New York: Harcourt Brace and
Co.

Nagel, R. (1995). ‘Unraveling in guessing games: an experimental study.’ American Economic Review, vol. 85,
no. 5, pp. 1313—26.

Selten, R. and Buchta, J. (1994). ‘Experimental sealed bid first price auction with directly observed bid
functions.” Discussion Paper No. B-270, University of Bonn.

Selten, R. and Stoecker, R. (1986). ‘End behaviour in sequences of finite prisoner’s dilemma supergames:
a learning theory approach.’ Journal of Economic Behaviour and Organization, vol. 7, no. 1, pp. 47—70.

Siegel, S. and Castellan, N. J. (1988). Nonparametric Statistics for the Behavioural Sciences. 2nd ed. New York:
McGraw Hill.

Stahl, D. O. (1996). ‘Boundedly rational rule learning in a guessing game.’ Games and Economic Behaviour,
vol. 16, pp. 303—30.

Tversky, A. and Kahneman, D. (1986). ‘Rational choice and the framing of decisions.” Journal of Business,
vol. 59, pp. S251—78.

Van Huyck, J. B., Battalio, R. and Beil, R. (1990). ‘ Tacit coordination games, strategic uncertainty, and
coordination failure.” American Economic Review, vol. 8o, no. 1, pp. 234—48.

Van Huyck, J. B., Battalio, R. and Beil, R. (1991). ‘Strategic uncertainty, equilibrium selection principles,
and coordination failure in average opinion games.’ Quarterly Journal of Economics, vol. 106, pp. 885—911.

© Royal Economic Society 1997



http://www.jstor.org

LINKED CITATIONS
- Pagelof 3-

You have printed the following article:

On the Robustness of Behaviour in Experimental "Beauty Contest’ Games

John Duffy; Rosemarie Nagel

The Economic Journal, Vol. 107, No. 445. (Nov., 1997), pp. 1684-1700.

Stable URL:

http://links.stor.org/sici 2sici=0013-0133%28199711%29107%3A 445%3C1684%3A OTROBI %3E2.0.CO%3B2-H

This article references the following linked citations. If you are trying to access articles from an
off-campus location, you may be required to first logon via your library web site to access JSTOR. Please
visit your library's website or contact a librarian to learn about options for remote access to JSTOR.

[Footnotes]

"Unraveling in Guessing Games; An Experimental Study
Rosemarie Nagel

The American Economic Review, Vol. 85, No. 5. (Dec., 1995), pp. 1313-1326.
Stable URL:

http://links.jstor.org/si ci ?sici=0002-8282%28199512%2985%3A 5%3C1313%3AUI GGA E%3E2.0.CO0%3B2-V

"Unraveling in Guessing Games: An Experimental Study
Rosemarie Nagel

The American Economic Review, Vol. 85, No. 5. (Dec., 1995), pp. 1313-1326.
Stable URL:

http://links.jstor.org/sici?sici=0002-8282%28199512%2985%3A 5%3C1313%3A UI GGAE%3E2.0.CO%3B2-V

“Tacit Coordination Games, Strategic Uncertainty, and Coordination Failure
John B. Van Huyck; Raymond C. Battalio; Richard O. Beil

The American Economic Review, Vol. 80, No. 1. (Mar., 1990), pp. 234-248.

Stable URL:

http://linksjstor.org/sici ?sici=0002-8282%28199003%2980%3A 1963C234%3A TCGSUA %3E2.0.CO%3B2-U

“Rational Choice and the Framing of Decisions
Amos Tversky; Daniel Kahneman
The Journal of Business, Vol. 59, No. 4, Part 2: The Behavioral Foundations of Economic Theory.
(Oct., 1986), pp. S251-S278.
Stable URL:
http:/links.jstor.org/sici 25 ci=0021-9398%28198610%2959%63A 4%63CS251%3A RCATFO%3E2.0.CO%3B2-C
NOTE: The reference numbering fromthe original has been maintained in this citation list.


http://links.jstor.org/sici?sici=0013-0133%28199711%29107%3A445%3C1684%3AOTROBI%3E2.0.CO%3B2-H&origin=JSTOR-pdf
http://links.jstor.org/sici?sici=0002-8282%28199512%2985%3A5%3C1313%3AUIGGAE%3E2.0.CO%3B2-V&origin=JSTOR-pdf
http://links.jstor.org/sici?sici=0002-8282%28199512%2985%3A5%3C1313%3AUIGGAE%3E2.0.CO%3B2-V&origin=JSTOR-pdf
http://links.jstor.org/sici?sici=0002-8282%28199003%2980%3A1%3C234%3ATCGSUA%3E2.0.CO%3B2-U&origin=JSTOR-pdf
http://links.jstor.org/sici?sici=0021-9398%28198610%2959%3A4%3CS251%3ARCATFO%3E2.0.CO%3B2-C&origin=JSTOR-pdf

http://www.jstor.org

LINKED CITATIONS
- Page2 of 3 -

"Unraveling in Guessing Games: An Experimental Study
Rosemarie Nagel

The American Economic Review, Vol. 85, No. 5. (Dec., 1995), pp. 1313-1326.
Stable URL:

http://links.jstor.org/sici?sici=0002-8282%28199512%2985%3A 5%3C1313%3A UI GGAE%3E2.0.CO%3B2-V

"Unraveling in Guessing Games: An Experimental Study
Rosemarie Nagel

The American Economic Review, Vol. 85, No. 5. (Dec., 1995), pp. 1313-1326.
Stable URL:

http://links.jstor.org/si i ?sici=0002-8282%28199512%2985%3A 5%3C1313%3AUI GGAE%3E2.0.CO%3B2-V

“Unraveling in Guessing Games: An Experimental Study
Rosemarie Nagel

The American Economic Review, Vol. 85, No. 5. (Dec., 1995), pp. 1313-1326.
Stable URL:

http://links.jstor.org/sici?sici=0002-8282%28199512%2985%3A 5%3C1313%3A UI GGAE%3E2.0.CO%3B2-V

Refer ences

Unraveling in Guessing Games. An Experimental Study
Rosemarie Nagel

The American Economic Review, Vol. 85, No. 5. (Dec., 1995), pp. 1313-1326.
Stable URL:

http://links.jstor.org/si ci ?sici=0002-8282%28199512%2985%3A 5%3C1313%3AUI GGAE%3E2.0.CO%3B2-V

Rational Choice and the Framing of Decisions
Amos Tversky; Daniel Kahneman

The Journal of Business, Vol. 59, No. 4, Part 2: The Behavioral Foundations of Economic Theory.
(Oct., 1986), pp. S251-S278.
Stable URL:

http://links.jstor.org/sici?sici=0021-9398%28198610%2959%3A 4%3CS251%3ARCATFO%3E2.0.CO%3B2-C

NOTE: The reference numbering fromthe original has been maintained in this citation list.


http://links.jstor.org/sici?sici=0002-8282%28199512%2985%3A5%3C1313%3AUIGGAE%3E2.0.CO%3B2-V&origin=JSTOR-pdf
http://links.jstor.org/sici?sici=0002-8282%28199512%2985%3A5%3C1313%3AUIGGAE%3E2.0.CO%3B2-V&origin=JSTOR-pdf
http://links.jstor.org/sici?sici=0002-8282%28199512%2985%3A5%3C1313%3AUIGGAE%3E2.0.CO%3B2-V&origin=JSTOR-pdf
http://links.jstor.org/sici?sici=0002-8282%28199512%2985%3A5%3C1313%3AUIGGAE%3E2.0.CO%3B2-V&origin=JSTOR-pdf
http://links.jstor.org/sici?sici=0021-9398%28198610%2959%3A4%3CS251%3ARCATFO%3E2.0.CO%3B2-C&origin=JSTOR-pdf

http://www.jstor.org

LINKED CITATIONS
- Page3of 3-

Tacit Coordination Games, Strategic Uncertainty, and Coor dination Failure
John B. Van Huyck; Raymond C. Battalio; Richard O. Bell

The American Economic Review, Vol. 80, No. 1. (Mar., 1990), pp. 234-248.
Stable URL:

http://links.jstor.org/si ci?sici=0002-8282%28199003%2980%3A 1%3C234%3A TCGSUA %3E2.0.CO%3B2-U

Strategic Uncertainty, Equilibrium Selection, and Coordination Failurein Average Opinion
Games

John B. Van Huyck; Raymond C. Battalio; Richard O. Beil

The Quarterly Journal of Economics, Vol. 106, No. 3. (Aug., 1991), pp. 885-910.
Stable URL:

http://links.jstor.org/si ci ?sici=0033-5533%28199108%29106%3A 3%3C885%3A SUESA C%3E2.0.C0%3B2-0

NOTE: The reference numbering fromthe original has been maintained in this citation list.


http://links.jstor.org/sici?sici=0002-8282%28199003%2980%3A1%3C234%3ATCGSUA%3E2.0.CO%3B2-U&origin=JSTOR-pdf
http://links.jstor.org/sici?sici=0033-5533%28199108%29106%3A3%3C885%3ASUESAC%3E2.0.CO%3B2-0&origin=JSTOR-pdf



