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|Day 1|
First we assigned 
salient reputations 
(cooperator, defector, 
neutral) to players 
through successive 
games of an iterated 
prisoner’s dilemma.!

!

!

We then associated 
the players with 
“friend” faces through 
a trial and error 
learning association 
task.

|Day 2|

Iterated Prisoner’s Dilemma

Association Task

One Shot Prisoner’s Dilemma

Source Memory Test for Friends

Source Memory Test for Players

•Evaluative conditioning involves the cognitive transfer of the 
affective valence of one object to another through association!
and is the basis for how social preferences are formed.1!

•Evidence suggests that such transfer may occur implicitly.2!

•Humans consciously and unconsciously use direct information 
(facial cues, body language, verbal cues) and indirect 
information (gossip, reputation) to guide interpersonal 
behavior.!
•A reputation is a salient facet of human interactions, carries a 
valence, and can modulate interpersonal behavior. 3,4

We tested how 
participants would treat 
the friends with a one 
shot prisoner’s 
dilemma.

Research Question 

Can an individual’s reputation spread through their social 
network and implicitly bias interactions with people in that 

network?

We then tested 
memory for the 
associations (not 
shown) and whether 
their evaluation of the 
friends corresponded 
to the reputation of                
the associated players.

Finally, we examined if 
they formed and 
remembered the 
player’s reputation with 
a source memory test.

With more participants, we expect to see a significant transfer effect, especially 
between cooperators and defectors.  Additionally, we want to explore measures 
that more directly examine implicitness.!
Unanswered Questions:!
•Does the transferred valence become a feature of the friend? Or is the transfer 
transient, meaning it is only activated due to the friend’s association with a certain 
individual, thus a feature of the association itself?!
•Can other informational domains (personality traits) also spread through a social 
network and bias interpersonal behavior?

1 Walther, E. (2002). Journal of Personality and Social Psychology, 82(6), 919–934.!
2 Hütter et al. (2012). Journal of Experimental Psychology. General, 141(3), 539–57.!
3 Barclay, P. (2006).Evolution and Human Behavior, 27(5), 325–344.!
4 Fehr, E., & Gächter, S. (2002). Nature, 415(6868), 137–40.
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1.Reputation should spread from original players to associated 
friend faces, thereby modulating how participants interact with 
the friend faces. !
• Cooperation levels, cooperative predictions, and cooperative 

evaluations when playing with friend faces should vary 
according to the reputation of the associated original players. !

2. Such transfer of reputation and modulation of behavior can 
occur implicitly.

Payoff matrix used in the game

*

*

**

•Participants learned the reputations of the players, without explicit instruction, and 
were able to retain the reputations a day later which shows that reputation is 
salient.!
•Participants also had strong associative memory for the friend pairs.!
•The cooperation levels in the one shot game varied with the reputations of the 
players, although the effect was not significant. !
•However, cooperation with cooperators (but not defectors) was significantly higher 
than with the new (control) condition. This is an indirect comparison, but it suggests 
that reputation transferred and modified how the participants interacted with the 
friends. However, more statistical power is needed to confirm the transfer.!
•Participants were able to accurately evaluate how often each player would 
cooperate with respect to the reputation. The same pattern can be seen in the 
friend’s evaluation, which also suggests that reputation transferred from player to 
friend, however the magnitude of the transfer is small.!
•While reputation did bias interactions with the friends, the participants were able 
to accurately identify the reputations of the players and their friends, thus the 
implicitness of reputation transfer remains inconclusive.

Participants: 15 undergraduate 
psychology students!
(7 males/8 females,  Age = 19.46 ± .99)

* = p<.05 corrected   ** = p<.01 corrected   * = p<.05 uncorrected
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F(3,42) = 2.35, p = .086 F(2,28) = 10.39, p <.01

F(2,28) = .98, p = .387F(3,42) = .66, p = .584
F(8,112) = 9.92, p <.01


