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What do you expect the players to do in this game? To answer this question, we need to know 

how the players value the different possible outcomes. In Table 3.2, we indicate the payoffs that the 

players associate with each of the five possible outcomes. If the citizen chooses to exit at any point in 

the game, they get what we call their “exit payoff.” We arbitrarily set the value of the citizen’s exit pay-

off at E. The precise value of E in any specific situation will depend on the attractiveness of the citi-

zen’s exit option. Some citizens have more attractive exit options than others. For example, educated 

and wealthy citizens are likely to have a more valuable exit option than less educated and poor citizens 

because they have more options open to them if there’s a negative change to their environment. If 

the citizen chooses to remain loyal at any point in the game, they accept the loss of their benefit, 

and they get nothing, 0. We assume that the use of voice is costly for the citizen, because protesting, 

complaining, lobbying, and taking direct action all require effort that could be put to an alternative 

use. Depending on the country in which they live, voice might be costly in other respects as well. For 

example, one’s involvement in a protest might be met by imprisonment, loss of employment, or even 

death. In other words, the degree of government repression will likely affect the citizen’s cost of using 

voice. For these reasons, the citizen must pay a cost, c > 0, whenever they choose to use voice.

If the government gets to keep the benefit it transferred from the citizen in the prehistory of 

the game, the government gets a payoff of 1.5 We could have chosen any positive number to rep-

resent this payoff, but 1 is the easiest for presentational purposes. Whenever the citizen chooses to 

remain loyal, the government also receives a positive loyalty payoff, L > 0. This additional loyalty 

5 In effect, the citizen had a payoff of 1 in the prehistory of the game but the government took it from them, leaving them 

with nothing. This explains why the citizen receives a payoff of 0 when they choose to remain loyal in the game.

Outcome Description Citizen Government

O1 The government keeps the benefit but 

loses the support of the citizen. The 

citizen opts for some substitute.

E 1

O2 The government keeps both the benefit 

and the support of the citizen. The citizen 

suffers their loss in silence.

0 1 + L

O3 The government returns the benefit to 

the citizen and keeps their support.

1 – c L

O4 The government keeps the benefit but 

loses the support of the citizen. Having 

used their voice, the citizen opts for some 

substitute.

E – c 1

O5 The government keeps both the benefit 

and the support of the citizen. Having 

used their voice, the citizen suffers their 

loss.

0 – c 1 + L

Note: E = citizen’s exit payoff; 1 = value of benefit taken from the citizen by the government; L = government’s value 
from having a loyal citizen who does not exit; c = cost of using voice.

TABLE 3.2 ■    Turning Outcomes into Payoffs




