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loyal at the beginning of the game. If the citizen had used their voice, the government would 

have ignored them, at which point the citizen would have decided to remain loyal. The observed 

outcome of this game is that the citizen remains loyal from the beginning and the government 

gets to keep the benefit. The payoffs associated with this outcome are 0 for the citizen and 1 + L 

for the government, that is, (0, 1 + L).

EVALUATING THE EXIT, VOICE, AND LOYALTY GAME

What can we learn from these various scenarios in the EVL Game about the balance of power 

between citizens and the government? A summary of the subgame perfect equilibria with their 

expected outcomes is shown in Table 3.3. Several important conclusions about the power rela-

tionship between citizens and governments can be learned from this game. The first is that the 

citizen is able to exert power over the government only when two conditions are met: (1) the 

citizen must have a credible exit threat (E > 0) and (2) the government must be dependent on 

the citizen (L > 1).7 You might have thought a citizen could exert influence over the government 

whenever they have a credible exit threat. But this is clearly not the case. The government must 

also be dependent for the citizen with a credible exit threat to be able to influence it. A citizen 

with a credible exit threat does have an advantage in relation to one without such a threat, 

because the citizen with a credible exit threat has the realistic option of exiting, whereas the 

other citizen doesn’t. Our point here, though, is that having a credible exit option itself isn’t 

sufficient for the citizen to be able to exert influence over the government. Put differently, an 

autonomous government will never respond positively even if the citizen has a credible exit 

threat.

7 You might be wondering why a government would ever be dependent on a single citizen. They probably wouldn’t be. 

However, we can easily think of the citizen in the Exit, Voice, and Loyalty Game as representing some collective group or 

voting bloc. Obviously, for individuals to exert influence as a group, they must be able to collectively mobilize and organize. 

This can be difficult. Social scientists refer to the difficulties that individuals face when trying to mobilize as a group as 

collective action problems and we’ll examine them in some detail in Chapter 8. While we don’t wish to underestimate the 

difficulties that citizens face in overcoming collective action problems, our primary focus here is on understanding the 

power relationship between citizens and governments when collective action problems either don’t exist or have already 

been solved. In this respect, the Exit, Voice, and Loyalty Game indicates that while overcoming collective action problems 

may be necessary for citizens to be able to influence the government, it is far from sufficient.

The Government

The citizen

Is autonomous

(L < 1)

Is dependent

(L > 1)

Has a credible exit threat

(E > 0)

(Exit, Exit; Ignore)

Outcome 1

(Voice, Exit; Respond)

Outcome 3

Has no credible exit threat

(E < 0)

(Loyalty, Loyalty; Ignore)

Outcome 2

(Loyalty, Loyalty; Ignore)

Outcome 2

TABLE 3.3 ■    Summary of Subgame Perfect Equilibria and Outcomes




