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from the citizen as well as retain a loyal citizen. We can now add these payoffs to the game 
tree shown in Figure 3.1. The new game tree with the payoffs is shown in Figure 3.2. The 
citizen’s payoffs are shown first because she is the first player to make a choice; the govern-
ment’s payoffs are shown second. A comma separates the payoffs for the players associated 
with each outcome.

We are almost ready to determine what the citizen and government will do in this game. 
Before we do this, however, we make one final assumption. Specifically, we assume that 
E < 1 – c. Think about what this assumption means for a moment. This assumption states 
that the value the citizen gets from exiting is less than the value that the citizen gets from 
successfully using her voice and regaining the benefit taken by the government. This 
assumption simply says that we are considering only the set of social situations in which exit 
is sufficiently unattractive that the value of the government’s responding positively minus the 
cost of using voice is greater than the value offered by exit. If this assumption were not made, 
then the citizen would always exit irrespective of how the government would respond to the 
use of voice. We believe that this assumption makes the situation we are examining between 

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. It is assumed that c, L > 0, and that 
E < 1 – c. The citizen’s payoffs are shown first because she is the first player to make a choice; the government’s 
payoffs are shown second. A comma separates the payoffs for the players associated with each outcome.
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