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A Appendix: Comparison of Sample Populations
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Figure 6: Comparison of Sample Distributions Pictured here are distribution for the Leader

and Control samples for Age, Education Level, Socio-Economic Status, and scores on the Cognitive Reflecf-

tion Task and Wechsler Adult Intelligence Scale. Outliers are labeled as blue dots (•).
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B Appendix: Leadership Scales

Objective Leadership Scale

Composite of the following questions (↵ = .80):

1. “How many people do you manage?”

2. “How many people are subordinate to you?”

3. “What is the maximum number of people that you have managed?”

4. “What is the maximum number of people that have been subordinate to you?”126

Subjective Power Position Scale

Composite of the following questions (↵ = .91):

1. “How much power do you have at work?”

2. “I can punish or reward subordinates”

3. “My opinion is accorded considerable respect/attention”

4. “I am expected to motivate my subordinates”

5. “I supervise subordinates and evaluate or correct their work as necessary.”

126Items were square-root transformed to reduce skewness.
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C Appendix: Essay Instructions for Study 1

Status Threat Condition

We’d now like to ask you to use your imagination. The goal is to imagine the situation
described below as vividly, and in as much detail, as possible.

Think about your present position at work. Now think about the possibility that
you could potentially LOSE STATUS (prestige and/or social standing) in the eyes of
your fellow group members (i.e., peers/colleagues). Focus on a situation where you feel
a real possibility of losing status within the group (e.g., about a 50% chance of losing
status) but have not actually lost status yet.

For example, in the field of academia, a professor filling this out might imagine losing
status when the failed results of a major research project are revealed.

Please describe a real possibility for how you could lose status in your group — what
would happen, how you would feel, etc. — in as much detail as possible. (Please spend
about 3-5 minutes writing).

Please write honestly and without self-censoring. All your responses are confidential,
not traceable to you individually and never reported with identifying information.

Status Gain Condition

We’d now like to ask you to use your imagination. The goal is to imagine the situation
described below as vividly, and in as much detail, as possible.

Think about your present position at work. Now think about the possibility that
you could potentially GAIN STATUS (prestige and/or social standing) in the eyes of
your fellow group members (i.e., peers/colleagues). Focus on a situation where you
feel a real possibility of gaining status within the group (e.g., about a 50% chance
of gaining status) but have not actually gained status yet. For example, in the field
of academia, a professor filling this out might imagine gaining status when a major
research experiment reveals ground-breaking new data that will be published.

Please describe a real possibility for how you could gain status in your group — what
would happen, how you would feel, etc. — in as much detail as possible. (Please spend
about 3-5 minutes writing)

Please write honestly and without self-censoring. All your responses are confidential,
not traceable to you individually and never reported with identifying information.
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Neutral Condition

We’d now like to ask you to use your imagination. The goal is to imagine the situation
described below as vividly, and in as much detail, as possible.

Think about your present position at work. Now imagine an AVERAGE, NORMAL,
TYPICAL WORKDAY in the future. Please describe this average, normal, typical
workday — what would happen, how you would feel, etc. — in as much detail as
possible. (Please spend about 3-5 minutes writing)

Please write honestly and without self-censoring. All your responses are confidential,
not traceable to you individually and never reported with identifying information.
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D Appendix: Island Game Instructions

Figure 7: Screen Capture of Island Game Task

Introduction

In this next part of the experiment, you are going to participate in a task called the
“Strategy Game.” The grand prize in Strategy Game is $200 cash.

Strategy Game focuses on a piece of territory that is controlled by two players, each
represented by a color. Your color is green, so the territory marked in green is yours.
The other player’s color is brown, so any territory colored brown is controlled by the
other player, and not controlled by you.

You will start with a certain number of units. These units can be used in two ways.
First, they can be allocated in order to capture more territory. Second, they can be
redeemed for cash at the rate of $1 for 10 units. Whenever you like, you may end
the game and trade in your remaining units for real money (paid at the end of the
experiment).

To start with, each player, green and brown, has control of 50% of the territory. Strat-
egy Game is divided into a number of “rounds.” Each round consists of 1 turn by each
of the two players. For each turn, you will be able to decide between two options:
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1. Walk away

2. Continue fighting

If you choose (1) and “walk away,” the game will end and you will receive the amount of
money that corresponds to the number of units that you still possess (10 units = $1.00).

Allocating Units

If you choose (2) “continue fighting,” you will then be asked how many units you would
like to invest (“allocate”) in this turn to try to capture more territory. The outcome
for each particular turn - how much territory is captured - is partly a function of the
number of units allocated, but other factors are important as well. You may allocate
a minimum of 1 unit, and a maximum of 15 units (or however many you have left, if
you have less than 15 units available). For example, if you have only 5 units left, you
may allocate a maximum of 5 units in that turn.

The images of the soldiers that will appear on the right of the screen are visual rep-
resentations of your “units available.” Green soldiers represent those still available to
you, while gray soldiers represents units that you have used or lost already.

After you select the number of units to invest in your turn, you will be taken to a
screen showing you the outcome for your turn. After this screen, your turn for that
Round is complete, and the other player will take their turn. After each turn, the
computer will inform you what percentage of territory has changed hands, and what
the current balance of territory is for each player.

In Strategy Game, there are two ways to win money. The first is via your units.
These are redeemable for cash at the rate described above (10 units = $1.00). The
second way to win money is to gain total control of island. If you gain control of the
island, you win the grand prize, which is $200 cash.
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E Appendix: Escalation by Status Condition
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Figure 8: Escalation by Status Condition
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F Appendix: Leadership Models with Control Vari-
ables

(1a) (1b) (2a) (2b) (3a) (3b) (4a) (4b) (5a) (5b) (6a) (6b) (7a) (7b) (8a) (8b)

Status Loss 11.79 11.79 -1.569 -1.569 1.781 1.781 9.910 9.910 12.38 12.38 -0.0709 -0.0709 1.163 1.163 12.49 12.49
(11.39) (11.39) (7.636) (7.636) (7.086) (7.086) (8.305) (8.305) (13.25) (13.25) (9.064) (9.064) (8.345) (8.345) (9.661) (9.661)

State Anxiety 0.827* 0.827* 1.004** 1.004** 0.815* 0.815* 0.912* 0.912* 1.093* 1.093** 1.250** 1.250** 1.094* 1.094** 1.166** 1.166**
(0.359) (0.359) (0.366) (0.366) (0.362) (0.362) (0.373) (0.373) (0.417) (0.417) (0.431) (0.431) (0.423) (0.423) (0.438) (0.438)

PANAS (Positive A↵ect) -12.97 -12.97 -14.65 -14.65 -9.191 -9.191 -14.75 -14.75 -15.52 -15.52 -16.82 -16.82 -12.75 -12.75 -17.08 -17.08
(9.574) (9.574) (10.02) (10.02) (9.251) (9.251) (9.859) (9.859) (11.07) (11.07) (11.48) (11.48) (10.71) (10.71) (11.24) (11.24)

PANAS (Negative A↵ect) 7.919 7.919 9.935 9.935 6.073 6.073 11.18 11.18 2.613 2.613 3.866 3.866 -0.256 -0.256 5.690 5.690
(9.985) (9.985) (10.33) (10.33) (9.521) (9.521) (10.02) (10.02) (11.67) (11.67) (12.13) (12.13) (11.26) (11.26) (11.75) (11.75)

Gender -5.208 -5.208 -9.202 -9.202 -8.471 -8.471 -8.662 -8.662 0.974 0.974 -2.691 -2.691 -2.649 -2.649 -2.524 -2.524
(8.080) (8.080) (8.408) (8.408) (7.663) (7.663) (8.084) (8.084) (9.398) (9.398) (9.654) (9.654) (8.912) (8.912) (9.276) (9.276)

Age -0.103 -0.103 -0.180 -0.180 -0.311 -0.311 -0.274 -0.274 -0.168 -0.168 -0.223 -0.223 -0.321 -0.321 -0.328 -0.328
(0.429) (0.429) (0.454) (0.454) (0.415) (0.415) (0.449) (0.449) (0.493) (0.493) (0.529) (0.529) (0.479) (0.479) (0.519) (0.519)

Education -5.250 -5.250 -6.213 -6.213 -7.719 -7.719 -6.193 -6.193 -8.964 -8.964 -11.06+ -11.06+ -12.06+ -12.06* -11.13+ -11.13+
(5.471) (5.471) (5.581) (5.581) (5.324) (5.324) (5.486) (5.486) (6.239) (6.239) (6.414) (6.414) (6.119) (6.119) (6.292) (6.292)

Served in Military -9.453 -9.453 -11.85 -11.85 -6.961 -6.961 -9.708 -9.708 -14.11 -14.11 -14.42 -14.42 -9.107 -9.107 -11.59 -11.59
(8.198) (8.198) (8.700) (8.700) (7.824) (7.824) (8.377) (8.377) (9.382) (9.382) (10.01) (10.01) (9.006) (9.006) (9.644) (9.644)

Rounds Played 1.791*** 1.791*** 2.026*** 2.026*** 1.877*** 1.877*** 1.990*** 1.990***
(0.365) (0.365) (0.387) (0.387) (0.355) (0.355) (0.373) (0.373)

Leadership Group X Status Loss -25.26+ -25.26+ -25.70 -25.70
(14.86) (14.86) (17.43) (17.43)

Leadership Group -0.282 -0.282 -1.049 -1.049
(8.516) (8.516) (9.865) (9.865)

Objective Authority X Status Loss -20.67* -20.67* -19.30+ -19.30+
(8.740) (8.740) (11.50) (11.50)

Objective Authority -0.854 -0.854 -1.973 -1.973
(5.005) (5.005) (5.837) (5.837)

Subjective Power Position X Status Loss -29.38** -29.38** -30.06** -30.06**
(9.175) (9.175) (11.29) (11.29)

Subjective Power Position 0.931 0.931 0.905 0.905
(4.272) (4.272) (5.144) (5.144)

Latent Power Factor X Status Loss -40.76** -40.76** -46.87** -46.87**
(13.79) (13.79) (17.77) (17.77)

Latent Power Factor -0.120 -0.120 0.635 0.635
(7.794) (7.794) (9.125) (9.125)

Constant 70.39 70.39 68.95 68.95 86.27* 86.27* 72.68 72.68 114.0* 114.0* 116.9* 116.9* 131.7** 131.7** 119.4* 119.4*
(44.83) (44.83) (46.42) (46.42) (42.64) (42.64) (45.68) (45.68) (50.73) (50.73) (53.44) (53.44) (49.02) (49.02) (52.42) (52.42)

Model OLS GLM OLS GLM OLS GLM OLS GLM OLS GLM OLS GLM OLS GLM OLS GLM
Outliers dropped - - - - - - - - X X X X X X X X
N 112 112 98 98 107 107 98 98 106 106 93 93 101 101 93 93
r2 0.311 0.362 0.380 0.386 0.146 0.186 0.223 0.225
BIC 1152.5 1152.5 1007.0 1007.0 1091.2 1091.2 1003.4 1003.4 1123.5 1123.5 987.6 987.6 1062.6 1062.6 973.6 973.6

Standard errors in brackets

+p < 0.10, ⇤p < 0.05, ⇤ ⇤ p < 0.01

Table 2: Leadership and Status models. DV: Resources expended in “Island Game.” Models 1-4

are either (a) OLS or (b) Generalized Linear Models (GLM). Models 5-8 are either (a) OLS or (b) GLMs

in which outliers “rounds played” are dropped. Variations in the sample size are due to missingness in the

objective and subjective authority scales.
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G Appendix: Leadership Models with No Control Vari-
ables

(1a) (1b) (2a) (2b) (3a) (3b) (4a) (4b)

Status Loss 10.15 10.15 1.556 1.556 0.975 0.975 11.78 11.78
(9.438) (9.438) (7.659) (7.659) (6.490) (6.490) (8.230) (8.230)

Rounds Played 1.940*** 1.940*** 2.106*** 2.106*** 1.985*** 1.985*** 2.080*** 2.080***
(0.329) (0.329) (0.375) (0.375) (0.322) (0.322) (0.360) (0.360)

Leadership Group X Status Loss -18.83 -18.83
(13.10) (13.10)

Leadership Group -6.579 -6.579
(7.105) (7.105)

Objective Authority X Status Loss -18.78* -18.78*
(8.616) (8.616)

Objective Authority 0.0681 0.0681
(4.768) (4.768)

Subjective Power Position X Status Loss -22.90** -22.90**
(7.602) (7.602)

Subjective Power Position -2.089 -2.089
(3.766) (3.766)

Latent Power Factor X Status Loss -36.95** -36.95**
(13.59) (13.59)

Latent Power Factor -2.845 -2.845
(7.061) (7.061)

Constant 59.67*** 59.67*** 51.41*** 51.41*** 54.50*** 54.50*** 52.35*** 52.35***
(5.861) (5.861) (4.976) (4.976) (4.367) (4.367) (5.165) (5.165)

Model OLS GLM OL S GLM OLS GLM OLS GLM
N 126 126 98 98 121 121 98 98
r2 0.255 0.271 0.306 0.306
BIC 1261.2 1261.2 988.1 988.1 1202.6 1202.6 983.2 983.2

Standard errors in brackets

+p < 0.10, ⇤p < 0.05, ⇤ ⇤ p < 0.01

Table 3: Leadership and Status models with No Controls. DV: Resources expended in

“Island Game.” Models 1-3 are either (a) OLS or (b) Generalized Linear Models (GLM).
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