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Sanitation and Behavior Change

I Massive sanitation policy today is focused on “software”, i.e. how to

change preferences and behavior around sanitation/hygiene

I Rather than just building toilets (i.e. hardware).

I Evidence is mixed (e.g. Patil et al, 2014).

I Much policy interest on how to improve activities that change

preferences/demand for sanitation.



Motivation Approach Game Design Results Discussion

The Approach

I Use carefully crafted experimental games to highlight the

importance of group coordination in achieving better sanitation and

related outcomes.

I We evaluate this approach by randomly assigning two versions of the

game to 600 rural villagers in Tamil Nadu, India (so 200 people in

each arm).

I We give the same survey on sanitation and HW determinants to

each group after they play the game.

I We combine 12 preference-oriented responses into a standardized

index and then compare the value of this index across arms.
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Minimum Effort Coordination Game

I Motivated by the idea that many coordination problems depend

most on the effort of the person who contributes least.

I Reflects nicely the sanitation problem: even if everyone uses toilets,

one person defecating in the water supply can affect everybody.

I We craft five choices to reflect different levels of effort ranging from

“do nothing” to “reduce open defecation sometimes” to “end open

defecation completely”.

I After three trial runs, participants play the game five times for real

money so that they can practice and learn with experience.
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Playing the Game in the Field
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Effects of Sanitation Games on Preferences
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Gender-Mediated Treatment Effects



Motivation Approach Game Design Results Discussion

Discussion

I Playing the game caused an increase in the summary index of 0.09

SDs as compared to control.

I Evidence suggests effects stronger in men than women, and stronger

in the version of the game that allowed communication while playing.

I Given this “light” treatment (a 20 minute experimental game), these

results are promising.

I Later this autumn, we plan to return to these villages to examine

sanitation and hygiene behavior rather than just preferences.

I We also intend to study further these particularly promising results

on males.
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