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Decisions for Player Z collected:
– auxiliary sessions with UG & Econ Ph.D. stu-
dents

Instructions for Part I:
– screen locked for ten minutes

Nine incentivized quiz questions

Four decision problems facing Player Z of two
types:
– decision problems in random order
– opponent’s order randomized
– notes to (future) self
– action choice buttons locked for three minutes

Four decision problems revisited:
– confirmation of action choices
– editable notes to (future) self displayed

Instructions for Part II:
– screen locked for ten minutes

Five incentivized quiz questions

Valuation task:
– four decision problems in same order
– opponent’s order reversed
– notes to (future) self displayed

Payment details determined and displayed

→ indicates tasks in chronological order; ⊋ indicates decisions used for
later task; ↭↭↫ indicates decisions used to determine payment.

Figure E.10: Timeline of the Experiment
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