
Supplementary Materials 

Methods 

Study Phase 1: Introduction (All Studies) 

This is an instant lottery game called 100× Multiplier. There are three different versions of this game 

that can be played: green, blue, or red. Below is information that is common to all three different 

versions of 100× Multiplier. 

100× Multiplier is an instant lottery game, which costs $5 to play and features 112 prizes to be won, 

including two top prizes of $1,000,000. To win a prize, you must match YOUR NUMBERS with LUCKY 

NUMBERS. If a match is discovered, scratch the multiplier below the game in which a match was 

discovered to further increase your prize! Finally, uncover three identical prize amounts in GAME 6 or 7 

in order to win that prize amount. 

Even though the three versions of 100× Multiplier are identical in cost and prize distribution, they can 

differ in terms of the number of cards remaining to be purchased, and the number of prizes remaining 

to be won. 

Cost: $5 per play 

Total number of prizes: 112 

Top prize: $1,000,000 

  

Study Phase 2: Judgments (All Studies) 

Next, participants judged their likelihood of winning and excitement to play for each of our three 

presented scratch card games. No further detail is provided for these judgments as they are described 

elsewhere (Walker, Stange, Fugelsang, Koehler, & Dixon, 2018) and are not relevant to the current 

investigation. 



Study Phase 3: Willingness-to-pay (Study 1) 

Instructions: The tables below list information about each version of 100× Multiplier, including the 

unclaimed prize information. Using the information provided, please answer the question below. 

 

 

Assuming you were going to purchase five of these scratch cards, how much money would you be willing 

to pay for unclaimed prize information for all three versions of 100× Multiplier? Please provide a dollar 

amount. 

Response option: Free-entry text box 

*Note: card version was counterbalanced, such that each version of 100× Multiplier was presented with 

each level of unclaimed prizes.  

Study Phase 4: Hypothetical Purchase Task (All Studies) 

Following willingness-to-pay judgments, participants were again presented with our three scratch card 

games and asked to report how many of each scratch card game they would hypothetically elect to 

Game Prize amount Total prizes Unclaimed prizes 

100× Multiplier (green) $1,000,000 2 2 

100× Multiplier (green) $25,000 10 7 

100× Multiplier (green) $1,000 100 78 

Game Prize amount Total prizes Unclaimed prizes 

100× Multiplier (blue) $1,000,000 2 1 

100× Multiplier (blue) $25,000 10 5 

100× Multiplier (blue) $1,000 100 54 

Game Prize amount Total prizes Unclaimed prizes 

100× Multiplier (red) $1,000,000 2 0 

100× Multiplier (red) $25,000 10 3 

100X Multiplier (red) $1,000 100 24 



purchase. Once again, no further detail is provided for this task as this task is described elsewhere 

(Walker et al., 2018) and is not relevant to the current investigation. 

Study Phase 5: Demographic Questions and Various Measures (All Studies) 

1. In what year were you born? Please give the full year (e.g., 1965) 

Response option: Free-entry text box 

2. What is your gender? 

Response options: Male/female 

3. In the past 12 months, how many times have you played an instant scratch card game (e.g., “Cash for 

Life”)? 

Response options: 0 times in the past 12 months, 1–5 times in the past 12 months, 6–10 times in the 

past 12 months, 11–15 times in the past 12 months, 16–23 times in the past 12 months, 24 or more 

times in the past 12 months; I have never played this type of game; I prefer not to say 

Modified Cognitive Reflection Test (Study 1) 

Adapted from Frederick (2005) 

1. A tennis racket and a tennis ball cost $100 in total. The racket costs $90 more than the ball. How 

much does the ball cost, in dollars? (Free entry; Correct answer = $5; intuitive answer = $10) 

2. If it takes 10 printers 10 s to print 10 pages, how long will it take 50 printers to print 50 pages? (Free 

entry; Correct answer = 10 s; intuitive answer = 50 s) 

3. In a football field, there is a patch of weeds. Every week, the patch doubles in size. If it takes 35 weeks 

for the patch to cover the entire football field, how long would it take for the patch to cover half of the 

field? (Free entry; Correct answer = 34 weeks; intuitive answer = 17.5 weeks) 

7-Item Modified Cognitive Reflection Test (Studies 2 and 3) 

Adapted from Frederick (2005) and Toplak, West, and Stanovich (2014) 

1. A tennis racket and a tennis ball cost $100 in total. The racket costs $90 more than the ball. How 

much does the ball cost, in dollars? (Free entry; Correct answer = $5; intuitive answer = $10) 

2. If it takes 10 printers 10 s to print 10 pages, how long will it take 50 printers to print 50 pages? (Free 

entry; Correct answer = 10 s; intuitive answer = 50 s) 

3. In a football field, there is a patch of weeds. Every week, the patch doubles in size. If it takes 42 weeks 

for the patch to cover the entire football field, how long would it take for the patch to cover half of the 

field? (Free entry; Correct answer = 41 weeks; intuitive answer = 21 weeks) 



4. If John can drink one barrel of water in 6 days, and Mary can drink one barrel of water in 12 days, how 

long would it take them to drink one barrel of water together? (Free entry; Correct answer = 4 days; 

intuitive answer = 9 days) 

5. Jerry received both the 15th highest and the 15th lowest mark in the class. How many students are in 

the class? (Free entry; Correct answer = 29 students; intuitive answer = 30 students) 

6. A man buys a pig for $60, sells it for $70, buys it back for $80, and sells it finally for $90. How much 

has he made? (Free entry; Correct answer = $20; intuitive answer = $10) 

7. Simon decided to invest $8,000 in the stock market one day early in 2008. Six months after he 

invested, on July 17, the stocks he had purchased were down 50%. Fortunately for Simon, from July 17 

to October 17, the stocks he had purchased went up 75%. At this point, Simon has: 

Response option A: Broken even in the stock market 

Response option B: Is ahead of where he began (intuitive answer) 

Response option C: Has lost money (correct answer) 

Problem Gambling Severity Index (All Studies) 

Ferris and Wynne (2001) 

Some of the next questions may not apply to you, but please try to be as accurate as possible. THINKING 

ABOUT THE LAST 12 MONTHS... 

Response options (all items): Never/sometimes/most of the time/almost always 

1. Have you bet more than you could really afford to lose? Would you say never, sometimes, most of the 

time, or almost always? 

2. Still thinking about the past 12 months, have you needed to gamble with larger amounts of money to 

get the same feeling of excitement? 

3. When you gambled, did you go back another day to try to win back the money you lost? 

4. Have you borrowed money or sold anything to get money to gamble? 

5. Have you felt that you might have a problem with gambling? 

6. Has gambling caused you any health problems, including stress or anxiety? 

7. Have people criticized your betting or told you that you had a gambling problem, regardless of 

whether or not you thought it was true? 

8. Has your gambling caused any financial problems for you or your household? 



9. Have you felt guilty about the way you gamble or what happens when you gamble? 

Payback Percentage Calculation (Studies 2 and 3) 

Payback percentage 

The following questions attempt to get a sense of your familiarity and ability to calculate a payback 

percentage for an instant lottery game. Payback percentage refers to the average amount of money that 

is returned to players of a chance game (e.g., an instant lottery game or scratch card) for every dollar 

spent. For example, if the payback percentage of a particular chance game is 0.90 then, on average, a 

person playing this game will win $0.90 for every $1.00 they spend. 

It is important to note that this number refers to the average amount won for every dollar spent for a 

particular game. However, in the short term, the amount won for every dollar spent may be far more or 

far less than this long-term average. 

Given the necessary information, would you be able to properly calculate the payback percentage of an 

instant lottery game (i.e., a scratch card)? 

Response options: Yes/no 

 

Using the information presented above, please calculate the payback percentage of this instant lottery 

game and type it in the text box below. Please provide your answer in the form of a decimal (e.g. 90% = 

0.90). 

Response options: Free-entry text box 

Actively Open-Minded Thinking Scale (Study 3) 

Haran, Ritov, and Mellers (2013) 

Please rate your agreement or disagreement with each statement on a 1 to 7 scale, where 1 = 

completely disagree, 4 = neutral, and 7 = completely agree. 

Response options (all items): 1 (completely disagree); 2, 3, 4 (neutral); 5, 6, 7 (completely agree) 

1. Allowing oneself to be convinced by an opposing argument is a sign of good character. 

Game Prize amount Total prizes Unclaimed prizes 

100× Multiplier (blue) $1,000,000 2 1 

100× Multiplier (blue) $25,000 10 5 

100× Multiplier (blue) $1,000 100 54 



2. People should take into consideration evidence that goes against their beliefs. 

3. People should revise their beliefs in response to new information or evidence. 

4. Changing your mind is a sign of weakness. 

5. Intuition is the best guide in making decisions. 

6. It is important to persevere in your beliefs even when evidence is brought to bear against them. 

7. One should disregard evidence that conflicts with one's established beliefs. 
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