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Author Questionnaire 
1. Microscopy: Does your protocol require the use of a dissecting or stereomicroscope for performing a complex dissection, microinjection technique, or something similar?  NO  

2. Software: Does the part of your protocol being filmed include step-by-step descriptions of software usage?  YES
If Yes, we will need you to record using screen recording software.
We recommend using the screen capture program OBS. JoVE’s tutorial for using OBS Studio is provided at this link: https://www.jove.com/v/5848/screen-capture-instructions-for-authors?status=a7854k
As these files are necessary for finalizing your script, please upload all screen captured video files to your project page as soon as possible.

3. Filming location: Will the filming need to take place in multiple locations?   NO

Current Protocol Length

Number of Steps:  17
Number of Shots:  19

Introduction
1. Introductory Interview Statements

Videographer: Obtain headshots for all authors. 


REQUIRED: 
1.1. Marie Ritter: The Collective Trust Game is an online, multi-agent adaptation of the Trust Game in the HoneyComb paradigm. It allows researchers to holistically investigate collective trust and its emergence in groups.
1.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera	B-roll: 3.2.1
1.2. Margarete Boos: This Game combines the high internal validity of an economic game with rich spatio-temporal data so that emergent group processes can be investigated in detail.
1.2.1. [bookmark: _Hlk117627739]INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera	B-roll: 3.8.1
OPTIONAL: 
1.3. Margarete Boos: With the Collective Trust Game, trust and fairness behavior in online groups can be investigated as well as the processes that promote or impede their emergence.
1.3.1. [bookmark: _Hlk117632898]INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera	B-roll: 3.6.1
1.4. Marie Ritter: As long as the Remote Desktop Server is set up and experimenters and participants have a stable internet connection, there should be no problems running this experiment.
1.4.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera	B-roll: 2.5.2

Introduction of Demonstrator on Camera

1.5. Margarete Boos: Demonstrating the procedure will be Lara Morscheck and Greta Heinemeyer, student research assistants from my laboratory.  
1.5.1. INTERVIEW: Author saying the above. 
1.5.2. The named demonstrator(s) looks up from workbench or desk or microscope and acknowledges the camera.

Ethics Title Card
1.6. The protocol follows the guidelines on human research of the Ethics Committees of the Georg-Elias-Müller-Institute for Psychology from University of Goettingen.

Protocol
2. Experimental Setup
2.1. To begin [1], start a remote desktop connection with the experimenter user. Open the shared folder and start a terminal by right-clicking in the directory and choosing Open Terminal here [2]. Videographer: Important Step!
2.1.1. Establishing shot of talent working on a computer.
2.1.2. SCREEN: Remote connection is being established.
Authors: Please create screen capture videos of the shots labeled as SCREEN, create a screenshot summary, and upload the files to your project page as soon as possible: https://www.jove.com/account/file-uploader?src=19398048
2.2. Then, start the server program by typing the command in the terminal and pressing ENTER [1]. 
2.2.1. SCREEN: Command is being typed. Video Editor: Emphasize the text being typed “java -jar HC_Gui.jar” in the command bar
2.3. Next, establish a remote desktop connection with user participant users [1]. Open the shared folder and start a terminal in this folder as before [2]. Videographer: Important Step!
2.3.1. Shot of participant experimenter establishing a remote connection to participant user on a separate computer.
2.3.2. SCREEN: Shared folder is being opened and new terminal is being started.
2.4. Start the client programs for each participant user by typing the command in the terminal and pressing ENTER. Video Editor: Important Step!
2.4.1. SCREEN: Command is being typed. Video Editor: Emphasize the text being typed “java -jar HC.jar” in the command bar
2.4.2. See comment
2.5. Check that a line appears in the server GUI (G-U-I), displaying the IP address of each of the participant users [1]. Check whether the connections are established correctly for all participant users [2]. When all participant users are connected, Click on OK. Check that the screens of the participant users display the welcome screen of the experiment [3]. Video Editor: Important Step!
2.5.1. SCREEN: IP addresses are being displayed.
2.5.2. Participant Experimenter checking the connections are established properly.
2.5.3. SCREEN: Ok is being pressed on experiment, followed by the display of welcome screen on participant users.
3. Experimental Procedure
3.1. Admit participants to the video conference at the scheduled experiment timeslot. Guide participants to open the Remote Desktop Connection tool and send each participant their individual login data [1]
3.1.1. SCREEN: Login data is being sent to the participants.
3.1.2. Participant opening the Remote Desktop connection.
3.2. Assign participants to one of the investor or trustee roles. Have investors start on the bottom-most field and trustees on the upmost field [1]. 
3.2.1. [bookmark: _Hlk112778626]SCREEN: Instructions about participants roles are being displayed.
3.3. Instruct participants to move their avatar by left-clicking into an adjacent hexagon field. Instruct participants that their avatar will display a small tail for 4000 milliseconds after each move that indicates the last direction from which they moved to the current field [1-TXT]
3.3.1. SCREEN: Avatar is being moved. TXT: Only adjacent fields can be chosen, and fields cannot be skipped
3.4. Allow investors to move from the beginning to indicate through movement how much they would like to invest. After a certain amount of time, prohibit the movement of investors [1]
3.4.1. SCREEN: Investors seeing the time-out message. 
3.5. Explain in the instructions that the invested amount is multiplied by a factor and sent to the trustees [1]. Restrict the trustees from moving for as long as the investors are moving by setting the trustee time-in to the length of the trustee time-out [2].
3.5.1. SCREEN: Tripled investment amount is being shown 
3.5.2. SCREEN: Time-in out of the investor trustees is being shown. Video Editor: Show the two screen captures side by side for the whole VO of 3.5
3.6. Instruct the trustees to move to indicate the fraction they would like to return to the investors. Once the trustee time-out is reached, the field on which the trustees stand is taken to indicate the fraction that is returned to the investors. The amount returned is indicated in the middle of the playfield by a yellow number [1].
3.6.1. SCREEN: Trustees indicate the amount they would like to return. The amount returned can be seen as the yellow number in the middle of the playing field.
3.7. Have the pop-up window display the amount of money the person has earned at the end of the round. Repeat the game round as needed [1].
3.7.1. SCREEN: The amount earned is being displayed.
3.8. Once all rounds are completed, ask participants to generate a personal unique code so that the in-game earnings can be connected to their name while keeping the behavioral data anonymous [1].
3.8.1. SCREEN: Participants generate personal unique code.
3.9. After participants have generated the code, display a screen which instructs participants to return to the video conference and close the Remote Desktop connection. If technical issues or failure of a participant require that the experiment session is aborted, refrain from restarting the experiment with the same participants. [1]. 
3.9.1. SCREEN: Instructions are being displayed followed by the closing of the remote connection.
3.10. Once the game is completed, make sure that all participants have closed the Remote Desktop connection. Have the participants fill out questionnaires as seen fit for a specific research question [1].
3.10.1. Participant closes the experiment, opens and fills out a questionnaire. Videographer: Capture screen and participant filling out the questionnaire both for this shot.
3.11. While the participants are filling out the questionnaires, close the server program on the experimenter user by clicking on Stop & Exit. This will also close the program on the participant users [1].
3.11.1. SCREEN: The program is being closed.
3.12. Transfer and back up the data, in the form of *.csv (dot-c-s-v) and *.txt (dot-t-x-t) file per group and experiment time slot, marked by a day and time stamp of the experiment. Close all Remote Desktop connections [1].
3.12.1. SCREEN: Data is being transferred for backup.


Results
4. Results: Data Analysis
4.1. In a pilot sample, participants reported the game to be “quite intuitive” and a 30 second time-out to be “about right” [1]. 
4.1.1. [bookmark: _GoBack]LAB MEDIA: Video Figure 1
4.2. Based on responses to open-ended questions of the pilot sample, participants were satisfied with the recruitment process and, online procedure, preservation of anonymity in the experiment, the clarity of instructions and information provided, and the logic of the game. Most participants were satisfied with the design of the avatars, even though only half of reported feeling sufficiently represented by their avatar [1].
4.2.1. LAB MEDIA: Video Figure 2
4.3. Participants reported behavioral strategies such as profit maximization or intentions to influence the behavior of co-players. These strategies fit well with the economic game character of the Collective Trust Game [1].
4.3.1. LAB MEDIA: Video Figure 3




Conclusion
5. [bookmark: _Hlk27388131]Conclusion Interview Statements
5.1. Marie Ritter: It is important to prohibit participants from sharing their microphone, camera, screen, and name in the video conference, and disable the chat between participants to ensure complete anonymity between participants.
5.1.1. INTERVIEW: Named talent says the statement above in an interview-style shot, looking slightly off-camera. Suggested B-roll: 3.1.1.
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