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All experiments are experimental and contain an emotion classification task (rating 20 emotion words on valence and arousal
dimensions) and a social exchange task involving monetary choices between participants and anonymous partners.

The research samples for all studies consisted of workers from Amazon's Mechanical Turk. While not a fully representative sample,
the participants are more diverse in age, race, and socioeconomic status than typical undergraduate research samples (Buhrmester,
Kwang, & Gosling, 2011; Perspectives on Psychological Science). The final sample for Experiment 1 (UG) was N = 715 (320 Females,
mean age = 34.4 +/- 10.1), the final sample for Experiment 2 (PD) was N = 306 (131 Females, mean age = 35.5 +/- 11.2), and the final
sample for Experiment 3 (PGG) was N = 470 (238 Females, mean age = 33.0 +/- 10.5). The data from Experiment 1 comes from a
larger dataset, portions of which have been previously published in Heffner, Son, & FeldmanHall, 2021.

All experiments used random sampling. In experiment 1, we planned to exceed sample sizes of past studies examining the
relationship between emotions and punishment in the Ultimatum Game; in particular, Pillutla & Murnighan, 1989 found moderate
correlations between anger and unfairness ratings with N = 118. Accordingly, we aimed to collect 700 participants to vastly exceed
this sample size. We collected 906 Mechanical Turk participants and 191 participants were excluded for not following instructions,
ending in a final sample of 715. The data from Experiment 1 comes from a larger dataset, portions of which have been previously
published in Heffner, Son, & FeldmanHall, 2021. In experiment 2, we used a different experimental task and aimed to collect roughly
200 participants, based on our preregistration (https://osf.io/ypse2) and which exceeds sample sizes of past studies using the same
economic game. We collected 395 Mechanical Turk participants and 89 participants were excluded for not following instructions,
ending with a sample size of 306. In experiment 3, we aimed to collect 450. Using the same exclusion criterion, we collected 519
participants and excluded 49 due to noncompliance resulting in a final sample of 470.

All data were collected online and used computer-based experiments, which measured participants responses and response times.

Data for Experiment 1 was collected between 8-28-2017 and 04-24-2019. Experiment 1 included 3 sample cohorts, with the first
collected between 08-28-2017 and 08-30-2017; the second between 10-25-2017 and 10-30-2017; the third between 04-23-2019 and
04-24-2019.

Data for Experiment 2 was collected between 08-02-2019 and 08-14-2019. Data for Experiment 3 was collected between 08-21-2019
and 08-26-2019.

In all 3 experiments participants were excluded based on our noncompliance policy described in our preregistration report (https://
osf.io/ypse2) and prior studies (Heffner, Son, & FeldmanHall, 2021). This conservative measure of noncompliance required
participants to correctly rate the 'neutral' feeling in the emotion classification task, which we explicitly instructed participants to rate
in the center of a 500 x 500 pixel square (dARM). If participants neutral rating fell outside of a 100 x 100 square around the center,
then they were excluded.

No participants dropped out or declined participation.

In experiment 1, participants completed the Ultimatum Game either as Player B or Player C and allocation was random. There was
little effect of role (Player B or C) on participant's emotional experiences. As such, experiments 2 and 3 had no between subject
conditions.




