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We study longitudinal game data from the multiplayer online game Ikariam. Ikariam is a game in which public good problems are
deliberately built in by the designers and central to success. The data are quantitative and span roughly 10 months.

The research sample consists of about 135 thousand players of the Ikariam game. Results from a survey suggest that about 80
percent of the players are male, with an average age of 31 years. Compared to typical research using public good games, our sample
is broader and more heterogeneous. The inclusion of players from Germany, the United Kingdom, France, Greece, and Turkey means
our sample goes slightly beyond typical WEIRD samples (Western, Educated, Industrialized, Rich, and Democratic). The average age
of around 31 years suggests that our sample more closely reflects the global median age than most other public good game studies
which predominantly recruit younger university undergraduates. Whereas social dilemma studies are typically somewhat
overrepresented by women, Ikariam is largely overrepresented by men as is common for computer games. We do not have access to
data on the income or education of Ikariam players, so cannot establish representativeness in these aspects. Altogether, our sample
presents an improvement in terms of representativeness in some areas (e.g., global coverage and age), but still has limited
representativeness in other areas (e.g., sex). The research sample is provided by Gameforge, the producer of the Ikariam game.

Data cover the population of five servers in Ikariam. We have data from about 1.5 million contribution decisions made by 135
thousand players in 11.3 thousand groups. This sample size is extensive compared to other studies on public good games, which
typically have fewer than a thousand participants.

Data were collected through snapshots of observed behavior in the virtual world of Ikariam (i.e., unobtrusive observation of
contribution decisions by Ikariam players). We have data from five servers, each from a different country: Germany, United Kingdom,
France, Greece, and Turkey. Data collection is identical and synchronous for each country. The data is structured in 28 biweekly
snapshots between April 2013 and February 2014 (the snapshots are biweekly on average; they start out weekly in April, get biweekly
in August, and still later it is a four-week interval). The first snapshot coincides with the start of new game servers, so we begin our
observation at the actual beginning of a game. Players of the game provide consent for (third-party) analyses of their non-personal
data when signing up for the game. We did not have access to any personal data. Data were collected by Gameforge, the producer of
the game. Gameforge was unaware of the research questions/predictions.

Between April 2013 and February 2014.

Snapshots after the 28th snapshot are excluded because no newcomers entered in these snapshots and a prerequisite for our study
is newcomer entry.

Data cover the population of five servers in Ikariam, so there is no non-participation.

This is an observational study, so there was no randomization.




