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Supplementary Figures and Tables
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Supplementary Figure 1. The interface of the multiplayer experiment. On the left: the screen in the first round of each
phase. On the right: the screen in the following rounds.

Time left: Time left:

You

6 secs 15 secs

Choose a color: Choose a color:
The other

Supplementary Figure 2. The interface of the pairwise experiment. On the left: the screen in the first round of each
phase. On the right: the screen in the following rounds.
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Supplementary Figure 3. Experimental distribution fitted with the theoretical curves for the DDM. (a) Multiplayer
experiment, random phase (> = 0.94). (b) Multiplayer experiment, fix 2 phase (> = 0.95). (c) Pairwise experiment
(> =0.99).
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Supplementary Figure 4. > value of the fits described in Figure 3.
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Supplementary Figure 5. The drop in the value of the bias 7 is independent by the players’ strategy. In the
multiplayer experiment we can separate players into three types: Moody Conditional Cooperators (MCC), Pure Defectors (PD),
and Pure Cooperators (PC) [20]. PD and PC are the players who always defect or cooperate and MCC change their action
depending on what their neighbours did in the previous round and what they themselves did in the previous round. Here we
separate players by the strategy they picked in fix1 and fix2: in the first three panels we show the results for users who kept the
same strategy in both phases, while in the latter two users who switched between two different strategies. In all the cases we
observe a similar average drop in the value of the bias z. The progressive emergence of a bias towards defection is therefore not
related to the users actions or strategy. Consequently, we argue that it necessarily depends on the experience of playing against
a majority of defectors.
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multiplayer fix1 multiplayer rand multiplayer fix2 pairwise
Rounds 47 60 58 100
(t) (sec) 6.73 5.02 4.98 1.59
STD(¢) (sec) 4.56 3.55 3.57 2.06
SEM(t) (sec) 0.67 0.46 0.47 0.21
Cr 28.7% 18.5% 22.9% 88.8%
a (sec%) 5.324+0.03 4.86£0.02 4.73£0.02 3.01+0.04
v (sec’%) —0.203 £0.005 —0.3571+0.006 —0.284 +0.006 0.35+£0.02
Z 0.529 +0.004 0.529 £0.004 0.509 £ 0.004 0.731£0.006
fp (sec) 0.38+£0.01 0.340£0.007 0.315£0.005 0.236 £0.003
r 0.97 0.94 0.95 0.99

Supplementary Table 1. Average and fit values for the whole phases of the multiplayer experiment and for the
pairwise experiment These values describe the distribution and fits in Figure 2 and Supplementary Fig. 3. We remark that
between the phases fix2 and rand one would not see any significative differences if the study were considering only the

moments of the decision times distribution.
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