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Fig. 1
Design of the virtual gambling paradigm
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The two different gambling paradigm versions, on the left the uncued version, on the right the cued version with the strongest stimuli and the highest reward magnitude, during a. choosing an option of the high-risk or low-risk game option, b. during the display of a win in the uncued version and the cued version with both strong stimuli und less stimuli with a smaller win and c. a loss in the uncued and cued version (Einsatz: German for stake, Gewinn: reward magnitude, Spielstand: score, Leider verloren: loss)


Table 1
Frequency of different decision alternatives in cued and uncued paradigm versions 
	 Decisions
	Relative frequency
	Mean (%)
	SD

	High-risk
	Uncued
	34.91
	16.97

	
	Cued
	33.51
	17.44

	High-risk in decisions with ambiguous expected value
	Uncued
	29.82
	34.95

	
	Cued
	21.05
	31.84

	Rational
	Uncued
	24.95
	10.46

	
	Cued
	27.10
	10.26


Frequency of different decision alternatives in cued and uncued paradigm versions, Sample size n = 19, ambiguous expected value: EV ratio = 0, i.e., neither of the two winning options is favored; rational: choice of the option that conforms to the expected value
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