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by near-misses that fall directly after the payline (such that c ) = | = =+ T as more positive than full-misses, and near-misses either side
the outcome was displayed and then withdrawn).3 = ' = 010 = 010 of the payline (NMA and NMB) had broadly similar effects.
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of two prior studies.45 = 0.0 1 <-0-20 <-0-20 1 this aversiveness was attributable to those outcomes that
. / pass through the payline (such that the win is withdrawn, i.e.
Hypotheses: |/ -0.251 -0.251 NMA). By that account, the aversion may be driven by feelings
1) Participants will report increased motivation to continue -0.27 S~ 030, 030, of regret for a potentially missed win, which could further
playing the slot machine after near-misses relative to full- : = - IE - I ha - I trigger the motivation to continue playing in order to
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to full-misses. in a separate sample in Experiment 2. classical account of near-misses. By an alternative account,
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following near misses after the payline, relative to both 2) Are near-misses more aversive than full-misses? on reward/goal generalization. Our data are more consistent
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Participants play 30 spins on one of 2 fixed sequences on an 15 /! | speed of play, risk-taking, and a behavioural measure of
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