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Descriptive statistics and zero-order correlations for all three studies
Table 1. Descriptive statistics for all items used in all three studies.
	construct
	[bookmark: _GoBack]item wording (German/English)
	Study 1
(N = 143)
M (SD)
	Study 2
(N = 91)
M (SD)
	Study 3
(N = 109)
M (SD)

	self-efficacya
	In schwierigen Situationen kann ich mich auf meine Fähigkeiten verlassen.
I can trust my abilities in difficult situations.c
	3.96 (0.65)
	3.49 (0.79)
	3.73 (0.73)

	
	Die meisten Probleme kann ich aus eigener Kraft gut meistern.
I can solve most problems by my own.c
	3.91 (0.69)
	3.77 (0.80)
	3.94 (0.68)

	
	Auch anstrengende und komplizierte Aufgaben kann ich in der Regel gut lösen.
I can usually solve demanding and complicated questions easily.c
	3.81 (0.67)
	3.43 (0.73)
	3.71 (0.74)

	need for competenceb
(Study 3a)
	Ich fühle mich oft nicht sehr kompetent.
I often do not feel very competent.
	4.92 (1.37)
	4.75 (1.57)
	3.58 (1.01)

	
	Menschen, die ich kenne, sagen mir, ich bin gut in dem, was ich tue.
People who I know tell me I am good at what I do.
	5.48 (1.09)
	5.16 (1.25)
	4.01 (0.76)

	
	Ich konnte in letzter Zeit interessante neue Fähigkeiten lernen.
I have been able to learn interesting new skills lately.
	4.77 (1.56)
	4.36 (1.52)
	3.44 (1.00)

	
	Die meiste Zeit über fühle ich mich erfüllt durch das, was ich tue.
Most days I feel a sense of accomplishment from what I am doing.
	4.77 (1.29)
	4.31 (1.39)
	3.38 (0.94)

	
	Ich habe selten die Chance zu zeigen, wie fähig ich bin.
I seldom get much of a chance to show how capable I am.
	4.91 (1.39)
	4.68 (1.31)
	3.74 (0.85)

	
	Ich fühle mich oft nicht sehr fähig.
I often do not feel very capable.
	5.47 (1.34)
	4.76 (1.61)
	3.62 (1.03)

	need for cognitiona
	Es genügt mir einfach die Antwort zu kennen, ohne die Gründe für die Antwort eines
Problems zu verstehen.
Simply knowing the answer rather than understanding the reasons for the answer to a problem is fine with me. 
	3.77 (1.07)
	3.80 (1.09)
	4.09 (0.88)

	
	Ich habe es gern, wenn mein Leben voller kniffliger Aufgaben ist, die ich lösen muss.
I prefer my life to be filled with puzzles that I solve. 
	2.87 (1.13)
	2.74 (1.01)
	2.97 (0.94)

	
	Ich würde kompliziertere Probleme einfachen Problemen vorziehen.
I would prefer complex to simple problems. 

	2.55 (1.11)
	2.52 (1.03)
	2.74 (1.00)

	
	In erste Linie denke ich, weil ich muss.
I primarily think because I have to. 
	4.13 (0.94)
	4.16 (0.75)
	4.03 (0.98)

	perceived competence (before the game)a
	Ich fühlte mich beim Beantworten der Fragen sehr fähig und erfolgreich.
During answering the questions, I felt very capable and effective.
	2.35 (0.97)
	1.65 (0.75)
	1.96 (0.89)

	
	Ich fühlte mich beim Beantworten der Fragen kompetent.
During answering the questions, I felt competent.
	2.32 (0.97)
	1.71 (0.81)
	2.00 (0.94)

	
	Die Herausforderungen der Fragen entsprechen meinen Fähigkeiten.
The questions kept me on my toes but did not overwhelm me.
	2.49 (0.96)
	1.92 (0.81)
	2.43 (0.91)

	perceived competence (after the game)a
	Ich fühlte mich beim Spielen von Quizduell sehr fähig und erfolgreich.
During playing QuizClash, I felt very capable and effective.
	2.94 (0.84)
	2.24 (1.06)
	2.25 (0.85)

	
	Ich fühlte mich beim Spielen von Quizduell kompetent.
During playing QuizClash, I felt competent.
	2.90 (0.83)
	2.47 (1.05)
	2.37 (0.90)

	
	Die Herausforderungen des Spiels entsprechen meinen Fähigkeiten.
The game kept me on my toes but did not overwhelm me.
	3.09 (0.89)
	2.56 (0.96)
	2.57 (0.90)

	perceived challengeb
	Ich fand das Spiel schwierig.
I thought the game was hard.
	
	4.44 (1.51)
	4.98 (1.33)

	
	Ich habe mich unter Druck gefühlt.
I felt pressured.
	
	3.81 (1.85)
	3.78 (1.91)

	
	Ich fühlte mich herausgefordert.
I felt challenged.
	
	4.99 (1.55)
	4.91 (1.53)

	
	Ich musste mich beim Spielen sehr anstrengen.
I had to put a lot of effort into it.
	
	3.79 (1.55)
	3.83 (1.56)

	
	Ich habe Druck verspürt.
I felt time pressure.
	
	3.97 (1.98)
	3.80 (1.85)


a Averaged indices based on items or single items (valence, arousal, and dominance) measured with 5-Point Likert scales.
b Averaged index based on items measured with 7-Point Likert scales.
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c These items were translated by the authors.
Table 2. Descriptive statistics and pre-post-correlations for the manipulation checks of all three studies.
	
	
	Study 1 (N = 143)
	Study 2 (N = 91)
	Study 3 (N = 109)

	
	
	Negative Feedback (n = 76)
M (SD)
	
r
	Positive Feedback (n = 67)
M (SD)
	
r
	Negative Feedback
M (SD)
	
r
	Negative Feedback
M (SD)
	
r

	Valencea
	Pre
	3.93 (0.66)
	.60
	3.66 (0.64)
	.58
	6.53 (1.48)
	.68
	3.76 (0.68)
	.48

	
	Post
	3.29 (0.99)
	
	4.02 (0.66)
	
	5.37 (1.60)
	
	3.13 (0.86)
	

	Arousala
	Pre
	3.78 (0.92)
	.61
	3.90 (0.86)
	.70
	3.29 (1.73)
	.86
	3.01 (1.08)
	.81

	
	Post
	3.41 (0.97)
	
	3.99 (0.81)
	
	3.55 (1.71)
	
	3.00 (1.04)
	

	Dominancea
	Pre
	3.34 (0.79)
	.80
	3.18 (0.76)
	.66
	5.40 (1.71)
	.87
	3.12 (0.68)
	.72

	
	Post
	3.05 (0.88)
	
	3.46 (0.75)
	
	4.63 (1.69)
	
	2.80 (0.79)
	


a Single items were measured with 5-Point Likert scales in Studies 1 and 3 and with 9-Point Likert scales in Study 2.

Table 3. Descriptive statistics and pre-post correlations for all relevant indices in Study 1 (N = 143).
	Variables
	
	
	
	
	Positive Feedback (n = 67)
	Negative Feedback (n = 76)

	
	
	
M (SD)
	
r
	

	Win (n = 34)
M (SD)
	Defeat (n = 33)
M (SD)
	
r
	Win (n = 39)
M (SD)
	Defeat (n = 37)
M (SD)
	
r

	Self-Efficacya
	
	3.89 (0.57)
	
	.82
	3.86 (0.45)
	3.86 (0.45)
	
	4.03 (0.47)
	3.92 (0.68)
	

	Need for Competenceb
	
	5.05 (0.78)
	
	.60
	5.02 (0.79)
	5.13 (0.76)
	
	5.15 (0.68)
	4.91 (0.89)
	

	Need for Cognitiona
	
	3.33 (0.69)
	
	.53
	3.52 (0.72)
	3.23 (0.74)
	
	3.24 (0.58)
	3.34 (0.70)
	

	Perceived Competencea
	Pre
	2.39 (0.85)
	.39
	.86
	2.60 (0.96)
	2.62 (0.93)
	.32
	2.27 (0.72)
	2.12 (0.73)
	.48

	
	Post
	2.98 (0.74)
	
	.84
	3.17 (0.68)
	2.87 (0.62)
	
	3.33 (0.58)
	2.54 (0.83)
	

	Valencea
	Pre
	3.63 (0.92)
	.26
	
	3.94 (0.65)
	4.09 (0.68)
	.22
	3.26 (1.02)
	3.32 (0.97)
	.28

	
	Post
	3.76 (0.90)
	
	
	4.18 (0.67)
	3.46 (0.87)
	
	4.23 (0.63)
	3.16 (0.90)
	

	Arousala
	Pre
	3.68 (0.94)
	.56
	
	4.18 (0.83)
	3.79 (0.74)
	.63
	3.51 (1.05)
	3.30 (0.88)
	.49

	
	Post
	3.76 (0.94)
	
	
	4.15 (0.93)
	3.64 (0.78)
	
	3.97 (0.87)
	3.30 (0.97)
	

	Dominancea
	Pre
	3.25 (0.84)
	.65
	
	3.44 (0.86)
	3.49 (0.62)
	.60
	3.21 (0.92)
	2.89 (0.81)
	.71

	
	Post
	3.30 (0.80)
	
	
	3.47 (0.79)
	3.12 (0.65)
	
	3.64 (0.71)
	2.95 (0.85)
	


a Averaged indices based on items or single items (valence, arousal, and dominance) measured with 5-Point Likert scales.
b Averaged index based on items measured with 7-Point Likert scales.
Note. Mood and Competence changes (Improvement for the Positive Feedback condition and Repair for the Negative Feedback condition) can be calculated by subtracting the post- and the pre-scores of the respective variables.

Table 4. Zero-order correlations for Study 1 (N = 143).
	Variables
	1
	2
	3
	4
	5
	6

	1. Self-Efficacy
	–
	
	
	
	
	

	2. Need for Competence
	  .59***
	–
	
	
	
	

	3. Need for Cognition
	  .25**
	  .22**
	–
	
	
	

	4. Valence Change
	–.13 
	–.02
	  .05
	–
	
	

	5. Arousal Change
	–.04
	–.03
	–.08
	  .41***
	–
	

	6. Dominance Change
	–.05
	  .01
	  .07
	  .64***
	  .34***
	–

	7. Competence Change
	–.09
	–.23**
	–.08
	  .39***
	  .14
	  .35***


** p < .01
*** p < .001
Table 5. Descriptive statistics and pre-post correlations for Study 2 (N = 91).
	Variables
	
	M (SD)
	
r
	
	Four wins (n = 29)
M (SD)
	
r
	Two wins/two defeats (n = 32)
M (SD)
	
r
	Four defeats (n = 30)
M (SD)
	
r

	Game Score Differencea
	
	–1.14 (2.44)
	
	
	1.87 (0.57)
	
	–1.23 (0.65)
	
	–3.96 (0.67)
	

	Self-Efficacyb
	
	3.56 (0.65)
	
	.78
	3.67 (0.70)
	
	3.59 (0.64)
	
	3.43 (0.60)
	

	Need for Competencec
	
	4.67 (0.95)
	
	.73
	4.86 (0.97)
	
	4.51 (0.97)
	
	4.67 (0.90)
	

	Need for Cognitionb
	
	3.31 (0.66)
	
	.60
	3.41 (0.67)
	
	3.23 (0.70)
	
	3.29 (0.62)
	

	Perceived Competenceb
	Pre
	1.76 (0.68)
	.39
	.83
	1.84 (0.62)
	.24
	1.91 (0.81)
	.36
	1.53 (0.52)
	.60

	
	Post
	2.43 (0.92)
	
	.88
	3.17 (0.79)
	
	2.38 (0.68)
	
	1.76 (0.71)
	

	Valenced
	Pre
	5.37 (1.60)
	.29
	
	5.17 (1.56)
	.31
	5.75 (1.52)
	.27
	5.17 (1.68)
	.41

	
	Post
	5.84 (1.78)
	
	
	6.90 (1.37)
	
	6.13 (1.52)
	
	4.50 (1.57)
	

	Arousald
	Pre
	3.55 (1.71)
	.55
	
	3.62 (1.57)
	.36
	3.44 (1.78)
	.70
	3.60 (1.83)
	.59

	
	Post
	3.11 (1.77)
	
	
	3.10 (1.86)
	
	2.91 (1.73)
	
	3.33 (1.77)
	

	Dominanced
	Pre
	4.63 (1.69)
	.69
	
	4.66 (1.68)
	.65
	5.19 (1.47)
	.70
	4.00 (1.76)
	.75

	
	Post
	5.14 (1.78)
	
	
	5.97 (1.76)
	
	5.50 (1.44)
	
	3.97 (1.54)
	

	Perceived Challengec
	
	4.20 (1.30)
	
	.83
	4.23 (1.16)
	
	4.04 (1.18)
	
	4.34 (1.56)
	


a Averaged indices based on the difference scores (opponent – participant) of all four matches.
b Averaged indices based on items measured with 5-Point Likert scales.
c Averaged indices based on items measured with 7-Point Likert scales.
d Single items measured with 9-Point Likert scales.
Note. Mood and Competence Repair can be calculated by subtracting the post- and the pre-scores of the respective variables.
Table 6. Zero-order correlations for Study 2 (N = 91).
	Variables
	1
	2
	3
	4
	5
	6
	7

	1. Self-Efficacy
	–
	
	
	
	
	
	

	2. Need for Competence
	  .45*
	–
	
	
	
	
	

	3. Need for Cognition
	  .31
	  .27
	–
	
	
	
	

	4. Valence Change
	–.12
	–.22
	–.29
	–
	
	
	

	5. Arousal Change
	–.07
	  .04
	–.01
	–.42*
	–
	
	

	6. Dominance Change
	–.41*
	–.40*
	–.10
	  .65***
	–.06
	–
	

	7. Competence Change
	–.07
	–.11
	–.24
	  .41*
	–.05
	  .36*
	–

	8. Perceived Challenge
	–.15
	  .15
	  .23
	–.42*
	  .21
	–.07
	–.32


* p < .05
*** p < .00
Table 7. Descriptive statistics and pre-post correlations for Study 3 (N = 109).
	Variables
	
	M (SD)
	
r
	
	Four wins (n = 37)
M (SD)
	
r
	Two wins/two defeats (n = 37)
M (SD)
	
r
	Four defeats (n = 35)
M (SD)
	
r

	Game Score Differencea
	
	–1.79 (5.23)
	
	
	4.13 (1.31)
	
	–1.49 (1.21)
	
	–8.38 (0.87)
	

	Self-Efficacyb
	
	3.79 (0.58)
	
	.72
	3.80 (0.52)
	
	3.79 (0.62)
	
	3.78 (0.60)
	

	Need for Competencec
	
	3.63 (0.60)
	
	.70
	3.61 (0.65)
	
	3.68 (0.57)
	
	3.59 (0.57)
	

	Need for Cognitionb
	
	3.46 (0.69)
	
	.69
	3.49 (0.65)
	
	3.47 (0.70)
	
	3.41 (0.72)
	

	Perceived Competenceb
	Pre
	2.13 (0.81)
	.44
	.86
	2.06 (0.81)
	.21
	2.04 (0.97)
	.70
	2.30 (0.58)
	.48

	
	Post
	2.39 (0.77)
	
	.84
	2.68 (0.74)
	
	2.32 (0.83)
	
	2.17 (0.65)
	

	Valenceb
	Pre
	3.13 (0.86)
	.63
	
	3.19 (0.88)
	.49
	2.95 (0.91)
	.72
	3.26 (0.78)
	.75

	
	Post
	3.19 (0.90)
	
	
	3.62 (0.76)
	
	2.95 (0.97)
	
	3.00 (0.80)
	

	Arousalb
	Pre
	3.00 (1.04)
	.65
	
	3.24 (1.07)
	.51
	2.76 (0.98)
	.69
	3.00 (1.03)
	.77

	
	Post
	3.06 (1.11)
	
	
	3.24 (1.16)
	
	3.05 (1.00)
	
	2.89 (1.16)
	

	Dominanceb
	Pre
	2.80 (0.79)
	.57
	
	2.76 (0.80)
	.65
	2.68 (0.82)
	.52
	2.97 (0.75)
	.73

	
	Post
	2.78 (0.82)
	
	
	3.16 (0.83)
	
	2.57 (0.77)
	
	2.60 (0.74)
	

	Perceived Challengec
	
	4.26 (1.27)
	
	.83
	3.95 (1.26)
	
	4.63 (1.14)
	
	4.21 (1.33)
	


a Averaged indices based on the difference scores (opponent – participant) of all four matches.
b Averaged indices based on items or single items (valence, arousal, and dominance) measured with 5-Point Likert scales.
c Averaged indices based on items measured with 7-Point Likert scales.
Note. Mood and Competence Repair can be calculated by subtracting the post- and the pre-scores of the respective variables.
Table 8. Zero-order correlations for Study 3 (N = 109).
	Variables
	1
	2
	3
	4
	5
	6
	7

	1. Self-Efficacy
	–
	
	
	
	
	
	

	2. Need for Competence
	  .69***
	–
	
	
	
	
	

	3. Need for Cognition
	  .21
	  .30
	–
	
	
	
	

	4. Valence Change
	  .03
	  .05
	  .26
	–
	
	
	

	5. Arousal Change
	–.15
	–.09
	–.12
	–.42**
	–
	
	

	6. Dominance Change
	  .15
	  .12
	  .25
	  .66***
	–.22
	–
	

	7. Competence Change
	  .05
	  .26
	  .02
	  .28
	–.20
	  .35*
	–

	8. Perceived Challenge
	–.19
	–.29
	–.15
	  .42*
	–.17
	  .30
	  .12


* p < .05
** p < .01
*** p < .001
