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*The error bars stand for standard errors. *The error bars stand for standard errors.
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(strickland et al. 1966).
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• Early uncertainty design • Later uncertainty design
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Contact:	siria.luo@vu.nl

Effortà Score: Score	=	Effort	+ e(randomness)
Scoreà Payoff: Payoff	=	Score

Effortà Score: Score	=	Effort	
Scoreà Payoff: Payoff	=	Score	+	e(randomness)

Which	design	is	more	
motivating?

*controlling for	conversion	rates


