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Confirmation of main findings using frequentist statistical methods 
Significance was tested using likelihood ratio tests (L) or, for individual levels of categorical predictors such as condition and emotion, using Wald tests in logistic models or t-tests in gaussian models with Bonferroni correction for multiple comparisons. 

Recognition of Target Emotions Across Conditions
Benefits of deliberation 
· Deliberated vs. fast conditions, z = -2.7, p = .008
· Deliberated vs. three remaining conditions, z = 3.4, p < .001
· Deliberated vs. low load conditions, z = -2.0, p = .04  
· Deliberated vs. high load conditions, z = -3.9, p < .001 
· Emotion-specific effects: 
· Deliberated vs. three remaining conditions, difference for amusement (z = 4.1, p < .001; at an uncorrected level, differences were also seen for achievement, pleasure and relief, ps < .03)
· Deliberated vs. fast conditions, no significant effects obtained  
· Deliberated vs. low load conditions, difference for amusement, z = -3.8, p < .001
· Deliberated vs. high load conditions, difference for amusement (z = -4.4, p < .001), pleasure (z = -3.2, p = .001) and relief (z = -3.3, p = .001)   

Costs of cognitive load 
· Fast vs. low load conditions, z = 0.6, p = .51
· Fast vs. average of two load conditions, z = 0.4, p = .71
· Fast vs. high load conditions, z = -1.3, p = .21
· Low load vs. high load conditions, z = -1.9, p = .05
· Emotion-specific effects, 
· Fast vs. average of two load conditions, no significant effects obtained (at an uncorrected level, differences were seen for amusement, p = .048) 
· Low load vs. high load conditions, difference for relief (z = -3.3, p = .001; at an uncorrected level, differences were also seen for pleasure and disgust, ps < .03) 

False Alarms Across Conditions
· Deliberated vs. fast conditions, z = 2.2, p = .03
· Deliberated vs. three remaining conditions, not significant
· Deliberated vs. low load conditions, not significant  
· Deliberated vs. high load conditions, not significant 
· Emotion-specific effects: 
· Deliberated vs. three remaining conditions, no significant effects obtained apart from amusement (p = .01) and sadness (p = .04) at an uncorrected level 
· Deliberated vs. fast conditions, no significant effects obtained apart from sadness (p = .006) at an uncorrected level 
· Deliberated vs. low load conditions, not significant 
· Deliberated vs. high load conditions, not significant 
· Fast vs. low load conditions, p = .03 at an uncorrected level 
· Fast vs. average of two load conditions, not significant
· Fast vs. high load conditions, not significant
· Low load vs. high load conditions, not significant
· Emotion-specific effects:
· Fast vs. average of two load conditions, not significant 
· Low load vs. high load conditions, not significant


Latencies Across Conditions
· Deliberated vs. fast conditions, t = -31.4, df = 7939, p < .001
· Deliberated vs. low load conditions, t = -31.3, df = 7939, p < .001
· Deliberated vs. high load conditions, t = -30.9, df = 7939, p < .001
· Fast vs. average of two load conditions, t = -0.3, df = 1, p = .77
· Low load vs. high load conditions, t = .006, df = 7939, p = .995  

Memory Task
· High load vs. low load conditions, L = 15.4, df = 1, p < .001


Supplemental Figure 1
Hit rates for each condition and emotion for the 40 least well recognized vocalizations in the main experiment (Load 1 = low load; Load 2 = high load) 
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Supplemental Materials also include:
· Full data set (folder data_LimaEtAl) 
· The code used for data analysis (folder scripts_LimaEtAl)
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