	Variable coded
	Coding category A
	Coding category B

	
	Behavioral/psychological event
	outcomes

	beh/psy =2, outc=1, mixed or unknown = 0

MEGAN
	actions (e.g., cheating, having an affair, being cooperative in a game); behaviors (e.g., drug relapse); social interactions (e.g., getting-to-know); emotions (e.g., depression)
	winning (e.g., success in school, games); losing (e.g., failure in school, games); acquiring an illness

	
	AO = between-subjects
	AO = within-subject

	AO as bs vs. ws
MEGAN
	actors are one group of people, observers are a second group of people.
	the same people assumed both the actor role (explaining their own behavior or outome) and the observer role (explaining someone else's behavior or outcome)

	
	Same event
	Different events

	Same event explained?
COURTNEY
	Exactly what is being explained is the very same event (e.g., that the actor lost in a particular game; that the actor had an extramarital affair). Only real events in between-subjects  designs can be in this category. 
	What is being explained by observer is slightly or clearly different from what is being explained by actor.  Events in within-subjects designs and imagined events always fall into this category.

	
	Intentional 
	Unintentional

	Intentional vs. unintentional
MEGAN
	the actor performed the action on purpose, actually decided to do it (e.g., cheating, having an affair, playing competitively in a game)
	an event that the actor did not perform intentionally, purposefully, something the actor did not decide to do (e.g., getting sick, feeling depressed).  All "outcomes" (e.g., failure/success) fall into this category.

	
	Observer is close
	 

	Close observers or not 
COURTNEY
	Friend, best friend, parent, spouse or romantic partner, roommate. 
	Stranger met in the lab, unknown person, "average person"

	
	Real for actor
	Not real for actor

	Whether event explained is real for actor
COURTNEY
	The actor actually performed the behavior or felt the emotion or experienced the success/fai lure. 
	Event is imagined.

	
	Explanation happens right after event
	Not

	Explanation right after event?
COURTNEY
	Typically a behavior or outcome in a lab setting in which the explanation is requested in the same lab session, right after the event happens.
	Lab events whose explanations are assessed in a separate, later session; all imagined events; all events that the explainer recalls from the past ("Remember the last time you…")


Degree of “Traitedness” in Internal Attribution Measures 

Goal: code the proportion of stable trait meaning in each “person attribution measure.”  

· Trait meaning is maximal (1.0) when the measure defines or exemplifies the person attribution exclusively as stable characteristics (personality, attitude, skill, ability, personal qualities).  For example, “To what extent were attributes (aspects) of the chooser’s (your) personality the cause of…”

· Trait meaning is minimal (0.0) when the measure asks exclusively about transitory factors (e.g., specific reasons or desires, mood, effort). 

· Trait meaning is mixed (0 < x < 1) in proportion to the stability of the items or examples in the measure.  For example, the Storms measure asks “How important were your (his) personality, traits, character, personal style, attitudes, mood, and so on.”  Here we have 5 stable factors and one variable factor (mood), yielding a proportion of 0.83, rounded to 0.8.  As another example, the Weiner scales always assess person attributions to ability and effort and are therefore coded as 0.5.  

· When there is no specific definition and no examples given, assign 0.75 to a measure that is simply called “dispositional” and 0.5 to a measure broadly referring to “the person.”  For example, “the importance of personal factors (things about yourself/this person).”

Valence 

These ratings try to capture the “valence” of events or behaviors explained.  In some cases, the valence is defined (in which case an x is marked and no coding is needed).  In other cases, the explained event/behavior can be classified into negative, neutral/unknown, or positive.  Positive (+1) refers to a success, an achievement, something to be proud of, something  one strongly identifies with.  Negative (-1) refers to a failure, something that threatens one's self-esteem, something to distance oneself from.  Cases of mixed behaviors or behaviors of indeterminable valence are coded as neutral (0).  




