Supplemental Materials for
“A Strategic Mindset Enhances Children’s Generation of Effective Strategies
and Delay of Gratification Across Tasks”

Table S1
Study 1 Correlations Between Dependent Measures
	Measure
	1
	2
	3
	4
	5

	1. Waiting time
	─
	
	
	
	

	2. Total number of effective strategies used
	.89***
	─
	
	
	

	3. Number of different effective strategies used
	.85***
	.92***
	─
	
	

	4. Total number of strategies used
	.88***
	.99***
	.92***
	─
	

	5. Number of different strategies used
	.83***
	.91***
	.98***
	.92***
	─


Note. *** p < .001. 









Table S2
Between-Condition Comparison of Waiting Time and Strategy Use Variables (Experiment 1)

	
	Control   
condition
	Strategic mindset condition
	

	
	Mean
	SD
	Mean
	SD
	p-value
	Effect size, Cohen’s d

	Waiting time (in seconds)
	407.2
	438.9
	714.4
	482.3
	  <.001
	.67

	Total number of effective strategy uses
	  20.4
	  24.1
	  35.9
	  28.2
	  <.001
	.60

	Number of different effective strategies used
	    5.8
	    5.2
	  8.9
	    5.5
	  <.001
	.58

	Total number of strategy uses
	  25.6
	  27.7
	  42.3
	  32.5
	   .001
	.56

	Number of different strategies used
	    7.8
	    5.9
	  11.4
	   6.7
	   .002
	.56


Note. Given the non-normal distributions of the data, Mann-Whitney U tests were used to test the differences between conditions. For ease of interpretation and comparability to other studies, we present the Cohen’s d effect sizes that we observed though the data were not normally distributed.
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Table S3 

Correlations Between Dependent Measures (Experiment 2)

	Measures
	1
	2
	3
	4
	5
	6
	7
	8
	9
	10
	11

	1. Task 1 waiting time

	─
	
	
	
	
	
	
	
	
	
	

	2. Task 1 total number of effective strategies used
	.90***
	─
	
	
	
	
	
	
	
	
	

	3. Task 1 number of different effective strategies used
	.82***
	.92***
	─
	
	
	
	
	
	
	
	

	4. Task 1 total number of strategies used
	.88***
	.99***
	.91***
	─
	
	
	
	
	
	
	

	5. Task 1 number of different strategies used
	.81***
	.92***
	.99***
	.92***
	─
	
	
	
	
	
	

	6. Task 2 waiting time

	.30**
	.14
	.11
	.11
	.07
	─
	
	
	
	
	

	7. Task 2 total number of effective strategies used
	.31**
	.21*
	.19
	.19
	.16
	.89***
	─
	
	
	
	

	8. Task 2 number of different effective strategies used
	.30**
	.26**
	.29**
	.24*
	.26*
	.82***
	.91***
	─
	
	
	

	9. Task 2 total number of strategies used
	.28**
	.19
	.17
	.17
	.15
	.87***
	.99***
	.90***
	─
	
	

	10. Task 2 number of different strategies used
	.28**
	.25*
	.29**
	.24*
	.26*
	.78***
	.88***
	.99***
	.89***
	─
	


Note. *p < .05, **p < .01, *** p < .001. 








Table S4

Between-Condition Comparison of Waiting Time and Strategy Use Variables on the First, Treats Task (Experiment 2)

	
	Control 
condition
	Strategic mindset condition
	
	

	
	Mean
	SD
	Mean
	SD
	p-value
	Effect size, Cohen’s d

	Waiting time (in seconds)
	407.1
	431.0
	725.2
	480.5
	.002
	.70

	Total number of effective strategy uses
	  30.7
	  35.7
	  52.5
	  41.5
	.007
	.57

	Number of different effective strategies used
	    7.6
	    6.0
	  11.0
	    7.0
	.016
	.53

	Total number of strategy uses
	  36.4
	  41.5
	  61.2
	  47.5
	.007
	.56

	Number of different strategies used
	    9.6
	    7.1
	  13.7
	    8.3
	.016
	.54


Note. Given the non-normal distributions of the data, Mann-Whitney U tests were used to test the differences between conditions. For ease of interpretation and comparability to other studies, we present the Cohen’s d effect sizes that we observed though the data were not normally distributed.


Table S5

Between-Condition Comparison of Waiting Time and Strategy Use Variables on the Second, Resist-Peeking Task (Experiment 2)

	
	Control   condition
	Strategic mindset condition
	
	

	
	Mean
	SD
	Mean
	SD
	p-value
	Effect size, Cohen’s d

	Waiting time (in seconds)
	166.1
	232.2
	286.5
	252.4
	.004
	.50

	Total number of effective strategy uses
	  11.6
	  16.5
	  19.4
	  17.8
	.003
	.46

	Number of different effective strategies used
	    4.5
	    5.0
	    6.2
	    4.4
	.020
	.38

	Total number of strategy uses
	  12.9
	  17.3
	  21.7
	  19.3
	.002
	.49

	Number of different strategies used
	    5.5
	    5.3
	    7.4
	    4.6
	.015
	.39


Note. Given the non-normal distributions of the data, Mann-Whitney U tests were used to test the differences between conditions. For ease of interpretation and comparability to other studies, we present the Cohen’s d effect sizes that we observed though the data were not normally distributed.











Figure S1

The Relationship Between Condition and Waiting Time is Mediated by the Total Number of (Effective + Ineffective) Strategies Children Used (Experiment 1)

Strategic mindset vs. Control condition
Waiting time
Total number of strategy uses
a = 16.6** [6.6, 27.3]

b = 13.2***
 [11.7, 15.2]
Direct effect = 87.0
[-4.0, 177.8]
Total effect = 307.2***
[148.4, 467.1]


Note. Unstandardized coefficients with 95% confidence intervals are reported. **p < .01, ***p < .001.












Figure S2

The Relationship Between Condition and Waiting Time is Mediated by the Total Number of (Effective + Ineffective) Strategies Children Used on the First, Treats Task (Experiment 2)

Strategic mindset vs. Control condition
Waiting time
Total number of strategy uses
a = 24.8**
[6.5, 41.1]
b = 8.9***
 [7.6, 10.5]
Direct effect = 95.9
[-6.3, 197.1]
Total effect = 318.1***
[140.9, 488.0]


Note. Unstandardized coefficients with 95% confidence intervals are reported. **p < .01, ***p < .001.











Figure S3

The Relationship Between Condition and Waiting Time is Mediated by the Total Number of (Effective + Ineffective) Strategies Children Used on the Second, Resist-Peeking Task (Experiment 2)

Strategic mindset vs. Control condition
Waiting time
Total number of strategy uses
a = 8.8*
[1.6, 15.5]
b = 11.5***
 [10.1, 13.6]
Direct effect = 19.3
[-33.9, 69.3]
Total effect = 120.4*
[22.2, 209.3]


Note. Unstandardized coefficients with 95% confidence intervals are reported. *p < .05, ***p < .001.

Supplemental Appendix A
Observable Behavior and Their Strategy Classifications
In this Appendix, we have included: (1) tables that describe each strategy, broken down by effective strategies, ineffective strategies, and ambiguous strategies, and (2) tables that summarize the frequency of use of each strategy in aggregate and by condition.

Effective Strategies
	No.
	Strategy
	Description

	1
	Look or turn away
	Looks or turns away from the temptation.
This is if the child’s eyes look away from the temptation especially in the Treats Task. This is not coded if looking away was part of doing any of the other behaviors coded. It is only coded when the only behavior observed during that time was averting their eyes from the temptation. It is also coded if the child their body and head (approximately 90° or more) away from the temptation.

	2
	Move farther away 
	Walks around the room or moves to a part of the room that is farther away from the temptation.

	3
	Cover treats/eyes/ears

	Covers the treats or their eyes (Experiment 2 Task 1) or their ears (Experiment 2 Task 2), so that they are less able to see or hear the temptations.

	4
	Dance
	Dances by moving their body or limbs in a rhythmic motion.

	5
	Lay head on table/chair 
	Rests their head against the table or chair. It includes those who have their eyes open as well as those who close their eyes.

	6
	Lay body down
	Lies body down (lies down on the floor or lies down in the chairs).

	7
	Play with sticker
	Touches, draws face closer to observe, or plays with the sticker.

	8
	Play with personal items
	Plays with the personal items they have on them (e.g., shoes, shirt, jacket), or touches their own hair or face.

	9
	Play with lab items 
	Plays with the items which are in the lab that are not the temptations themselves (e.g., table, chair, door, light switch, video camera). 
It excludes playing with the treats in Experiment 1, as well as playing with the box (surrounding the iPad) in Experiment 2 Task 2, which is a separate category.

	10
	Play with box (Experiment 2 Task 2)
	Purposefully plays with the box that is covering the iPad, in ways other than touching the opening of the box or putting their ear close to the box, which are considered ineffective strategies in Experiment 2 Task 2. For example, they may knock on the box or rub the closed sides of the box.

	11
	Make faces
	Makes an intentional facial expression, seemingly to entertain themselves. 

	12
	Sing mantra
	Sings the storybook mantra (e.g., “What can I try”, “I love Sunday”).

	13
	Sing their own songs
	Sings their own songs other than the storybook mantras introduced in this experiment. 

	14
	Gesture with hands
	Gestures using their hands or fingers in a meaningful pattern.

	15
	Clap hands
	Claps their palms together.

	16
	Counting
	Counts numbers. 
It excludes counting the treats (Experiment 1 and Experiment 2 Task 1), which is an ineffective strategy.

	17
	Tap hand(s)
	Taps their palm(s) on a surface.

	18
	Play with feet
	Taps or shuffles their feet. 

	19
	Draw with finger(s) 
	Draws patterns with their fingers on any surface (such as the table or chair). 

	20
	Tap finger(s)
	Taps only their fingers on a surface (such as the table or chair).

	21
	Other ways of playing with fingers

	Plays with their fingers (e.g., rubbing their fingers together, pinching their fingers). This excludes purposefully drawing patterns with their fingers and tapping fingers on a surface.

	22
	Encouraging talk
	Encourages themselves to wait for the delayed rewards (e.g., “I’m waiting for two sweets.”, “don’t press the bell”, or “don’t peek at the box”).

	23
	Fantasy talk
	Engages in imaginative talk about things that are neither the rewards nor the task instructions.

	24
	Undiscernible mumbling
	Mumbling or talking to oneself softly where the entire phrase or sentence is not discernable. 

	25
	Entertaining sounds (other than talking)
	Moves their mouths to produce intentional sounds (e.g., smacking their lips, clicking their tongue).

	26
	Rub body
	Rubs or scratches their body.

	27
	Exercise
	Engages in full-body physical exercises (e.g., jumping, push-ups).

	28
	Stretch
	Straightens or extends part of one’s body (usually along the muscles and not just bending downward).

	29
	Kneel/stand on chair
	Kneels or stands on the chair. 

	30
	Move to other chair
	Sits on any other chairs in the lab which are farther away from the temptation (e.g., the vacant experimenter chair). 

	31
	Rock/sway
	Moves the body back and forth or left and right repeatedly.

	32
	Bend body over
	Purposefully bends body forward and downward approximately 90° or more while sitting or standing.

	33
	Other physical activities
	Other physical actions outside of the listed categories. These can include raising hand(s) and leg(s) in a manner that does not clearly fall into one of the other categories.







Ineffective Strategies for The Treats Task (in Experiment 1 and Experiment 2 Task 1)

	No.
	Strategy
	Description

	1
	Touch/play with bell
	Touches or plays with the bell. This is coded as long as the child is in physical contact with the bell.

	2
	Stare at treat
	Draws close to or leans forward to look at the treats.

	3
	Touch treat
	Touches or plays with the treat. This is coded as long as the child is in physical contact with any treat.

	4
	Sniff treat
	Draws close to sniff the treat, or touches the treat and then immediately sniffs their finger.

	5
	Lick treat
	Licks the treat, or touches the treat and then licks their finger.




Ineffective Strategies for the Resist-Peeking Task (in Experiment 2 Task 2)

	No.
	Strategy
	Description

	1
	Touch/play with bell
	Touches or plays with the bell. This is coded as long as the child is in physical contact with the bell.

	2
	Put ear close to box
	Draws their head close to or puts their ear close to the box.

	3
	Move close to the box
	Moves body close to the box or leans toward the box (including any side of the box), but has not yet peered into the box. It also includes touching the side of the box as they draw physically closer to it.

	4
	Touch opening of the box
	Touches the opening of the box or the inside the box.




Ambiguous Strategies
These strategies were neither coded as effective nor coded as ineffective because they are not clearly effective or ineffective for waiting, from what we know from theory as well as prior literature. They may also be ambiguous about what the child is thinking about while performing these behaviors.

	No.
	Strategy
	Description

	1
	Count treats
	Counts the treat by looking at or pointing to the treats and saying “1, 2, 3”.

	2
	Complaining talk
	Complains about waiting or the task instruction (e.g., “Why do I have to wait?”, “Why so long?”)







Experiment 1 Task 1 Frequency of Use of Each Strategy by Condition (SM: Strategic Mindset; C: Control) and Across the Total Sample (Total)
	
	Total Frequency 
Among All Children
	Number of Children Who Used Strategy
	Mean Number of Times Users Applied Strategy During Wait

	
	C
	SM
	Total
	C
	SM
	Total
	C
	SM
	Total

	Effective Strategy
	
	
	
	
	
	
	
	
	

	1. Look or turn away
	514
	827
	1341
	58
	65
	123
	8.9
	12.7
	10.9

	2. Move farther away 
	43
	134
	177
	14
	25
	39
	3.1
	5.4
	4.5

	3. Cover treats/eyes/ears
	0
	0
	0
	0
	0
	0
	0
	0
	0

	4. Dance
	2
	12
	14
	2
	6
	8
	1.0
	2.0
	1.8

	5. Lay head on table/chair 
	43
	25
	68
	15
	13
	28
	2.9
	1.9
	2.4

	6. Lay body down
	0
	3
	3
	0
	1
	1
	0
	3.0
	3.0

	7. Play with sticker
	161
	318
	479
	41
	59
	100
	3.9
	5.4
	4.8

	8. Play with personal items
	40
	40
	80
	15
	21
	36
	2.7
	1.9
	2.2

	9. Play with lab items 
	57
	108
	165
	26
	36
	62
	2.2
	3.0
	2.7

	10. Play with box 
(Experiment 2 Task 2)
	-
	-
	-
	-
	-
	-
	-
	-
	-

	11. Make faces
	0
	0
	0
	0
	0
	0
	0
	0
	0

	12. Sing mantra
	9
	56
	65
	6
	22
	28
	1.5
	2.5
	2.3

	13. Sing their own songs
	15
	24
	39
	7
	9
	16
	2.1
	2.7
	2.4

	14. Gesture with hands
	60
	91
	151
	20
	32
	52
	3.0
	2.8
	2.9

	15. Clap hands
	5
	13
	18
	3
	7
	10
	1.7
	1.9
	1.8

	16. Counting
	1
	12
	13
	1
	8
	9
	1.0
	1.5
	1.4

	17. Tap hand(s)
	12
	32
	44
	9
	20
	29
	1.3
	1.6
	1.5

	18. Play with feet
	122
	155
	277
	26
	41
	67
	4.7
	3.8
	4.1

	19. Draw with finger(s) 
	18
	47
	65
	12
	22
	34
	1.5
	2.1
	1.9

	20. Tap finger(s)
	28
	73
	101
	15
	25
	40
	1.9
	2.9
	2.5

	21. Other ways of playing with fingers
	42
	65
	107
	21
	27
	48
	2.0
	2.4
	2.2

	22. Encouraging talk
	2
	4
	6
	2
	4
	6
	1.0
	1.0
	1.0

	23. Fantasy talk
	7
	18
	25
	4
	10
	14
	1.8
	1.8
	1.8

	24. Undiscernible mumbling
	42
	71
	113
	15
	23
	38
	2.8
	3.1
	3.0

	25. Entertaining sounds (other than talking)
	16
	70
	86
	11
	23
	34
	1.5
	3.0
	2.5

	26. Rub body
	39
	53
	92
	13
	20
	33
	3.0
	2.7
	2.8

	27. Exercise
	3
	16
	19
	1
	5
	6
	3.0
	3.2
	3.2

	28. Stretch
	58
	69
	127
	20
	26
	46
	2.9
	2.7
	2.8

	29. Kneel/stand on chair
	2
	17
	19
	2
	3
	5
	1.0
	5.7
	3.8

	30. Move to other chair
	16
	40
	56
	8
	13
	21
	2.0
	3.1
	2.7

	31. Rock/sway
	32
	40
	72
	15
	18
	33
	2.1
	2.2
	2.2

	32. Bend body over
	13
	23
	36
	8
	12
	20
	1.6
	1.9
	1.8

	33. Other physical activities
	23
	54
	77
	13
	25
	38
	1.8
	2.2
	2.0

	Ineffective Strategy 
(Task 1)
	
	
	
	
	
	
	
	
	

	34. Touch/play with bell
	196
	190
	386
	62
	62
	124
	3.2
	3.1
	3.1

	35. Stare at treat
	67
	71
	138
	21
	33
	54
	3.2
	2.2
	2.6

	36. Touch treat
	58
	115
	173
	31
	37
	68
	1.9
	3.1
	2.5

	37. Sniff treat
	21
	28
	49
	15
	17
	32
	1.4
	1.6
	1.5

	38. Lick treat
	8
	12
	20
	5
	9
	14
	1.6
	1.3
	1.4

	Ineffective Strategy 
(Task 2)
	
	
	
	
	
	
	
	
	

	39. Touch/play with bell
	-
	-
	-
	-
	-
	-
	-
	-
	-

	40. Put ear close to box
	-
	-
	-
	-
	-
	-
	-
	-
	-

	41. Move close to the box
	-
	-
	-
	-
	-
	-
	-
	-
	-

	42. Touch opening of the box
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Ambiguous Strategy
	
	
	
	
	
	
	
	
	

	43. Count treats
	4
	8
	12
	3
	3
	6
	1.3
	2.7
	2.0

	44. Complaining talk
	14
	24
	38
	8
	14
	22
	1.8
	1.7
	1.7



Experiment 2 Task 1 Frequency of Use of Each Strategy by Condition (SM: Strategic Mindset; C: Control) and Across the Total Sample (Total)
	
	Total Frequency 
Among All Children
	Number of Children Who Used Strategy
	Mean Number of Times Users Applied Strategy During Wait

	
	C
	SM
	Total
	C
	SM
	Total
	C
	SM
	Total

	Effective Strategy
	
	
	
	
	
	
	
	
	

	1. Look or turn away
	386
	696
	1082
	37
	46
	83
	10.4
	15.1
	13.0

	2. Move farther away 
	54
	88
	142
	15
	20
	35
	3.6
	4.4
	4.1

	3. Cover treats/eyes/ears
	0
	0
	0
	0
	0
	0
	0
	0
	0

	4. Dance
	2
	14
	16
	2
	6
	8
	1.0
	2.3
	2.0

	5. Lay head on table/chair 
	34
	68
	102
	8
	22
	30
	4.3
	3.1
	3.4

	6. Lay body down
	2
	0
	2
	1
	0
	1
	2.0
	0
	2.0

	7. Play with sticker
	184
	322
	506
	29
	41
	70
	6.3
	7.9
	7.2

	8. Play with personal items
	81
	119
	200
	22
	33
	55
	3.7
	3.6
	3.6

	9. Play with lab items 
	60
	94
	154
	18
	20
	38
	3.3
	4.7
	4.1

	10. Play with box 
(Experiment 2 Task 2)
	-
	-
	-
	-
	-
	-
	-
	-
	-

	11. Make faces
	2
	2
	4
	2
	2
	4
	1.0
	1.0
	1.0

	12. Sing mantra
	17
	50
	67
	7
	19
	26
	2.4
	2.6
	2.6

	13. Sing their own songs
	14
	48
	62
	6
	11
	17
	2.3
	4.4
	3.6

	14. Gesture with hands
	10
	87
	97
	5
	20
	25
	2.0
	4.4
	3.9

	15. Clap hands
	5
	8
	13
	2
	2
	4
	2.5
	4.0
	3.3

	16. Counting
	7
	15
	22
	4
	8
	12
	1.8
	1.9
	1.8

	17. Tap hand(s)
	21
	43
	64
	12
	14
	26
	1.8
	3.1
	2.5

	18. Play with feet
	127
	135
	262
	30
	31
	61
	4.2
	4.4
	4.3

	19. Draw with finger(s) 
	38
	40
	78
	17
	14
	31
	2.2
	2.9
	2.5

	20. Tap finger(s)
	21
	67
	88
	10
	18
	28
	2.1
	3.7
	3.1

	21. Other ways of playing with fingers
	64
	81
	145
	21
	25
	46
	3.0
	3.2
	3.2

	22. Encouraging talk
	11
	11
	22
	4
	7
	11
	2.8
	1.6
	2.0

	23. Fantasy talk
	25
	60
	85
	8
	13
	21
	3.1
	4.6
	4.0

	24. Undiscernible mumbling
	43
	85
	128
	12
	21
	33
	3.6
	4.0
	3.9

	25. Entertaining sounds (other than talking)
	73
	85
	158
	22
	27
	49
	3.3
	3.1
	3.2

	26. Rub body
	60
	87
	147
	18
	26
	44
	3.3
	3.3
	3.3

	27. Exercise
	7
	6
	13
	2
	3
	5
	3.5
	2.0
	2.6

	28. Stretch
	25
	65
	90
	8
	20
	28
	3.1
	3.3
	3.2

	29. Kneel/stand on chair
	1
	0
	1
	1
	0
	1
	1.0
	0
	1.0

	30. Move to other chair
	11
	18
	29
	8
	5
	13
	1.4
	3.6
	2.2

	31. Rock/sway
	19
	30
	49
	7
	19
	26
	2.7
	1.6
	1.9

	32. Bend body over
	32
	46
	78
	9
	20
	29
	3.6
	2.3
	2.7

	33. Other physical activities
	37
	101
	138
	16
	26
	42
	2.3
	3.9
	3.3

	Ineffective Strategy 
(Task 1)
	
	
	
	
	
	
	
	
	

	34. Touch/play with bell
	128
	178
	306
	40
	38
	78
	3.2
	4.7
	3.9

	35. Stare at treat
	58
	76
	134
	18
	31
	49
	3.2
	2.5
	2.7

	36. Touch treat
	24
	108
	132
	15
	27
	42
	1.6
	4.0
	3.1

	37. Sniff treat
	24
	23
	47
	11
	13
	24
	2.2
	1.8
	2.0

	38. Lick treat
	5
	11
	16
	2
	6
	8
	2.5
	1.8
	2.0

	Ineffective Strategy 
(Task 2)
	
	
	
	
	
	
	
	
	

	39. Touch/play with bell
	-
	-
	-
	-
	-
	-
	-
	-
	-

	40. Put ear close to box
	-
	-
	-
	-
	-
	-
	-
	-
	-

	41. Move close to the box
	-
	-
	-
	-
	-
	-
	-
	-
	-

	42. Touch opening of the box
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Ambiguous Strategy
	
	
	
	
	
	
	
	
	

	43. Count treats
	1
	4
	5
	1
	3
	4
	1
	1.3
	1.3

	44. Complaining talk
	33
	28
	61
	9
	13
	22
	3.7
	2.2
	2.8



Experiment 2 Task 2 Frequency of Use of Each Strategy by Condition (SM: Strategic Mindset; C: Control) and Across the Total Sample (Total)
	
	Total Frequency 
Among All Children
	Number of Children Who Used Strategy
	Mean Number of Times Users Applied Strategy During Wait

	
	C
	SM
	Total
	C
	SM
	Total
	C
	SM
	Total

	Effective Strategy
	
	
	
	
	
	
	
	
	

	1. Look or turn away
	131
	302
	433
	34
	45
	79
	3.9
	6.7
	5.5

	2. Move farther away 
	18
	8
	26
	6
	5
	11
	3.0
	1.6
	2.4

	3. Cover treats/eyes/ears
	0
	0
	0
	0
	0
	0
	0
	0
	0

	4. Dance
	2
	3
	5
	1
	2
	3
	2.0
	1.5
	1.7

	5. Lay head on table/chair 
	16
	41
	57
	9
	14
	23
	1.8
	2.9
	2.5

	6. Lay body down
	2
	0
	2
	2
	0
	2
	1.0
	0
	1.0

	7. Play with sticker
	64
	103
	167
	19
	30
	49
	3.4
	3.4
	3.4

	8. Play with personal items
	34
	51
	85
	16
	23
	39
	2.1
	2.2
	2.2

	9. Play with lab items 
	11
	3
	14
	6
	3
	9
	1.8
	1.0
	1.6

	10. Play with box 
(Experiment 2 Task 2)
	19
	40
	59
	10
	17
	27
	1.9
	2.4
	2.2

	11. Make faces
	3
	1
	4
	2
	1
	3
	1.5
	1.0
	1.3

	12. Sing mantra
	3
	9
	12
	3
	6
	9
	1.0
	1.5
	1.3

	13. Sing their own songs
	13
	6
	19
	4
	6
	10
	3.3
	1.0
	1.9

	14. Gesture with hands
	5
	8
	13
	5
	5
	10
	1.0
	1.6
	1.3

	15. Clap hands
	0
	2
	2
	0
	1
	1
	0
	2.0
	2.0

	16. Counting
	2
	4
	6
	2
	2
	4
	1.0
	2.0
	1.5

	17. Tap hand(s)
	11
	13
	24
	6
	8
	14
	1.8
	1.6
	1.7

	18. Play with feet
	35
	31
	66
	13
	10
	23
	2.7
	3.1
	2.9

	19. Draw with finger(s) 
	16
	28
	44
	7
	14
	21
	2.3
	2.0
	2.1

	20. Tap finger(s)
	8
	25
	33
	5
	12
	17
	1.6
	2.1
	1.9

	21. Other ways of playing with fingers
	34
	86
	120
	11
	25
	36
	3.1
	3.4
	3.3

	22. Encouraging talk
	1
	0
	1
	1
	0
	1
	1.0
	0
	1.0

	23. Fantasy talk
	19
	6
	25
	6
	3
	9
	3.2
	2.0
	2.8

	24. Undiscernible mumbling
	19
	6
	25
	7
	6
	13
	2.7
	1.0
	1.9

	25. Entertaining sounds (other than talking)
	13
	14
	27
	8
	10
	18
	1.6
	1.4
	1.5

	26. Rub body
	17
	43
	60
	11
	18
	29
	1.5
	2.4
	2.1

	27. Exercise
	0
	3
	3
	0
	2
	2
	0
	1.5
	1.5

	28. Stretch
	11
	32
	43
	6
	13
	19
	1.8
	2.5
	2.3

	29. Kneel/stand on chair
	0
	0
	0
	0
	0
	0
	0
	0
	0

	30. Move to other chair
	0
	1
	1
	0
	1
	1
	0
	1.0
	1.0

	31. Rock/sway
	0
	0
	0
	0
	0
	0
	0
	0
	0

	32. Bend body over
	4
	8
	12
	2
	5
	7
	2
	1.6
	1.7

	33. Other physical activities
	44
	72
	116
	14
	19
	33
	3.1
	3.8
	3.5

	Ineffective Strategy 
(Task 1)
	
	
	
	
	
	
	
	
	

	34. Touch/play with bell
	-
	-
	-
	-
	-
	-
	-
	-
	-

	35. Stare at treat
	-
	-
	-
	-
	-
	-
	-
	-
	-

	36. Touch treat
	-
	-
	-
	-
	-
	-
	-
	-
	-

	37. Sniff treat
	-
	-
	-
	-
	-
	-
	-
	-
	-

	38. Lick treat
	-
	-
	-
	-
	-
	-
	-
	-
	-

	Ineffective Strategy 
(Task 2)
	
	
	
	
	
	
	
	
	

	39. Touch/play with bell
	30
	54
	84
	18
	23
	41
	1.7
	2.3
	2.0

	40. Put ear close to box
	5
	8
	13
	5
	6
	11
	1.0
	1.3
	1.2

	41. Move close to the box
	22
	25
	47
	22
	21
	43
	1.0
	1.2
	1.1

	42. Touch opening of the box
	2
	23
	25
	1
	6
	7
	2.0
	3.8
	3.6

	Ambiguous Strategy
	
	
	
	
	
	
	
	
	

	43. Count treats
	0
	0
	0
	0
	0
	0
	0
	0
	0

	44. Complaining talk
	3
	3
	6
	3
	3
	6
	1.0
	1.0
	1.0



Supplemental Appendix B
Results Using “Proportion of Time Spent Using Effective Strategies” Variable
	We pre-registered analyses using the variable “proportion of waiting time spent on effective strategies” in Experiment 1, following Haimovitz et al. (2020)—but later realized that this variable is problematic in our study, given the way that we operationalized strategy uses. As mentioned in the main text, this variable is problematic in 3 ways: one, it can be inflated by children who simply had very short waiting times, if they only used effective strategies for that short duration. For example, if a child waited for only 30 seconds and was covering their eyes for the entire time, they would have a proportion of 1, even though they only waited briefly. Two, because we coded each strategy separately and strategies could overlap in time (that is, children may use more than one strategy at the same time, e.g., singing and clapping their hands), calculating the total duration of using all (effective + ineffective) strategies by summing up the duration of each strategy use can exceed the total waiting time. Thus the variable as defined can exceed 1 (and is no longer a true “proportion”). Three, testing it as a mediator is also problematic because its denominator (total time spent waiting) is our predicted outcome. 
Therefore, for better statistical validity and for transparency (given our pre-registration), we report the results of the proportion of time spent on effective strategies (over the total time spent on any and all strategy uses, instead of waiting time) here. To compute the proportion of time spent using effective strategies, we summed the total duration of time that children used effective strategies, and divided that by the total time children spent using all (effective + ineffective) strategies that they did in Experiment 1. As mentioned above, we could not use waiting time as the denominator.
Mann-Whitney U tests showed that children in the strategic mindset condition spent a larger proportion of time using effective strategies (out of the total time spent using all strategies; M=0.85, sd=0.23), compared to children in the control condition (M=0.73, sd=0.33), p=.012. This proportion of time spent using effective strategies was significantly positively correlated with the total number of effective strategies children used, r=.86, p<.001. Children in the strategic mindset condition in fact spent a smaller proportion of time using ineffective strategies (out of the total time spent using all strategies; M=0.13, sd=0.20), compared to children in the control condition (M=0.24, sd=0.31), p=.032. Using the process macro for R (Hayes, 2012-2022), which estimates bootstrapped 95% confidence intervals, we tested and found a significant serial mediation: the effect of condition on waiting time was significantly mediated by the total number of effective strategies children used and the proportion of time spent using effective strategies, in that order, serial indirect effect=13.4 [4.4, 25.9]. The total effect was significant, total effect=249.2 [114.3, 377.4]; and the direct effect was not significant after controlling for the indirect effect pathways, 58.0 [-17.8, 133.8].
We did not pre-register this variable or its analyses in Experiment 2.








Supplemental Appendix C
Regression and Mediation Results Using “Total Number of Strategy Uses” 
as The Predictor/Mediator Variable in Experiments 1 and 2
Experiment 1 Regression Results
	The total number of strategies that children used significantly and positively predicted their overall waiting time, b=13.6 [12.3, 14.9], t(138)=21.3, p<.001.
Experiment 1 Mediation Results
Consistent with our hypothesized process, we found that the effect of (strategic mindset vs. control) condition on children’s waiting time was significantly mediated by the total number of strategies they used, indirect effect=220.2 [90.4, 351.3] (Figure S1). The direct effect was no longer statistically significant at the .05 level after accounting for the indirect effect of each mediator.
Experiment 2 Regression Results
	The total number of strategies that children used significantly and positively predicted their overall waiting time on both tasks, task 1: b=9.2 [8.2, 10.2], t(95)=18.5, p<.001; task 2: b=11.6 [10.3, 12.9], t(95)=17.6, p<.001.
Experiment 2 Mediation Results
For the first treats task, the effect of (strategic mindset vs. control) condition on children’s waiting time was significantly mediated by the total number of strategies they used, indirect effect=222.1 [55.8, 369.6] (see Figure S2). For the second resist-peeking task, the effect of condition on children’s waiting time was significantly mediated by the total number of strategies they used, indirect effect=101.2 [19.8, 175.6] (see Figure S3). In both mediation models, the direct effect was no longer statistically significant at the .05 level after accounting for the indirect effect of each mediator.

