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PID Age Gender Military?
P1 56-60 Man
P2 26-30 Man
P3 18-25 Woman
P4 18-25 Man ✓
P5 18-25 Woman ✓
P6 18-25 Woman ✓
P7 18-25 Woman ✓
P8 66-70 Woman
P9 36-40 Woman
P10 26-30 Man

Table 1. Participant demographic information. We asked, “What gender (if any) do you identify yourself by
(check all that apply)?” and offered the following options: Man, Woman, Non-Binary, Self-Report, and Prefer
not to state [79]. **Table:D1.9:Caption:D1.9:Description:NotNeeded

FIXME 4.0.1 (#2): MMB: to save space/words. this table is movable to Supp Docs. If you believe
this is a good idea, replace the ref to it in the text with a phrase saying the 10 participants
gender-identifed as either woman (6) or man (4), and refer to the supp docs for full details.

the worst. Hovering over any gameboard position highlights the scores associated with that move
in every data series associated at all previous decision points. However, only the rectangles that
are the same color as the agent are interactive—hovering them causes a gameboard position to be
highlighted. If a user wants to find a specific move, they can hover over some score and/or squares.
Moving the game forward one step causes a new colored series to appear, the colored series from
the last decision will become dark gray, and the older scores to get lighter.

4 METHODOLOGY **(995 WORDS, BUDGET 1000) D2
To investigate how participants would go about the Ranking Task with the explanations we have
just presented, we conducted an in-person think-aloud study with 10 participants. Our research
questions were:
RQ1: How did participants do on the Ranking Task?
RQ2: How many explanations and which ones did participants use when foraging for information

in our interface?
RQ3: How did participants select which agents to assess while ranking?
RQ4: How did participants invest their time while ranking?

After receiving IRB approval, we recruited participants by posting flyers around the community.
Table 1 reports demographics for the 10 participants. They had a variety of academic backgrounds:
two Art, two CS, one English, one Finance, and four different kinds of engineering (electrical,
mechanical, nuclear, and CEM). Four were associated with a branch of the military, and the rest
were not.

4.1 The Domain **D2
Our domain was M-N-K games, primarily because of the strong empirical controls it afforded.
M-N-K games are a generalization of Tic-Tac-Toe. In M-N-K games, each player alternates placing
their piece (X or O) in an attempt to put their pieces in a sequence of length K on a board of size M
× N. Most people are familiar with Tic-Tac-Toe, the 3-3-3 version. In our study, we used 9-4-4, in
which a player tries for a sequence of length 4 on a 9 × 4 board.
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