CHOOSE COOPERATE OR DEFECT

              OldEgo := Ego;
{This notes last round's move as "Old"}

              OldAlter := Alter;

              {This sets this round's move for TFT players}

              If PlayersStrategy[1] = TFT then Ego := EgoPerceivesAlter;

              If PlayersStrategy[2] = TFT then Alter := AlterPerceivesEgo;

              {This sets this round's move for ALL-D players}

              If PlayersStrategy[1] = ALLD then Ego := D;

              If PlayersStrategy[2] = ALLD then Alter := D;

              {This sets this round's move for ALL-C players}

              If PlayersStrategy[1] = ALLC then Ego := C;

              If PlayersStrategy[2] = ALLC then Alter := C;

              {This sets this round's move for WSLS players}

              If PlayersStrategy[1] = WSLS then

              begin

                   If PlayersOutcome[1] = Rewarding then Ego := OldEgo;

                   If PlayersOutcome[1] = Punishing then

                   begin

                        if OldEgo = C then Ego := D;

                        if OldEgo = D then Ego := C;

                   end;

              end;

              If PlayersStrategy[2] = WSLS then

              begin

                   If PlayersOutcome[2] = Rewarding then Alter := OldAlter;

                   If PlayersOutcome[2] = Punishing then

                   begin

                        if OldAlter = C then Alter := D;

                        if OldAlter = D then Alter := C;

                   end;

              end;

HANDLE ERROR EVENT

   {This reverses interpretations of the previous move

   for contingent strategies}

   R1 := Random(100);

   R2 := Random(100);

   If R1<Noise  then        {Ego's perception is incorrect}

   begin

        If PlayersStrategy[1] = TFT then

        begin

             If Alter = C then EgoPerceivesAlter := D;

             If Alter = D then EgoPerceivesAlter := C;

             If ShowPLot then

                 Canvas.TextOut(HOffset1+LeftEdge+2,(VEgo+2-Round(ScoreEgo*VScale)+2*NewTurn),'e');

        end;

        If PlayersStrategy[1] = WSLS then

        begin

             If PlayersOutcome[1] = Rewarding then PlayersOutcome[1] := Punishing

                else PlayersOutcome[1] := Rewarding;

             If ShowPlot then

                 Canvas.TextOut(HOffset1+LeftEdge+2,(VEgo+2-Round(ScoreEgo*VScale)+2*NewTurn),'e');

        end;

   end

   else

        EgoPerceivesAlter := Alter;   {Ego's perception is correct}

    If R2<Noise  then       {Alter's perception is incorrect}

   begin

        If PlayersStrategy[2] = TFT then

        begin

             If Ego = C then AlterPerceivesEgo := D;

             If Ego = D then AlterPerceivesEgo := C;

             If ShowPlot then

                Canvas.TextOut(HOffset1+LeftEdge+2,(VAlter+2-Round(ScoreAlter*VScale)+2*NewTurn),'e');

        end;

        If PlayersStrategy[2] = WSLS then

        begin

             If PlayersOutcome[2] = Rewarding then PlayersOutcome[2] := Punishing

                else PlayersOutcome[2] := Rewarding;

             If ShowPlot then

                Canvas.TextOut(HOffset1+LeftEdge+2,(VAlter+2-Round(ScoreAlter*VScale)+2*NewTurn),'e');

        end;

   end

   else

        AlterPerceivesEgo := Ego;   {Alter's perception is correct}

end;
ASSIGN PAYOFFS

   ToPower := NewTurn;

   If Ego =D then

   begin

        If Alter =D then

        begin

             NewScoreEgo := ScoreEgo + Power(Discount,ToPower)*Punishment;

             NewScoreAlter := ScoreAlter + Power(Discount,ToPower)*Punishment;

             PlayersOutcome[1] := Punishing;

             PlayersOutcome[2] := Punishing;

        end;

        If Alter =C then

        begin

             NewScoreEgo := ScoreEgo + Power(Discount,ToPower)*Temptation;

             NewScoreAlter := ScoreAlter + Power(Discount,ToPower)*Sucker;

             PlayersOutcome[1] := Rewarding;

             PlayersOutcome[2] := Punishing;

        end;

   end;

   If Ego =C then

   begin

        If Alter =D then

        begin

           NewScoreEgo := ScoreEgo + Power(Discount,ToPower)*Sucker;

           NewScoreAlter := ScoreAlter + Power(Discount,ToPower)*Temptation;

           PlayersOutcome[1] := Punishing;

           PlayersOutcome[2] := Rewarding;

        end;

        If Alter =C then

        begin

             NewScoreEgo := ScoreEgo + Power(Discount,ToPower)*Reward;

             NewScoreAlter := ScoreAlter + Power(Discount,ToPower)*Reward;

             PlayersOutcome[1] := Rewarding;

             PlayersOutcome[2] := Rewarding;

        end;

   end;

end;

