UNIVERSITY OF
GLOUCESTERSHIRE

This is a peer-reviewed, final published version of the following document, © 2024 The Authors.
Published by the Royal Society under the terms of the CreativeCommons Attribution License
http://creativecommons.org/licenses/by/4.0/, which permitsunrestricted use, provided the
original author and source are credited. and is licensed under Creative Commons: Attribution
4.0 license:

Spicer, Stuart Gordon ORCID: 0000-0001-7585-8886, Close,
James ORCID: 0000-0002-9316-034X, Nicklin, Laura Louise
ORCID: 0000-0002-6195-9501, Uther, Maria, Whalley, Ben,
Fullwood, Chris ORCID: 0000-0002-7714-6783, Parke,
Jonathan, Lloyd, Joanne and Lloyd, Helen (2024) Exploring the
relationships between psychological variables and loot box
engagement, part 2: exploratory analyses of complex
relationships. Royal Society Open Science, 11 (1). Art:
231046. doi:10.1098/rso0s.231046

Official URL: http://doi.org/10.1098/rs0s.231046
DOI: http://dx.doi.org/10.1098/rs0s.231046
EPrint URI: https://eprints.glos.ac.uk/id/eprint/13620

Disclaimer

The University of Gloucestershire has obtained warranties from all depositors as to their title in
the material deposited and as to their right to deposit such material.

The University of Gloucestershire makes no representation or warranties of commercial utility,
title, or fitness for a particular purpose or any other warranty, express or implied in respect of
any material deposited.

The University of Gloucestershire makes no representation that the use of the materials will not
infringe any patent, copyright, trademark or other property or proprietary rights.

The University of Gloucestershire accepts no liability for any infringement of intellectual
property rights in any material deposited but will remove such material from public view
pending investigation in the event of an allegation of any such infringement.

PLEASE SCROLL DOWN FOR TEXT.



Downloaded from https://royal societypublishing.org/ on 09 January 2024

ROYAL SOCIETY
OPEN SCIENCE

royalsocietypublishing.org/journal/rsos

O
Research Cheok for

updates

Cite this article: Spicer SG, Close J, Nicklin LL,
Uther M, Whalley B, Fullwood C, Parke J, Lloyd J,
Lloyd H. 2024 Exploring the relationships
between psychological variables and loot box
engagement, part 2: exploratory analyses of
complex relationships. R. Soc. Open Sdi. 11:
231046.

https://doi.org/10.1098/rs0s.231046

Received: 20 July 2023
Accepted: 27 November 2023

Subject Category:
Psychology and cognitive neuroscience

Subject Areas:
psychology/cognition/behaviour

Keywords:
loot boxes, video gaming, gambling, digital
harms, addictive behaviours, wellbeing

Author for correspondence:
Stuart Gordon Spicer
e-mail: stuart.spicer@plymouth.ac.uk

THE ROYAL SOCIETY

PUBLISHING

Exploring the relationships
between psychological
variables and loot box
engagement, part 2:
exploratory analyses of
complex relationships

Stuart Gordon Spicer’, James Close>>, Laura

Louise Nicklin®, Maria Uther’, Ben Whalley’,

Chris Fullwood®, Jonathan Parke’, Joanne Lloyd® and
Helen Lloyd’

' Community and Primary Care Research Group (CPCRG), ITTC Building, Davy Road, Plymouth
Science Park, Derriford, Plymouth PL6 8BX, UK

Zpeninsula Medical School (Faculty of Health), and >School of Psychology, University of
Plymouth, Plymouth Devon PL4 8AA, UK

“School of Education, Faculty of Education, Health and Wellbeing, University of
Wolverhampton, Wolverhampton WS1 3BD, UK

5Enterprise and Innovation, Faculty of Health, Education and Life Sciences, Birmingham City
University, Seacole Building, Edghaston Campus, Birmingham, UK

65chool of Natural, Sport and Social Sciences, University of Gloucestershire, Cheltenham, UK
"Director, Sophro Ltd, Newark Beacon, Newark, UK

8(yberpsychology Research Group, School of Psychology, Faculty of Education, Health and
Wellbeing, University of Wolverhampton, Wolverhampton WV1 1LY, UK

SGS, 0000-0001-7585-8886; JC, 0000-0002-9316-034X;
LLN, 0000-0002-6195-9501

In a pre-registered survey linked to this paper (Exploring the
relationships between psychological variables and loot box
engagement, part 1: pre-registered hypotheses), we confirmed
bivariate associations between engagement with loot boxes
(purchasable randomized rewards in video games) and
measures of problem gambling, problem video gaming,
impulsivity, gambling cognitions, experiences of game-related
‘flow’, psychological distress and reduced wellbeing.
However, these variables have complex relationships, so to
gain further insights, we analysed the dataset (1495 gamers
who purchase loot boxes and 1223 purchasers of non-
randomized content) in a series of Bayesian mixed-effects
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multiple regressions with a zero-inflation component. The results challenge some well-established
results in the literature, including associations between loot box engagement and problematic
gambling measures, instead suggesting that this relationship might be underpinned by shared
variance with problem video gaming and gambling-related cognitions. An entirely novel discovery
revealed a complex interaction between experiences of flow and loot box engagement. Distress and
wellbeing are both (somewhat contradictorily) predictive of participants engaging with loot boxes,
but neither correlate with increasing loot box risky engagement/spend (among those who engage).
Our findings unravel some of the nuances underpinning loot box engagement, yet remain
consistent with narratives that policy action on loot boxes will have benefits for harm minimization.

1. Introduction

Loot boxes are purchasable items in video games, with randomized content that varies in financial and
psychological value [1,2]. They are available in the majority of games across different formats, including
console games, PC games and mobile games, and are often available to children [1,3]. Evidence from
systematic reviews and meta-analyses has established robust associations between loot box
engagement, and measures of both problem gambling and problem video gaming [4-8]. Similarly,
associations have also been investigated between loot box engagement and a range of psychological
variables, including impulsivity (where results are equivocal [9-13]), gambling cognitions (evidence is
limited [14]), and psychological distress and wellbeing (results again equivocal [15-17]). Other
variables, such as game-related experiences of ‘flow’ remain unstudied in the context of loot boxes,
but have been linked with problematic video gaming [18]. To investigate such observations, we
conducted a pre-registered survey of 1495 gamers who purchase loot boxes (henceforth, ‘LB cohort’)
and 1223 gamers who purchase other, non-randomized game content (henceforth, ‘nLB cohort’), first
investigating these relationships with a series of pre-registered bivariate analyses on this data that are
reported in a linked publication, “Exploring the relationships between psychological variables and loot
box engagement, part 1: pre-registered hypotheses’ [19].

Our findings confirmed previously established relationships between loot box engagement, and both
PGSI scores (i.e. a measure of problem gambling) and problem video gaming. These effects were found
both with self-reported loot box spend and a validated measure of risky loot box engagement—the RLI
[14]. This validated measure captures how gamers feel about their engagement, for example by asking
them to rate their agreement with statements including ‘once I open a loot box, I often feel compelled
to open another'—and has been used in several previous studies [14,16,20,21]. This measure therefore
contrasts with self-reported loot box spend, in that it may be a more direct measure of risky
behaviour. Gambling-related cognitions—which are robustly associated with symptoms of problematic
gambling [22]—were also positively correlated with both risky loot box engagement and loot box
spend, consistent with previous observations [14]. Our study is, to our knowledge, also the first to
establish links between loot box engagement and experiences of game-related flow. Previous studies
have linked flow with problematic video gaming [18] and with PGSI status of participants in a
laboratory-based slot machine study [23], and the relationship between this state of high absorption
and (potentially problematic) loot box engagement further emphasizes the shared psychological
components of loot boxes and traditional forms of gambling.

While the majority of our pre-registered hypotheses were supported, the results suggested complex
relationships between some of the psychological variables. For example, impulsivity revealed a positive
correlation with risky loot box engagement, but not loot box spend; providing a possible explanation of
previous equivocal results [9,10], where impulsivity might be specifically linked with risky types of loot
box engagement. It is also possible that risky loot box engagement is a more reliable measure than loot
box spend, as it requires general estimations of whether certain behaviours and motivations have
featured in one’s purchasing, rather than relying on self-report estimations of objective continuous
measures, which are sometimes prone to inaccuracies [24,25].

Only a limited number of previous studies have specifically investigated how loot box engagement
might influence player wellbeing, with mixed results and evidence of possibly indirect effects [15-17];
including one study that concluded both positive and negative (past week) moods might be
associated with higher loot box spend [16]. Our bivariate analyses found no evidence of a relationship
between loot box spend, and either wellbeing or psychological distress. However, we did find
evidence of a relationship between risky loot box engagement and both of these variables—suggesting
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a difference in the variables that influence spend versus those that specifically influence risky
engagement.

With demographic variables, our bivariate analyses [19] established that male sex was predictive of
loot box spend (consistent with previous observations [26]), but not risky loot box engagement (see
previous paper for discussion [19]). Conversely, younger age was predictive of risky loot box
engagement, but not loot box spend (possibly owing to the lower disposable income of younger
gamers). Income was predictive of neither risky loot box engagement nor loot box spend, also
consistent with earlier findings [27].

Following our pre-registered analysis plan [28], relationships between the above psychological
variables and loot box engagement were first investigated on a bivariate, one-by-one basis [19].
However, the relationships between these various overlapping constructs (i.e. impulsivity, problematic
gaming, problematic gambling, gambling cognitions, etc.) are likely to be complex and
multidirectional [29]. While much previous loot box research has used bivariate correlations, several
studies have employed more complex analyses. These include a path analysis of the relationship
between loot box spend, and measures of both problem gambling and problem video gaming [15]; a
hierarchical regression of risky loot box engagement and gambling-related variables [14]; and a multi-
variable regression [11] of problem gambling and loot box spend, after controlling for impulsivity and
demographic variables. Our study similarly employs a more complex analytical approach, but using a
larger set of variables than these previous studies. These analyses were exploratory, but again covered
in our pre-registration plans (i.e. we pre-registered the methodology, but made no hypotheses). We
used Bayesian mixed-effects regressions to understand how the variables from our bivariate analyses
operate when analysed within a single model. We were particularly interested in understanding
whether the bivariate relationships would be maintained using this multiple-predictor approach—and
which variables would be most predictive.

1.1. The present study

We conducted a set of Bayesian mixed-effects multiple regressions with a zero-inflation (ZI) component
[30]. Such models account for both the LB (loot box) cohort and the nLB (non-loot box) cohort within a
single model, enabling investigation of differences both within and between the two cohorts. Effectively,
this type of regression combines both a ZI regression and a linear regression into a single model; the
former comparing the two cohorts, and the latter assessing relationships within the LB cohort only.
This method therefore shows which variables are predictive of engagement/spend on loot boxes
versus no engagement/spend in the ZI component, and which variables correlate with increasingly
risky loot box engagement/increasing spend among gamers who already engage with loot boxes in
the linear component.

2. Methods: design and measures

Details about data collection, measurement instruments and data exclusions are provided in our previous
paper [19]. This paper uses the same dataset. However, in brief, our study design was pre-registered on
the Open Science Foundation [28]. Our cohort included data from a sample of both loot box (LB cohort;
n =1495) and non-loot box purchasing (nLB cohort, 1 =1223) gamers. Participants were recruited from
the survey recruitment platform, Prolific [31], resided in the UK, were adults (18+), and had been
previously identified (via a short screening survey [26]) as videogame players who purchased game-
related content. Data were collected from 8 March 2021 to 24 March 2021 on the Qualtrics [32] survey
platform. Data from 91 participants were removed, with missing data on monthly income and/or sex,
to ensure complete data for all participants were included. This was so that all the predictor variables
were numeric for running the analyses. Consistent with any two-level categorical variables, sex was
treated by the model as a numeric binary (i.e. 1’s and 0’s).

2.1. Survey measures and instruments

The following are the variables relevant to the analyses in the paper (additional variables were collected,
but only used in the previous paper [19]). Our two outcome measures (of loot box engagement) were:
typical monthly spend; and the risky loot box index (RLI), a tool that measures risky or problematic
loot box engagement. The RLI was our primary outcome measure. We collected demographic
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Box 1. Measurement instruments included in survey. Throughout this paper, these are usually referred to by the ‘concept,’
rather than the instrument or abbreviated instrument name (abbr.).
concept . instrument and reference
risky loot box RLI risky loot box index [14]
engagement
. .problem gambllng N problem gamblmg severlty index [33]
‘problem V|deo gamlng : VIGDV - |nternet gamlng dlsorder short form [34]
. 'gamblmg coitions e e gamblmg e cogn|t|on s [35] e
impulsivity BIS-Brief Barratt |mpu|5|veness scale (bls brlef) [36], 8-item version [37]
flow GESHow prevmusly used 5-item set of the game experience questlonnalre [23 38]
wellbeing WEMWBS  The WarW|ck Edlnburgh mental weIIbelng scale (WEMWBS) [39]
. “psychologlcal dlstress K0 Kessler ps psychologlcal distress (K 10) [40]

variables of age and gender, along with self-reported income. Our study included a range of previously
validated measurement instruments (box 1).

2.2. Data processing

All data processing and analysis was conducted in R [41]. For instrument scoring, we used standard,
published methods of calculation. We rescaled all responses to start at zero [42] for consistency; a
minor adjustment that will not influence the results. Details about the analytical methods are
provided in the next section.

2.3. Methods: Bayesian mixed-effects regressions

To explore relationships between our variables—and thus determine which variables are most predictive
of loot box engagement once all variables (problem gambling score, problem video gaming, gambling
cognitions, impulsivity, wellbeing, psychological distress, flow, sex, age and income) are considered
together—we ran three Bayesian mixed-effects multiple regressions with a ZI component. Each
regression had a different outcome variable; RLI, loot box spend and loot box spend adjusted for total
income. In fitting models with multiple predictors, we were interested in characterizing which
variables were most predictive, and which variables would remain predictive compared to single
predictor models/bivariate approaches.

The ZI component of the model assesses which variables are most predictive of participants engaging
versus not engaging with loot boxes (i.e. testing for a difference between the LB and nLB cohorts), while the
linear component assesses which variables are most predictive of increasing engagement among loot box
purchasers (i.e. establishing which variables are most significantly correlated with continuous measures of
engagement, within the LB cohort). We report the effects of predictors within both parts of the model.
Additionally, the regressions used a negative-binomial response distribution, to account for the large
number of participants with a loot box spend/RLI score of zero (i.e. the nLB cohort of participants).

We ran two types of Bayesian ZI mixed-effects negative-binomial multiple regressions for each of the
outcome variables. The first was a single predictor model, in which each variable was analysed on its
own, as a predictor of the outcome (similar to conducting a bivariate correlation). The second was a
multiple regression, in which all predictors were analysed together. We used a horseshoe prior
(implemented in Stan [43]), to provide a form of penalization [44], using L1-normalization to ‘shrink’
the predictive power of variables. This enables variable selection—where some variables can be
accepted and others can be dismissed. We originally intended to penalize using both Lasso and
Horseshoe priors. However, we ultimately chose the stricter Horseshoe prior only, as the Lasso had a
negligible effect on the predictors (a consequence of having such a large dataset). Our methods were
selected because traditional variable selection procedures (e.g. stepwise regression/forward selection)
are known to perform poorly as an exploratory analysis, given multiple correlated predictors [45].
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We specified the following predictor variables in each model. Risky loot box engagement (RLI) model: [ 5 |

problem gambling (PGSI), problem video gaming (IGD), gambling-related cognitions (GRCS),
impulsivity (BIS-Brief), flow (GES-Flow), wellbeing (WEMWBS), psychological distress (K-10), sex,
age, income. Loot box typical monthly spend model: problem gambling (PGSI), problem video gaming
(IGD), gambling-related cognitions (GRCS), impulsivity (BIS-Brief), flow (GES-Flow), wellbeing
(WEMWRBS), psychological distress (K-10), sex, age, income.

While we did initially attempt a third regression with the adjusted loot box spend model (i.e. adjusted
to income), this is not reported (see later section ‘Exploratory analyses: deviation from pre-registration
document’).

For all models, we employed standard techniques to check for model convergence (visual inspection of
Markov chain Monte Carlo (MCMC) trace-plots, Rhat values, and effective sample size (ESS) values).
Posterior distributions for parameter estimates are summarized and presented graphically (mean values
with 95% high dimensional credible intervals (HDCI)). For the ZI component of the regression models, if
the 95% HDCI's were discrete from an odds ratio of 1, this was interpreted as substantial evidence of a
variable predicting loot box engagement (between loot box purchases and non-loot box purchasers).
Distributions greater than 1 were interpreted as positively predictive, while those less than 1 were
interpreted as negatively predictive. Similarly, for the linear component of the models, if the 95% HDCI's
were discrete from an RLI score/£ spend of 0, this was interpreted as substantial evidence of a variable
predicting increasing loot box engagement (within loot box purchasers). Distributions greater than 0
were interpreted as positively predictive, while those less than 0 were interpreted as negatively predictive.

We conducted two additional analyses (i.e. non-pre-registered), to further interpret the results of Bayesian
regressions. These both used model averaging. The first was to assess which predictor variables are the most
‘labile” across multiple combinations of models—i.e. how much they vary in predicting the outcome variable.
Owing to computational power limitations, we used a frequentist (rather than Bayesian) implementation of
the ZI multiple regressions (implemented in the Dredge package in R). We conducted model averaging
across every possible combination of predictors (up to a maximum of seven; also owing to limitations in
computational power). The lability of variables was assessed by plotting 95% HDCI. The second
additional analysis was an extension of the above model averaging procedure, to assess which predictors
were most ‘disruptive’ of other predictors—i.e. how much each predictor changed the predictiveness of
other predictors across multiple combinations of models (again up to a maximum of seven). This was
assessed by plotting the effect of each predictor on other included predictors.

3. Results

3.1. Introduction to regression model results

The data and R code for running the models are openly available at https://osf.io/gh634/. Below, we
report results of Bayesian mixed-effects negative-binomial multiple regressions with a ZI component,
for both loot box spend and RLI. As detailed in the methods, the ZI component of the model
indicates which variables are predictive of participants engaging/spending versus not engaging/spending
on loot boxes (i.e. comparison of loot box purchasers versus non-loot box purchasers). The linear
component of the model indicates which variables are predictive of participants (who already use loot
boxes) engaging in an increasingly risky manner (RLI model), or spending increasing amounts of
money (LB spend model). For each outcome variable, the results of the ZI and linear components are
presented side-by-side in figure 1.

With these models, it should be noted that there is an additional ZI component which is not reported
in the body of this paper: the ZI component of the RLI model, which captures zero versus non-zero RLI.
Nonetheless, these results are nearly identical with the ZI for spending versus not spending (see
electronic supplementary material at https://osf.io/gh634/ for complete data, which notes any
differences). Below, we only present the ZI model for spend data, as this is the most logical
representation of loot box engagement versus non-engagement (i.e. participants with zero RLI may
actually be engaging with loot boxes, but scoring zero on the RLI instrument).

3.2. Summary of results with single predictors

In our models, the single predictor results (i.e. single regression for each variable as a predictor of the
outcome, red bars in figure 1) broadly replicate our previous findings from bivariate correlations, as
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Figure 1. Results of Bayesian exploratory regressions with loot box spend and risky loot box engagement as outcomes. The zero-
inflation component is presented in the left-hand panel (‘spend > 0": odds ratio of engagement). This shows how predictive each
variable is of participants spending versus not spending on loot boxes. This measure is only shown for loot box spend, because RLI
results effectively show the same information (whether participants are interacting with loot boxes in some way or not)—and
spending versus non-spending is intuitively easier to interpret than risky engagement versus non-engagement. However, the
full results are available in the supplementary materials at https://osf.io/gh634/. Odds ratios to the right of the vertical line (at
equal odds ratio of 1.0) are more predictive of spending versus not spending (i.e. spend greater than zero), while those to the
left are preventative of spending. The linear component for spend is presented in the middle panel (‘£ spent’: coefficient of
increasing spend), and the linear component for risky loot box engagement is presented in the right-hand panel (‘RLI score’:
coefficient of risky engagement). These show how predictive each variable is of participants (who already engage with loot
boxes) spending more/engaging in an increasingly risky manner. Coefficients to the right of the vertical line are more
predictive of increasing spend/increasingly risky engagement, while those to the left are predictive of lower spend/less risky
engagement. Results of both the single predictor (singlepred, in red) models (a separate model for each variable), and the
multiple-predictor (with horseshoe prior, blue) model, are presented. For all models across both panels, the horizontal lines
represent 95% HDCI. Distributions that are discrete from the black horizontal lines can be interpreted as providing evidence of
an effect. Note that male sex is coded as 1 (i.e. to the right).

would be expected [19]. They confirm that variables including problem gambling scores, problem video
gaming, gambling-related cognitions and game-related experiences of flow were predictive of both
increasing loot box spend and risky loot box engagement (linear components; middle- and right-hand
panel of figure 1). Furthermore, higher impulsivity, higher distress and (in contrast with our bivariate
result) lower wellbeing were predictive of increasingly risky loot box engagement. Monthly income
was predictive of neither risky loot box engagement nor loot box spend—consistent with previous
results of open access data [27].

A similar pattern of results was seen for single variables predicting participants spending versus
not spending on loot boxes (left-hand side of figure 1). However, there were some discrepancies. For
instance, flow did not predict participants spending versus not spending on loot boxes, but did
predict increasingly risky engagement and spend, for participants already using loot boxes. A
similar pattern was observed for wellbeing, which was not predictive of spending versus not
spending—but was (negatively) predictive of increasingly risky engagement among the LB cohort.
Male sex was not predictive of spending versus not spendingl, or increasingly risky engagement,
but was predictive of increasing spend. Distress was predictive of spending/engaging versus not
spending/engaging only.

3.3. Summary of results with multiple regressions

Overall, the ZI components (figure 1, left panel, blue lines) indicated several variables predictive
of spending versus not spending on loot boxes (i.e. a difference between the LB and nLB cohorts).

"Here, there was a minor discrepancy with the RLI ZI component. See the supplementary material on OSF.
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This includes problem video gaming, gambling-related cognitions, distress and—seemingly

counterintuitively—wellbeing (see later Discussion). Flow was negatively predictive of spending
versus not spending (i.e. higher flow was protective), and younger age was not predictive of spending
versus not spending.” The linear components reveal several variables predictive of increasing loot box
engagement and spend (figure 1, middle and right panels). For increasingly risky loot box
engagement, the primary predictors were problem video gaming, gambling-related cognitions and
game-related experiences of flow. This result with flow was in contrast to the negative association
with spending versus not spending. There were also associations with fernale sex, and an inverse
relationship with age. Neither wellbeing, distress nor income were predictive of increasingly risky
engagement. For spend, there were positive associations with problem gambling scores, problem
video gaming, flow (again in contrast to the negative association for spending versus not spending)
and male sex. There was a marginal result for gambling-related cognitions, where the lower bound of
the 95% HDCI was exactly zero. Neither wellbeing, distress nor income were predictive of increasing
spend. Impulsivity had a negative association with increased spend but no relationship with
increasingly risky engagement.

Perhaps most notably, the relationship between problem gambling scores and risky loot box
engagement was not observed, and the relationship between problem gambling scores and loot box
spend was only observed in the linear component of the multiple regression. Gambling-related
cognitions remained predictive of risky loot box engagement.

While the contrasting result with flow might initially appear contradictory, these results suggest that
once all other variables were controlled for, flow was protective against participants spending versus not
spending on loot boxes, but once participants do start to engage flow becomes predictive of higher
engagement (both spend and risky engagement).

Overall, these results produced some unexpected findings, particularly around problem gambling
scores, flow, distress and wellbeing. Our findings are more easily understood when contextualized
alongside our ‘lability analyses’, which enable an exploration of how each variable within the multiple
regressions is influenced by the other variables. Below, we discuss the results of the lability analysis,
before returning to a variable-by-variable synthesis of the results in the discussion.

3.4. Summary of results of lability and disruption analyses

As described in the Methods, we performed an additional ‘lability analysis’ to aid interpretation of the
regressions and clarify differences between the single- and multiple-predictor models. This established
how much each variable changes in predictiveness, as different combinations of variables are added
into the model, enabling insights into which variables were most stable. This was conducted with a
complementary ‘disruption analysis’, which established how much each variable alters the
predictiveness of other variables as different combinations are added into the model. Results of the
lability analysis are reported in figure 2.

As the aim of this analysis was to determine the lability of each predictor (i.e. as different
combinations of variables are added), the important result is not the regression coefficients/odds
ratios themselves (i.e. the dots), but the width of the confidence intervals for each variable (i.e. the line
width). These intervals represent the amount of variability (i.e. lability) for each predictor across all
model combinations; i.e. a wider line indicates a variable that is more labile. In short, the Bayesian
regressions tell us which variables are most predictive of the outcomes, and the lability analyses tell
us which variables are most stable across different model combinations.

Here, the most stable variables were the demographic variables (age, sex and income). On the whole,
the psychological instruments were more labile (an unsurprising result, given the potential relationships
between the underlying constructs), although there was considerable variation. Wellbeing and
psychological distress were among the most labile predictors, with a number of other variables also
disrupting distress (especially problem video gaming). Problem gambling scores and problem video
gaming were also comparatively labile. Flow, gambling cognitions and impulsivity generally had an
intermediate lability compared to the other variables, although there was some variation between
models and components.

The disruption analyses, reported in figures 3-6 further reveal the impact variables can have on each
other when added to the models. Problem gambling scores were disrupted most by problem video
gaming and (unsurprisingly) gambling-related cognitions. With problem video gaming, some of the

2Again, there was a minor discrepancy with the RLI ZI component. See the supplementary material on OSF.

*sosi/Jeunof/6106uiysgnd/aposjedos

OOLET “LL DS uadp 20S Y



Downloaded from https://royal societypublishing.org/ on 09 January 2024

problem gambling — —_— 4
problem gaming ——— — —

gambling cognitions —— — —.

impulsivity - |—— o—

flow - —— —
sex male le- —.— -
age —.— -
income » - —e

wellbeing —— i —

distress —— — | e
0 1 2 3 4 -0.2 0 02 04 06 -02 0 0.2 0.4

spend > 0 across models

£ spend across models

RLI score across models

Figure 2. Results of lability analysis (model averaging) with both loot box spend and risky loot box engagement as outcomes.
Consistent with figure 1, the left-hand side shows the zero-inflation component of the (spend) model, while the middle shows
the linear component for spend, and the right-hand side shows the linear component for RLI. The points indicate the mean
odds ratio/coefficient across all models, and the lines represent the distribution across all models (95% HDCI); i.e. longer lines
indicate a variable that is more labile across different models. Similar to figure 1, the spend and RLI zero-inflation results were

very similar, so only spend is included in this figure (full results at https://osf.io/gh634/).
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Figure 3. Results of disruption analysis (model averaging) with RLI as the outcome for zero-inflation (ZI) component. The points
indicate the mean disruption across all models for each predictor. By reading across the horizontal axes for each predictor, the
amount of disruption on each other predictor can be gauged. Similarly, by reading down the vertical axes for each predictor,
the amount of disruption from each other predictor can be gauged. Disruption to the left means that variable is reduced in
predictiveness, while disruption to the right means increased.

largest disruption comes from impulsivity and flow. Problem video gaming was also disrupted by
problem gambling scores. Disruption between problem gambling scores and problem video gaming is
consistent with evidence of a relationship between these variables [8]. In addition to being among the
most labile predictors, wellbeing and psychological distress were both (unsurprisingly) substantially
disruptive of each other, with several other variables also disrupting distress (especially problem
video gaming). The demographic variables, age, income and sex, received some of the smallest
disruption from other variables. They were also not very disruptive of other variables, although there
was some disruption between income and age—two variables that (as previously noted) are known to
correlate [19].

There are some interesting observations within the results of the disruption analyses. For example,
when risky loot box engagement was the outcome, gambling-related cognitions were disruptive of
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problem gambling scores, but problem gambling score was not disruptive of gambling-related [ 10 |

cognitions. This suggests that gambling-related cognitions (i.e. GRCS measure) is capturing something
unique (with respect to loot boxes) that problem gambling score (i.e. PGSI measure) does not. This
may suggest that whatever component of the problem gambling score is predictive of risky loot box
engagement is almost entirely captured within gambling-related cognitions. The results of the lability
and disruption analyses are discussed in more detail in the discussion, variable-by-variable, in relation
to the results of the Bayesian regressions and findings from previous loot box literature.

3.5. Deviations from pre-registered regressions

The analytic approach for the Bayesian regressions was pre-registered, albeit marked as a purely
exploratory analysis. Nonetheless, we made a few necessary deviations from the pre-registration
document. First, we did not include RLI as a predictor in the loot box spend models, as these
variables are highly correlated—most notably, all participants with zero loot box spend will also have
a zero score for RLI. The RAFFLE scale of loot box motivations [46] was not included as a predictor
in any models for the same reason. The predictor variables were otherwise as specified.

We also pre-registered a model with ‘adjusted loot box spend” (with loot box spend adjusted for self-
report annual earnings). However, this model failed inspection measures, and is therefore not reported:
the MCMC trace plots indicated that the models did not adequately converge, and the excessively wide
HDCI’s on the posterior distributions suggested that the model configuration was not adequately
capturing the data. The ESS and Rhat values were acceptable, although the ESS values were lower
than for the other two models. Therefore, the results do not provide an accurate measure of the
relationship in the data. While the reasons for this are unclear, our previous pre-registered hypotheses
were not met for adjusted spend anyway [19], so there were no findings to explore with the Bayesian
regressions (making this third model somewhat redundant). However, the code for running these
models is nonetheless included at https://osf.io/gh634/. The risky loot box engagement (RLI) and
unadjusted loot box spend models passed all inspections.

As discussed in our pre-registration document, we conducted both normal prior and horseshoe prior
(i.e. penalized) models (see Methods), which act as a form of sensitivity analysis, where we expected the
results to be consistent across both models. Visual inspection of results confirmed this to be the case,
indicating that results are robust, and therefore we present only results from the stricter penalized
regression models. Full code is included within https://osf.io/gh634/.

4. Discussion

The single predictor regression models largely replicated our previous findings [19], revealing that
several variables, when studied on a simple variable-by-variable analysis, are predictive of risky loot
box engagement and/or loot box spend, including problem gambling score, problem video gaming,
impulsivity and gambling-related cognitions. However, when included in multiple regression models,
the results reveal a number of surprising observations, which on initial appraisal might appear
counterintuitive or contradictory to previous literature. One of the most notable of these results is the
lack of association between problem gambling score and risky loot box engagement. These results are
more easily understood when contextualized alongside the lability analysis (how much each variable
changes, according to the variables added into the model) and disruption analysis (i.e. how much
each variable is influenced by each other variable); enabling discussion of why differences are
observed between single- and multiple-predictor models. Below, these results are discussed variable-
by-variable.

4.1. Problem gambling score

The results of the single predictor regressions are consistent with our previous pre-registered hypotheses
[19], using simple bivariate correlations and numerous previous studies [4-8]. These show robust,
moderately sized associations between problem gambling score and loot box engagement (measured
by either spend or RLI). However, the results of our multiple regressions produce contrasting
findings. Problem gambling score is no longer associated with participants spending versus not
spending with loot boxes (i.e. loot box cohort versus non-loot box cohort). It is also not predictive of
increasingly risky engagement, although it is still predictive (albeit at a reduced level) of increasing
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spend on loot boxes (where correlations with spend are the most commonly reported measurement of [ 11 |

loot box engagement in the literature [4-8]).

While this result is somewhat surprising, the disruption analysis (figures 3—-6) helps reveal why this
association disappears in the multiple regression, where the difference between the models is primarily
explained by disruption from problem video gaming and gambling-related cognitions. Such results are
consistent with previous relationships, where it is known that there are associations between problem
gambling score and problem video gaming [8], and also between problem gambling score and
gambling-related cognitions in a video gaming context [47-49]. Importantly, problem video gaming
and gambling-related cognitions reduce the predictiveness of problem gambling score for both the ZI
and linear components of the model. In other words, problem gambling score becomes less predictive
of loot box engagement once problem video gaming and gambling-related cognitions are controlled
for. This could be a consequence of shared variance between these variables (i.e. they are partially
measuring aspects of the same phenomena, entirely plausible for problem gambling score and
gambling-related cognitions). Alternatively, these variables interact in some way—either as a direct
variable interaction or indirectly via a pathway [15]. However, the vast number of potential models is
beyond the scope of this exploratory study. Overall, our findings suggest that previously reported
relationships between problem gambling score and loot box engagement might not be owing to direct
effects, but instead are explained largely by a combination of shared cognitions about chance (e.g. that
a series of losses, for example, mean that a ‘win is due’; previously established to be associated with
problematic gambling behaviours [35,47-49]) and the shared variance between the psychologically
related behaviours of problem video gaming and problem gambling score.

4.2. Gambling-related cognitions

In contrast to problem gambling score, gambling-related cognitions remained predictive (in multiple
regressions) of both spending/engaging versus not spending/engaging on loot boxes and also
increasingly risky loot box engagement (among those who already engage). Nonetheless, gambling
cognitions were disrupted by both problem gambling score and problem video gaming according to
the disruption analyses (although this variable was less labile than problem gambling score).
However, problem gambling score had negligible impact on the predictiveness of gambling cognitions
for increasingly risky engagement. This contrasts with the reverse situation, where gambling
cognitions were highly disruptive of problem gambling score. This observation is consistent with the
explanation that the well-established relationships between loot box engagement and measures of
problem gambling, in part, may be mediated by underlying gambling cognitions. As a predictor of
risky loot box engagement, problem gambling score predicts nothing additional beyond the gambling-
related cognitions, although the asymmetrical disruption between these variables suggests that
gambling cognitions capture something unique as a predictor of risky loot box engagement, which
problem gambling score does not. However, gambling cognitions (as measured by the GRCS) captures
‘a perceived inability to stop gambling’, so both scales are arguably measuring problematic
involvement in gambling. Such results shed light on what may be a primary mechanism
underpinning the previously demonstrated association between problem gambling score and loot box
engagement.

Interestingly, in another loot box survey that used multiple regression analyses [50], associations
between loot box purchasing and problem gambling score remained after controlling for psychological
variables (including impulsivity and emotion dysregulation). This study, however, did not include
gambling-related cognitions—a key mediating variable within our results.

Taken together with problem gambling score, such results may indicate something further about the
processes underlying the relationship between loot box engagement and gambling. It might be that
upstream gambling cognitions (i.e. risk) are predictive of engaging/spending versus not engaging/
spending, while downstream problem gambling score (i.e. harm) is predictive of increasing spend.
Finally, it is worth emphasizing that our observations are not necessarily contradictory with other
previous literature, which has primarily focused on relationships between problem gambling score
and loot box spend; a positive association that is still observed within our multiple regressions.

4.3. Problem video gaming

In contrast to problem gambling score, problem video gaming was not substantially altered in the multiple-
predictor models. Increased problematic video gaming remained predictive both of engaging/spending
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versus not engaging/spending on loot boxes, and of increasingly risky engagement/higher spend. Despite [ 12 |

problem video gaming being somewhat labile, it remained consistently predictive of both outcome
variables. There was notable disruption from several other variables, with gambling-related cognitions
and flow being those most consistently disruptive across the various model components. However,
other variables were also disruptive on some components, including distress, wellbeing and problem
gambling score. This suggests that the relationship between problem video gaming and loot box
engagement might be subject to indirect influence from several variables through their impact on
problem video gaming. For instance, one study suggests that elevated distress is related to problem
video gaming and problem gambling score, which is in turn indirectly related to loot box spending [15].
Further research is required to disentangle such causal pathways.

4.4, Impulsivity

Consistent with the results of our bivariate analyses, the single predictor models revealed that
impulsivity had associations with spending/engaging versus not spending/engaging on loot boxes
and with increasingly risky loot box involvement (among those who already engage) in, but not with
increasing loot box spend. Such results would appear to suggest that impulsivity might be specifically
linked with risky loot box engagement. However, the results of the multiple regressions suggest that
impulsivity is not, in fact, predictive of risky loot box engagement, once the other variables have been
controlled for.

The disruption analyses reveal possible explanations for this surprising result. Here, problem video
gaming was consistently disruptive of impulsivity across all model components, and problem gambling
score also disrupted impulsivity as a predictor of loot box spend. The most straightforward explanation is
that impulsive behaviours relevant to loot boxes are largely mediated via problem video gaming, and
impulsivity itself is left with nothing more to explain.

Again, this finding is also suggestive of a possible pathway, where impulsivity might indirectly
influence loot box engagement via other gaming behaviours. Such a pathway would be consistent
with previously well-established links between impulsivity and disordered gaming [51], and it is
therefore possible that bivariate links between impulsivity and loot box engagement are an artefact of
impulsivity’s strong relationship with problem video gaming. However, a recent publication (after our
own data collection window) highlighted the potential limitation in measuring impulsivity as a
unidimensional construct [13]. This study found evidence of a relationship between loot box
purchasing, and both positive urgency and sensation seeking, but no relationship with negative
urgency and lack of premeditation—measures that are known to be linked with problem gambling
score. Our unidimensional measure of impulsivity may therefore be unable to capture these potential
complexities.

45. Flow

From all the variables, flow has perhaps the most nuanced relationship with loot box engagement.
Multiple regressions reveal a negatively predictive relationship with engaging/spending versus not
engaging/spending on loot boxes (i.e. game-related experiences of flow are higher in the nLB cohort).
However, once people are engaging/spending, flow becomes positively predictive of increasing spend
and risky engagement. One possible explanation is that many loot box containing games are
disruptive of flow experiences, i.e. owing to the intrusive nature of loot boxes on the gaming
experience. However, once gamers start to actually engage with loot box games, increasing
engagement with loot boxes may improve the game experience (and/or lead to greater dissociative
phenomena, such as time distortion, escapism, etc.), thus increasing the experience of flow state.

Previous qualitative research has already established that progression is a key motivator in loot box
engagement [46], so future qualitative research could specifically investigate flow states in this context.
Our results are also consistent with previous distinctions that have been made between positive and
negative ‘dark flow’ experiences [38]. It could be argued that flow is a ‘positive’ gaming experience
when not associated with loot boxes (i.e. in the non-loot box cohort); while a form of ‘dark flow’ is
related to risky loot box engagement within the loot box gaming cohort (i.e. flow driven by potential
escape motivations). Again, qualitative research would allow for a richer understanding of how flow
can manifest in different gaming scenarios.

Flow was one of the least labile of the non-demographic variables between different model
combinations. Nonetheless, the variable that impacted the most on flow was problem video gaming.
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The apparent overlap between these variables adds further support to notions of ‘dark flow’, suggesting [ 13 |

that flow might relate to aspects of problematic gaming behaviour.

4.6. Sex

The single predictor models suggested that male sex was somewhat predictive of engaging versus not
engaging on loot boxes and with loot box spend, but it was not predictive of increasingly risky
engagement. However, the multiple regressions produced somewhat confusing findings. The
relationship between sex and engaging with loot boxes disappeared, the association with male sex
and increasing spend remained, but now female sex became associated with increasingly risky
engagement. Along with the other demographic variables, sex had low lability between different
model combinations, with minimal disruption from most variables—although problem video gaming
(perhaps unsurprisingly) was the most disruptive variable to sex.

The higher prevalence of internet gaming disorder (problem video gaming) among males [52] may
partially explain why male sex is predictive of increasing loot box spend in this cohort. The opposite
result for RLI (i.e. female sex predictive of increasingly risky engagement in the multiple regression)
may be because the bivariate relationship typically seen with sex has shared variance with other
variables (e.g. problem video gaming) and when this is accounted for the unshared variance of male
sex becomes protective against risky engagement. Further research is required.

47. Age

The results of earlier pre-registered, bivariate hypotheses for age [19] were somewhat mixed—where age
was inversely related to risky loot box engagement, but not to increasing loot box spend. The single
predictor models differed in that younger age was somewhat predictive of both risky loot box
engagement and loot box spend across both model components. This discrepancy between the
bivariate correlations and the single predictor models might be because the Bayesian regressions are
able to detect a relationship in the data that the frequentist correlations cannot—or because of added
model sensitivity attributable to the negative-binomial response distribution. Regardless, we interpret
this as a mixed finding and advise some caution. The result of the multiple regressions revealed that
younger age remained predictive both of engaging versus not engaging with loot boxes and of
increasingly risky engagement, but not for loot box spend. Across model combinations, age had low
lability.

Explanations for why younger age is predictive of risky engagement but not spend is most likely
linked to the lower disposable income of younger gamers (as seen in our results [19])—i.e. while
younger gamers can still engage riskily with loot boxes, net expenditure is limited by financial
constraints.

4.8. Income

For income, both the single predictor models and the pre-registered bivariate analyses revealed no
association between income and loot box engagement. This finding remained in the multiple
regressions, for both loot box engagement and loot box spend (across both model components).
Furthermore, income had low lability across models with minimal disruption from other variables,
although the largest disruption came from age, which is consistent with our previous observations
[19]. These findings are consistent with previous research suggesting no relationship between income
and loot box expenditure [27].

4.9. Wellbeing and distress

Wellbeing and distress revealed some of the most notable changes in predictiveness between single- and
multiple-predictor models. Of the two variables, only distress was associated with participants
spending/engaging versus not spending/engaging on loot boxes. Both were associated with
increasingly risky loot box engagement. Neither was associated with increasing spend.

In the multiple-predictor models, distress remained a positive predictor of engaging versus not
engaging on loot boxes, with positive wellbeing now also becoming predictive. Conversely, distress
became non-predictive of increasingly risky loot box engagement, as did wellbeing. The same pattern
of results was also seen for loot box spend as the outcome—a finding consistent with an earlier study
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suggesting no relationship between wellbeing and loot box spend among loot box purchasers [17]. [ 14 |

However, note that both variables were associated with spending versus not spending on loot boxes,
i.e. a positive association with increasing wellbeing and distress.

Wellbeing and distress both had comparatively high lability across model combinations, with distress
generally being the most labile. Unsurprisingly, both of these variables were highly disruptive of each
other, illustrating the overlapping (but inverse) relationship between these two psychological
constructs. Problem video gaming was also disruptive of distress, highlighting the negative
psychological aspect of disordered gaming.

The finding that higher wellbeing and higher distress are both predictive of participants engaging/
spending versus not engaging/spending on loot boxes appears contradictory. However, it is possible that
there are both psychologically positive and negative aspects of loot box involvement, which could reflect
contrasting reasons and motivations. This view is consistent with previous qualitative research showing
enhancement motivations related to fun and recreation, in addition to distraction/compulsion
motivations related to urges and escapism from life issues [46]. Furthermore, previous research has
established that both positive and negative moods can be associated with loot box spending [16],
albeit with small effect sizes. For example, loot box engagement may sometimes be a recreational
spending linked to higher wellbeing, while at other times being a risky spending decision designed to
distract from other problems. Additionally, this finding differs from gambling research, where higher
psychological distress is predictive of increased gambling involvement and disordered gambling
[53,54]. However, there is little evidence of an equivalent result for higher wellbeing, apart from an
equivocal result in a single youth study where positive mood was associated with enhancement
motivations for gambling, but not with gambling disorder [55]. These findings might indicate
interesting differences between loot boxes and other forms of gambling, although our models showed
no relationship (for both wellbeing and distress) with either increasing loot box spend or increasingly
risky engagement. Fully understanding these processes is beyond the scope of this study. More
research is required.

4.10. Limitations and future work

Our sample was limited to a convenience sample of UK adults from the Prolific platform, which may be
liable to similar selection biases as other online surveys [56], although there is evidence that it surpasses
both MTurk and undergraduate student samples on a number of data quality measures [57,58]. Beyond
dataset-related limitations, discussed in more detail in the previous linked paper, the analysis presented
here has some further specific limitations. Impulsivity was measured as a unidimensional construct;
however, recent research published after our data collection window suggests splitting impulsivity
into several sub-factors [13], and future research could measure impulsivity in this way. Further
research could also investigate a role for different loot box motivations using the RAFFLE scale [46].
For example, different sub-scales (e.g. social pressure, distraction/compulsion and enhancement)
would be interesting to investigate as competing predictors of loot box engagement. There is also
debate about flow, including what it is as a psychological construct, how to measure it, and the brain
mechanisms this might give rise to it [59-61]. The full complexities of flow may not be fully captured
by the 5-item Game Experience Questionnaire scale. A new scale made available after we completed
data collection shows potential in capturing some of these complexities [62], but does not measure
discriminate between ‘positive’ and ‘dark’ flow, so there may be scope for future scale development
work.

Further studies could make further use of longitudinal data collection to investigate the causal
direction of the effects we report, building on the first longitudinal study of loot boxes [63].
Additionally, there are several areas where qualitative research would be useful in unpacking the
complexities we have discussed—for example understanding the different types of flow that might
either protect against or increase engagement with loot boxes.

It is also worth noting that there is evidence that video gamers, when completing the PGSI in surveys
like ours, might be referring to their loot box purchasing when completing the PGSI [64]. In our survey,
we deployed pre-screening questions for gambling participation, but future studies could specifically
prompt participants to not refer to loot boxes before completing the PGSI questionnaire.

Our survey used self-report measures of expenditure. There is previous evidence endorsing self-
report approaches in gambling as generally reliable [65], but subsequent evidence has shown
participants make estimation errors for both gaming and gambling [24,25,66,67], and there is a need
for evidence specifically on loot box expenditure. However, self-report spend data are widely used in
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research, including our own, because of the difficulties in obtaining account data. There is ongoing [ 15 |

debate about whether problem video gaming constitutes a psychological disorder and whether the
IGD scale is an appropriate measurement instrument [68-71]. One critique of problem gaming as a
formal disorder observes that there are multiple meanings of the term ‘addiction’, and that not all
activities characterized as addictive are inherently harmful (i.e. internet gaming disorder might be a
‘mixed blessing’—sometimes harmful; sometimes healthful) [72]. Additionally, the PGSI, IGD and RLI
scales have a similar construct and wording. Nonetheless, these are widely used validated scales, and
their similarity may be an artefact of such addictive behaviours being underpinned by the same (or
similar) cognitive mechanisms. Our results show complex and somewhat nuanced relationships
between these measures, suggesting that they are to some extent capturing unique psychological
constructs, despite potentially sharing some underlying mechanisms. However, these issues are
ultimately challenges for the wider field that are beyond the scope of our current study.

5. Conclusion

Our findings reveal that the relationships between various psychological constructs and loot box
engagement are more complex than suggested by much previous literature, which have often reported
simple bivariate correlations [4-8]. The results challenge notions of a straightforward, direct causal
link between loot box engagement and symptoms of problem gambling, instead suggesting that this
relationship might be underpinned by shared variance with problem video gaming and gambling-
related cognitions, which concomitantly drive risky engagement with video games and loot boxes.
Perhaps most notably, the multiple regressions provided no evidence of a relationship with risky loot
box engagement, although there was a relationship with increasing spend on loot boxes. The
underlying reasons for the surprising result with problem gambling score is elucidated by the lability
analysis, revealing how different variables influence each other in the multiple regressions. Here, the
lack of association with problem gambling score is primarily explained by disruption from gambling-
related cognitions and problem video gaming.

It makes intuitive sense that gambling-related cognitions and problem gambling scores disrupt each
other, since both measures capture gambling risks. Gambling-related cognitions encompass factors such
as illusion of control, a perceived inability to stop gambling and interpretive control/bias, and it is
therefore plausible that such erroneous beliefs may be concomitantly driving risky behaviours in both
gambling and loot boxes. Here, there is emerging evidence of directional links between loot boxes
and other forms of gambling. For example, a recent longitudinal study found that loot box
engagement predicted gambling initiation six months later in a sample of young adult gamers [63].
This is consistent with earlier cross-sectional evidence (using retrospective survey questions) of
apparent ‘gateway effects’ from loot boxes into gambling [29]. Such apparent links between loot boxes
and traditional gambling require further investigation alongside problem video gaming and gambling-
related cognitions.

Similar to gambling, associations between impulsivity and loot box engagement are not observed
within our multiple regression, with the most straightforward explanation that impulsive behaviours
relevant to loot boxes are largely mediated via problem video gaming. Such a result may help explain
equivocal results in the literature [9,10]. However, any assumptions around directions of causality will
need to be established via further research.

Our study does not provide any definitive answers around links between loot box engagement
and player wellbeing or psychological distress. Instead, the equivocal results in our work and
elsewhere [15-17] highlight that higher-level constructs like ‘wellbeing’ and ‘distress’ are influenced by
a myriad of other factors (i.e. lifestyle, employment, relationships, etc.), and any relationship with a
specific behaviour (such as loot box expenditure) is liable to be swamped by other factors.
Nonetheless, when included within our Bayesian multiple regressions, both higher wellbeing and
higher psychological distress predicted gamers spending versus not spending on loot boxes—echoing
earlier findings that loot box engagement is associated with both positive and negative moods [16].
However, our results showed no relationship between distress or wellbeing, and either increasing loot
box spend or increasingly risky loot box engagement.

A novel discovery from this research is the complex relationship between game-related experiences of
flow and loot box engagement. Here, experiences of flow were negatively related to the decision to
engage with loot boxes, but were positively related to increasing spend and risky behaviour. One
possible explanation is that many loot boxes can be intrusive to the gaming experience and feelings of
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flow, but once gamers start to actually engage with loot box games, increasing loot box engagement may [ 16 |

be required to improve the game experience and flow state. Our results may also be evidence of different
types of flow, where positive flow experiences protect gamers against stating to engage with loot boxes,
while ‘dark flow’ predicts increasingly risky engagement among gamers who already use loot boxes.
Establishing the exact nature of possible causal pathways is beyond the pre-registered and exploratory
aims of this study, although our variable-by-variable discussion highlights a number of hypotheses
that could be investigated in future, particularly around different types of flow states.

Whatever the nature of such relationships, our results suggest that strong relationships exist between
risky loot box engagement and other potentially risky activities, such as problem video gaming and
gambling-related cognitions (which itself captures cognitive aspects of potentially problematic
gambling).

As stated in our previous linked paper, the UK government is adopting an approach of industry self-
regulation [73]. However, it is known that industry compliance to features such as odds disclosures and
game labelling (through statements such as ‘in-game purchases includes random items’) is consistently
unsatisfactory [74-76]. Some online storefronts have compliance rate as low as only 7.1% [74], and such
measures have doubtful use [77]; being poorly comprehended and largely ignored by adults, children
and parents alike. Unless ‘tangible results begin to be seen in the near future’ (as requested by the
UKs Department for Digital, Culture, Media & Sport [73, point 32]), then they should ‘not hesitate to
consider legislative options... to protect children, young people and adults’. As proposed in our
previous paper, such legislation should include a range of consumer protection measures, including
enforced age restrictions and customizable spending limits, acting alongside mandatory, clear and
upfront labelling and odds disclosures [2].

Ethics. Work was approved by faculty ethics committees for both the University of Plymouth and the University of
Wolverhampton.

Data accessibility. Both works have been pre-registered on OSF (https://osf.io/a5nwj), and all underlying data and
analysis code is available (https://osf.io/gh634).

Declaration of Al use. We have not used Al-assisted technologies in creating this article.

Authors’ contributions. S.G.S.: conceptualization, data curation, formal analysis, investigation, methodology, project
administration, visualization, writing—original draft, writing—review and editing; J.P.C.: conceptualization, data
curation, formal analysis, funding acquisition, investigation, methodology, project administration, supervision,
visualization, writing—original draft, writing—review and editing; L.L.N.: conceptualization, data curation,
investigation, methodology, writing—review and editing; M.U.: conceptualization, methodology, writing—review
and editing; B.W.: formal analysis, investigation, writing—original draft; C.F.: conceptualization, methodology,
writing—review and editing; J.P.. conceptualization, methodology, writing—review and editing; J.L.
conceptualization, data curation, funding acquisition, investigation, methodology, project administration,
supervision, writing—original draft, writing—review and editing; H.L.: conceptualization, data curation, funding
acquisition, investigation, methodology, project administration, supervision, writing—original draft, writing—
review and editing.

All authors gave final approval for publication and agreed to be held accountable for the work performed therein.
Conflict of interest declaration. This work was supported by funding from the charity GambleAware (a UK-based
independent charity and strategic commissioner of gambling harm education, prevention, early intervention and
treatment), and thus (via the funding model for GambleAware) the work was indirectly supported by voluntary
contributions to GambleAware from the gambling industry.

Funding. This work was supported by funding from the charity GambleAware. S.G.S. was additionally supported by
the National Institute for Health Research Applied Research Collaboration South West Peninsula. The views expressed
in this publication are those of the authors and not necessarily those of the funder/supporter organizations.

References

Zendle D, Meyer R, Cairns P, Ballou N. 2019 The
prevalence of loot boxes in mobile and desktop
games. Addiction 115, 1768-1772. (doi:10.
1111/add.14973)

Close J, Lloyd J. 2021 Lifting the lid on loot
boxes: chance-based purchases in video games
and the convergence of gaming and gambling.
Gamble Aware 1, 10.

Xiao LY, Henderson LL, Newall P. 2022 Loot
boxes are more prevalent in United Kingdom

video games than previously considered:
updating Zendle et al. (2020). OSF

Preprints; (cited 8 March 2022). See https://osf.
io/crsud/.

Garea SS, Drummond A, Sauer JD, Hall LC,
Williams MN. 2021 Meta-analysis of the
relationship between problem gambling,
excessive gaming and loot box spending.
International Gambling Studies 21, 460—479.
(doi:10.1080/14459795.2021.1914705).

Yokomitsu K, Irie T, Shinkawa H, Tanaka M. 2021
Characteristics of gamers who purchase loot box:
a systematic literature review. Curr. Addict. Rep. 8,
481-493. (doi:10.1007/540429-021-00386-4)
Raneri PC, Montag C, Rozgonjuk D, Satel J,
Pontes HM. 2022 The role of

microtransactions in internet gaming disorder
and gambling disorder: a preregistered
systematic review. Addict. Behav. Rep. 15,
100415. (doi:10.1016/j.abrep.2022.100415)

*sosi/Jeunof/6106uiysgnd/aposjedos

OOLET “LL DS uadp 20S Y


https://osf.io/a5nwj
https://osf.io/gh634
http://dx.doi.org/10.1111/add.14973
http://dx.doi.org/10.1111/add.14973
https://osf.io/crsud/
https://osf.io/crsud/
http://dx.doi.org/10.1080/14459795.2021.1914705
http://dx.doi.org/10.1007/s40429-021-00386-4
http://dx.doi.org/10.1016/j.abrep.2022.100415

Downloaded from https://royal societypublishing.org/ on 09 January 2024

10.

n

12.

13.

4.

15.

16.

17.

18.

19.

20.

Gibson E, Griffiths MD, Calado F, Harris A. 2022
The relationship between videogame micro-
transactions and problem gaming and
gambling: a systematic review. Comput. Hum.
Behav. 131, 107219. (doi:10.1016/j.chb.2022.
107219)

Spicer SG, Nicklin LL, Uther M, Lloyd J, Lloyd H,
Close J. 2021 Loot boxes, problem gambling
and problem video gaming: a systematic review
and meta-synthesis. New Media Soc. 24,
146144482110271.

King DL, Russell AMT, Delfabbro PH, Polisena D.
2020 Fortnite microtransaction spending was
associated with peers’ purchasing behaviors but
not gaming disorder symptoms. Addict. Behav.
104, 106311. (doi:10.1016/j.addbeh.2020.106311)
Zendle D, Meyer R, Over H. 2019 Adolescents
and loot boxes: links with problem gambling
and motivations for purchase. R. Soc. Open Sci.
6, 190049. (doi:10.1098/rs05.190049)

Wardle H, Zendle D. 2020 Loot boxes,
gambling, and problem gambling among young
people: results from a cross-sectional online
survey. Cyberpsychol. Behav. Soc. Networking.
24, 267-274. (doi:10.1089/cyber.2020.0299)
Xiao LY, Fraser TC, Newall PWS. 2023 Opening
Pandora’s loot box: weak links between
gambling and loot box expenditure in China,
and player opinions on probability disclosures
and pity-timers. J. Gambl. Stud. 39, 645-668.
(doi:10.1007/510899-022-10148-0)

Garrett EP, Drummond A, Lowe-Calverley E, de
Salas K, Lewis 1, Sauer JD. 2023 Impulsivity and
loot box engagement. Telemat. Inform. 78,
101952. (doi:10.1016/j.tele.2023.101952)
Brooks GA, Clark L. 2019 Associations between
loot box use, problematic gaming and
gambling, and gambling-related cognitions.
Addict. Behav. 96, 26-34. (doi:10.1016/j.
addbeh.2019.04.009)

Li' W, Mills D, Nower L. 2019 The relationship of
loot box purchases to problem video gaming
and problem gambling. Addict. Behav. 97,
27-34. (doi:10.1016/j.addbeh.2019.05.016)
Drummond A, Sauer JD, Ferguson {J, Hall LC.
2020 The relationship between problem
gambling, excessive gaming, psychological
distress and spending on loot boxes in Aotearoa
New Zealand, Australia, and the United States: a
cross-national survey. PLoS ONE 15, e0230378.
(doi:10.1371/journal.pone.0230378)

Etchells PJ, Morgan AL, Quintana DS. 2022 Loot
box spending is associated with problem
gambling but not mental wellbeing. R. Soc.
Open Sci. 9, 220111. (doi:10.1098/rs05.220111)
Hull DC, Williams GA, Griffiths MD. 2013 Video
game characteristics, happiness and flow as
predictors of addiction among video game
players: a pilot study. J. Behav. Addict. 2,
145-152. (doi:10.1556/JBA.2.2013.005)

Close. et al. Submitted. Exploring the
relationships between psychological variables
and loot box engagement, part 1: pre-registered
hypotheses.

Hall L, Drummond A, Sauer J, Ferguson C. 2021
Effects of self-isolation and quarantine on loot
box spending and excessive gaming—results of
a natural experiment. Peer. 9, €10705. (doi:10.
7717/peerj.10705)

21.

22.

2.

24

25.

26.

27.

28.

29.

30.

31

32.

33

34.

35.

36.

Hunt D. 2022 Microtransaction spending and
problematic gambling of UK university call of
duty gamers. Int. Gambl. Stud. 23, 15-34.
Goodie AS, Fortune EE. 2013 Measuring
cognitive distortions in pathological gambling:
review and meta-analyses. Psychol. Addict.
Behav. 27, 730-743. (doi:10.1037/a0031892)
Dixon MJ, Stange M, Larche CJ, Graydon C,
Fugelsang JA, Harrigan KA. 2018 Dark flow,
depression and multiline slot machine play.

J. Gambl. Stud. 34, 73-84. (d0i:10.1007/
$10899-017-9695-1)

Heirene RM, Wang A, Gainsbury SM. 2022
Accuracy of self-reported gambling frequency
and outcomes: comparisons with account data.
Psychol. Addict. Behav. 36, 333—346. (doi:10.
1037/adb0000792)

Auer M, Griffiths MD. 2017 Self-reported losses
versus actual losses in online gambling: an
empirical study. J. Gambl. Stud. 33, 795-806.
(doi:10.1007/510899-016-9648-0)

Close J, Spicer SG, Nicklin LL, Lloyd J, Lloyd H.
2022 Loot hox engagement: relationships with
educational attainment, employment status and
earnings in a cohort of 16 000 United Kingdom
gamers. Addiction 117, 15837. (doi:10.1111/
add.15837)

Close J, Spicer S, Nicklin LL, Uther M, Lloyd J,
Lloyd H. 2021 Secondary analysis of loot box
data: are high-spending ‘whales’ wealthy
gamers or problem gamblers? Addictive Behav.
117, 106851. (doi:10.1016/j.addbeh.2021.
106851)

Close J, Spicer SG, Nicklin LL, Uther M, Fullwood
G, Stiff C, Parke J, Lloyd J, Lloyd H. 2021 Pre-
registration: loot box engagement and player
financial and psychological wellbeing. See
https://osf.io/aSnwj/.

Spicer SG, Fullwood C, Close J, Nicklin LL, Lloyd
J, Lloyd H. 2022 Loot boxes and

problem gambling: investigating the

‘gateway hypothesis’. Addict. Behav.

131, 107327. (doi:10.1016/j.addbeh.2022.
107327)

Gelman A, Carlin JB, Stern HS, Dunson DB,
Vehtari A, Rubin DB. 2013. Bayesian data
analysis, pp. 677, 3rd edn. Boca Raton, FL: CRC
Press.

prolific.co. 2021 Prolific (Internet). See https://
www.prolific.co.

qualtrics.com. 2021 Qualtrics (Internet). See
https://www.qualtrics.com.

Ferris J, Wynne H. 2001 The Canadian Problem
Gambling Index user manual. Report to the
(anadian Inter-Provincial Task Force on Problem
Gambling. Ottawa, Canada: The Canadian Centre
on Substance Abuse.

Pontes HM, Griffiths MD. 2015 Measuring DSM-
5 internet gaming disorder: development and
validation of a short psychometric scale.
Comput. Hum. Behav. 45, 137-143. (doi:10.
1016/j.chb.2014.12.006)

Raylu N, Oei TPS. 2004 The gambling related
cognitions scale (GRCS): development,
confirmatory factor validation and psychometric
properties. Addiction 99, 757-769. (doi:10.
1111/}.1360-0443.2004.00753.x)

Patton JH, Stanford MS, Barratt ES. 1995 Factor
structure of the Barratt impulsiveness scale.

37.

38.

39.

40.

M.

4.

43.

4,

45,

46.

47.

4.

49.

50.

J. Clin. Psychol. 51, 768—774. (doi:10.1002/
1097-4679(199511)51:6<768::AID-
JCLP2270510607>3.0.C0;2-1)

Steinberg L, Sharp C, Stanford MS, Tharp AT.
2013 New tricks for an old measure: the
development of the Barratt impulsiveness scale-
brief (BIS-Brief). Psychol. Assess. 25, 216-226.
(doi:10.1037/a0030550)

Dixon MJ, Gutierrez J, Larche (J, Stange M,
Graydon C, Kruger TB, Smith SD. 2019 Reward
reactivity and dark flow in slot-machine
gambling: ‘light’ and ‘dark’ routes to
enjoyment. J. Behav. Addict. 8, 489—498.
(doiz10.1556/2006.8.2019.38)

Stewart-Brown S, Platt S, Tennant A,
Maheswaran H, Parkinson J, Weich S, Tennant R,
Taggart F, Clarke A. 2011 The Warwick-
Edinburgh mental well-being scale (WEMWBS):
a valid and reliable tool for measuring mental
well-being in diverse populations and projects.
J. Epidemiol. Commun. Health 65, A38—A39.
(doi:10.1136/jech.2011.143586.86)

Kessler RC. 2002 The categorical versus
dimensional assessment controversy in the
sociology of mental illness. J. Health Soc. Behav.
43, 171-188. (doi:10.2307/3090195)

R Core Team. 2023 R: a language and
environment for statistical computing. See
https://www.R-project.org/.

Gelman A. 2008 Scaling regression inputs by
dividing by two standard deviations. Stat. Med.
27, 2865-2873. (d0i:10.1002/5im.3107)
Piironen J, Vehtari A. 2017 Sparsity information
and regularization in the horseshoe and other
shrinkage priors. Electr. J. Stat. 11, 5018-5051.
(doi:10.1214/17-EJ5133751)

Hastie T, Tibshirani R, Friedman JH. 2001. The
elements of statistical learning: data mining,
inference, and prediction: with 200 full-color
illustrations, pp. 533. New York, NY: Springer.
Leigh JP. 1988 Assessing the importance of an
independent variable in multiple regression: is
stepwise unwise? J. Clin. Epidemiol. 41,
669—677. (doi:10.1016/0895-4356(88)90119-9)
Lloyd J, Nicklin LL, Spicer SG, Fullwood C, Uther
M, Hinton DP, Parke J, Lloyd H, Close J. 2021
Development and validation of the RAFFLE: a
measure of reasons and facilitators for loot box
engagement. J. (lin. Med. 10, 5949. (doi:10.
3390/jcm10245949)

Forrest CJ, King DL, Delfabbro PH. 2016 The
measurement of maladaptive cognitions
underlying problematic video-game playing
among adults. Comput. Hum. Behav. 55,
399-405. (doi:10.1016/j.chb.2015.09.017)
Macey J, Hamari J. 2018 A game of skill?:
Miscognitions and problematic behaviour in
video game players who gamble. In Proc. of the
2nd Int. GamiFIN Conf., GamiFIN, vol. 2186 (eds
J Koivisto, J Hamari), pp. 83-91. CEUR-WS.
Macey J, Hamari J. 2020 GamCog: a
measurement instrument for miscognitions
related to gamblification, gambling, and video
gaming. Psychol. Addict. Behav. 34, 242.
(doi:10.1037/adb0000526)

Coelho SG, Keough MT, Hodgins DC, Shead NW,
Parmar PK, Kim HS. 2022 Loot box purchasing
is associated with gambling and problem
gambling when controlling for known

-
~

*sosi/Jeunof/6106uiysgnd/aposjedos

OOLET “LL DS uadp 20S Y


http://dx.doi.org/10.1016/j.chb.2022.107219
http://dx.doi.org/10.1016/j.chb.2022.107219
http://dx.doi.org/10.1016/j.addbeh.2020.106311
http://dx.doi.org/10.1098/rsos.190049
http://dx.doi.org/10.1089/cyber.2020.0299
http://dx.doi.org/10.1007/s10899-022-10148-0
http://dx.doi.org/10.1016/j.tele.2023.101952
http://dx.doi.org/10.1016/j.addbeh.2019.04.009
http://dx.doi.org/10.1016/j.addbeh.2019.04.009
http://dx.doi.org/10.1016/j.addbeh.2019.05.016
https://doi.org/10.1371/journal.pone.0230378
http://dx.doi.org/10.1098/rsos.220111
http://dx.doi.org/10.1556/JBA.2.2013.005
http://dx.doi.org/10.7717/peerj.10705
http://dx.doi.org/10.7717/peerj.10705
http://dx.doi.org/10.1037/a0031892
http://dx.doi.org/10.1007/s10899-017-9695-1
http://dx.doi.org/10.1007/s10899-017-9695-1
http://dx.doi.org/10.1037/adb0000792
http://dx.doi.org/10.1037/adb0000792
http://dx.doi.org/10.1007/s10899-016-9648-0
http://dx.doi.org/10.1111/add.15837
http://dx.doi.org/10.1111/add.15837
https://doi.org/10.1016/j.addbeh.2021.106851
https://doi.org/10.1016/j.addbeh.2021.106851
https://osf.io/a5nwj/
http://dx.doi.org/10.1016/j.addbeh.2022.107327
http://dx.doi.org/10.1016/j.addbeh.2022.107327
https://www.prolific.co
https://www.prolific.co
https://www.qualtrics.com
http://dx.doi.org/10.1016/j.chb.2014.12.006
http://dx.doi.org/10.1016/j.chb.2014.12.006
https://doi.org/10.1111/j.1360-0443.2004.00753.x
https://doi.org/10.1111/j.1360-0443.2004.00753.x
http://dx.doi.org/10.1002/1097-4679(199511)51:6%3C768::AID-JCLP2270510607%3E3.0.CO;2-1
http://dx.doi.org/10.1002/1097-4679(199511)51:6%3C768::AID-JCLP2270510607%3E3.0.CO;2-1
http://dx.doi.org/10.1002/1097-4679(199511)51:6%3C768::AID-JCLP2270510607%3E3.0.CO;2-1
https://doi.org/10.1037/a0030550
https://doi.org/10.1556/2006.8.2019.38
https://doi.org/10.1136/jech.2011.143586.86
http://dx.doi.org/10.2307/3090195
https://www.R-project.org/
http://dx.doi.org/10.1002/sim.3107
http://dx.doi.org/10.1214/17-EJS1337SI
http://dx.doi.org/10.1016/0895-4356(88)90119-9
http://dx.doi.org/10.3390/jcm10245949
http://dx.doi.org/10.3390/jcm10245949
http://dx.doi.org/10.1016/j.chb.2015.09.017
http://dx.doi.org/10.1037/adb0000526

Downloaded from https://royal societypublishing.org/ on 09 January 2024

51.

52.

53.

54.

55.

56.

57.

58.

59.

psychological risk factors of gambling. Addict.
Res. Theory 31, 1-10.

Salvarli Si, Griffiths MD. 2022 The association
between internet gaming disorder and
impulsivity: a systematic review of literature.
Int. J. Ment. Health Addict. 20, 92-118. (doi:10.
1007/511469-019-00126-w)

Shen Y, Wang L, Huang C, Guo J, De Leon SA,
Lu J, Luo X, Zhang XY. 2021 Sex differences in
prevalence, risk factors and clinical correlates of
internet addiction among Chinese college
students. J. Affect. Disord. 279, 680—686.
(doi:10.1016/j.jad.2020.10.054)

Gainsbury SM, Angus DJ, Blaszczynski A. 2019
Isolating the impact of specific gambling
activities and modes on problem gambling and
psychological distress in internet gamblers. BMC
Public Health 19, 1372. (doi:10.1186/512889-
019-7738-5)

Buth S, Wurst FM, Thon N, Lahusen H, Kalke J.
2017 Comparative analysis of potential risk
factors for at-risk gambling, problem gambling
and gambling disorder among current
gamblers—results of the Austrian
Representative Survey 2015. Front. Psychol. 8,
2188. (doi:10.3389/fpsyg.2017.02188)

Jaurequi P, Estevez A, Macia L, Lopez-Gonzdlez
H. 2020 Gambling motives: association

with addictive disorders and negative and
positive mood in youth. Addict. Behav.

110, 106482. (doi:10.1016/j.addbeh.2020.
106482)

Bethlehem J. 2010 Selection bias in web
surveys. Int. Stat. Rev. 78, 161-188. (doi:10.
1111/}.1751-5823.2010.00112.x)

Peer E, Brandimarte L, Samat S, Acquisti A.
2017 Beyond the turk: alternative platforms for
crowdsourcing behavioral research. J. Exp. Soc.
Psychol. 70, 153-163. (doi:10.1016/j.jesp.2017.
01.006)

Douglas BD, Ewell PJ, Brauer M. 2023 Data quality
in online human-subjects research: comparisons
between MTurk, Prolific, CloudResearch, Qualtrics,
and SONA. PLoS ONE 18, e0279720. (doi:10.1371/
journal.pone.0279720)

van der Linden D, Tops M, Bakker AB. 2021 Go
with the flow: a neuroscientific view on being

60.

61.

62.

63.

64.

65.

66.

67.

68.

fully engaged. Fur. J. Neurosci. 53, 947-963.
(doi:10.1111/ejn.15014)

Moneta GB. 2021 On the conceptualization and
measurement of flow. In Advances in flow
research (eds C Peifer, S Engeser), pp. 31-69.
Cham, Switzerland: Springer International
Publishing.

Abuhamdeh S. 2020 Investigating the ‘flow’
experience: key conceptual and operational
issues. Front. Psychol. 11, 158. (doi:10.3389/
fpsyg.2020.00158)

(ai X, Cebollada J, Cortiias M. 2022 Self-report
measure of dispositional flow experience in the
video game context: conceptualisation and scale
development. Int. J. Hum. Comput. Stud. 159,
102746. (doi:10.1016/j.ijhcs.2021.102746)
Brooks GA, Clark L. 2023 The gamblers of the
future? Migration from loot boxes to gambling
in a longitudinal study of young adults. Comput.
Hum. Behav. 141, 107605. (doi:10.1016/j.chb.
2022.107605)

Sidloski B, Brooks GA, Zhang K, Clark L. 2022
Exploring the association between loot boxes
and problem gambling: are video gamers
referring to loot boxes when they complete
gambling screening tools? Addict. Behav. 131,
107318. (doi:10.1016/j.addbeh.2022.107318)
Hodgins DC, Makarchuk K. 2003 Trusting
problem gamblers: reliability and validity of
self-reported gambling behavior. Psychol.
Addict. Behav. 17, 244—248. (doi:10.1037/0893-
164X.17.3.244)

Braverman J, Tom MA, Shaffer HJ. 2014
Accuracy of self-reported versus actual online
gambling wins and losses. Psychol. Assess. 26,
865-877. (doi:10.1037/a0036428)

Kahn AS, Ratan R, Williams D. 2014 Why we
distort in self-report: predictors of self-report
errors in video game play. J. Computer-Mediated
Commun. 19, 1010-1023. (doi:10.1111/jcc4.
12056)

Griffiths MD. 2018 Conceptual issues concerning
internet addiction and internet gaming
disorder: further critique on Ryding and

Kaye (2017). Int. J. Ment. Health Addict.

16, 233-239. (doi:10.1007/511469-
017-9818-2)

69.

70.

n.

72.

73.

74.

75.

76.

77.

Aarseth E et al. 2017 Scholars’ open debate paper
on the World Health Organization ICD-11 Gaming
Disorder proposal. J. Behav. Addict. 6, 267-270.
(doi:10.1556/2006.5.2016.088)

Kuss DJ, Griffiths MD, Pontes HM. 2017 DSM-5
diagnosis of internet gaming disorder: some
ways forward in overcoming issues and concerns
in the gaming studies field: response to the
commentaries. J. Behav. Addict. 6, 133-141.
(doi:10.1556/2006.6.2017.032)

van Rooij AJ et al. 2018 A weak scientific basis
for gaming disorder: let us err on the side of
caution. J. Behav. Addict. 7, 1-9. (doi:10.1556/
2006.7.2018.19)

Nielsen RKL. 2018 The genealogy of video game
addiction: a critical account of how internet
gaming disorder came to be proposed as an
officially recognized mental disorder. In What's
the problem in problem gaming?: Nordic research
perspectives, pp. 15-34. Nordicom.
Department for Digital, Culture, Media & Sport.
2022 Government response to the call for
evidence on loot boxes in video games
(Internet). See https://www.gov.uk/government/
consultations/loot-boxes-in-video-games-call-for-
evidence/outcome/government-response-to-the-
call-for-evidence-on-loot-boxes-in-video-games.
Xiao LY, Henderson LL, Newall P. 2021 What are
the odds? Lower compliance with Western loot
box probability disclosure industry self-
regulation than Chinese legal regulation. SSRN
Journal (Internet), (cited 8 November 2023).
See https://www.ssrn.com/abstract=3934941.
Xiao LY. 2023 Shopping around for loot box
presence warning labels: unsatisfactory
compliance on epic, Nintendo, Sony, and
Microsoft Platforms. New York, NY: ACM Games:
Research and Practice. (doi:10.1145/3630631)
Xiao LY. 2023 Beneath the label: unsatisfactory
compliance with ESRB, PEGI and IARC industry
self-requlation requiring loot box presence
waming labels by video game companies. R. Soc.
Open Sdi. 10, 230270. (doi:10.1098/rs05.230270)
Garrett EP, Drummond A, Lowe-Calverley E, Sauer
JD. 2023 Current loot box warnings are ineffective
for informing consumers. Comput. Hum. Behav.
139, 107534. (doi:10.1016/j.chb.2022.107534)

OvOLEZ 1L s tadp 205y sosyjeumol/bobunsyqndfanosiedor g


http://dx.doi.org/10.1007/s11469-019-00126-w
http://dx.doi.org/10.1007/s11469-019-00126-w
http://dx.doi.org/10.1016/j.jad.2020.10.054
http://dx.doi.org/10.1186/s12889-019-7738-5
http://dx.doi.org/10.1186/s12889-019-7738-5
http://dx.doi.org/10.3389/fpsyg.2017.02188
http://dx.doi.org/10.1016/j.addbeh.2020.106482
http://dx.doi.org/10.1016/j.addbeh.2020.106482
http://dx.doi.org/10.1111/j.1751-5823.2010.00112.x
http://dx.doi.org/10.1111/j.1751-5823.2010.00112.x
http://dx.doi.org/10.1016/j.jesp.2017.01.006
http://dx.doi.org/10.1016/j.jesp.2017.01.006
https://doi.org/10.1371/journal.pone.0279720
https://doi.org/10.1371/journal.pone.0279720
https://doi.org/10.1111/ejn.15014
http://dx.doi.org/10.3389/fpsyg.2020.00158
http://dx.doi.org/10.3389/fpsyg.2020.00158
https://doi.org/10.1016/j.ijhcs.2021.102746
http://dx.doi.org/10.1016/j.chb.2022.107605
http://dx.doi.org/10.1016/j.chb.2022.107605
https://doi.org/10.1016/j.addbeh.2022.107318
http://dx.doi.org/10.1037/0893-164X.17.3.244
http://dx.doi.org/10.1037/0893-164X.17.3.244
http://dx.doi.org/10.1037/a0036428
https://doi.org/10.1111/jcc4.12056
https://doi.org/10.1111/jcc4.12056
http://dx.doi.org/10.1007/s11469-017-9818-z
http://dx.doi.org/10.1007/s11469-017-9818-z
http://dx.doi.org/10.1556/2006.5.2016.088
http://dx.doi.org/10.1556/2006.6.2017.032
http://dx.doi.org/10.1556/2006.7.2018.19
http://dx.doi.org/10.1556/2006.7.2018.19
https://www.gov.uk/government/consultations/loot-boxes-in-video-games-call-for-evidence/outcome/government-response-to-the-call-for-evidence-on-loot-boxes-in-video-games
https://www.gov.uk/government/consultations/loot-boxes-in-video-games-call-for-evidence/outcome/government-response-to-the-call-for-evidence-on-loot-boxes-in-video-games
https://www.gov.uk/government/consultations/loot-boxes-in-video-games-call-for-evidence/outcome/government-response-to-the-call-for-evidence-on-loot-boxes-in-video-games
https://www.gov.uk/government/consultations/loot-boxes-in-video-games-call-for-evidence/outcome/government-response-to-the-call-for-evidence-on-loot-boxes-in-video-games
https://www.ssrn.com/abstract=3934941
http://dx.doi.org/10.1145/3630631
http://dx.doi.org/10.1098/rsos.230270
http://dx.doi.org/10.1016/j.chb.2022.107534

	Exploring the relationships between psychological variables and loot box engagement, part 2: exploratory analyses of complex relationships
	Introduction
	The present study

	Methods: design and measures
	Survey measures and instruments
	Data processing
	Methods: Bayesian mixed-effects regressions

	Results
	Introduction to regression model results
	Summary of results with single predictors
	Summary of results with multiple regressions
	Summary of results of lability and disruption analyses
	Deviations from pre-registered regressions

	Discussion
	Problem gambling score
	Gambling-related cognitions
	Problem video gaming
	Impulsivity
	Flow
	Sex
	Age
	Income
	Wellbeing and distress
	Limitations and future work

	Conclusion
	Ethics
	Data accessibility
	Declaration of AI use
	Authors' contributions
	Conflict of interest declaration
	Funding
	References


