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Supplementary Methods
Table S1
Questions about gaming time on each device and in-game purchases.
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Supplementary Results
Study 1
The prevalence of probable GD was 5.7% (95%CI [5.5%–6.0%]), close to a previous meta-analysis of the prevalence in East Asia (Liao et al., 2022). Table S2 indicates the demographic characteristics of each gender and age group. Details about players playing each game genre are provided in Supplementary Table 3.

Table S2
Demographic characteristics [image: ]


Table S3
Demographic characteristics of age-gender groups and time spent gaming on each device[image: ]
Table S4
Demographic characteristics of each game genre in Study 1 [image: ]
Each game example: Puzzle: Woodoku, Role-playing: Pokémon Masters EX, Simulation: Animal Crossing: Pocket Camp, Action: NEW STATE MOBILE, Adventure: Pokémon GO, Casual: Bubble Shooter, Sports: FIFA Mobile, Music: Deemo, Strategy: Dino Bash: Dinosaur Battle, Card: Shadowverse, Casino: Coin Mania: Farm Dozer, Board: Chess, Arcade: Dragon Drill, Racing: Top Drives, Educational: Coloring Book Kids Paint, Trivia: QuizzLand, Word: Word Connect

Table S5
Correlation matrix of continuous independent variables
[image: ]
GD severity: gaming disorder severity based on IGDS-J.

Table S6
Multiple logistic regression analysis with main effects only. [image: ]
Nagelkerke R squared value was 0.161.
Dependent variable: probable GD or not. 
Blue color: control variables. 
Yellow color: Game genres were self-reported and on mobile games only. 
Participants who played any smartphone games.
Each game example: Puzzle: Woodoku, Role-playing: Pokémon Masters EX, Simulation: Animal Crossing: Pocket Camp, Action: NEW STATE MOBILE, Adventure: Pokémon GO, Casual: Bubble Shooter, Sports: FIFA Mobile, Music: Deemo, Strategy: Dino Bash: Dinosaur Battle, Card: Shadowverse, Casino: Coin Mania: Farm Dozer, Board: Chess, Arcade: Dragon Drill, Racing: Top Drives, Educational: Coloring Book Kids Paint, Trivia: QuizzLand, Word: Word Connect

Table S7
Multiple logistic regression analysis with only the interaction terms.[image: ]
The Nagelkerke R squared value was 0.164.
Each game example: Puzzle: Woodoku, Role-playing: Pokémon Masters EX, Simulation: Animal Crossing: Pocket Camp, Action: NEW STATE MOBILE, Adventure: Pokémon GO, Casual: Bubble Shooter, Sports: FIFA Mobile, Music: Deemo, Strategy: Dino Bash: Dinosaur Battle, Card: Shadowverse, Casino: Coin Mania: Farm Dozer, Board: Chess, Arcade: Dragon Drill, Racing: Top Drives, Educational: Coloring Book Kids Paint, Trivia: QuizzLand, Word: Word Connect



Table S8
Multiple logistic regression analysis with main effects only about participants who played smartphone games more than consoles. 
[image: ]
The Nagelkerke R squared value was 0.143.
Dependent variable: probable GD or not. 
Blue color: control variables. 
Yellow color: Game genres were self-reported and on mobile games only. 
Participants who played any smartphone games.
Each game example: Puzzle: Woodoku, Role-playing: Pokémon Masters EX, Simulation: Animal Crossing: Pocket Camp, Action: NEW STATE MOBILE, Adventure: Pokémon GO, Casual: Bubble Shooter, Sports: FIFA Mobile, Music: Deemo, Strategy: Dino Bash: Dinosaur Battle, Card: Shadowverse, Casino: Coin Mania: Farm Dozer, Board: Chess, Arcade: Dragon Drill, Racing: Top Drives, Educational: Coloring Book Kids Paint, Trivia: QuizzLand, Word: Word Connect



Table S9
Multiple logistic regression analysis with only the interaction terms from participants who played smartphone games more than consoles. [image: ]
The Nagelkerke R squared value was 0.148.
Dependent variable: probable GD or not. 
Blue color: control variables. 
Yellow color: Game genres were self-reported and on mobile games only. 
Participants who played any smartphone games.
Each game example: Puzzle: Woodoku, Role-playing: Pokémon Masters EX, Simulation: Animal Crossing: Pocket Camp, Action: NEW STATE MOBILE, Adventure: Pokémon GO, Casual: Bubble Shooter, Sports: FIFA Mobile, Music: Deemo, Strategy: Dino Bash: Dinosaur Battle, Card: Shadowverse, Casino: Coin Mania: Farm Dozer, Board: Chess, Arcade: Dragon Drill, Racing: Top Drives, Educational: Coloring Book Kids Paint, Trivia: QuizzLand, Word: Word Connect
Study 2
The prevalence of probable GD was 5.2% (95%CI [4.4%–6.0%]), close to the previous meta-analysis in East Asia (Liao et al., 2022) and Study 1. Table S10 indicates the demographic characteristics of each gender and age group. 

Table S10
Demographic characteristics [image: ]
Table S11
Demographic characteristics of age-gender groups about time spent gaming on each device
[image: ]



Table S12
Correlation matrix of continuous independent variables [image: ]
This table includes variables that were not used in the analysis. Specifically, the number of gaming days during the term and average gaming time based on objective logged data. Each genre name indicates the average gaming time of the genre based on objective logged data. GD severity and general mental disorder indicated IGDS-J and K6 scores, respectively.


Table S13
Multiple logistic regression analysis with main effects. 
[image: ]
The Nagelkerke R squared value was 0.282.
Dependent variable: probable GD or not. 
Blue color: control variables. 
Yellow color: Game genres were self-reported and on mobile games only. 
Participants who played any smartphone games.
Each game example: Puzzle: Woodoku, Role-playing: Pokémon Masters EX, Simulation: Animal Crossing: Pocket Camp, Action: NEW STATE MOBILE, Adventure: Pokémon GO, Casual: Bubble Shooter, Sports: FIFA Mobile, Music: Deemo, Strategy: Dino Bash: Dinosaur Battle, Card: Shadowverse, Casino: Coin Mania: Farm Dozer, Board: Chess, Arcade: Dragon Drill, Racing: Top Drives, Educational: Coloring Book Kids Paint, Trivia: QuizzLand, Word: Word Connect
Table S14
Multiple logistic regression analysis with main effects only from participants who played smartphone games more than console. 
[image: ]
The Nagelkerke R squared value was 0.255.
The likelihood ratio test indicated that the interaction between in-game purchases and objective gaming duration did not significantly improve the model's fit (χ2(24) = 29.3, p = 0.21.)

Supplementary reference
Liao, Z., Chen, X., Huang, Q., & Shen, H. (2022). Prevalence of gaming disorder in East Asia: A comprehensive meta-analysis. Journal of Behavioral Addictions, 11(3), 727–738.
image2.emf
Group

Male

  ~24 1609 4.9% 219 13.6% (11.9%-15.3%) 382 23.7% (21.7%-25.8%) 442 27.5% (25.3%-29.7%)

  25-29 2029 6.2% 210 10.3% (9.0%-11.7%) 510 25.1% (23.2%-27.0%) 576 28.4% (26.4%-30.4%)

  30-34 2739 8.4% 235 8.6% (7.5%-9.6%) 609 22.2% (20.7%-23.8%) 679 24.8% (23.2%-26.4%)

  35-39 3521 10.8% 281 8.0% (7.1%-8.9%) 693 19.7% (18.4%-21.0%) 819 23.3% (21.9%-24.7%)

  40-45 3687 11.3% 209 5.7% (4.9%-6.4%) 603 16.4% (15.2%-17.5%) 730 19.8% (18.5%-21.1%)

  45-49 925 2.8% 43 4.6% (3.3%-6.0%) 125 13.5% (11.3%-15.7%) 160 17.3% (14.9%-19.7%)

Female

  ~24 2584 7.9% 153 5.9% (5.0%-6.8%) 378 14.6% (13.3%-16.0%) 419 16.2% (14.8%-17.6%)

  25-29 4221 12.9% 165 3.9% (3.3%-4.5%) 533 12.6% (11.6%-13.6%) 643 15.2% (14.1%-16.3%)

  30-34 3440 10.5% 129 3.8% (3.1%-4.4%) 377 11.0% (9.9%-12.0%) 463 13.5% (12.3%-14.6%)

  35-39 3170 9.7% 107 3.4% (2.7%-4.0%) 331 10.4% (9.4%-11.5%) 397 12.5% (11.4%-13.7%)

  40-45 4035 12.3% 102 2.5% (2.0%-3.0%) 330 8.2% (7.3%-9.0%) 467 11.6% (10.6%-12.6%)

  45~ 730 2.2% 12 1.6% (0.7%-2.6%) 43 5.9% (4.2%-7.6%) 70 9.6% (7.4%-11.7%)
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Time spent gaming Time spent gaming

Group S::::le Profile on consoles on smartphones
(95% CI) (95% CI)
Male

~24 1609 4.9% 3.20 (3.04-3.37) 4.50 (4.34-4.67)
25-29 2029 6.2% 297 (2.82-3.11) 3.97 (3.84-4.10)
30-34 2739 8.4% 2.51(2.40-2.62) 3.64 (3.54-3.74)
35-39 3521 10.8% 219 (211-2.28) 3.62(3.53-3.72)
40-45 3687 1.3% 1.98 (1.90-2.05) 3.33(3.25-3.42)
45-49 925 2.8% 1.76 (1.62-1.91) 2.91(2.78-3.04)

Female
~24 2584 7.9% 1.89 (1.79-1.99) 3.97 (3.84-4.10)
25-29 4221 12.9% 1.84 (1.77-1.91) 3.61(3.52-3.69)
30-34 3440 10.5% 1.63 (1.56-1.71) 3.51(3.42-3.61)
35-39 3170 9.7% 1.51 (1.44-1.57) 3.27 (3.18-3.35)
40-45 4035 12.3% 133 (1.27-1.39) 3.17 (3.09-3.24)

45~ 730 2.2% 1.17 (1.05-1.28) 3.27 (3.10-3.45)
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CATEGORY

Puzzle 3111 25.3% 231 7.4% (6.5%-8.3%) 539 17.3% (16.0%-18.7%) 637 20.5% (19.1%-21.9%)

Role-Playing 2133 17.4% 222 10.4% (9.1%-11.7%) 742 34.8% (32.8%-36.8%) 786 36.9% (34.8%-38.9%)

Simulation 1259 10.3% 98 7.8% (6.3%-9.3%) 389 30.9% (28.3%-33.5%) 433 34.4% (31.8%-37.0%)

Action 1111 9.0% 145 13.1% (11.1%-15.0%) 342 30.8% (28.1%-33.5%) 381 34.3% (31.5%-37.1%)

Adventure 1084 8.8% 124 11.4% (9.5%-13.3%) 324 29.9% (27.2%-32.6%) 419 38.7% (35.8%-41.6%)

Casual 1004 8.2% 48 4.8% (3.5%-6.1%) 88 8.8% (7.0%-10.5%) 175 17.4% (15.1%-19.8%)

Sports 819 6.7% 103 12.6% (10.3%-14.9%) 250 30.5% (27.4%-33.7%) 239 29.2% (26.1%-32.3%)

Music 477 3.9% 43 9.0% (6.4%-11.6%) 184 38.6% (34.2%-43.0%) 176 36.9% (32.6%-41.2%)

Strategy 386 3.1% 44 11.4% (8.2%-14.6%) 90 23.3% (19.1%-27.6%) 129 33.4% (28.7%-38.1%)

Card 289 2.4% 20 6.9% (4.0%-9.9%) 60 20.8% (16.1%-25.5%) 74 25.6% (20.5%-30.7%)

Casino 132 1.1% 10 7.6% (3.0%-12.1%) 28 21.2% (14.1%-28.3%) 35 26.5% (18.9%-34.1%)

Others 477 3.9% 50 10.5% (7.7%-13.2%) 106 22.2% (18.5%-26.0%) 124 26.0% (22.0%-29.9%)

 -Board 98 0.8% - - -

 -Arcade 78 0.6% - - -

 -Racing 29 0.2% - - -

 -Educational 15 0.1% - - -

 -Trivia 14 0.1% - - -

 -Word 6 0.0% - - -

 -Other 237 1.9% - - -
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Age

Self-

reported

console

game time

Self-

reported

smartphone

game time

Loot box

Other

Microtrans

actions

GD

severity

Age 1 - - - - -

Subjective console 
game time

-0.096 1 - - - -

Subjective smartphone game time -0.126 0.151 1 - - -

Loot box -0.064 0.241 0.282 1 - -

Other 
Microtransactions

-0.050 0.254 0.278 0.721 1 -

GD 
severity

-0.119 0.283 0.339 0.290 0.300 1
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0dds ratio

Variables (95% CI) p value
Gender 1.88 (1.68-2.09) <.001
Age .98 (.97-.98) <.001
Loot boxes 1.08 (1.05-1.11) <.001
Microtransactions 1.09 (1.06-1.12) <.001
Recreatiomal player - -
Puzzle 1.67 (1.41-1.98) <.001
Role-Playing 1.28 (1.06-1.55) .009
Simulation 112 (.88-1.43) 362
Action 1.69 (1.36-2.10) <.001
Adventure 1.75 (1.40-2.20) <.001
Casual 1.41(1.03-1.92) .033
Sports 1.60 (1.25-2.04) <.001
Music 1.21 (.85-1.73) .290
Strategy 1.82 (1.28-2.58) <.001
Card .94 (.58-1.55) .820
Casino 1.43 (73-2.81) 295
Others 2.01(1.45-2.78) <.001
Gaming duration via consoles 1.17 (115-1.19) <.001
Gaming duration via smartphones 1.04 (1.03-1.06) <.001
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0dds ratio

Variables (95% CI) p value
Genre x Loot boxes
Puzzle 1.00 (.90-1.10) 934
Role-Playing .92 (.85-1.00) 059
Simulation .98 (.88-1.10) 766
Action .97 (.87-1.09) 657
Adventure .92 (.83-1.03) 153
Casual 1.10 (.89-1.35) 382
Sports 95 (84-1.08) 418
Music .92 (.79-1.07) 29
Strategy 1.03 (.84-1.25) 800
Card .76 (.62-.94) .on
Casino 1.19 (.69-2.05) 526
Others 1.13 (.95-1.35) 180
Genre x Microtransactions

Puzzle .96 (.87-1.05) 356
Role-Playing .97 (.90-1.06) 520
Simulation 92 (.82-1.02) 107
Action .92 (.82-1.03) 147
Adventure .95 (.85-1.06) 337
Casual 95 (.81-112) 551
Sports 99 (88-1.11) 853
Music .97 (.84-1.13) 733
Strategy 93 (77-112) 425
Card 114 (.96-1.36) 135
Casino 82 (49-1.38) 452
Others .91(.76-1.08) 292
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0dds ratio

Variables (95% Cl) p value
Gender 1.68 (1.44-1.96) <.001
Age .98 (.97-.99) <.001
Loot boxes 1.08 (1.04-1.12) <.001
Microtransactions 1.09 (1.05-1.13) <.001
Recreatiomal player - -
Puzzle 1.52 (1.19-1.94) <.001
Role-Playing 137 (1.06-1.77) .018
Simulation 1.27 ((92-1.75) 141
Action 2.06 (1.53-2.76) <.001
Adventure 1.94 (1.44-2.62) <.001
Casual 1.60 (1.12-2.29) .on
Sports 1.73 (1.25-2.40) <.001
Music 1.38 (.89-2.14) 151
Strategy 1.65 (1.05-2.60) <.001
Card 1.08 (.57-2.04) 817
Casino 1.58 (.71-3.51) 266
Others 171 (1.1-2.64) <.001
Gaming duration via consoles 1.20 (116-1.24) <.001
Gaming duration via smartphones 1.05 (1.03-1.07) <.001
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Variables (95% CI) p value
Genre x Loot boxes
Puzzle .97 (83-113) m
Role-Playing .90 (.79-1.02) 107
Simulation .94 (.81-1.10) 438
Action 1.02 (.87-1.20) 810
Adventure .93 (.80-1.08) 367
Casual 1.05 (.83-1.33) 687
Sports .89 (.75-1.06) 201
Music .90 (.75-1.09) 281
Strategy 94 (.73-1.20) 628
Card .68 (50-.93) 015
Casino 83 (48-1.41) 481
Others 1.09 (.86-1.37) 490
Genre x Microtransactions

Puzzle 91(.79-1.05) 203
Role-Playing 94 (.83-1.06) 318
Simulation .90 (.78-1.05) 187
Action .83 (.70-.98) 025
Adventure .93 (.80-1.07) 318
Casual 94 (.78-1.14) 534
Sports 95 (.81-112) 521
Music 94 (78-1.13) 506
Strategy 92 (.74-1.15) 4T
Card 115 (92-1.43) 209
Casino 1.02 (.65-1.60) 916
Others .86 (.67-1.09) 199
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Group

Male

  ~24 57 1.8% 8 14.0% (4.7%-23.3%) 15 26.3% (14.5%-38.1%) 17 29.8% (17.6%-42.1%)

  25-29 82 2.6% 6 7.3% (1.6%-13.1%) 12 14.6% (6.8%-22.4%) 15 18.3% (9.7%-26.8%)

  30-34 148 4.7% 6 4.1% (0.8%-7.3%) 37 25.0% (17.9%-32.1%) 42 28.4% (21.0%-35.7%)

  35-39 236 7.5% 4 1.7% (0.0%-3.4%) 32 13.6% (9.2%-18.0%) 40 16.9% (12.1%-21.8%)

  40-44 218 6.9% 11 5.0% (2.1%-8.0%) 30 13.8% (9.2%-18.4%) 37 17.0% (11.9%-22.0%)

  45~ 657 20.8% 21 3.2% (1.8%-4.5%) 69 10.5% (8.2%-12.9%) 119 18.1% (15.2%-21.1%)

Female

  ~24 59 1.9% 7 11.9% (3.4%-20.4%) 19 32.2% (19.9%-44.5%) 25 42.4% (29.4%-55.4%)

  25-29 47 1.5% 4 8.5% (0.2%-16.8%) 16 34.0% (20.0%-48.1%) 15 31.9% (18.1%-45.7%)

  30-34 110 3.5% 11 10.0% (4.3%-15.7%) 38 34.5% (25.5%-43.6%) 32 29.1% (20.5%-37.7%)

  35-39 176 5.6% 23 13.1% (8.0%-18.1%) 60 34.1% (27.0%-41.2%) 61 34.7% (27.6%-41.8%)

  40-44 220 7.0% 16 7.3% (3.8%-10.7%) 48 21.8% (16.3%-27.3%) 55 25.0% (19.2%-30.8%)

  45~ 1153 36.5% 48 4.2% (3.0%-5.3%) 167 14.5% (12.4%-16.5%) 210 18.2% (16.0%-20.4%)

Proportion with
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Time spent gaming Time spent gaming

Group S::::le Profile on consoles on smartphones
(95% CI) (95% CI)
Male

~24 57 1.8% 5.75 (4.63-6.86) 6.86 (5.84-7.89)
25-29 82 2.6% 3.91(3.09-4.74) 5.87 (5.23-6.51)
30-34 148 4.7% 4.64 (4.01-5.26) 6.35 (5.81-6.90)
35-39 236 7.5% 4.0 (3.68-4.52) 6.57 (611-7.04)
40-45 218 6.9% 3.87 (3.48-4.25) 6.18 (5.82-6.53)
45-49 657 20.8% 274 (2.63-2.85) 5.80 (5.62-5.97)

Female
~24 59 1.9% 4.04 (3.08-4.99) 6.89 (6.16-7.63)
25-29 47 1.5% 3.63 (3.13-4.14) 6.83 (6.09-7.57)
30-34 110 3.5% 3.40 (3.01-3.78) 6.75 (6.19-7.31)
35-39 176 5.6% 3.50 (3.17-3.83) 6.69 (6.24-7.13)
40-45 220 7.0% 2.99 (2.73-3.25) 6.29 (5.88-6.70)

45~ 153 36.5% 2.46 (2.34-2.58) 6.40 (6.15-6.64)
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Age

Self-

reported

console

game time

Self-

reported

smartphone

game time

 General

mental

disorder

Loot box

Other

Microtrans

actions

Number of

Gaming

day'

Average

Gaming

time

(objective)

Adventure Action Card Casino Casual Music Puzzle Role Playing Simulation Sports Strategy Other

GD

severity

Age 1 - - - - - - - - - - - - - - - - - - - -

Subjective console 
game time

-0.322 1 - - - - - - - - - - - - - - - - - - -

Subjective smartphone
game time

-0.148 0.086 1 - - - - - - - - - - - - - - - - - -

 General 
mental disorder

-0.233 0.111 0.120 1 - - - - - - - - - - - - - - - - -

Loot box -0.164 0.197 0.235 0.155 1 - - - - - - - - - - - - - - - -

Other 
Microtransactions

-0.111 0.211 0.257 0.159 0.666 1 - - - - - - - - - - - - - - -

Number of 
Gaming day'

0.089 -0.062 0.286 -0.020 0.057 0.090 1 - - - - - - - - - - - - - -

Average Gaming 
time (objective)

0.050 -0.060 0.375 -0.009 0.042 0.090 0.607 1 - - - - - - - - - - - - -

Adventure -0.087 0.076 0.091 0.021 0.030 0.072 0.146 0.152 1 - - - - - - - - - - - -

Action -0.133 0.058 0.085 0.047 0.014 0.002 0.054 0.080 0.051 1 - - - - - - - - - - -

Card 0.067 -0.012 0.010 -0.020 -0.002 -0.015 0.067 0.099 -0.013 -0.014 1 - - - - - - - - - -

Casino -0.003 -0.001 0.056 0.022 0.051 0.045 0.028 0.056 -0.044 0.017 -0.007 1 - - - - - - - - -

Casual -0.002 -0.037 0.086 0.014 -0.031 -0.012 0.080 0.175 0.005 0.032 0.030 0.028 1 - - - - - - - -

Music -0.185 0.086 0.048 0.073 0.071 0.053 0.009 0.025 0.066 0.115 -0.004 -0.012 0.000 1 - - - - - - -

Puzzle 0.175 -0.124 0.058 -0.067 -0.116 -0.093 0.218 0.277 -0.102 -0.069 0.001 -0.039 0.019 -0.047 1 - - - - - -

Role Playing -0.157 0.135 0.206 0.091 0.202 0.140 0.165 0.200 0.041 0.038 0.004 0.008 -0.044 0.063 -0.183 1 - - - - -

Simulation -0.156 0.093 0.129 0.062 0.066 0.070 0.136 0.158 0.087 0.053 0.038 0.010 0.037 0.091 -0.088 0.106 1 - - - -

Sports -0.041 -0.002 0.037 -0.026 0.042 0.012 0.075 0.067 0.014 0.087 0.038 0.004 -0.009 -0.011 -0.061 0.002 0.030 1 - - -

Strategy -0.092 0.079 0.072 0.018 0.062 0.062 0.045 0.128 0.035 0.100 0.039 -0.004 0.017 0.006 -0.086 0.114 0.048 0.046 1 - -

Other 0.062 -0.031 -0.030 -0.008 -0.021 -0.027 -0.049 0.073 0.008 0.068 0.061 0.047 0.082 0.045 0.033 -0.058 0.038 0.065 0.050 1 -

IGDS -0.255 0.226 0.312 0.380 0.273 0.293 0.036 0.104 0.081 0.058 -0.008 0.008 -0.011 0.081 -0.059 0.142 0.083 -0.015 0.041 -0.001 1
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0dds ratio

Variables (95% CI) p value
Gender 178 (119-2.66) .005
Age .98 (96-1.00) .015
Marrital status 193 (1.15-3.25) .013
The existence of children 124 (74-2.07) .408
Loot boxes 111(1.02-1.22) .022
Microtransactions 114 (1.05-1.25) .003
Puzzle .99 (97-1.00) .020
Role-Playing .99 (.98-1.00) .130
Simulation 99 (98-1.01) 279
Action 1.00 (.98-1.02) 938
Adventure 1.01(1.00-1.02) .256
Casual 99 (97-1.01) 302
Sports .98 (94-1.01) 244
Music 1.02 (:99-1.06) .228
Strategy 99 (97-1.01) .299
Card 1.01(.98-1.04) .727
Casino 99 (.96-1.02) .499
Others 1.00 (.99-1.02) 612
Probable mental illness 115 (1.11-118) <001
Gaming duration via consoles 114 (1.08-1.20) <001
Gaming duration via smartphones 113 (1.08-1.19) <001





image14.png
0dds ratio

Variables (95% cI) p value
Gender 1.87 (117-2.99)  .009
Age .98 (.96-1.00) .14
Marrital status 178 (1.00-3.17)  .049
The existence of children 91 (51-1.61) .750
Loot boxes 113 (1.02-1.25) .021
Microtransactions 110 (1.00-1.22)  .051
Puzzle 1.00 (.98-1.02) .037
Role-Playing 1.01(1.00-1.02) .272
Simulation 1.01(98-1.04) .494
Action .99 (.96-1.03)  .802
Adventure 1.00 (.98-1.01)  .145
Casual 1.03 (.99-1.07) .694
Sports .99 (.97-1.00)  .251
Music .99 (98-1.00) .19
Strategy 1.00 (.98-1.01)  .441
Card .98 (.94-1.02) 614
Casino .99 (98-1.01)  .622
Others 1.01(.99-1.03)  .501
Probable mental illness 114 (1.11-1.18)  <.001
Gaming duration via consoles 111(1.00-1.23) <.001
Gaming duration via smartphones 114 (1.09-1.20)  <.001
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For each of the following devices, how many hours per day do you use each device on weekdays and holidays?
Weekdays (days when you are at work or school, or when your family is at work if you are a housewife or other unemployed)

*Holidays (days off, days when housewives and other unemployed persons have their families off)

Game consoles (Nintendo Switch, Xbox, PlayStation, Wii, etc.)
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Please answer the following questions about internet games.

How much money do you think you spend on “gacha” each month?
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Approximately how much money do you think you spend each month on other items and products in the game with real-world money?
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