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Effects of In-game purchases of mobile social games on game addiction
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We conducted two surveys to the same teenagers and young adults (age 15-29) who
play mobile social games in November 2013 (W1) and in May 2014 (W2). We also analyzed the monetary and
event mechanisms of social games, and calculated correlations of the exposures of each player to those
monetary and event mechanisms (W1) and game addiction scores, weekly time exposure, and monthly
payments(Wl, W2). As results, we found that ﬁlayers who exposed to games in which players could make
in-game purchases for continuing battles with other players were more likely to play longer hours six
months later (W2) even after controlling for previous weekly time exposure (W1). Similarly, players who
exposed to games in which the average maximum amount of "gacha,”™ or lottery machines, within limited-time
only events (W1) were more likely to increase their monthly payments (W2) even after controlling for
previous monthly payments (W1).
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