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APPENDIX 

 Questionnaire: 

 I understand how the Gacha system works in my games.  

 I know that Gacha results are based on random probability.  

 I believe Gacha systems are designed mainly for player enjoyment.  

 I believe Gacha systems are designed mainly to make players spend more money.  

 I have continued spending money on Gacha because I already spent too much before. 

 I feel that not buying new Gacha pulls would make me miss valuable opportunities. 

 I feel pressured to participate in Gacha events because my friends or online 

communities do so. 

 I feel regret after spending money on Gacha.  

 I think Gacha systems are similar to gambling. 

 I think Gacha systems manipulate players to spend money repeatedly.  

 I believe Gacha games should include clearer information about spending probability 

and risks.  

 I believe the Gacha system can lead to financial harm for vulnerable players.  

 I think Gacha is a form of predatory marketing.  

 I have tried to limit my spending on Gacha but failed.  

 I plan to continue playing games with Gacha systems.  
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