Appendix 1 for manuscript: Predicting Participation and Expenditure on Distinct Gambling-Like Mechanics: Financial Engagement, Selective Problem Gambling Effects, and a Gaming Disorder Null.
Additional descriptive information on the gaming habits of respondents
This appendix contains a table that lists the most popular games played and spent money on among the sample respondents. As a note, some replies included only partial information about the game, such as “FIFA”. These instances were counted toward the holistic game franchise.
A1.1 Descriptive statistics of respondent’s gaming habits 

	Game / Game franchise
	Frequency of mention in the top 3 most money spent on
	Frequency of mention in the top 3 most played
	Was F2P at the time of data collection 
	Has microtransactions
	Has gambling-like mechanics
	Purchasable battle pass system at the time of data collection

	League of Legends
	≥40
	≥75
	Yes
	Yes
	Yes
	Yes

	Counter-Strike
	≥35
	≥40
	Yes
	Yes
	Yes
	Yes

	FIFA series
	≥25
	≥55
	No
	Yes
	Yes
	No (seasons with free rewards for playing)

	Call of Duty
	≥20
	≥30
	No/Yes (Call of Duty: Warzone is F2P)
	Yes
	No
	Yes

	Fortnite
	≥15
	≥30
	Yes
	Yes
	No
	Yes

	Candy Crush
	≥15
	≥55
	Yes
	Yes
	No
	No (timed quests exist)

	Valorant
	≥10
	≥20
	Yes
	Yes
	No
	Yes

	Pokémon GO
	≥10
	≥10
	Yes
	Yes
	Yes
	No (specific items give access to better rewards)

	Genshin Impact
	≥5
	≥15
	Yes
	Yes
	Yes
	Yes

	The Sims
	≥5
	≥35
	Yes
	Yes (downloadable content)
	No
	No

	GTA
	≥5
	≥20
	No
	Yes
	Yes (in-game casinos)
	No (a paid subscription service exists)

	War Thunder
	≥5
	≥5
	Yes
	Yes
	Yes
	Yes



