SUPPLEMENTARY MATERIALS

Table S1. Demographic profile of the survey participants.

Measure Frequency %
Gender Male 6431 65.2
Female 2951 29.9
Secret 482 4.9
Age(years) <19 3141 318
20-29 6168 62.5
>30 955 5.6
Income <2000 RMB 6482 65.7
2001~5000 RMB 2201 22.3
5001~10000 RMB 836 8.5
>10000 RMB 346 3.5
Education Primary school 20 0.2
Junior high school 361 3.7
Senior high school 1528 155
Pursuing or
owning a bachelor 6822 69.2
degree
Pursuing or
owning a master 1133 115
degree
Marriage Unmarried 9557 96.9

Married 285 29
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Table S2. Demographic profile of the interview participants.

Measure Frequency %

Gender Male 16 72.7
Female 6 27.3

Age <20years old 6 27.3
20-30years old 16 72.7
High school or lower

Education 1 4.5
education
Associate's degree 2 9.1
Bachelor's degree 17 77.3
Postgraduate or higher

2 9.1

education

Income <1000RMB 5 22.7
1001~2000RMB 13 59.1
2001~5000RMB 2 9.1
5001~10000RMB 1 4.5
Missing 1 4.5

Marriage Unmarried 20 90.9
Missing 2 9.1

Job Full-time job 1 4.5
Part-time job 2 9.1
Student 13 59.1
Unemployment 4 18.2
Missing 2 9.1

Religion None 18 81.9
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Table S3. Questionnaire for survey.

Factor

Items

References

Character

attachment

Problemati

c gaming

WA =R A RGBT 45 k4G (I have a
strong emotional bond with my favorite game

character)

FoF 3 5 2 WK 1)l R A (A 15 IR E RN feel an
emotional investment in my favorite game character)
PN 5t = AUl 3R A L B IR (1 feel very
affectionate toward my favorite game character)
Hox Jf B W it R A €0 78 T PRI (1 feel very
passionate about my favorite game character)
TR #k LG AR A (0 25155 22 F 0 i 22 (T am more
focused on playing games than doing other activities.)
P2 PRI (R A 2 AEAE Bullie kb (1 basically
spend my free time playing games.)

JwH BN E O T Dol 280 7 B IAKE S 3
often neglect many things around me because I'm so

focused on playing games.)
AL T 5 e Ja VIR e UTRAE FL Y 2L L8 15 1 LT
find myself immersed in certain aspects of the game

even after finishing playing.)
Briiie e IS TR GE T 2 AN 1 AT ESK (T often think

that a whole day is not enough to do everything I need

Ko (2021)

Pontes et

al. (2014)




to do in-game.)

AL T RZ I [ Beir Ak, AECTm 7 35 ar)¥

g% T.{E( have spent too much time playing games,

that it has affected my studies or work.)
W 2D Bl AR KT 18], B D (I've
tried to cut down on gaming time, but failed)

F R b WA Bl g 0 7 2 i L 17 48 B I

5] 3% K| *E (T often use online gaming as a way to vent

my emotions or temporarily escape from difficulties.)
Impulsive & RAKHACH, WRILXEAFERE LR, (Today,
buying if I have money, I spend it. I don't care about whatever

tendency comes my way tomorrow)
FATAT IR PUHR DL KoK, £ 258 —F. (When

buying anything, [ should take my time and consider it
carefully.)

S| =YYl N S & R N E A S et D e g
(When I see a product I like, there’s an irresistible
feeling.)

W T H TR0 2K — KT,
(Sometimes, I buy things to change my mood.)

PAGEAF A — I B SRAT A2 KU . (T don’t

=il

think there’s any risk in making impulsive purchases.)

FH BB GHE. (Buying something just

Jing et al.

(2005)




because you like it is a very interesting thing.)
PELAR VG2 A THRIA . (I always plan my
purchases.)
REENHNAZILZ]KE T K. (If you like it, you
should buy it immediately.)
PRI T DR LIS . (I've noticed
that I can usually resist the urge to make purchases.)
FEF O A A I P2 FE A — I R s T 5k
(When I’'m feeling down, I tend to make impulsive

purchases.)

A RIS AR G R0y 7RISV R, T AR
SEFEL, (Sometimes, I buy things just for the joy of
shopping, not because I truly need them)

IR B E R i, FATHRE A S T
(When I see a product I like, my eyes can’t look away)
SR VU RN e i ARSI A5 FE . (It best to
consider various aspects when making a purchase.)
FACEA B AL D . (I'm a bit careless with
spending money.)

P AL U R GE YY) . (T usually shop based on
my immediate feelings.)
XSk, Y e] LU H % 435 K T . (For me,

shopping can reduce daily life stress)




R B R B, AV AT 2 (My
belief is ‘if you want to buy it, go ahead, regardless of
necessity.”)

BRI PG URIRAN L TR, BOEA T AN AL 1 /K

P

.o (If I don’t buy something I like, I feel unsatisfied.)
LR B A A4 7H R don’t plan my purchases)
IRAHAEBAT R E P il (1 SE e F Je I gt S5 71 e
P (Sometimes, I buy certain products without
understanding their practical use.)

PR —NEERNE O, BN ERA R AER H
#ro (I consider myself a rational consumer, aiming for
utility maximization.)
R R P RAY BB RIf3 2B . (When I like
something, I hope to get it immediately.)
FEMPIIS, JEWIEE T i, DU AL
A% . (When shopping, I like to buy first and then I
don't care if I have enough money to spend later)

i e i AR D2 R 2 B2 . (1 rarely
spend too much time thinking before making a
shopping decision.)
ZHAF O N KA S H I RIIEY . (Most of the time,

I shop with a plan.)

A IR BRAEFIGI B B 7 IXAF RS 7 iXA




Game

loyalty

In-game

purchases

Derivative
products

purchases

JEHIETE, X RSB L., (Sometimes
when I am shopping, I will encounter the situations
where 'if [ don’t buy it now, I’ll miss out', then I will
buy without hesitation.)

JEAR AR A NiE, LR NAEZ 5 4kt
(Genshin Impact was overall satisfactory enough to
reuse later)

MR G AR IR, BT would
Genshin Impact when I want to play online games
later.)

TS NI IR B BIAE, 185 17 S A i Xk PN 7818 PRV
WEHAZ D, WHREME
(Please fill in the total amount you have spent on in-
game purchases in Genshin Impact from the beginning
up to now.

Please provide an estimate if possible. Unit: RMB
yuan)

TS NI BIPRS00 S S 127 fh (A
. BUE . B EHLE) T 2 880 R EMNE
(Please fill in the total amount you have spent on
purchasing Genshin Impact peripheral products
(such as figurines, badges, collaborative headphones,
etc.) from the beginning up to now.

Please provide an estimate if possible. (Unit: RMB

Chot

(2004)




Game

frequency

yuan))

BRI — A S i e JE AR R O — LR 2 (How

often do you play Genshin Impact in a week recently?)

10



Table S4. Standardized path coefficients for the hypothesized model.

Path Estimate 95% confidence interval p
lower upper

WGF—IGP 0.149 0.128 0.171 <0.001
CA—IGP 0.109 0.088 0.129 <0.001
PG—IGP 0.020 0.002 0.040 0.033

WGF—DPP -0.002 -0.019 0.016 0.836
CA—DPP 0.198 0.178 0.217 <0.001
PG—DPP -0.014 -0.033 0.006 0.173

WGF—GL 0.195 0.170 0.220 <0.001
CA—-GL 0.267 0.245 0.287 <0.001
PG—GL 0.004 -0.016 0.024 0.701
GL—IGP -0.022 -0.042 -0.002 0.032
GL—DPP 0.044 0.023 0.064 <0.001

Note: WGF = Weekly game frequency; PG = Problematic gaming; CA = Character
attachment; DPP = Derivative products purchases (amount, log + 10); IGP = In-game

purchases (amount, log + 10); GL = Game loyalty.
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