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 The aim of the present study was to address this empirical gap by 1 i
assessing the correlates of problematic social casino gaming. 1 . ;
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Figure 8. Social Casino Gaming Motives Questionnaire. Mean endorsement of the Figure 9. Mean endorsement of the subscales of the SUPPS-P in non-problematic and problematic
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12,000,000 125 e e Participants (N= 318) who currently engaged in SCGs and gambling were recruited from Amazon’s * 44.8% of the participants in our sample reported problematic use of SCGs.
e Mechanical Turk.
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e » The average respondent was 37 years old, single, employed, Caucasian, and female. The average yearly * Problematic SCG use was associated with more hours played per month, a
' income was $25,000-599,999. higher likelihood of engaging in microtransactions, greater problem gambling
» No significant difference in demographics was found with the exception of present severity, as well as aspects of impulsivity (negative/positive urgency, lack of
()BJECTIVES AND HYPOTHESIS employment status. Problem SCG users were more often in unclassifiable employment premeditation).
brackets.
Objectives: Examine the correlates for problematic SCG use. * Problematic SCG use (n=137) was identified using an adapted version of the Game Addiction Inventory * However, caution is warranted when interpreting these results, given we did
for Adults (a score of 30+ indicated problematic SCG). not use a validated measure to assess problematic SCG use.
Hypothese: . _ . _ Measures e Future research examining the risks and harms associated with social casino
Is-lgéProblematlc SCG use will be associated with greater engagement of  Demographics and SCG Play Habits: Face valid measures including basic demographics, gaming, particularly on factors independent of problem gambling, would be
> microtransactions, motivations, and time spent playing. highly informative.
e Gambling Scales: Problem Gambling Severity Index.
H2:Problematic SCG use will be associated with greater levels of problem e Impulsivity: SUPPS-P Impulsive Behaviours Scale. * The results of the present research may aid prevention by increasing our
gambling severity. understanding of unique factors of vulnerability in SCG use.
Analysis

H3:Problematic SCG use will be associated with greater levels of impulsivity. ~ ® Chi-square tests were used for categorical variables, while independent samples t-tests were used for C/-
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