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1. Research Question
Whether the loot box with “Pity system” works better than the pure random loot box.


2. Variables
a. Conditions: pity system (None, P, EP)
b. Key outcome variables:
i. Number of tokens spent on purchasing lottery
ii. The proportion of subjects who buy the lottery
c. The round used in purchasing process
d. The pity number after end of the purchasing process
e. The number of wining times of lottery
f. The time spent on purchasing each lottery 
g. The scores of risk tolerance test

h. Biologic gender (M,F)
i. Age
j. Race/culture background
k. Education level.
l. Marriage situation.
m. Annual Income level
i.  Personal Income.
ii.  Family Income.
n. Number of Children.
o. Binary variable measuring whether subjects live with their parents. (0,1)
p. Binary variable measuring whether subjects live with their children. (0,1)
q. Binary variable measuring whether subjects live in a region other than the race usually live (0,1)
r. The self-report emotion about getting the token of effort test (fair, unfair, indifference)
s. Attitude of the lottery (attractive, indifference, boring)
iii.  Number of the lottery subjects plan to purchase  
iv.  Number of the wining times subjects plan to have
t. [bookmark: _GoBack]Binary variable measuring whether subjects ever bought real world lottery before (0,1)
i. Binary variable measuring whether they win or not. (0,1)
1)  The monetary value of prize of bought lottery 
u. Binary variable measuring whether subjects ever played different types of games (VOP, VOP with G, VAP with G and pity, Phone, Phone with G, Phone with G and pity)
i. The money ever spent on these types of game if played
v. Binary variable measuring whether subjects prefer gamble electronic games with or without pity-system (0,1)
w. Binary variable measuring whether subjects ever heard news of gamble in electronic games (0,1)
i. Attitude towards electronic games with gamble (positive, indifference, negative)
x. Binary variable measuring whether subjects know the purpose of study


3. Simple Hypothesis
H1 (Proportion of subjects who buy the lottery, None vs P)
H2 (Proportion of subjects who buy the lottery, None vs EP)
H3 (Proportion of subjects who buy the lottery, P vs EP)
Z test or nonparametrics test depending on the distribution

4. Regression Hypothesis 
H5 (pity system affects the outcomes)


Outcomes: Number of tokens spent on purchasing lottery (OLS)
The proportion of subjects who buy the lottery (Logit)


	

