Materials 
Participants
 A sample of ___ Psychology and Counselling participants (__ Male, __ Female and __ preferred not to say), were collected for the study using the Electronic Management System (EMS), provided by the university. Ages varied from __ to __ (Mean and Standard Deviation). Participants were identified using a 5-digit code generated by the EMS to provide participants anonymity for completing the study. Participants were requested to not participate in the experiment if they felt uncomfortable disclosing their gambling behaviour or engaging in a gambling task.
Design
The design for the present study is an experimental multifactorial between subject’s design. Participants will be split between two levels of Impulsivity (High Impulsivity/Low Impulsivity), and two levels of Gambling Frequency (High Gambling Frequency (HGF), Low Gambling Frequency (LGF)). Participants will be split based upon their mean scores of Impulsivity and Gambling Frequency (Mean Impulsivity Score / Mean Gambling Frequency Score). Participants will be measured by their overall risk-behaviour when completing the GDT. A 2 x 2 between-subjects ANOVA will be used to calculate the results.
Materials
A paper copy of the consent form (Appendix A) was used for participants to give consent before the experiment began. 
A demographic sheet was provided with the first questionnaire provided at the start of the experiment (Appendix B). Participants were requested to write their age and indicate their gender.
The Barratt Impulsivity Scale 11(BIS-11), was used to measure impulsivity within participants (Patton et al., 1995) (Appendix C). The BIS-11 is a 30-item questionnaire requesting participants to indicate a response ranging on a four-point Likert scale. The responses measured by the scale ranged from 1 – Rarely/Never ; 2 – Occasionally ; 3 – Often ; 4 – Almost Always/Always. Results of the scale was measured by tallying the overall score participants provided using the scale to measure total impulsivity. Additionally, second-order factors were calculated to measure trait impulsivity of Nonplanning Impulsivity, Motor Impulsivity, and Attentional Impulsivity. Within calculating these trait impulsivity scores, some items were reversed scored. The scale has been psychometrically validated (Stanford et al., 2009). Present study analysis of the reliability of the scale has __(Enter Chronbach’s Alpha).
The South Oaks Gambling Screen (SOGS) was originally used to measure gambling severity (Leisure & Blume, 1987). The gambling screen was modified to use the first part of the SOGS to measure gambling frequency in specific gambling behaviours in a participant’s lifetime (Appendix D). Questions measured gambling activities such as “Playing with cards/Stocks/Pull Tabs”. In addition, the table was expanded to allow for a greater range of answers (Ginley, Whelan, Relyea, Meyers & Pearlson, 2014). Participants could provide answers ranging from: Not at all; A few times a year; about once a month; about once a week; a few times a week; almost daily. The results were ranked from 0-5 to assess overall gambling frequency. The screen was also modified to remove any answers which suggested engaging with gambling within an illegal activity.
The Game of Dice Task (GDT) is a computer task to measure risky decision-making behaviour using fixed probability (Brand et al., 2005) (Appendix E). The computer task was ran using Inquisit 5 and provided to participants on a (Monitor Screen – Size of Screen – Resolution etc?) (Millisecond software (2014) Inqusit 5). Participants were requested to engage in 18 trials rolling a theoretical dice under explicit fixed probability for varying risk and reward, by correctly guessing the dice face the dice would land on. Instructions were provided on screen before the trials began. Participants are provided with four options of varying risk/reward, with more risky options providing a greater reward, but also a greater loss if incorrect. The loss/reward is equal depending on how risky the decision they make (1/6 – +/- £1000/ 2/6 -  +/-£500/ 3/6 - +/- £200/ 4/6 - +/- £100). Visual input was provided in the top left corner displaying a hand shaking a cup with a dice inside, and subsequent clips of a dice being shown indicating the answer to the trial. Participants were also provided with a current balance of their score/money and also provided with a number highlighting what trial number they were on. Auditory input was also given at the start of the trials, and after each win/loss. The auditory input varied depending on whether the participant guessed correctly or incorrectly. The GDT has been found to have moderate test-retest reliability (Buelow & Barnhart, 2017). 
A debrief form was provided at the end of the experiment or if a participant wished to withdraw during the study (Appendix F).
Procedure
Ethical approval for the experiment was provided by the universities ethical committee panel to complete the study. Participants were recruited by successful sign-ups and attendance using the EMS system provided by the university. 
A pilot study was conducted before the official study began to assess the approximate time taken to complete the study and to assess any feedback or issues using the GDT and questionnaires. Three participants were sampled for the pilot, and each participant was given a different order of variables provided; one participant was given the BIS-11, and then the SOGS and GDT, another participant was given the SOGS first, and then the BIS-11 and GDT, and the final participant was given the GDT first, and then the BIS-11 and GDT. The average time of completion ranged between 10-15 minutes for each participant. It was decided to counterbalance the questionnaires between each participant for the official study to weaken order effects. 
Participants were greeted and taken into an isolated researcher lab with a chair, computer, monitor and a pen. Blinds behind the participant were drawn to reduce visual input from outside the laboratory. Informed consent was given by completion of the consent form requesting the date, signature and name of the participant before the study began. Consent forms were deposited separately from participant data to prevent the ability of tracing data back to a participant. The computer screen remained off until the computer task was to be completed. Participants began the experiment by completing a demographic sheet and the first questionnaire assigned to them. Participants were allocated a participant number by the researcher starting from 001, this was not known to the participant as it was only used for organisation of sensitive data. For organisational purposes, every odd numbered participant that consented to the study was provided with the SOGS first, and the BIS-11 provided afterwards and every even numbered participant was given the opposite. The researcher informed the participant to read the instructions provided on the paper and to tick/cross the option they felt they best associated with. After the completion of both the demographic sheet and first questionnaire, the second questionnaire was provided to the participant and was again informed to tick/cross the option they felt best applied to them. After this was completed, the computer screen was turned on which displayed the start of the instructions of the Game of Dice Task, the researcher informs the participant to read the instructions provided and give inputs using the computer mouse provided. The participant is informed they are allowed to ask any questions if they do not understand the instructions provided on screen and was told to inform the researcher when they have completed the task if they have no questions. Upon successful completion of the computer task, the participant was provided with a debrief form highlighting the aims of the experiment. They were additionally informed that there was no deception involved within the experiment, the ability to provide feedback before they left the experiment to the researcher or contact details to email the researcher, and their right to withdraw their data before they left the psychology labs.
One issue which was acknowledged during the experiment was that participants were forgetting to input responses on the back of the BIS-11 even when informed by the researcher. As a result, the scale’s presentation was modified to input all 30-items on a single page (Appendix G), instead of the original design that had 28 items on the front of the page, and two final items on the back page. This resulted in minimal data loss from some participants during the early stages of data collection.
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Appendix A: Consent Form
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Study Consent Form

I understand that this research study is being carried out by a 3rd year Psychology Student for their dissertation, and that taking part in this study will involve completing a personality assessment, a gambling frequency scale and a decision-making task.
This study will take approximately 20 minutes to complete. 
I understand that participation in this study is voluntary and I am free to withdraw participation during or at the end of the study without giving a reason. I understand that once I leave the study, I will not be able to withdraw my data, as it will be placed into a fully anonymised format. I am aware that if I have concerns about the study, I can discuss these concerns with the researcher at any time during or after the study. I understand that I will be provided with the contact details of the research supervisor at the end of the study, should I have any concerns.
I understand that the information provided by me will be held confidentially, with a code assigned in place of my name. These data will be stored indefinitely in accordance with the Data Protection Act.
I also understand that at the end of the study I will be provided with a debrief form and the opportunity to discuss any issues with the researcher.

I, ___________________________________(NAME) consent to participate in the study conducted by Laurence Jones, Academic Discipline of Psychology and Counselling, University of Wales Trinity Saint David,  Swansea under the supervision of Stacey Coleman.

Participant Signature:________________________________________________
Date:___________________
Name and signature of researcher taking consent 
___________________________________________________________________
Appendix B: Demographic Sheet 
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Demographic Sheet:

Please answer the following:

Your Age: ___________

Please tick the correct box that most applies to you:

Your Gender:
Male ___
Female ___
Prefer not to say ___


Appendix C: Barratt Impulsivity Scale 11 – BIS-11
	[bookmark: _Hlk23093703]DIRECTIONS: People differ in the ways they act and think in different situations.  This is a test to measure some of the ways in which you act and think.  Read each statement and put an X on the appropriate number on the right side of this page.  Do not spend too much time on any statement.  Answer quickly and honestly. 
 
 	1	2 	3 	4
 	Rarely/Never  	   Occasionally 	  Often  	Almost Always/Always 

	1:    I plan tasks carefully. 
	    1     2      3     4

	2:    I do things without thinking. 
	    1     2      3     4

	3:    I make-up my mind quickly. 
	    1     2      3     4

	4:    I am happy-go-lucky. 
	    1     2      3     4 

	5    I don’t “pay attention.” 
	    1     2      3     4 

	6:    I have “racing” thoughts. 
	    1     2      3     4

	7:    I plan trips well ahead of time. 
	     1     2      3     4

	8:    I am self controlled. 
	    1     2      3     4

	9:    I concentrate easily. 
	    1     2      3     4

	10:  I save regularly. 
	    1     2      3     4

	11:  I “squirm” at plays or lectures. 
	    1     2      3     4

	12:  I am a careful thinker. 
	    1     2      3     4

	13:  I plan for job security. 
	    1     2      3     4

	14:  I say things without thinking. 
	    1     2      3     4

	15:  I like to think about complex problems. 
	    1     2      3     4

	16:  I change jobs. 
	    1     2      3     4

	17:  I act “on impulse.” 
	    1     2      3     4

	18:  I get easily bored when solving thought problems. 
	    1     2      3     4

	19:  I act on the spur of the moment. 
	    1     2      3     4 

	20:  I am a steady thinker. 
	    1     2      3     4

	21:  I change residences. 
	    1     2      3     4

	22:  I buy things on impulse. 
	    1     2      3     4

	23:  I can only think about one thing at a time. 
	    1     2      3     4 

	24:  I change hobbies. 
	    1     2      3     4

	25:  I spend or charge more than I earn. 
	    1     2      3     4

	26:  I often have extraneous thoughts when thinking. 
	    1     2      3     4

	27:  I am more interested in the present than the future. 
	    1     2      3     4

	28:  I am restless at the theater or lectures. 
	    1     2      3     4

	29:  I like puzzles. 
	    1     2      3     4

	30:  I am future oriented. 
	    1     2      3     4


 



Appendix D: South Oaks Gambling Screen – Modified for Gambling Frequency

SOUTH OAKS GAMBLING SCREEN 
[SOGS] 
 
 
 
1. Please indicate which of the following types of gambling you have done in your lifetime.  For each type, mark one answer:  
 
	 
 
PLEASE  “✓” ONE  ANSWER FOR EACH STATEMENT: 
	 
NOT AT ALL
	A FEW TIMES A YEAR 
	ABOUT ONCE A MONTH
	ABOUT ONCE A WEEK
	 A FEW TIMES A WEEK
	ALMOST DAILY

	 
a.   Played cards for money 
	 
	 
	 
	
	
	

	b.   Bet on horses, dogs, or other animals (at OTB, the       track or with a bookie 
	 
	 
	 
	
	
	

	 
c.   Bet on sports (parlay cards, etc.)
	 
	 
	 
	
	
	

	d.   Played dice games, including craps, over and under or other dice games 
	 
	 
	 
	
	
	

	 
e.   Went to casinos 
	 
	 
	 
	
	
	

	 
f.    Played the numbers or bet on lotteries 
	 
	 
	 
	
	
	

	 
g.   Played bingo 
	 
	 
	 
	
	
	

	 
h.   Played the stock and/or commodities market 
	 
	 
	 
	
	
	

	i.    Played slot machines, poker machines, or other gambling machines 
	 
	 
	 
	
	
	

	j.    Bowled, shot pool, played golf, or some other game  of skill for money 
	 
	 
	 
	
	
	

	k.   Played pull tabs or “paper” games other than lotteries 
	 
	 
	 
	
	
	

	l.    Some form of gambling not listed above (please specify:  ________________________ 
	 
	 
	 
	
	
	


 







Appendix E: Game of Dice Task – GDT
(Will Provide Screenshots of All instructions provided before the trials begin, A screen showing the inputs available to the participant, and a final screen showing the final balance score)
















Appendix F: Debrief Form 
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Study Debrief Sheet 
Impulsivity and Gambling Frequency effects upon Risky Decision-Making Behaviour: A student representative sample


Thank you for taking part in the study.  

The aim of this study was to investigate the role of impulsivity and gambling frequency on risky decision-making behaviour. We specifically wanted to find out whether participants who were more impulsive and gambled more frequently were more likely to engage in riskier decision making using the Game of Dice Task – GDT. Research has supported that impulsive gamblers are more likely to engage more often with riskier decision making (Kim and Lee, 2011).


If you wish to withdraw your data from the study, you must tell the researcher now.  After this point, all of your data will be anonymised and we will not be able to trace it back to you.


If taking part in this study has raised any questions, please speak to the researcher Laurence Jones on 1701942@student.uwtsd.ac.uk or contact the academic supervisor Stacey Coleman – stacey.coleman@uwtsd.ac.uk .

If you would like to seek any further information about gambling please use this website: www.gambleaware.org.


Thank you once again for taking time to participate in this study.




Laurence Jones 

BA Honours Psychology and Counselling Studies

University of Wales Trinity Saint David, Swansea 
Appendix G: BIS-11 used after missing data 
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