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[bookmark: _Hlk196736021]Chi-squared tests on Negative Affect (χ2(2) = 0.122, p = 0.941) and Positive Affect scores (χ2(2) = 1.09, p = 0.581) across the three cue conditions were not significantly different.
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Description automatically generated with medium confidence]Supplementary Figure 1: Density plot displaying gamma distribution fit using two different fitting models (red and green) for the dependent variable, average immersion scores, against the empirical data (blue).




Table 1: Features of the audiovisual cues experienced across the three audiovisual cue conditions: Plus, Intermediate, and Minus.

	Plus
	Sound
	· A ‘clunk’ sound and cash register bell both play when a spin starts
· Reels make a whirr sound as they spin
· Reel stops are accompanied by a ‘ding’
· Variable and layered winning sounds:
· 3 symbols: 1 second jingle and coins sound
· 4 symbols: 1.5 second jingle (cascades up) and coins sound
· 5 symbols: 4 second orchestra clip and longer coins sound

	
	Visual
	· A line and blue square highlight winning line combinations
· Symbol matches spin and zoom:
· 3 symbols: 1 second spin
· 4 symbols: 1.5 second enlarged animation
· 5 symbols: 4 second enlarge animation (greater)

	
	Credit
	· Credits display and win display both animate or ‘roll’ up during the feedback period

	Intermediate
	Sound
	· Only a ‘clunk’ sound plays when a spin starts and a ‘ding’ as the reels stop
· Reels make a whirr sound as they spin
· Winning sounds are not variable and not layered:
· All symbol matches: 1 second jingle

	
	Visual
	· A line and blue square highlight winning line combinations
· Blue squares highlight the matching symbols
· Symbols matches only linger on screen:
· 3 symbols: 1 second
· 4 symbols: 1.5 seconds
· 5 symbols: 4 seconds

	
	Credit
	· Credits display and win display both animate or ‘roll’ up during the feedback period

	Minus
	Sound
	· No sounds play when a spin starts or stops
· Reels make a whirr sound as they spin
· No winning sounds

	
	Visual
	· A line highlights winning line combinations
· Symbols matches only linger on screen:
· 3 symbols: 1 second
· 4 symbols: 1.5 seconds
· 5 symbols: 4 seconds

	
	Credit
	· Credits display and win display are not animated during the feedback period
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