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Fig. 1. Epic Seven Probability Manipulation Suspected Happening
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Fig. 2, Kacha Probability Calculator
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Fig. 3. 0.05% as well as 1000 as a Result of Appearance
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Fig. 4. Number of Appearances and Cost
] ARPIE B3l B71E 20003 218Yghe 0 0.05%EE]

olodl FEE-E 100%7} ol 63221%0S & &= Uk Tk 99%
FER SSslaL Arh e 9200518 SRl RIvhs 71gel ofetk

24 oiE=<| TOP6 A
% <£9] TOP6 US| thil 744k ololsl(de ¥)) dEs
“geIH4].

Table 1. Mobile Game TOP6 Character
Probability Table
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Fig. 5. Mobile Game Overall Score
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Fig. 6. Cost per Character Selection
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Fig. 7. Probabilistic Item Self-regulatory Satisfaction Survey
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