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Fig. 1. Probability item purchase experience survey results
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Fig. 2. Probability item maximum purchase amount
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Fig. 3. Satisfaction of purchasing Probability items
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Fig. 4. Reason for purchase satisfaction
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Fig. 5. Reasons for unsatisfactory purchase
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Fig. 6. Intention to purchase probability items
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Fig. 7. Reasons to Purchase Probability ltems
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Fig. 8. Is there a problem with the probabilistic item?
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Fig. 9. What's wrong with probabilistic items?
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