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Separate Sample Latent Class Analysis Results

Table 1. Model fit for Latent Class Analysis of Gaming Data in a General Population Sample
	
	2 Classes
	3 Classes
	4 Classes
	5 Classes
	6 Classes

	AIC
	3221.108
	3147.275
	3140.409
	3146.423
	3154.588

	BIC
	3301.185
	3269.498
	3304.778
	3352.938
	3403.250

	G2
	340.4032
	246.5705
	219.7043
	205.7183
	193.8838

	X2
	977.2995
	480.3543
	523.5736
	576.3231
	401.1686

	Df
	481
	471
	461
	451
	441

	p
	.000
	.373
	.023
	.000
	.913


Analysis of model fit for each number of classes from two to six. 
Included are the Akaike Information Criteria, Bayesian Information Criteria, G2 Likelihood-Ratio, Pearson X2 and Degrees of Freedom. 

Table 2. Model fit for Latent Class Analysis of Gaming Data in a Gaming Forum Sample
	
	2 Classes
	3 Classes
	4 Classes
	5 Classes
	6 Classes

	AIC
	1969.802
	1963.023
	1960.944
	1966.664
	1971.174

	BIC
	2035.615
	2063.474
	2096.033
	2136.391
	2175.54

	G2
	213.4089
	186.6297
	164.5502
	150.2703
	134.7806

	X2
	478.2925
	493.4909
	467.759
	436.2665
	369.5004

	Df
	217
	207
	197
	187
	177

	p
	.000
	.000
	.000
	.000
	.000


Analysis of model fit for each number of classes from two to six. 
Included are the Akaike Information Criteria, Bayesian Information Criteria, G2 Likelihood-Ratio, Pearson X2, Degrees of Freedom, and p values. 



