Appendix: Additional tables

Table A1: Estimated effects of physical attractiveness on the extensive and intensive margin of playing video/computer games: disaggregating good looks
	
	Teen years
	Adulthood

	Dep. variables:
	Gaming, Yes
	Hours non-zero gaming
	Gaming, Yes
	Hours non-zero gaming

	Ind. variables:
	(1)
	(2)
	(3)
	(4)

	Very attractive 
	-0.041
(0.035)         
	-0.827
(0.617)         
	-0.084
(0.043)         
	-1.873
(1.106)

	Attractive 
	-0.048
(0.026)         
	0.946
(0.656)         
	-0.057
(0.023)         
	-1.537
(0.689)

	Unattractive/very unattractive 
	-0.011
(0.053)         
	1.114
(1.382)         
	0.042
(0.040)         
	0.447 
(1.566)

	Female
	-0.308
(0.024)         
	-2.902
(0.720)         
	-0.188
(0.022)         
	-2.619
(0.718)

	Interviewer fixed effects: Waves I or IV
	Yes
	Yes
	Yes
	Yes

	Adj. 
	0.156
	0.169
	0.104
	0.096

	
	3,060
	1,643
	3,116
	1,191


Notes: A constant is contained in all specifications. In specifications (1) and (2), other control variables include teenage ln(household income), born in the U.S., age, age squared, birth weight, birth weight squared, African American, Native American/Aleut/Pacific Islander, Asian American, other races, Hispanic origin, college graduate mother/father, suspended from school and expelled from school. In specifications (3) and (4), other control variables include born in the U.S., age, age squared, birth weight, birth weight squared, African American, Native American/Aleut/Pacific Islander, Asian American, other races, Hispanic origin, high school, some college, college, masters, doctorate, and professional qualifications. Clustered standard errors at the interviewer level are in parentheses.
Table A2: Estimated effects for teenagers of physical attractiveness on the extensive and intensive margin of playing video/computer games: gender-specific models
	
	Boys
	Girls

	Dep. variables:
	Gaming, 
Yes
	Hours non-zero gaming
	Gaming, 
Yes
	Hours non-zero gaming

	Ind. variables:
	(1)
	(2)
	(3)
	(4)

	Attractive/very attractive ()
	-0.034
(0.033)         
	0.927
(1.052)         
	-0.034
(0.036)         
	0.410
(0.453) 

	Unattractive/very unattractive ()
	0.028
(0.082)         
	4.304
(1.907)         
	-0.041
(0.075)         
	0.821
(0.899)

	Interviewer fixed effects 
	Yes
	Yes
	Yes
	Yes

	-value on : 
	0.949
	0.036
	0.416
	0.250

	Adj. 
	1,414
	959
	1,538
	552

	
	0.078
	0.139
	0.094
	0.385


Notes: A constant is contained in all specifications. In all specifications, other control variables include teenage ln(household income), born in the U.S., age, age squared, birth weight, birth weight squared, African American, Native American/Aleut/Pacific Islander, Asian American, other races, Hispanic origin, college graduate mother/father, suspended from school and expelled from school. Clustered standard errors at the interviewer level are in parentheses.    
Table A3: Estimated effects for adults of physical attractiveness on the extensive and intensive margin of playing video/computer games: gender-specific models
	
	Men
	Women

	Dep. variables:
	Gaming, 
Yes
	Hours non-zero gaming
	Gaming, 
Yes
	Hours non-zero gaming

	Ind. variables:
	(1)
	(2)
	(3)
	(4)

	Attractive/very attractive ()
	-0.048
(0.038)         
	-1.159
(1.132)         
	-0.068
(0.028)         
	-2.495 
(0.994)

	Unattractive/very unattractive ()
	0.118
(0.062)         
	0.021
(2.230)         
	-0.019
(0.058)         
	-3.065
(1.450)

	Interviewer fixed effects 
	Yes
	Yes
	Yes
	Yes

	-value on : 
	0.391
	0.684
	0.207
	0.007

	Adj. 
	1,332
	618
	1,737
	471 

	
	0.070
	0.045
	0.103
	0.107


Notes: A constant is contained in all specifications. In all specifications, other control variables include born in the U.S., age, age squared, birth weight, birth weight squared, African American, Native American/Aleut/Pacific Islander, Asian American, other races, Hispanic origin, high school, some college, college, masters, doctorate, and professional qualifications. Clustered standard errors at the interviewer level are in parentheses.


Table A4: Estimated effects of gaming time and physical attractiveness as teens on the physical attractiveness of adults: Poisson regression
	
	Physical attractiveness in Wave IV,
{unattractive/very unattractive, average, 
attractive/very attractive}={0,1,2}

	Ind. variables from Wave I:
	(1)
	(2)
	(3)

	Gaming hours 
	-0003
(0.003)
	
	-0.003
(0.012)

	Gaming, {Yes,No}={1,0} 
	
	-0.016
(0.037)

	

	Attractive/very attractive 
as teen
	0.199
(0.039)

	0.199
(0.039)
	0.158
(0.135)


	Unattractive/very unattractive 
as teen 
	-0.288
(0.090)

	-0.285
(0.091)

	-0.668
(0.335)


	Female
	0.049
(0.041)
	0.051
(0.042)
	-0.019
(0.138)

	Interviewer fixed effects: Waves I & IV
	Yes
	Yes
	Yes

	Pseudo 
	0.055
	0.055
	0.104

	
	2,069
	2,069
	331


Notes: Average marginal effects are reported above A constant is contained in all specifications. Clustered standard errors at the Wave I and IV interviewer levels are in parentheses.



