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Abstract

Drinking games and prepartying (i.e., drinking before going to a social gathering/event) have
emerged as high-risk drinking behaviors in high school students. The present study examines the
current prepartying behaviors of high school students who report current participation in extreme
consumption games (e.g., Chugging) with those who do not. High school students (A=182)
reporting current drinking games participation completed anonymous surveys. Gamers who
prepartied frequently (vs. those who did not) were approximately 1.5 times more likely to play
extreme consumption games, even after controlling for demographics, typical consumption, and
participation in other types of drinking games. Practitioners should target adolescents who
participate in extreme consumption games, particularly those who participate in this high-risk
activity as a form of prepartying.
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Drinking games are considered a high-risk drinking activity. Currently, there is no standard
definition of the term “drinking games.” One way to operationalize drinking games is that
they (a) are social drinking events, (b) are played according to a set of rules that dictate
when players should drink and how much alcohol should be consumed, (c) are designed to
encourage quick and heavy consumption of alcohol in order to ensure intoxication, and (d)
involve performing a cognitive and/or motor task (Zamboanga et al., 2013a). Although the
drinking games literature has grown considerably during the last few decades, few studies
have examined drinking game behaviors among adolescent and high school samples. For
instance, a study with a large sample of Norwegian high school students found that a higher
percentage of older students (as opposed to younger students) participated in drinking games
and that those who played drinking games frequently also consumed high amounts of
alcohol in general (Pedersen, 1990). Although research on drinking games participation
among high school students suggests that gaming is associated with increased alcohol
consumption, the literature on drinking games within this population (Pedersen, 1990;
Farrow, 1987) is limited in scope and is over two decades old.

More recent work on high school drinking game behaviors has relied on college students’
retrospective reports. One study found that 63% of high school graduates reported lifetime
participation in drinking games (Borsari, Bergen-Cico, & Carey, 2003). In another study,
roughly 54% of first-year college students indicated that they played drinking games during
the last months of high school (Kenney, Hummer, & LaBrie, 2010). These prevalence rates
pose a health concern because (a) college students’ alcohol-related behaviors may be
extensions of their previously established problematic drinking behaviors, such as drinking
games participation and prepartying (i.e., drinking before going out), and because (b) these
behaviors can persist or even escalate upon students’ arrival at college (Kenney, LaBrie, &
Hummer, 2012).

There are literally hundreds of different types of drinking games. Some require skill (e.g.,
Coins), others are competitive (e.g., Beer Pong), and some entail an element of chance (e.g.,
7-11 dice; Polizzotto, Saw, Tjhung, Chua, & Stockwell, 2007). Certain games referred to as
extreme consumption games (e.g., Chugging, Keg Stands) focus more on rapid ingestion of
alcohol than on competition or chance (LaBrie, Ehret, & Hummer, 2013; see Zamboanga et
al. 2013a for review). Extreme consumption games have been identified as the most
hazardous type of drinking games because they emphasize both rapid and continuous
consumption of large amounts of alcohol compared to other types of drinking games
(Polizzotto et al., 2007; LaBrie et al., 2013).

Another high-risk drinking activity is prepartying (a.k.a., “pregaming” or “front-loading”),
which involves drinking before going to a social gathering or event (Borsari et al., 2007).
Although the literature on prepartying in college samples has grown during the past several
years, prepartying in adolescent and high school (or recently graduated) samples is just
beginning to be explored (see Zamboanga et al., 2013b for brief review). For instance, a
study conducted with a sample of entering college freshmen who reported prior alcohol use
found that 65% engaged in prepartying (referred to as “pregaming”) and that participation in
this activity was associated with increased negative alcohol-related health outcomes (e.g.,
vomiting, blackouts, and shakiness due to drinking; Haas, Smith, Kagan, & Jacob, 2012).
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Research with high school students who reported current alcohol use found that 48%
prepartied at least once in the past 30 days prior to assessment (Zamboanga et al., 2011).
Finally, a recent study with adolescents from Germany found that roughly 36% reported that
they drink alcohol before going out (Wahl, Sonntag, Roehrig, Kriston, & Berner, 2013).
Despite these high prevalence rates, research on prepartying in adolescent and high school
samples remains sparse.

Researchers have recently begun to examine the link between drinking games and
prepartying among college students. The limited research suggests that those who participate
in any drinking games while prepartying are at elevated risk for experiencing negative
alcohol-related consequences (LaBrie, Hummer, Kenney, Lac, & Pedersen, 2011; Hummer,
LaBrie, & Lac, 2011; Hummer, Napper, Ehret, & LaBrie, 2013). Because extreme
consumption games have been identified as the most hazardous form of drinking games
(Polizzotto et al., 2007; LaBrie et al., 2013), adolescents’ participation in these types of
drinking games as well as engaging in prepartying could intensify the health risks that these
activities pose for youth. It may also be especially important to consider participation in
extreme consumption games alongside prepartying because students who preparty may seek
fast, efficient methods of intoxication in order to ensure that they are inebriated before
arriving at their next destination. Thus, the rapid intoxication associated with extreme
consumption games may make these games particularly attractive to adolescent gamers who
preparty. This is a health concern, particularly for adolescents, because prepartying usually
entails transportation from one destination to another by car or other means (Zamboanga et
al., 2013a).

The present study is, to our knowledge, the first to examine current extreme consumption
gaming and prepartying behaviors among a sample of high school students. To do so, we
compared drinking gamers who reported current extreme consumption gaming with student
drinking gamers who did not. We predicted that extreme consumption gaming would be
associated with higher frequencies of prepartying. In addition, recent research suggests that
college students often preparty before attending sporting events (in this context, prepartying
is often referred to as “tailgating”; Lawrence, Hall, & Lancey, 2012). Moreover, a recent
study (Wahl et al., 2013) asked German adolescents about the events for which they
typically prepartied (referred to as “predrinking™), and approximately 79% of their sample
mentioned that they prepartied before going to private parties. Therefore, we also conducted
exploratory analyses using frequency of extreme consumption gaming and prepartying to
determine whether there were differences in the types of events that students are likely to
preparty for, such as home-sporting events and parties.

Participants and Procedures

Respondents were drawn from an alcohol study (A=594) conducted at a local public high
school in the northeast region of the United States. As in our previous work (Borsari et al.,
2013), we focused on high school students who were current drinkers and who played
drinking games (21% of whom played extreme consumption games) at least once in the past
month (7=182; n=101 [56%] reported prepartying at least once in the past month;

J Child Adolesc Subst Abuse. Author manuscript; available in PMC 2017 March 02.



1duosnuen Joyiny 1duosnuey Joyiny 1duosnuen Joyiny

1duosnuep Joyiny

Tomaso et al.

Measures

Results

Page 4

Mage=16.2; 49% females; 79% White, 21% non-White). All students were mailed an
invitation to participate and a parental consent form. Students were instructed to return their
signed consent forms [regardless of their parents’ decision to allow their child(ren) to
participate] to their teachers so that their forms could be entered to win one of several prizes
(approximately 70% student response rate). Those who received parental permission to
participate completed a self-report, anonymous survey during one class period (which took
between 30-45 minutes to complete). The IRB of the principal investigator’s institution (a)
approved all study procedures and (b) granted a waiver of written assent in order to help
facilitate the veracity of students’ self-reports; therefore, students verbally assented to
complete the survey.

Students provided information about their age, gender, grades (1=Mostly F’sto 9=Mostly
A’s), number of prepartying events in the past month, the types of events for which they are
likely to preparty (e.g., home night sporting events, parties), and their typical alcohol
consumption over the past year (Alcohol Use Disorders Identification Test consumption
subscale; Saunders, Aasland, Babor, de la Fuente, & Grant, 1993; a=.74). In this study,
prepartying was defined as drinking before going out, including drinking while waiting for
people to gather, or drinking to get “buzzed” before going to an event where alcohol might
be difficult to obtain. Students also reported whether they played drinking games in the past
month, as well as the categories of games (Borsari, 2004) they played: (1) extreme
consumption games (e.g., Chugging, Keg Stands, or Power Hour), (2) team games (e.g.,
Beer Pong), (3) media games (i.e., games that involve a TV show, movie, or song), (4) dice
games (e.g., 7-11), (5) card games (e.g., Kings), (6) motor skills games (e.g., quarters), (7)
board games (e.g., Monopoly), and (8) verbal games (e.g., Never Have | Ever). In this study,
drinking games were defined as an activity that consists of rules that govern the consumption
of alcohol. We used the standard past 30-day recall period to help facilitate students’
accurate report of their frequency of prepartying and drinking games participation.

Descriptive statistics and bivariate correlations among the study variables are presented in
Table 1. We also examined differences in prepartying frequency by extreme consumption
gaming behavior. Adolescents who participated in extreme consumption games reported
three times as many prepartying events in the past month compared to students who did not
engage in extreme consumption games [A//=3.08 vs. 0.92, respectively; A1,181)=49.12, p<.
001, n2=.21].

We conducted stepwise logistic regression to identify characteristics predicting extreme
consumption gaming as well as the contribution of prepartying to extreme consumption
gaming when typical alcohol consumption and demographic variables were entered as
covariates (Table 2). Demographic variables (age, gender, grades) and typical alcohol
consumption were entered into the first step of the model as control variables, and
prepartying frequency was entered in the second step. In the final model, lower grades and
greater alcohol consumption were related to a higher likelihood of participation in extreme
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consumption games. Prepartying frequency was a significant predictor, even when the
demographic variables were entered into the model (OR=1.46; 95% CI=1.12-1.90), and
correctly classified 85.6% of the students (false positive rate=4.5%; false negative
rate=10.9%). We conducted a follow-up analysis controlling for students’ participation in
other types of drinking games (as well as demographics and typical alcohol consumption),
and results yielded similar findings, such that increased participation in prepartying
predicted nearly identical increased odds of being an extreme consumption gamer.

Exploratory Analyses

Using the subset of students who prepartied at least once in the past month (7=101),
prepartying frequency (low: 1-2 times a month vs. high: 3 or more times a month) was
crossed with extreme consumption gaming status (played an extreme consumption vs. did
not play an extreme consumption game) to create four groups: (1) low prepartying/did not
play an extreme consumption game (/7=56); (2) low prepartying/played an extreme
consumption game (/7=11); (3) high prepartying/did not play an extreme consumption game
(rm=16); and (4) high prepartying/played an extreme consumption game (/7=18). Chi-square
tests revealed that 89% of students in the high prepartying/played an extreme consumption
game group typically prepartied for home-sporting events, compared to 54% of the students
in the low prepartying/played an extreme consumption game group [2(3, A=101)=10.16,
p<.05, Cramer’s V=.32]. No group differences emerged for prepartying for parties [x2(3,
N=101)=3.20, p>.05, Cramer’s V=.18].

Discussion

Recent research has found that drinking games participation and prepartying are two types
of high-risk drinking activities that are common among adolescents (Kenney et al., 2010).
Participation in extreme consumption games may be especially relevant to prepartying
because it is conceivable that those who preparty might be in a hurry to become inebriated
before heading to their next destination. Thus, we examined prepartying and extreme
consumption gaming behaviors in a subset of high school student drinkers who reported
playing drinking games. As predicted, student gamers who participated in extreme
consumption games prepartied three times more often per month than student gamers who
did not participate in extreme consumption games. Moreover, when controlling for age,
gender, grades, typical alcohol consumption, and participation in other types of drinking
games, gamers who prepartied frequently were approximately 1.5 times more likely to be
extreme consumption gamers than those who did not.

These findings suggest that extreme consumption gaming and prepartying appear to be
uniquely related. Given the health risks associated with these activities (e.g., high blood
alcohol levels [BALSs] that may lead to adverse physiological effects and/or engagement in
high-risk activities with detrimental health effects like unsafe sex), practitioners could focus
interventions toward adolescents who preparty and participate in extreme consumption
games or toward adolescents who play extreme consumption games as a form of
prepartying. These targeted interventions are relevant in the college setting given that
students’ drinking behaviors may be extensions of high-risk drinking habits (e.g.,
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prepartying and drinking games participation) that were formed during high school and then
persist and/or intensify during college (Kenney et al., 2012).

Our findings also suggest that nearly all of the students in the high prepartying/played an
extreme consumption game group prepartied for home-sporting events. Extreme
consumption gamers may view alcohol as a necessary social ingredient for having fun and
thus may also feel the need to be “buzzed” or intoxicated in order to better enjoy home-
sporting events where alcohol is not likely to be available. Perhaps school-sponsored events
that provide students with alcohol-free opportunities to socialize prior to home sporting
events may be beneficial. Unfortunately, this method of becoming intoxicated not only poses
health risks for the student who is intoxicated (e.g., alcohol poisoning; increased risk for
injury or accidents), but also for the individuals who encounter that student (e.g., physical
injuries from car accidents or fights; sexual victimization) when he or she is in transit to the
event and then again during it. Environmental strategies (Saltz, Paschall, McGaffigan, &
Nygaard, 2010) that focus on transit points (e.g., bike/foot patrols) during home-sporting
events combined with targeted intervention for students who preparty and participate in
extreme consumption games may help curb students’ involvement in these high-risk
drinking practices and help to protect the health and safety of bystanders.

The study’s limitations indicate several promising directions for future research. First, the
use of self-report data without collateral verification and the modest sample size of extreme
consumption gamers suggest that larger trials with alternate assessment strategies are
needed. Second, the cross-sectional study design, which precludes any inferences of
temporal associations or conclusions regarding the direction of the relations between the
study variables, highlights the need for longitudinal trials. Third, we acknowledge that we
did not examine the co-occurrence of extreme consumption gaming and prepartying
activities. Future research should therefore utilize event-specific study designs (LaBrie et al.,
2011; Hummer et al., 2011, 2013), whereby students are asked whether they played extreme
consumption games as a form of prepartying and/or whether they prepartied before events in
which extreme consumption gaming took place. Such inquiries are particularly important
given that college students who play drinking games as a form of prepartying (a) reach
higher BALs and experience more negative alcohol-related consequences (Hummer et al.,
2013) and (b) are more likely to experience blackouts (LaBrie et al., 2011) compared to
students who do not play drinking games while prepartying. Finally, although we assessed
the different types of events for which students prepartied, we did not examine the social
context in which students’ prepartying took place (e.g., with friends or by oneself, in a coed
or single-sex setting). In a sample of college students, Hummer et al. (2013) found that
although women achieved similar BALs regardless of whether they prepartied with other
women or in coed contexts, men became more intoxicated when they prepartied in coed
environments. LaBrie et al. (2011) also assessed prepartying context (“prepartying alone”
vs. “prepartying with friends/roommates™) but found that neither setting was predictive of
blackouts among college students. It is possible that prepartying context is only a salient
predictor of negative outcomes when gender (i.e., coed vs. single-sex environment) is taken
into account, however the moderating influence of context on the relationship between this
high-risk activity and negative consequences is still unclear. As such, future research should
endeavor to examine the associations between (a) the social context in which prepartying
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takes place, (b) negative alcohol-related consequences, BALs, and drinking games
participation as form of prepartying among high school student populations, and (c) whether
the aforementioned findings generalize to high school student samples.

Despite these limitations, our preliminary findings shed light on the importance of
investigating both extreme consumption gaming and prepartying behaviors among high
school students. We hope that this study will encourage further research on these high-risk
drinking activities among adolescent samples.
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