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How common are loot boxes?
Loot boxes are becoming more and more common in video games 
that are popular with children and teens. A study of the most 
popular games on the online streaming platform, Steam, found 
that the proportion of gamers exposed to loot boxes rose from just 
5.3% in 2010 to 71.2% by 2019.3

How are loot boxes like gambling?

What are loot boxes?
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Loot boxes, treasure chests or mystery boxes are items that players purchase 
within a game. The content of these boxes is unknown before purchase, but 
players are generally hoping for items or rewards such as weapons, accessories 
or tokens. Loot boxes can be earned through skilful play or purchased with real 
world money.

In countries such as Belgium and the Netherlands, loot boxes are regulated as a 
form of gambling. They are currently not regulated in Australia.2

Loot boxes can be purchased 
with real-world money.

Winning a prize is a game 
of chance.

Prizes can vary greatly in value.

Prizes can be directly exchanged 
for cash or gambled as currency.

Loot boxes expose people to 
gambling-like harms.

They have the potential to be 
addictive.

Many video games these days involve ‘loot boxes’ or chance-based transactions where the outcome is unknown before purchasing. Recent 
research suggests loot boxes are likely to cause harm similar to gambling harm and have the potential to be addictive.1 Children and teens make 
up a large proportion of gamers which means they are increasingly likely to be exposed to loot boxes. Despite their potential risks to children, 
loot boxes are not currently regulated in Australia.   

With gaming now a normal part of life for most children and teens, it is more important than ever for parents and children to understand 
loot boxes.   
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59%
of these loot boxes could be 

purchased with real-world money.5 

62%
of the 82 best-selling video games 

incorporated loot boxes.5 
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Is my child being exposed to loot boxes?

The short answer is most likely ‘yes’. If your child is one of the 93% of adolescents and young people who played at least one video game containing 
loot boxes in the last 12 months, they may be one of the 69% who opened a loot box.5

Loot boxes and gambling harm

Emerging research suggests loot boxes may cause harm similar to 
gambling harm and have the potential to be addictive. Buying loot 
boxes can seem ‘exciting’ or seem necessary to progress in a game. 
Children may not realise they are spending real money or be aware 
that small purchases can add up. 

Research also shows that exposure to loot boxes can affect a young 
person’s likelihood of experiencing gambling harm later in life. 

Young people who purchased or used loot boxes in the last 12 months 
were more likely to have:5

• gambled in the last 12 months 
• gambled more frequently 
• spent more money gambling 
• experienced more gambling problems and harm 
• endorsed more positive attitudes towards gambling.

* Skin betting is the use of virtual goods, often cosmetic in-game items such as ‘skins’, as virtual currency to bet on the outcome of other games of chance.

1 in 3
adolescents and young people who played 
games containing loot boxes in the last 12 
months purchased a loot box.5

$50
is the median monthly spend on loot boxes 
for adolescents who purchase them. It is $72 
for young adults.5

14%
of adolescents used in-game items for 
gambling such as for esports or skin betting*.4
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