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Group discussion #1

1. Can you define “video gaming”? What are 
the key elements of video games?

2. Can you define “gambling”? What are the key 
elements of video games?

3. How do they overlap? What do they have in 
common? 



Gambling

Gambling means: 

(1) staking or risking something of value 

(2) upon the outcome of a contest of chance or a 
future contingent event not under the person’s 
control or influence, 

(3) upon an agreement or understanding that the 
person or someone else will receive something of 
value in the event of a certain outcome





Defining video gaming

Gaming: 

(1) interactive activity with rule-governed outcomes

(2) decision-making and strategy

(3) Rewards players for ‘correct’ 
input with fixed or random 
virtual rewards including game 
items, status or ranking, or 
virtual currency
(4) Good players ‘win’, bad 
players ‘lose’ – due to skill,
decisions, reflexes, some luck



Fundamental elements of video games

Money has been less essential to the act of play



Game design to increase player commitment

“Building up skills means 

doing the same stuff over 

and over, like working a 

repetitive second job””

(M, 35)

“The best sword in the 

game is hard to come by. 

But that’s good and bad, 

bad because I don’t get a 

sword really quickly but 

that’s good because 

everyone else doesn’t”

(M, 17)



2015 study of over 140,000 gamers





Business models in games

Customer accessibility types

• Free-to-play

• Pay-to-play

Revenue models

• Coin-operated

• Retail 

• Digital distribution

• Advertising or ‘IGA’

• Subscriptions

• Micro-transaction

• Player-to-player trading

The global market is growing and smartphone games forecasted to dominate



Gaming elements

The term ‘video game’ refers broadly to an interactive form of digital 
entertainment. Players use a game’s control scheme (e.g., keyboard, 
controller, or motion sensors) to manipulate images on a visual display to 
reach an outcome usually defined as success or failure.

Games differ according to genre (e.g., shooting, role-playing, and strategy), 
platforms (e.g., personal computer, smartphone), modes (e.g., single-player, 
competing against other players), online connectivity (i.e., playing online or 
offline), and objectives (e.g., defeating an opponent using violence, 
persuasion, or stealth tactics). The player may win or advance, or lose. 

Many modern games offer unlimited experiences of winning and losing, as 
well as complex narratives and characters, large open worlds to explore, and 
opportunities to socialize with other players. Games are designed to provide 
players with opportunities to experience different emotions, satisfy 
psychological needs, or pass time and escape reality 



Gaming

1. An interactive form of digital entertainment 

2. Players use a game’s control scheme (e.g., 
keyboard, controller, or motion sensors)

3. Manipulate images on a visual display 

4. Reach an outcome usually defined as 
success, progress, or failure 

5. Story and characters

6. Socialisation



How are games changing?

• Game structural design is becoming increasingly 
complex and expensive

• Games are becoming more monetised, socially 
integrated and immersive due to market forces

• Game profitability influenced by in-app purchasing 
(IAP)

• Games have portability
due to smartphones
and other devices



Young people’s use of gaming 
technologies and related devices



Group discussion #2

• How many devices do you own? 

• What is “normal” digital technology use? 
Anywhere you don’t use technology?

• What is “age-appropriate” digital technology 
use? What influences your decision on this?

• Has 24/7 access become socially “expected”?



2013 Australian data



Rise and rise of the gaming industry



Adolescent gaming in Australia (2017)





UK Gambling Commission, Dec 2017

• Sample: 2,881 adolescents 11-16 years



Group discussion #3

• Have you ever spent money on something 
virtual or immaterial? Do you remember why?

• Why do people care about virtual items?

• Hypothetical Q: How much would you pay for 
100 new photos from your childhood?





Most expensive microtransaction?

Players tend to 

make relatively 

small purchases 

but there is often 

an incentive for 

larger purchases



Decision-making biases in gaming

• Problem gamers tend to differ from controls on neurocognitive 
tasks of attention, processing, and decision-making

• Pre-existing biases are strengthened with repeated use

• Problem gamers show: 

– biases in how they interpret and process game-related 
information (Decker & Gay, 2011); 

– poorer decisions under risky conditions (Yao et al., 2015); 

– fail to account for objective probabilities (Wang et al., 2017);

– less able to delay gratification for a larger reward (Pawlikowski & 

Brand, 2011)



• Study of five different addictive disorders

– Gambling, gaming, and use of tobacco, alcohol and 
cannabis

• Sample of 2,553 people aged 12 to 25 years 

• Impulsivity was the only co-occurring personality factor

• Problematic gaming features: irritability/aggression, 
social anxiety, attention deficit issues, low self-esteem



The neurobiology of gaming self-concept



‘Loot boxes’



Pay real money for cosmetic items



Pay real money for in-game advantages



Rewards for watching others buy loot crates



Darth Vader = 60,000 ‘crystals’

or > $250



• Survey of 3,967 children in Germany

• Expenditure on games was associated with IGD

• ‘Whales’ spent 16+ euros per month











Observations

1. Companies are testing the boundaries of what is 
acceptable monetisation in games

2. Companies want players to equate monetisation 
with positive emotions in games

3. Online games can be unstable and adjustable 
‘products’, becoming more like a ‘service’

4. ‘Loot boxes’ are not always easy to classify



Quick audience poll

Do you think loot boxes are a form of gambling?

a.  YES

b.  NO

c.   UNSURE



Why don’t ‘loot boxes’ meet the 
definition of gambling?

(1) staking or risking something of value 

(2) upon the outcome of a contest of chance 
or a future contingent event not under the 
person’s control or influence, 

(3) upon an agreement or understanding that 
the person or someone else will receive 
something of value in the event of a certain 
outcome



“Predatory” monetisation
Predatory monetisation schemes typically involve in-game purchasing 
systems that disguise or withhold the true long-term cost of the activity 
until players are already financially and psychologically committed. Such 
schemes are designed to encourage repeated player spending using 
tactics or elements that may involve, either singularly or in combination:

- limited or misleading disclosure of the product;

- false or misleading randomness of outcomes 

- intrusive and unavoidable solicitations; 

- systems that manipulate reward outcomes to reinforce purchasing 
behaviors over skilful or strategic play. 

Such strategies may exploit inequalities in information between 
purchaser and provider such as when the industry uses knowledge of the 
player’s game-related preferences, available funds, and/or playing and 
spending habits, to present offers predetermined to maximize the 
likelihood of eliciting player spending.



Group discussion #4

1. Should loot boxes be age-restricted?

2. Are there any lessons from online gambling 
regulation that may be applied to loot 
boxes?

3. How can loot boxes be more “responsible?”



Adolescent exposure to new 
online gambling products that 

intersect with gaming



Virtual goods: “Skins”





YouTube / Twitch promotions

Overwatch 

https://www.youtube.com/watch?v=d3MsoCa8MEM

CSGO

https://www.youtube.com/watch?v=kPygWpReOGE

How to trade skins post 7 day ban

https://www.youtube.com/watch?v=5m0jeThrLGU

Australian Youtuber/Twitch Streamer  - 488k followers

https://twitter.com/LachlanYT

Paid Sponsored Loot box opening

https://www.youtube.com/watch?v=3UuDLbi7rT8

Sponsored PUBG opening

https://www.youtube.com/watch?v=-NLNEWRIAPA

Skip to 10:30 

https://www.youtube.com/watch?v=d3MsoCa8MEM
https://www.youtube.com/watch?v=kPygWpReOGE
https://www.youtube.com/watch?v=5m0jeThrLGU
https://twitter.com/LachlanYT
https://www.youtube.com/watch?v=3UuDLbi7rT8
https://www.youtube.com/watch?v=-NLNEWRIAPA


CSGO Skins – News headlines in 2016



Market uncertainty due to trade restrictions



Research Spotlight:
Gaming-gambling links



Study 1 – Dussault et al. 2017



General exposure is common

• In Germany, one in every two school pupils 
aged 11–19 years has had experience of 
simulated gambling opportunities

• Simulated internet gambling is currently a 
reality of life for many adolescents, above 
all due to its widespread presence within 
video games.



Study conclusions
Our results suggested that even when controlling for many variables, 

playing a simulated version and the initiation of gambling with real 

money are prospectively related. More precisely, participants who 

played a simulated version were, one year later, more inclined to have 

initiated in a gambling activity involving real money. When assessing the 

factors impacting the initiation of specific gambling activities with real 

money, our results suggested that differential patterns exist according to 

gender, age and the utilization of simulated versions. Indeed, our results 

suggested that girls are more likely to play scratch games, while boys 

are more likely to play poker or bet on sporting activities. In addition, our 

results suggested that older adolescents are more inclined to have 

played scratch games, while younger adolescents preferred to bet on 

sporting activities. While playing on a simulated version does not seem 

to be linked to the introduction to sports-related betting or to scratch 

games, it appeared to be significantly linked to playing poker with real 

money. In fact, along with gender, practising poker on simulated 

versions was the only variable that was found to be associated with 

playing poker with real money.



Study 2 –
Hayer et al. 

2018

1178 
adolescents



“Overall, the results show that a significant 
minority of the pupils questioned can be 
identified as being onset gamblers during the 
period of the survey and that—alongside 
exposure to advertising and above and beyond 
other variables—the consumption of a particular 
form of simulated internet gambling (on social 
networks, from home). The second factor is the 
key role played by exposure to advertising for 
simulated or real games of chance, as 
operationalized by perceptions of its frequency, in 
the initial decision to gamble for real money.”



Study 3 – Hollingshead et al. 2016



Study 4 –
Molde et 
al. 2018



Molde (2018) study conclusions

2-year follow up study of 4601 adolescents

“Perhaps most interestingly, our results show 
that scores on the gaming problem scale at wave 
1 predicted the scores on the gambling problem 
scale at wave 2, but there was no evidence of 
the reverse relationship. This suggests that video 
gaming constituted a risk factor for gambling 2 
years later.”



Social casino games (SCGs)



Top 100 games on Facebook

54% of games on Facebook have gambling elements and 
these games tend to be owned by gambling operators



SCG revenue by region

4 of the 10 top publishers owned by gambling operators  



2015 Industry study of 12 million players



Under 18s who spend $$$ play about 10min per day



Study: Young people who spend money on SCGs

• Sample of 155 adolescents (Qualtrics)

– 130 SCG players, 78 non-paying, 52 paying

• Those who spent money on SCGs:

– Played more often

– Higher psychological distress

– Higher PGSI scores

– Playing for escape

and stress relief



Survey of 261 paying SCG users:

• “increase enjoyment” (n=57, 21.8%); 

• “to take advantage of a special offer” (n=54, 20.7%); 

• “to get ahead in the game” (n=51, 19.5%); 

• “impulse decision to continue play” (n=48, 18.4%); 

• “because the game isn’t fun otherwise” (n=46, 17.6%);

• “to purchase gifts for friends” (n=44, 16.9%); 

• “waiting for or earning credits” (n=43, 16.5%).



Do people migrate from SCGs to gambling?

• A survey of 521 adults who play SCGs

• Almost 20% gambled with money as a result of SCG use

• Almost 10% reported SCG use had increased their gambling

• Main motivation was desire to win money



• Longitudinal study of 409 players of SCGs

• 6 months later…

– 26% had migrated to online gambling

• Best predictor of migration was spending 
money on microtransactions (8x greater)



Psychoeducation for teens

• Games can be seen as ‘non-commercial’ 
because they are critically praised art

• But games are designed to make money for 
developers and publishers

• Games will be more profitable if 

– increase and maintain their player install base, 

– players making in-game purchases

– promote the games

• Game items are engineered to foster beliefs 
that fuse with self-identity and social status 



Emerging regulation





Belgium Gambling Commission

• 2018 recommendations



Belgium Gambling Commission

• 2018 recommendations



Limitations of current legislation

• Some jurisdictions do not recognise:

– the wagering of skins and other virtual items

– some types and methods digital transfers of 
payment (e.g., cryptocurrency, virtual goods)

– Do not recognise operators/operations as a 
gambling business

• Applies to sports but not esports

• Paying only for access not wagering



NOT gambling – can’t win money



Many issues to consider

• Representation of products and services

• Classification of these products

• Consumer protection measures

• Age restrictions and enforcements

• Fostering responsible spending

• Identification of vulnerable players

• Licences for operators

• Benefits for the community



The limits of transparency

• Requirement of operators to share the odds

• Could also share:

– Money requirement as game progresses

– Time requirement for % completion

• But could this make it things worse?



Final thoughts on convergence

• Video games are becoming monetised in ways that 
can make them more exploitative of some players

• More research evidence on gaming-gambling links

• Is ‘financial payout’ necessary for regulation?

– Secondary markets for virtual items

– Predatory or exploitative features

• Maybe the term ‘gambling’ is too constraining?
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