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BRIEF OVERVIEW OF PRESENTATION

• Gambling addiction and 

addiction components

• Gambling/gaming 

similarities

• Observations about online 

behaviour

• Increase in gambling 

convergence/cross 

fertilization of technologies

• Psychology of esports

• Psychology of loot boxes

• Conclusions
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GAMBLING ADDICTION HAS CHANGED THE 
THINKING ABOUT THE NATURE OF ADDICTION

• Gambling addiction is the

‘breakthrough’ addiction

• Now accepted in psychiatric

and medical texts

• Pathological gambling has

been re-classified as an

‘impulse control disorder’ to

a behavioural addiction

• No theoretical reason why

other behavioural addictions

cannot exist

13/12/2018
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ADDICTION COMPONENTS MODEL
(Griffiths, 1995; 1996; 2005; 2009)

•Salience

•Mood modification

•Tolerance

•Withdrawal

•Conflict

•Relapse
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SALIENCE (EXTRACT 1):‘TONY’

"If I wasn't actually gambling I was spending the
rest of my time working out clever little
schemes to obtain money to feed my habit.
These two activities literally took up all my
time"
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SALIENCE (EXTRACT 2):‘BRIAN’

"Gamble, gamble, gamble your life away..you
might as well have put it down the drain. You've
got to face the truth that you're having a love
affair, and it's with a machine whose lights flash,
takes your money and kills your soul”
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SALIENCE (EXTRACT 3):‘DAVID’

"During four or five years of compulsive
gambling I think I missed about six or seven
days of playing fruit machines - keeping in
mind that about four or five of those days
were Christmas days where it was impossible
to gain access to a gambling machine...As you
have probably gathered, I ate, slept and
breathed gambling machines...I couldn't even
find time to spend with the people I
loved...The machines were more important
than anything or anyone else”

(from Griffiths, 2002)
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‘REVERSE’ SALIENCE
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ADDICTION COMPONENTS MODEL
(Griffiths, 1995; 1996; 2005; 2009)

•Salience

•Mood modification

•Tolerance

•Withdrawal

•Conflict

•Relapse
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ADDICTION COMPONENTS MODEL
(Griffiths, 1995; 1996; 2005; 2009)

•Salience

•Mood modification

•Tolerance

•Withdrawal

•Conflict

•Relapse
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ADOLESCENT GAMBLING PREVALENCE 
(Calado & Griffiths, 2017)

13/12/2018
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GAMBLING/GAMING SIMILARITIES
[SLOT MACHINES vs. VIDEOGAMES]
(Griffiths, 1991; 1995; Griffiths, King & Delfabbro, 2014)

• Many psychological, behavioural and socio-demographic similarities

• Similar structural characteristics (high event frequency, near misses,

variable ratio reinforcement schedules, etc.)

• Rapid span of play negotiable to some extent by the skill or perceived

skill of the player (more marked in video games).

• The provision of aural and visual rewards for a winning move (e.g.

flashing lights, electronic jingles).

• The requirement of total concentration and hand-eye coordination.

• The provision of an incremental reward for a winning move (points or

cash) that reinforce behaviour.

• The opportunity for peer group attention and approval through

competition.
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TECHNOLOGICAL ADDICTIONS
(Griffiths, 1995; 2008)

• Technological addictions are
operationally defined as non-
chemical (behavioural) addictions
that involve excessive human-
machine interaction

• Usually contain inducing and
reinforcing features which may
contribute to the promotion of
addictive tendencies

• Feature all the core components
of addiction
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INTERNET GAMING DISORDER CRITERIA 
(DSM-5; APA 2013; Griffiths et al, 2014)

•(1) Preoccupation with internet games [salience]

•(2) Withdrawal symptoms when internet gaming is

taken away [withdrawal]

•(3) The need to spend increasing amounts of time

engaged in internet gaming [tolerance]

•(4) Unsuccessful attempts to control participation

in internet gaming [relapse/loss of control]

•(5) Loss of interest in hobbies and entertainment

as a result of, and with the exception of, internet

gaming [conflict]
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•(6) continued excessive use of internet games

despite knowledge of psychosocial problems

[conflict]

•(7) deception of family members, therapists, or

others regarding the amount of internet gaming

[conflict]

•(8) use of the internet gaming to escape or

relieve a negative mood [mood modification]

•(9) loss of a significant relationship, job, or

educational or career opportunity because of

participation in internet games [conflict]
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GAMING DISORDER 
(World Health Organization, ICD-11, 2018)

• Gaming disorder is defined as

a pattern of gaming behaviour

(“digital-gaming” or “video-

gaming”) characterized by

impaired control over gaming,

increasing priority given to

gaming over other activities to

the extent that gaming takes

precedence over other

interests and daily activities,

and continuation or escalation

of gaming despite the

occurrence of negative

consequences.
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• A decision on inclusion

of gaming disorder in

ICD-11 is based on

reviews of available

evidence

• The inclusion reflects a

consensus of experts

from different

disciplines and

geographical regions

that were involved in

the process of

technical consultations

undertaken by WHO in

the process of ICD-11

development.
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• The inclusion of gaming

disorder in ICD-11 follows

the development of

treatment programmes for

people with health

conditions identical to

those characteristic of

gaming disorder in many

parts of the world.

• This will result in the

increased attention of

health professionals to the

risks of development of

this disorder and,

accordingly, to relevant

prevention and treatment

measures.
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GENERIC RISK FACTORS THAT MAY 
FACILITATE ONLINE ADDICTIONS

(Griffiths, 2003)

•Access 

•Affordability

•Anonymity

•Convenience 

•Disinhibition

•Escape 

•Social acceptability
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ONLINE GAMING ADDICTION
(Kuss & Griffiths, 2012a; 2012b; Pontes & Griffiths, 2015)

• Reviewed over 100 empirical

studies on internet gaming

addiction

• Argued that gaming addiction

follows a continuum

• Antecedents in etiology and risk

factors, through to the

development of an addiction

• Gaming addiction associated

with various personality traits

(e.g., introversion, sensation-

seeking, neuroticism, state/trait

anxiety, low emotional

intelligence, social inhibition)
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• Terminologies and

assessment of addiction

was variable (e.g.,

problem video game

playing, problematic

online game use, video

game addiction, online

gaming addiction)

• Excessive (problematic)

engagement found in

approx. 8-12% of young

persons, whereas

addiction seems to be

present in 2-5% of

children, teenagers and

students.
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NATIONAL GAMING ADDICTION SURVEYS

• Nationally representative samples have reported IGD rates:

• 8.5% in American youth aged 8-18 years (Gentile, 2009)

• 1.2% in German adolescents aged 13-18 years (Rehbein et al, 2015)

• 5.5% in Dutch adolescents aged 13-20 years and 5.4% in Dutch adults

(Lemmens et al, 2015)

• 4.3% in Hungarian adolescents aged 15-16 years (Kiraly et al, 2014)

• 1.4% in Norwegian gamers (Wittek et al, 2016)

• 1.6% in youth from seven European countries aged 14-17 years (Muller et al,

2015)

• 2.5% in Slovenian adolescents aged 12-16 years (Pontes et al, 2016)

• 5.9% in South Korean adolescents aged 13 to 15 years (Yu et al, 2016)

• 4% in South Korean adults (Park et al, 2017)

• 1.3% Dutch adolescents aged 14 years (Carras et al, 2017)

• 3.6% in German adolescents aged 13-19 years (Rosenkranz et al, 2015)
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OBSERVATIONS 
ABOUT ONLINE BEHAVIOUR

• Many day-to-day activities have

become more technologized

(gambling, gaming, shopping,

sex, work, etc.)

• Technology has facilitated easy

access and convenience of such

activities that can be done

anywhere, anytime 24/7

• Technology makes these

activities more anonymous and

"asocial”

• Technology convergence has led

to hybrid behaviours (gambling

and gaming, gaming and social

networking, etc.)

13/12/2018 24
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INCREASE IN GAMBLING CONVERGENCE/CROSS 
FERTILIZATION OF TECHNOLOGIES

• Technology hardware is

becoming increasingly

convergent and there is

increasing multi-media

integration (De Freitas &

Griffiths, 2008; Griffiths,

2008; King, Delfabbro &

Griffiths, 2010).

• People of all ages are

spending more time

interacting with

technology (Internet, VGs,

interactive television,

mobile phones)

13/12/2018 25
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• There is also convergent

content. Gambling

including video game

elements

• Video games including

gambling elements /

eSports

• Gambling via social

networking sites

• Television programming

with gambling-like

elements

• Online penny auctions

that have gambling

elements
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THE PSYCHOLOGY OF ESPORTS

• As a result of a systematic

literature search, eight

studies were identified that

had investigate three topics:

• (1) The process of becoming

an esport player

• (2) The characteristics of

esport players such as

mental skills and

motivations

• (3) The motivations of

esport spectators

13/12/2018 27
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• Becoming a professional esport

player appears to be similar to

the process of becoming a

professional athlete in any

given sport.

• The paper also examines the

similarities between esport

players and professional

gamblers (and more specifically

poker players).

• Professional video gamers and

professional gamblers (i.e.,

poker players) similarities of

the excessive time they can

spend on playing which can be

either practicing and/or

competing.
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• Many similarities between

gambling and gaming

(e.g., similar reinforcement

schedules, similar potential

for ‘near miss’

opportunities, similar

structural characteristics,

similarities in skill

perception, and similarities

in the effects of excessive

play.

• Gaming as a “non-financial

form of gambling” and that

gamblers (particularly

those with problems) use

money to ‘keep score’
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•Studies have also

reported that professional

poker players can suffer

from both problematic

and addictive play

simultaneously

•Professional gaming has

questioned whether

professional gamers that

spend 10 h or more a day

practicing and competing

are addicted to gaming or

work
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INCREASE IN GAMBLING 
AND GAMING CONVERGENCE

• There is convergent

content. This includes:

• Gambling including video

game elements

• Video games including

gambling elements

• Gambling via social

networking sites

• Television programming

with gambling-like

elements



12/13/2018

32

LOOT BOXES

•The buying of loot

boxes are (in essence)

virtual games of

chance.

•Players use real money

to buy virtual in-game

items and can redeem

such items by buying

keys to open the boxes

where they receive a

chance selection of

further virtual items.

13/12/2018 32
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• Virtual items that can be ‘won’ can

comprise basic customization (i.e.,

cosmetic) options for a player’s in-

game character (avatar) to in-game

assets that can help players progress

more effectively in the game (e.g.,

gameplay improvement).

• All players hope that they can win

‘rare’ items and are often

encouraged to spend more money to

do so because the chances of

winning such items are minimal.

• In short, all of these require the

paying of real money in exchange for

a completely random in-game item.
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• “Whenever you open a loot box you

may get something awesome (or

you may get trash). This

randomness taps into some of the

very fundamental ways our brains

work when trying to predict

whether or not a good thing will

happen. We are particularly excited

by unexpected pleasures like an

epic skin for our character. This is

because our brains are trying to

pay attention to and trying to

figure out such awesome rewards.

But unlike in the real world, these

rewards can be completely

random and we can't predict

randomness. But the reward

system in your brain doesn't

know that” [Madigan, 2017]
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DEFINING ‘GAMBLING’

• Many definitions but a

number of common

elements that occur in the

majority of gambling

instances:

• (i) exchange is determined

by a future event, which at

the time of staking money

(or something of financial

value) the outcome is

unknown,

• (ii) the result is determined

(at least partly or wholly) by

chance

13/12/2018 35
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• (iii) losses incurred can be

avoided by simply not taking part

in the activity in the first place

• Added to this it could be argued

that the money or prize to be won

should be of greater financial

value than the money staked in

the first place.

• Based on these elements, the

buying of loot boxes (or

equivalents) would be classed as

a form of gambling, as would

other activities such as the

Treasure Hunter and Squeal of

Fortune games within the

Runescape videogame
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• “The payment of a stake for the

opportunity to win a prize (in-game

items) determined at random bears

a close resemblance to the

playing of a gaming machine.

Where there are readily accessible

opportunities to cash in or

exchange those awarded in-game

items for money or money’s

worth those elements of the game

are likely to be considered

licensable gambling activities…

Where prizes are successfully

restricted for use solely within

the game, such in-game features

would not be licensable gambling,

notwithstanding the elements of

expenditure and chance” [UK

Gambling Commission, 2017]
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• Consequently, the UK Gambling

Commission does not consider loot boxes

as a form of gambling because (they

claim) the in-game items have no real-

life value outside of the game.

• However, this is not the case because

there are many websites that allow

players to trade in-game items and/or

virtual currency for real money.

• UKGC appear to acknowledge this point

and claim that the buying of in-game loot

boxes (and their equivalents) are not

gambling but if third party sites become

involved (by allowing the buying and

selling of in-game items), the activity

does become a form of gambling.
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• “Loot crates are currently not

considered gambling: you

always get something when

you purchase them, even if

it's not what you hoped for.

For that reason, a loot crate

system does not trigger the

gambling content descriptor…

Therefore, the games that get

a PEGI gambling content

descriptor either contain

content that simulates what is

considered gambling or they

contain actual gambling with

cash payout” [Dirk Bosmans,

PEGI]
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• This appears hard line given that

PEGI’s descriptor of gambling

content is used whenever any

videogame “teaches or

encourages” gambling.

• Such a descriptor would

arguably cover gambling-like

games or activities and the

buying of loot boxes is

‘gambling-like’

• A number of countries (mainly in

South East Asia – China, Japan)

view the buying of loot boxes as

a form of gambling and have

incorporated such activities into

their gambling regulation.
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• Most countries have either not

considered regulating the buying

of loot boxes at all

• UK have ruled buying loot boxes

does not currently meet their

regulatory definition of

gambling.

• Little published in academic

journals on loot boxes

• Number of trade press articles

claim that the buying of loot

boxes can be problematic and/or

addictive because they are

designed using highly similar

reward schedules to those used

in the design of slot machines.
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CONCLUSIONS

• Addictions to gambling and

gaming are very similar

• Gambling has changed the

way we are beginning to

view addictive behaviour

• Technology has the

potential to facilitate

problematic behaviour

• Technological addictions

appear to exist

• Reputable bodies are now

accepting the existence of

gaming disorder
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• A small minority of

adolescents have

problems with gambling

and/or gaming

• The line between

gambling and gaming is

blurring.

• There are many

behavioural and

psychological

similarities between

gambling and gaming

• Loot boxes are – at the

very least – ‘gambling-

like’
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THANK YOU FOR LISTENING!


