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Theoretical foundations


 

Question:
◦

 
Why should we expect a relationship between 
video game playing and gambling?

Rationale

Escape / 
Dissociation

Illusion of 
Control

Structural 
similarities



Escape & Dissociation



 
Jacobs (1988) General Theory of Addictions
◦

 
Biological vulnerability (irregular physiological resting state)

◦
 

Childhood characterised by rejection or lack of affection



 
Uses and Gratification
◦

 
Modify mood or relieve stress

◦
 

Escape from stressful situations



 
Dissociative-like experiences during machine play
◦

 
Time loss

◦
 

Taking on a new identity
◦

 
An ‘out of body’

 
experience



Illusion of control



 
The tendency to overestimate the amount of personal 
control involved in a chance-based situation



 
Convergence:

 
Youth gain access to gambling and 

gambling-like opportunities through the Internet, 
mobile phones, video games, and/or other technologies
◦

 
Non-monetary forms of gambling

◦
 

Virtual casinos with misleading pay-out rates



 
Early rewarding interactions with digital forms of 
gambling may create false gambling-related cognitions 
◦

 
Development of a gambling ‘system’

 
or ‘winning strategy’

◦
 

A belief or set of expectations that some forms of gambling are 
profitable in the long term



Illusion of control

“To what extent does the experience of control 
and success on video games lead to similar 
expectations when young people turn their 
attention to chance-determined outcomes on 
gaming machines”

(Delfabbro, King, Lambos
 

& Puglies, 2009)



Structural similarities



 
Comparisons of video games and gambling machines

◦
 

1980s:
 

Arcade video game machines


 
‘Non-financial form of gambling’



 
Pay per play basis



 
Ability to win points or bonus games



 
Familiarity and strategy acquisition



 
Not playing to win, but to delay losing or ‘fail state’

◦
 

2000s:
 

MMORPGs


 
Variable ratio schedules of reinforcement



 
Superstitious beliefs about reward payout



 
‘Near miss’

 
and ‘entrapment’



 
Random events



 
Financial element (e.g., rare items worth $$$)



Structural similarities
Gambling machines Video games

Onscreen display of score  
Sound and graphics  
Audiovisual rewards  
Competitive elements  
Skill-based elements  
Require response to 
predictable visual stimuli

 

Rapid span of play  
Random elements  
Scripted ‘near miss’

 

event  
Entrapment  
No endpoint  



 

=  rare or atypical     

 

= common



Structural dissimilarities


 

Video games
◦

 
No financial aspect
◦

 
Ability to save and reload progress
◦

 
Planned play yields greater reward
◦

 
Greater emphasis on skill
◦

 
Storytelling and narrative
◦

 
Character development
◦

 
Meta-game rewards (e.g., Achievement points)



 
Could the introduction of video game-like features in 
gambling games lead to riskier gambling?



Previous research



 

Gupta and Derevensky (1996)



 

104 schoolchildren aged 9 to 14 years



 

Comparison of high and low video game (VG) players
◦

 
H-F:  5 days p/w, 1.5 hr/sn

◦
 

L-F:   2 days p/w, 1.0 hr/sn



 

H-F VG players had gambled more than L-F VG players



 

H-F VG players reported that gambling make them feel more 
important, and took greater risks on the blackjack gambling task
◦

 
Larger individual bets

◦
 

Overall greater gross betting
◦

 
Higher number of hands played



 

H-F VG players “exhibit a false sense of security and confidence”



Research Questions



 
Do frequent video game players have inaccurate 
perceptions of the risks of gambling?



 
Do frequent video game players hold false beliefs 
and/or cognitions about gambling?



 
Are frequent video game players prone to risky or 
more intense gambling behaviours?



 
Would video game players exhibit illusion of control 
biases when playing a video game-like gambling task, 
given their experience and success in skill-based games?



Methodology


 

115 Participants
◦

 
65 regular gamblers

◦
 

50 video game players



 

Informed that the study was concerned with emotional 
responses to a game that possesses the essential 
features of a poker machine, but has an interesting 
sports theme. 



 

This was the only information participants received about the 
experimental task –

 
other than a brief explanation of how to 

play.



 

Participants were paid a small sum for their participation and were 
given an additional $5 as credit to gamble. 



Methodology

3-Stage Design
◦

 
Pre-game survey


 

Gambling and video gaming history


 

Drake’s Beliefs About Chance Inventory


 

Perceptions of skill in gambling

◦
 

‘Soccer game’

 
gambling task



 

Multi-shot betting


 

Stake size


 

Kicking direction


 

Rounds played

◦
 

Post-game survey


 

Account for wins (Chance, Superstition, Direct Control)


 

Understanding of the game


 

Emotional responses



1. Choose a player profile



2. Select a betting option



3. Choose a kicking direction



4. Kick outcome (Goal or Miss)



Demographics



 
Gamblers were aged 18 to 80 years (M: 30.4, SD:16.4)



 
There were 29 males and 36 females



 
Video gamers were aged 18 to 27 years (M: 21.8, SD:2.8)



 
There were 48 males and 2 females



 
Gamblers reported playing VGs

 
for 3.6 hrs/w (SD: 4.7)



 
VG players reported playing VGs

 
for 20.4 hrs/w (SD: 14.9)

Video game playing



Gambling activity

Total participation in gambling in the last 12 months

* <0.05    ** <0.01

Gamblers Video gamers

M SD M SD t

Card games 5.1 9.8 4.9 8.6 .129

Pokies 24.0 19.7 2.6 7.1 7.29**

Roulette 2.9 6.8 1.0 2.2 1.92*

Racing 8.3 17.1 2.1 7.1 2.41*

Sports 6.2 15.5 1.9 7.1 1.81

Lotteries 12.1 17.7 3.2 8.9 3.22**

Scratchcards 9.3 13.6 3.0 7.7 2.91**

Bingo 2.8 11.0 .7 2.5 1.29

Internet gambling 2.7 9.1 .6 2.7 1.51

CPGI score 3.2 3.3 .8 2.0 4.93**



Video gamers’
 

perceptions of skill involved in gambling



Beliefs About Chance 



Gambling performance

** <0.01



 

Gamblers changed their player profile nearly twice as often as Video gamers



 

Gamblers voluntarily ‘played on’

 

for an average of 8 more trials than Video gamers



 

Video gamers kicked randomly almost 50% of the time, as compared

 

to Gamblers 
who selected a kicking direction nearly 75% of the time.

Gamblers Video gamers

M SD M SD t

Profile changes 2.6 2.8 1.66 1.76 2.12**

Stake size 58.9 28.9 61.0 30.4 .37

Multi-shot betting (%) 35.7 30.5 42.0 31.3 1.08

Random kick direction (%) 29.9 26.2 46.8 34.4 2.98**

Total rounds played 58.3 21.2 50.7 9.3 2.37**

End balance ($) 4.15 1.72 4.04 2.08 .28



Preference for kicking direction



 
Gamblers and video gamers displayed similar kicking 
direction preferences (TL-TR-LL-LR)



 
Both groups demonstrated a bias toward ‘aiming’

 
for 

the ‘top left’
 

corner of the goal

Top Left Top Right Lower Left Lower Right

Gamblers 22.0 18.6 16.2 13.2

Video gamers 16.5 12.9 12.3 11.3



‘Strategic’
 

gambling

Gamblers
 

18% said ‘yes’
“Deliberately kick one direction then next round kick complete opposite direction”

“I thought there may have been a pattern when producing goals”

“It was more favourable to select kicks on goal on the left hand side”

“Concentrating more”

Video gamers
 

10% said ‘yes’
“If goals are only pseudo-random, it could be possible to observe a pattern over a long 

period of time”

“Doubling up each time to cover losses”

“Click rapidly to ensure fast completion of test”

Did your experience of the game suggest to you that you could 
draw on a strategy to produce goals?



Post-game assessment

Gamblers:  10.9%
 
Video gamers:  4.3%        (sig.  p<0.05)

Gamblers:   22.1%
 
Video gamers:   16.0% (sig.  p<0.05)

(Correct answer: 16.66%)

Gamblers:  29.5%
 
Video gamers:   15.9%   (sig. p<0.05)

(Correct answer: 16.66%)

What percentage of shots did you feel you had control over the 
outcome of the shot?

If you were to play another 100 shots, on how many of those shots 
would you expect to score a goal?

What percentage of the shots you kicked resulted in goals?



Account of wins

All between-group differences were significant at the p<0.05 level



Correlations: Amount of video game playing

** <0.01

Gamblers Video gamers Overall

Electronic gaming n-s. -.293* -.459**

CPGI score .294* n-s. -.251**

DBC: Superstition .271* n-s. -.238*

DBC: Illusion of Control .386* n-s. n-s.

Gambling behaviour

Stake size n-s. n-s. n-s.

Multi-shot betting (%) n-s. n-s. n-s.

Random kick direction (%) n-s. n-s. n-s.

Total rounds played n-s. n-s. n-s.

End balance ($) n-s. -.279* n-s.

Account for Wins

Skill .340** n-s. n-s.

Better with practice .276* n-s. n-s.

Video game experience .510** n-s. n-s.

Knowledge of soccer .385** n-s. n-s.

Choice of player .366** n-s. -.190*

Total: Direct Control .448** n-s. n-s.

Total: Superstition .273* n-s. n-s.



Limitations


 

Causality can not be established


 

Ecological validity


 

Limited literature base


 

Lack of a community sample


 

Limited sample size


 

VG population characteristics



Key findings


 

Video game playing itself was not a risk factor for problem gambling



 

Non-gambling video game players did not appear to hold faulty 
cognitions about gambling. Their video game playing experience did 
not appear to influence the intensity or riskiness of their gambling, or 
how they mentally accounted for their gambling wins.



 

Regular gamblers who also play video games appear to be at 
increased risk of:
◦

 
(a) problem gambling

◦
 

(b) superstitious thinking
◦

 
(c) illusion of control biases

◦
 

(d) believing that they can directly control the gambling task
◦

 
(e) overestimating the skill involved in gambling

◦
 

(f) believing that more practice leads to successful gambling
◦

 
(g) believing that their video game playing experience helped to

produce wins when needed



Conclusions



 

Individuals who play video games but report little to no 
gambling experience may be less vulnerable to developing 
potentially harmful gambling beliefs and behaviours. On the 
whole, these individuals were largely rational when gambling 
and did not appear to enjoy gambling in general.



 

Regular gamblers who also play video games may be 
particularly vulnerable to developing faulty gambling 
cognitions as a result of difficulties in separating the skill- 
based nature of video games from the chance-based nature of 
gambling machines.



 

The introduction of gambling games with video game-like 
properties (‘convergence’) may be particularly harmful to 
gamblers with a history of regular video game play, as these 
individuals appear already to overestimate the skill involved in 
purely chance-based gambling games.
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