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Gambling in Video Games – Current Questions.

Gabriel Brooks, PhD Candidate
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Increasing Convergence of 
Gambling and Video Games

 Three areas of convergence to be discussed:

1) Loot Boxes

2) “Skins” Betting

3) Simulated Gambling in Video Games



Loot Boxes:

 Virtual items that produce randomly-generated in-
game rewards, of varying desirability and rarity.

 Expenditure and risky use is linked to problem 
gambling and gambling-related cognitions.



Loot Boxes Cont.

 Direction of this relationship is unclear:

1) Does loot box engagement promote future risky 
gambling behaviour ?

2) Do gamblers prefer to engage with loot boxes ?

3) Another explanation ?



"Skins" Betting: 

 “Skin” is a term used for virtual items that change the 
appearance of something in-game.

 Using in-game “skins” as a token for making wagers or 
converting to a valuation via item marketplace price

CSGO Empire: Roulette Game



Simulated Gambling:

 Playing video games that simulate gambling

GTAV: Diamond ResortsRed Dead Redemption 2Bicycle Casino (2005)



Simulated Gambling Cont.

(2019)

(2016)



Effects of Sensory Feedback on Self-reported 

Immersion and Eye Movements during Slot 

Machine Play

Fiza Arshad, MSc

9th March 2021 
New Horizons Conference 2021



Research Significance

 Online Casinos to use Virtual Reality.

 Positive-sounding sounds are banned during losses disguised as 
wins (LDWs) in the UK.

 Increased gaps between spins in the UK.



Immersion and Audiovisual cues

 Immersion: ‘zoned-in’ focus on financial and performance-related 
information (Murch et al., 2020).

 More time spent looking at credit window

 Higher immersion when playing a multi-line game or that with a 
large bet (Murch et al., 2017). 

 Slot machine play with sound is more arousing and leads to 
overestimating number of wins (Dixon et al., 2014).

 Audiovisual cues increase risk-taking in a two-choice lottery task 
(Cherkasova et al., 2018).



Design

 Slot Machine Play while wearing Pupil Labs eye-tracking glasses

 Immersion Questionnaire

Dissociation 

Questionnaire

Game 

Experience 

Questionnaire

Fixation



Design

1. Spinning 
Reels

2. Audiovisual 
Feedback

3. Spin Initiation 

Latency

1. Sensory Plus

2. Neutral

3. Sensory Minus

Reels

Lines Bet, 

Total 

Credits, 

Win

Reference



Preliminary Results

*



Online deployment of a fully realistic slot machine 

‘simulator’ 

Mario Ferrari

March 9th, 2021
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The changing landscape of slot machine 
research

Online 
designs

Simulated 
designs

Hybrid 
designs

Casino 
designs



Existing tools for online slot 
machine research

 Current tools are limited in design, flexibility, and 
precision

 Study migration from lab to online is not possible 
for some behaviours / variables of interest

 Online user input differences may confound 
measurement of gambling behaviour



Cleo’s Gold



Deploying a fully realistic slot 
machine simulation

 Technical barriers

 Converting the code to web format

 Measurement precision across platforms

 Integration with survey platforms



Deploying a fully realistic slot machine 
simulation

 We first need to assess 
effects of UI variations

REPEAT

BET



Future possibilities

 Online ability to modify and test behavioural and 

psychological effects of several product features

 Sensory feedback (sounds, animations)

 Wager outcomes (wins, losses, streaks)

 Structural characteristics (reels, symbols, displays)



Behavioural Tracking of Online Gambling On the 

PlayNow Platform

Mr. Xiaolei Deng

9th March 2021 
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Objectives Behavioural 
Tracking

 To capture behavioural patterns of user population

 To predict user behaviour

 To test psychological models 

 To offer intervention



Current Dataset

 1 year dataset from PlayNow.com ‘eCasino’: 
30,902 users, from Oct 2014 – Sept 2015, placing 
~575 million bets

 De-identified data from PlayNow.com provided by 
BCLC, only accessible to BC residents

 2,157 (7%) gamblers with self-exclusion status



Variables Constructed

Total Sessions Sessions per Day

Total Bets Bets per Day

Bets per Session Average Session Length

Variance (Bets per Session) Variance (Average Session Length)

Games per Session Total Money Bet from Promotional 

Offers

Variance (Games per Session) Promotional Bets per Session

Total Money Bet Total Net Loss

Money Bet per Session Net Loss per Session

Variance (Money Bet per Session) Total Net Win

Days Gambled Net Win per Session



 Pareto estimate increases with data window
 Plateau after ~12 months at approx 90% for net loss, 92% for total bets
 Why?  The top 20% are more loyal in subsequent months, the other 80% come 

and go

Capture Behavioural Patterns
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Deng, Lesch & Clark, under review



Predicting User Behaviours

VSE

Finkenwirth et al 2020 IGS



Combining sources of risk data

Behavioural 

‘play’ data 

(frequency, 

intensity, 

variability…)

Demographics 

(gender, age, 

time of day, 

geography)

Financial 

behaviour 

(deposits, 

withdrawals)

Operator 

communication 

(complaints, 

text analysis)



Expressions of Chasing in the eCasino

BCLC PlayNow Data

Ke Zhang, PhD student

March 9th, 2021
New Horizons in Responsible Gambling Conference 



Loss-Chasing 

 Diagnostic tools (e.g., DSM-5): if the gambler 
returns another day to recoup losses.

 The most endorsed item for gambling disorder 
(Hodgins et al., 2011). 

 The defining feature of problem gamblers (Lesieur, 
1984). 



eCasino Loss-Chasing?

 Do online gamblers return to PlayNow faster if 
they lost more in the previous visit or session? 

 How does this time to return vary between slots, 
video poker, table games? 



Time to Return in eCasino

 Players: 9,775 (one-month data)

 Gambling sessions 135,330



Do Gamblers Return Faster After Losses?

 With larger prior losses, 
gamblers returned faster 
across all three game types.

 The loss-chasing tendency 
varied by game types.

 Gamblers in table games 
returned slower than slots 
and video pokers.




