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Intersection of gambling & gaming
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Games with gambling themes & gambling with gaming themes
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Gambling with video games
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Gambling on games
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Practice games
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Gambling with virtual game items
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Young people play gambling-themed games

– 1,287 Australian high school students
– 13% played simulated games last year
– 32% at least once

– 561 Australian adolescents
– 23% played social casino games

• Males
• Older

– 22% played practice games from gambling operators

King et al., 2014; Gainsbury et al., 2015
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Advertising of gambling games

– Young populations vulnerable to marketing

– Social networks lack effective age gates

– 20 young adults

– 115 social casino game advertisements

Abarbanel, Gainsbury, King, Hing, & Delfabbro (2016)
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Characters appeal to youth



The University of Sydney Page 13

Content – gambling, sports, popular culture, wealth, 

leisure, sex
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Themes – glamour, winning, normalization, free play
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Themes – gambling practice & addiction
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Concerns about gambling-themed games

Inflated payouts

Normalisation

Favourable attitudes

Migration to gambling

Contribute to gambling problems

In-game spending
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Inflated payouts increase perceptions of winning

– Irrational beliefs

– Perception of skill

– Increased confidence & risk taking

– 33% adolescent SCG users migrated to gambling greater 
chance of winning at gambling



The University of Sydney Page 18

Social casino games look similar to gambling sites

– 90% of adolescents felt SCGs look similar to gambling

– Focus on ‘winning’, ‘cash’
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Gambling as a game (skill) & social activity
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There is a link between gambling games & gambling

– Youth who play gambling games also gamble

– And more likely to experience problems

Survey of 561 Australian adolescents

– 51% were interested in real money gambling on their favourite 
games

– 28% games  increased gambling

– Males

– Wanted to win money

– Of those at-risk for gambling problems

– 29% games contributed to gambling problems
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Payments may indicate migration

Payments

- Normalise spending

- Increase similarity with gambling

- Increase salience of rewards

- 2/3 paying adolescent SCG gambled as a result of SCG (vs. 1.3% non 
payers)
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Impact of social casino games on gambling varies

Why play for 

free when I can 

win real money?

Why pay 

when I can 

play for free?
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Actions needed to protect game users

• Limits on gambling content for children & adolescents

• Limit in-game purchasing

• Warnings

• Games are not gambling

• Public education

• Parents 
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Lessons from history
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