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Digital media & Gambling: 
 Intersecting activities 

 
• It has long been recognised that young people spend a large 

portion of leisure time on electronic media activities… 
 

    AND 
 

• …many youth can and do access various gambling activities, 
and report an interest in gambling.  

 
• To what extent, then, are young people involved in new forms 

of gambling – those available via technological channels, 
including the Internet, social media, smartphones etc. 
 

• Do these activities promote gambling cognition and behavior? 
 



 Convergence refers to a number of related processes and trends, 
but relates in general terms to the growing inter-dependence 
between the channels through which media and its content are 
provided.  

 
    Two contributing factors: 
 

1. Advancements in the enabling technology supporting digital forms of 
gambling, such as broadband accessibility (e.g., 4G network) 

 
2. Provision of new platforms through which individuals can gamble, 

such as mobile technology, gaming devices, and digital television. 
 
 
King, D. L., Delfabbro, P. H., & Griffiths, M. D. (2010). The convergence of gambling and digital media: Implications for 
gambling in young people. Journal of Gambling Studies, 26, 175-187. 

 

“Convergence”: A definition 



“Convergence” 



• Financial types 
• Online gambling sites, virtual casinos 
• Smartphone apps 
• Interactive television (i-TV) 
• Online skill games 
 

• Non-financial types 
• “Free play” or demo modes in online casinos 
• Social networking site apps 
• Smartphone apps 
• MMOs (e.g., Runescape) 
• Gambling-like content in video games, VG wagering 

 

Established and emerging digital forms of gambling 



Social gaming activities 







Gambling in MMORPGs 
Few different types: 
1. Actual casinos, using in-game currency 
2. Player-to-player wagering on random 

events (banned 5/13) 
3. Chance-based activities with prizes 
4. Random loot and auction sales 

 
Recent example:  
• “Squeal of Fortune” in Runescape 

 
• An optional activity available to all players 
• Players spin the wheel to win prizes 
• Extra spins may be purchased with $$$ 
• Prizes include rare in-game  items 
• Can convert prize to currency 
• Other players are notified of “jackpots” 



 
Video-games featuring gambling: Some examples 
 



Classification of simulated gambling in VGs 

• Since 2000, over 100 video games featuring gambling 
simulations have been classified as “family” entertainment:  
• Usually G or PG rated (suitable for 8 years+) 

 
• Online games/apps are not classified 

 
• The interactive nature of gambling is not recognised 

 
 

 
 

Red Dead Redemption     Pokémon Grand Theft Auto 



Video-gaming involving wagering 



Video-gaming or…gambling? 



 
Simulated gambling: Implications for youth 
 • Greater accessibility and familiarity 

• Unsupervised gambling 
• Earlier age of involvement 
• Learn fundamentals of gambling 
• Development of non-factual knowledge 
• Early ‘big win’ experiences 
• Offers intense and persistent gambling experiences 
• Develop positive expectancies 
• Gateway to monetary gambling 
• Desensitisation to gambling losses 
• Meeting experienced gamblers 
• New type of problem gambler? 

 





 
• Bonus e-cash 
• Share your gambling with friends 

 
• Inflated returns: > 120% payout      (Sevigny et al., 2005)  

 
• Early big wins can have a strong effect on subsequent 

gambling 
 

• A UK survey (Forrest, McHale and Parke, 2009) found 
that using free play modes predicts involvement in 
monetary gambling 
 

Free play modes: Impact on young people 



 
 
 
 
 
 
 
 
 

• Players given opportunities for free-play sessions bet 
significantly more per spin and wagered more credits in 
total than the control group 
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“Practice play can affect the appeal of gambling games by removing 
some of the mystery and excitement that surrounds previously 
unobtainable casino type games. By experimenting with simulated 
casino games young people become accustomed to them and become 
easily bored.” 

 
    Najman et al. (2008)  
 
 
 
 
 
 
 
 
“I’ve seen them so much, they are just there” – McMullen et al. (2012) 

 

Are we overstating the risks? 



South Australian Media Use Study (SAMUS) 
 

Objectives:  
 

I. To investigate youth participation across a range of 
simulated gambling activities 
 

II. To examine the co-occurrence of simulated gambling 
with monetary gambling and its potential risks for 
problem gambling 
 

III. To examine the co-occurrence of problem gambling 
with problem Internet use and video-gaming 

 
 



Methodology 

• Youth aged 12-18 years 
• Recruited from 50 randomly selected secondary schools 

in SA inner/outer metropolitan area 
• 8 schools participated 

 
• Two survey formats: 

• Online (Surveymonkey) 
• Paper-and-pencil 
 

• Data collected June-August 2012 
 

 
 



Sample 
• N = 1,287 
• Mean age: 14.9 (SD=1.5) 
• 50% female 

 
• Ownership and/or home accessibility:  

• mobile phone or smartphone (91%) 
• laptop (86%) 
• video-gaming console (78%) 
• personal computer (71%) 
• tablet device (37%) 

 
• ‘At-risk’ subgroup 

• 304 youth who endorsed at least 1 indicator of problem gambling 



Gambling activity in the last 12 months 



History of simulated gambling 

• 2.7% of youth have tried gambling on the Internet with money 

• About 10% had tried social gaming 

• Males generally 2x or more likely to engage in simulated gambling 



Monetary gambling:  
Simulated gamblers vs. Non-simulated gamblers  

• Youth who engaged in simulated gambling were over                
3 times more likely to report financial gambling 



Co-occurring simulated and financial gambling 

• 40% of youth who engage in simulated gambling report a 
preoccupation with gambling and future intention to gamble 



Strengths and limitations 

Strengths 
• Large sample for study of this kind 
• Representative cross-section of age, gender, locality 
• Distinction of monetary vs. non-monetary gambling 
 
Weaknesses 
• Cross-sectional design (i.e., a “snapshot” only) 
• ↓ validity of self-report 
• Actual gambling may be highly unstable 
• Lack of information on family context 
• Familial and attitudinal gambling factors not assessed 



Main findings I 
• 13% reported  simulated gambling in the last 12 months 

 
• The most popular type of simulated gambling was online card 

games (11.9%), followed by electronic gaming machines (3.8%), 
and sports betting activities (3.2%).  

 
• 31% reported past involvement in at least one simulated 

gambling activity 
 

 6%   9%            25% 



Main findings II 
• 40% of youth who engaged in non-financial gambling reported 

feeling “preoccupied” with gambling, or an intention to gamble 
in the future. 
• Preoccupation…or contemplation? 

 
• At-risk adolescents were 6 times more likely to report a history 

of simulated gambling via smartphone apps than normal 
adolescents. 
 

• The strongest predictor of monetary gambling was the number 
of simulated gambling activities engaged in within the 
preceding 12-month period.  
• Every unit increase in the number of past simulated gambling 

activities doubled the odds of at-risk gambling 



5 key points 
1. Digital gambling activities are not only within the purview of adult 

gamblers  
 

2. Young people’s opportunities for gambling are increasing through 
the expansion of technology, notably video games and social media  
 

3. Simulated gambling may promote risky styles of gambling under 
certain conditions, and develop non-factual knowledge of gambling 
 

4. Simulated gambling seems to co-occur with financial gambling 
activities; is it a supporting activity? 
 

5. Young people with a history of simulated gambling are more likely to 
report a future intention or contemplation to gamble with money 

 
 



Implications 
• Need for further research on simulated gambling in the 

context of early exposure to gambling 
 

• Critical consideration of simulated gambling content across a 
range of media activities is warranted 
 

• SG may be a ‘selection effect’ but there remains a need to 
better understand how these activities may facilitate gambling 
 

• The wide availability of gambling activities has reduced 
society’s capacity to regulate, monitor, or be aware of the 
operation of both the suppliers and users of the activities 
• Should simulated gambling activities be regulated? 



Further study 
• Second study about to launch     (June-Sept 2013) 

 
• Parents’ gambling practices 

 
• Gambling attitudes and motivations 

 
• Further examination of new gambling types 

• Traditional land-based forms 
• Online gambling 
• Social media 
• Online services 
• Competitive gaming for $$$ 
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Questions? 
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