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⚬Clinical psychologist specializing in gaming 

disorder

⚬PhD in the prevalence and prevention of 

Gaming Disorder

⚬Part of the four-year interdisciplinary     

Gam(e)(a)ble research project 

⚬ media and technology

⚬ psychological development

⚬ legal framework

⚬ pedagogical prevention.

⚬Tracked 1 400 adolescents for two years 

⚬ Interviewed 18 Prevention Professionals

Why am I speaking today?



Simulated Gambling 

inside games



Gambling related minigames



In game casino's



Loot boxes

A virtual item you can earn or purchase and then open to receive 

random in-game rewards according to a variable-ratio 

reinforcement schedule akin to gambling mechanics



Gambling around 

Games



Ads and influencers



Skin betting

Skins (virtual cosmetic items) 

as currency



E-sportsbetting



Gamification of 

Gambling



Gamification of Gambling

To make betting more 

immersive and 

engaging



Are young people 

exposed?



• 75.3% engaged in 

simulated gambling

• 25% have opened a paid 

loot box (illegal in Belgium!)

• 17,5 % engaged in skin 

betting, 

• 9,1 % had bet on e-sports 

matches

• Boys participate far more 

than girls



Is this actually harmful?

• Normalization: associated with more 

positive attitudes toward traditional 

gambling

• Gateway effect: early exposure predicts 

later real-money gambling

• Illusion of easy wins from inflated in-

game odds

• Harms reported: 

⚬ Financial: uncontrolled spending

⚬ Psychological: anxiety, more 

problematic gaming

⚬ Social: conflict, school, isolation



A child opens a loot box (Randomized Reward 

Mechanism) they earned for free after completing 

missions in a game. Inside is a cool skin, a new 

jacket for their avatar? 
 

Is this Gambling?



A child opens a loot box they earned for free after 

completing missions in a game. Inside is a cool skin, 

a new jacket for their avatar? 

What if he can sell the skin for €500?
 

Is this Gambling?



A child opens a loot box they earned for free after 

completing missions in a game. Inside is a cool skin, 

a new jacket for their avatar? 

What if he can sell the skin for €500?

What if he can but the loot box with real money?
 

Is this Gambling?



Potential risks

⚬ It’s a continuum, not a dichotomy 

⚬Risks vary based on activity, reward, context and player



Prevention must evolve

• It’s complex

• Focus on only indvidual is too 

narrow

• Use the socio-ecological model 

(McLeroy 1988)

• Insights drawn from 18 

prevention-worker interviews



Policy level

• Each simulated gambling element has its 

own risk and should be investigated on its 

own terms

• More targeted research

• Ongoing dialogue between policymakers, 

researchers and prevention professionals

• More funding for both gaming and gambling 

prevention



Community level

• Lack of awareness!!

• More public discourse and accessible 

information



Institutional level

• Teachers, prevention workers, and youth 

professionals need:

⚬ Better practical tools

⚬ More dedicated training

⚬ Integration of this topic into existing 

materials 



Interpersonal level

• Do not demonize

• Increase parental involvement

• Communication skills

• Strenghten emotional connection



Intrapersonal level

• Watch out for triggering effect

• Media and financial literacy

• Emotion regulation skills

• Building a balanced digital life



Prevention dossier

• Clear explanations of 

game-gambling mechanics

• Risk signals and indicators

• Strategies structured by 

SEM level

• Tools for conversations 

with parents and 

professionals



What should you takeaway?

What You Can Do?

• Raise awareness: Put it on the agenda, include this topic in tools, 

policy, education, include it in your existing material

• Stay alert: ask young people what they play, spend, and watch

• Scan the QR code to connect with Gameable and access the dossier



Maya.geudens@ucll.be

Questions or 

remarks?

Scan this QR code to say up to date
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