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Concerns around gambling advertising

Exposure to gambling advertising is linked to more positive attitudes about 
gambling and wanting to participate more. 

Young people (18–25 young men, in particular, who’s known to be more 
vulnerable) are often shown many gambling adverts on social media. 

Under-18s might also be exposed to gambling advertising because Ofcom 
says a third of children aged between 8 and 17 have false social media 
accounts purporting to belong to someone aged 18 or above. (Also video 
game loot box ads, which are not age-restricted…)
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What is a loot box?
Virtual items in video games that 
contain randomised rewards. 

Some loot boxes are purchased with 
money. Others are obtained for free. 

Conceptually similar to gambling. 

Loot box purchasing is positively 
correlated with problem gambling. 

Subject to public controversy and 
regulatory scrutiny.
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How many games contain loot boxes?

Amongst the highest-grossing 
iPhone games in 2024? 

80%+ in the UK 🇬🇧; 

86% in the Netherlands 🇳🇱; 

90% in South Korea 🇰🇷; and  

97% in China 🇨🇳.
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UK loot box advertising 🇬🇧

In the UK, any advertising of video games with loot boxes must disclose 
that the game contains loot boxes. 

The presence of loot boxes is deemed to be material information that a 
consumer needs to make an informed purchasing decision. 

A consumer law approach… (that applies also to EU, EEA, and many other 
countries)



“Bingo Blitz contains 
optional in-app 
purchases.”



What about compliance…? 😇 or 😈?

Only 7% of social media adverts on Meta platforms (Facebook, Instagram, 
& Messenger) and TikTok disclosed loot box presence as required. 😲🤦 

The vast majority of social media advertising (93%) was non-compliant 
with UK advertising rules 🇬🇧 and also EU consumer protection law 🇪🇺. 

In the UK alone, the 93 most viewed TikTok adverts failing to disclose loot 
box presence were watched over 292,641,000 times total or approximately 
10 impressions per active user, conservatively estimated.



Disclosures are again hard to see

Ads that did disclose also often disclosed using very obscure methods. 

Can people really see the disclosures? (You might need a magnifying glass! 🔎) 

If not, consumer protection regulator ought to punish the companies even 
though the disclosures have technically been made.







Excuses… 

🤡









In 2024,  

91% 
non-compliance









Did anything change?

Only 7% disclosure rate in September 2023 amongst 300+ ad in the UK. 🇬🇧 

In late 2024, we did a BIGGER study. 

8.4% disclosure rate in the UK (n = 1330). 🇬🇧 

BUT, only 28.6% were visually prominent, so 2.4% compliance rate. 

7.6% in South Korea (n = 1028), but 58.2% for Korean language ads. 🇰🇷



Illegal advertising in Belgium? 🇧🇪

Belgium “banned” all paid loot boxes 
and social casino games, so they should 
no longer be available on the market. 

However, the law is not enforced, so 82 
of the 100 top iPhone games sold them. 

But besides failing to remove loot 
boxes, did companies pay to illegally 
advertise on Belgian social media?
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Widespread illegal advertising

We found social media ads for 172 popular games with illegal gambling. 

We studied 1,574 advertisements, which were viewed over 4.5 million 
times by Belgian users, including 1.26 million times by under-21s. 

The one single most widely circulated ad was for Harry Potter: Puzzles & 
Spells and reached nearly 400,000 unique Belgian users. 

Belgium has a population of 11.8 million, meaning that 3.4% of the 
entire country saw that one single ad.







Not targeting under-24s in NL 🇳🇱

230 ads from all Dutch gambling licensees (up to 10 each; many did not 
advertise) 

7.8% (18 of 230 ads) disclosed that they illegally targeted under-24s. 

Two gambling operators, including the state-owned operator, admitted to 
failings and promised to improve future compliance.









Conclusions

Video game context: Widespread non-compliance and non-enforcement 

Gambling context: Better compliance possibly due to better enforcement? 

Lots of research and enforcement opportunities 

The EU and beyond should legally require more data access to allow the 
public to scrutinise tech companies.



Thanks for listening! Questions!
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