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Project aims and objectives
•

Aim

• To investigate adolescents’ experiences related to spending money on in-game purchases and gambling behaviour in order to
inform policy-making
• Objectives
•

To understand gambling behaviours and gambling harms amongst young people in the UK and provide evidence-based information
on an area which has been of interest for researchers in recent years.

•

To contribute to the national debate on whether loot boxes can be considered a form of gambling due to the number of
psychological, structural and legal similarities.

•

To establish whether current data supports the idea that online gambling is more appealing to young people and is associated with
being ‘at risk’ of developing a gambling problem and having a problem with gambling.

•

To understand whether there is a potential link between social media and gambling participation and between purchasing loot
boxes and the level of problem gambling amongst young people.

Data collection & analysis
•

Data was collected through an online survey of 27 questions from August 2021 until July 2022

•

The survey was sent to 13,821 students from 84 state schools across the UK; individual survey for each
school

•

2,393 total respondents from 43 schools across the UK (17% response rates for students and 51% for
schools)
o

48% identified as girls and 52% identified as boys

o

84% identified as White, 9% Asian British/Asian, 2% Black British/Black/African/Caribbean, 3% Mixed ethnic background and
2% selected ‘other’

o

27% were 14 or younger, 70% were between 15 and 17 years old and 3% were 18 or olrder

•

92% of the sessions were delivered face-to-face and 8% online

•

Data was analysed using IBM SPSS Statistics to conduct descriptive statistics and cross-tabulations

Gambling frequency and severity
• In the past 12 months…
• 21% of respondents reported that they had gambled
o 72% of those were boys and 28% girls
o 28% of those were 14 or younger, 68% were between 15 and 17 years old and
4% were 18 or older

• 4% of all respondents gambled at least once a month
• 4% of all respondents gambled at least once a week

• Using the DSM-IV-MR-J gambling screen:
o 1.2% of all respondents were at a risk of developing a gambling problem
o 1.1% met the criteria for ‘problem gambling’

Comparison with the UK Gambling Commission figures
• The most recent UK Gambling Commission (2020) survey of 1,645 young people aged 11 to 16 years
old in England and Scotland, using the same DSM-IV-MR-J screen, reported that:
o 37% gambled in the past 12 months (our research shows a lower figure of 21%)
o 2.74% were at a risk of developing a gambling problem (our research shows a lower figure of 1.2%)

• 3.6% and 1.3% of boys and girls, respectively, were at risk (our data shows 1.9% and 0.4% for
boys and girls, respectively)
o 1.9% met the criteria for ‘problem gambling’ (our research shows a lower figure of 1.1%)
• 2.8% of boys and 0.3% of girls met the criteria for ‘problem gambling’ (our data shows 1.4% and
0.8% for boys and girls, respectively)

Negative consequences of gambling
• Of those who gambled in the past 12 months:
• 47% did so with money (as opposed to things like items)
• 23% spent more money than they intended on gambling
• 19% tried to recover their losses by gambling again the following day
• 13% took money for gambling without permission

• 15% gambled to escape from problems or when feeling bad
• 3% lied to family, friends or others because of gambling

Gambling exposure at school and home
•

15% of respondents believed there is a gambling culture at their school

•

18% reported that they know someone at their school who gambles

•

8% believed that most people their age gamble

•

33% of respondents are exposed to gambling in their life through family or friends

•

27% of those who gambled, last time they did it, they did it with their parent/guardian, 29% with their friends
and 44% gambled alone

•

Reasons for gambling were related to excitement (34%), money (24%) and experimentation (14%)

Gambling on the phone
•

Of those who gamble, more do so online (67%) than offline (33%)
o 74% of those who met the criteria for ‘at risk’ gambling and 69% of those who met the criteria for

‘problem gambling’ gamble online

• 9% of all respondents follow gambling

operators on social media
o 28% of those who gambled in the past
12 months follow gambling operators

on social media

Skin & loot boxes betting
• 29% of respondents participated in skins betting/loot boxes in the past 12 months
o 14% did it once or twice while 15% did it sometimes or often
o 98% were under 18 years old, from which 27% were actually 14 years old or younger
o 82% of those who met the criteria for ‘at risk’ and 88% of those who met the criteria for ‘problem
gambling’ have participated in skins betting/loot boxes

• 31% of those who gamble, do so with items
o 29% of those who gambled with items were 14 years old or younger and 32% were 15 years old

Experiences with spending money in games
• 38% of respondents believe spending money on in-game purchases is harmful
•

22% of those reported spending money on loot boxes/skins betting in the past 12 months

• 22% are not sure whether spending money on in-game purchases
is harmful

• The average amount spent during the past month was £39.81
• The largest amount spent during the past month was £2,200

• The lowest amount spent during the past month was £0.10
• Other large amounts spent during the past month reported by
some students were: £200, £250, £275, £300, £500, £560, £750, £1,000

Experiences with spending money in games
•

Waste of money:
•

•

‘‘It seemed like a waste of money thinking back and it annoys me slightly that I wasted my money like that.’

Negative experiences:
•

‘Yes. It has impacted my life as I have spent money without permission.’
•

•

Positive experiences:
•

•

‘One time I spent around 400 pounds on my mum’s credit card’

‘It has improved my enjoyment as I spend very little money and in moderation’

Responsible spend/aware of the harms:
•

‘In game purchase does not change my life but however creates the slight happiness in the game for me but then
creates consequences e.g punishments, money loss’

Discussion & conclusion
• In line with previous research, we found that:
•

Gambling is more prevalent amongst boys than girls (UK Gambling Commission, 2020)

•

Boys are more likely to develop problematic behaviour with gambling than girls (UK Gambling Commission, 2020)

•

There is a link between participation in loot boxes and problem gambling based on engagement (Zendle & Cairns, 2018)

•

Online gambling is more appealing to young people and is associated with being ‘at risk’ of developing a gambling
problem and having a problem with gambling (Wong and So, 2014; Hing et al, 2015; Drosatos et al, 2018)

•

There is a potential link between social media and gambling participation (UK Gambling Commission, 2019)

•

Spending on in-game items was associated with theft as a number of students reported to have stolen money/credit
cards from their parents to spend in games without their permission (Macey & Hamari, 2018)

•

In-game purchases are far more common amongst the younger population (Kristiansen and Severin, 2020)

References
•

Drosatos, G., Nalbadis, F., Arden-Close, E., Baines, V., Bolat, E., Vuillier, V., Kostoulas, T., Budka, M., Wasowska, S., Bonelo, M., Brown, J., Corner, T., McAlaney, J., Phalp, K. T. and Ali, R. (2018) ‘Enabling Responsible
Online Gambling by Real-time Persuasive Technologies’, Complex Systems Informatics and Modeling Quarterly, (17), p44–68. doi: 10.7250/csimq.2018-17.03

•

Gambling Commission (2020) Young people and gambling 2020.[Online] Available at: https://www.gamblingcommission.gov.uk/statistics-andresearch/publication/young-people-andgambling-2020. Accessed
(01/08/2022)

•

Gambling Commission (2019) Young people and gambling 2019.[Online] Available at: https://www.gamblingcommission.gov.uk/statistics-andresearch/publication/young-people-andgambling-2019. Accessed
(01/08/2022

•

Hing, N., Cherney, L., Gainsbury, S. M., Lubman, D. I., Wood, R. T. and Blaszczynski, A. (2015). ‘Maintaining and losing control during internet gambling: A qualitative study of gamblers’ experiences’, New Media and
Society, 17(7), p1075–1095. doi: 10.1177/1461444814521140

•

Kristiansen, S. and Severin, M. C. (2020). ‘Loot box engagement and problem gambling among adolescent gamers: Findings from a national survey’. Addictive Behaviors, 103, p1-6. doi:
https://doi.org/10.1016/j.addbeh.2019.106254

•

Macey, J. and Hamari, J. (2018). ‘Investigating relationships between video gaming, spectating esports, and gambling’. Computers in Human Behavior, 80, p344-353. doi: https://doi.org/10.1016/j.chb.2017.11.027

•

Wong, I. L. K. and So, E. M. T. (2014) ‘Internet gambling among high school students in Hong Kong.’, Journal of gambling studies / co-sponsored by the National Council on Problem Gambling and Institute for the
Study of Gambling and Commercial Gaming, 30(3), p565–576. doi: 10.1007/s10899-013-9413-6.

•

Zendle, D. and Cairns, P. (2018). ‘Video game loot boxes are linked to problem gambling: Results of a large-scale survey.’ PLoS ONE, 13(11), p1-12 .doi: https://doi.org/10.1371/journal. pone.0206767

epicriskmanagement.com

jwhitehall@epicriskmanagement.com
agherghel@epicriskmanagement.com

