
 
 

What this research is about  

Three popular gambling products connected to video 

gaming are esports cash betting, esports skin betting, 

and skin gambling on games of chance. Esports cash 

betting involves gambling with money on video 

gaming competitions (esports). Esports skin betting 

involves using virtual video game items (“skins”) to 

bet on esports. Skin gambling is when skins are 

gambled on games of chance (e.g., roulette, jackpots). 

Esports skin betting and skin gambling most often 

occur via unregulated online providers.  

The researchers of this study examined gambling 

motivations for these three gambling products 

(esports cash betting, esports skin betting and skin 

gambling). The researchers also examined which 

gambling motivations are linked with greater 

gambling frequency, problems, and harm. 

What the researchers did 

The researchers recruited participants between 

October 2018 and February 2019. They recruited 

participants using online crowdsourcing through: (1) 

Amazon’s Mechanical Turk; and (2) social media posts 

targeted to video gaming, esports, and gambling 

communities (e.g., Facebook, Twitter, Reddit).  

Participants had to have participated in esports cash 

betting, esports skin betting, or skin gambling in the 

last six months. Participants also had to live in either 

the USA, UK, Canada, or Ireland. They had to be at 

least 18 years or older.  

A total of 2952 people started the survey. The 

researchers excluded participants if they did not meet 

the above criteria, failed an attention check question, 

or did not complete the survey. Duplicate or poor-

quality responses were also removed. A total of 736 

responses were included in the analysis. This was a 

25% response rate from eligible participants.  

In the survey, participants answered 

sociodemographic questions (e.g., age, gender, 

employment). They also estimated how frequently 

they participated in the three types of gambling in the 

last six months. Participants were grouped into those 

who gambled at least monthly or less than monthly.   

Problem gambling was measured using the Problem 

Gambling Severity Index (PGSI). The researchers 

grouped participants based on their scores: non-

problem (0 points), low-risk (1–2 points), moderate-

risk (3–7 points), and problem gambling (8–27 points). 

What you need to know 

Three popular gambling products connected to 

video gaming are esports cash betting, esports 

skin betting, and skin gambling on games of 

chance. The researchers of this study examined 

gambling motivations for these three gambling 

products. The researchers also examined which 

gambling motivations are linked with greater 

gambling frequency, problems, and harm. A total 

of 736 participants completed an online survey. 

Financial gain and enhancement (i.e., excitement) 

were the main reasons people engaged in all three 

products. Motivations to acquire skins were 

unique to esports skin betting and skin gambling. 

Higher levels of problem gambling and harm were 

linked to gambling to escape or improve mood for 

all three products. Motivations related to financial 

gain were linked to problem gambling only for 

esports skin betting and skin gambling. 
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Gambling-related harm was measured using the 10-

item Short Gambling Harm Screen (SGHS).  

The researchers developed items to measure 

gambling motivations. Seven types of motivations 

were measured: social, financial, positive feelings or 

enhancement (e.g., for excitement), internal 

regulation (e.g., to escape or improve mood), skill 

building, competition/challenge, and skin acquisition 

(e.g., to win skins for the collection). Participants 

answered these questions using a 5-point scale. 

What the researchers found 

Most participants were men (80%). On average, 

participants were 29 years of age. Most lived in the 

USA (73%). About 60% were single/never married and 

had a university level education (59%). Over 85% were 

employed. About 77% of participants engaged in 

esports cash betting in the last six months, while 

24.5% engaged in esports skin betting and 44.2% 

engaged in skin gambling on games of chance. 

Participants mostly engaged in esports cash betting to 

win money. This was followed by enhancement and 

competition/challenge. Participants mostly engaged in 

esports skin betting and skin gambling on games of 

chance for enhancement. This was followed by skin 

acquisition, financial, and competition/challenge.  

Stronger competition/challenge motivations for skin 

gambling and esports skin betting were linked with 

more frequent gambling. But they were not linked to 

problem gambling or gambling harm. For esports cash 

betting, skill building was linked to more frequent 

betting and higher levels of problem gambling.  

Gambling to escape or improve mood was linked to 

higher levels of problem gambling and harm across all 

three products. Motivations of financial gain in 

esports skin betting and skin gambling were linked to 

higher levels of problem gambling. Financial 

motivations were also linked to gambling harm for 

skin gambling on games of chance. 

How you can use this research 

The findings of this study could inform future research 

and clinical practice. Practitioners could tailor 

treatment and prevention efforts to address different 

motivations for esports betting and skin gambling. 
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