
What this research is about 

The research on the relationship between Internet 
gaming disorder (IGD) and gambling disorder (GD) has 
been limited. The recent convergence of gaming and 
gambling may increase the co-occurrence of IGD and 
GD. This can be troublesome, especially for emerging 
adults (i.e., 18–25-year-olds). This is because 
emerging adults have the highest rates of GD and are 
the largest group of video game players. 

IGD and GD have been distinguished by a lack of 
monetary risk in gaming. In recent years, video games 
have introduced microtransactions. Microtransactions 
are small in-game purchases in video games. Loot 
boxes are the most well-known example of 
microtransactions. Loot boxes contain random prizes 
and players do not know what they will get until they 
make the purchases. Microtransactions also exist in 
social casino games, which are gambling-like games 
and can be played for free on social networking sites. 
Microtransactions share many similarities to 
gambling. Thus, engaging in microtransactions may 
not only increase the risk of IGD but also GD.   

Risk-taking behaviours may also be connected to IGD 
and GD. This is because risk-taking is associated with 
addictions and emerging adulthood. In the present 
study, the researchers looked at the co-occurrence of 
problematic gaming and gambling. They also 
examined the role or microtransactions and risk-
taking in this relationship. They did so among non-
student emerging adults in the US. 

What the researchers did 

The researchers recruited 300 non-student emerging 
adults to complete self-report questionnaires. They 

did so through an online survey site. A total of 263 
participants provided complete and reliable answers. 

On the survey, participants were asked how much 
time they played video games daily. The clinical 
assessment tool, C-VAT 2.0, was used to measure IGD 
based on the proposed criteria in DSM-5. Participants 
were asked if they had gambled at least once in their 
lifetime. Those who said yes were considered 
gamblers. The South Oaks Gambling Screen: Revised 
for Adolescents was used to measure problem 
gambling. The Risky Loot Box Index was adapted to 
measure microtransaction attitudes and behaviours. 

What you need to know 

In this study, the researchers examined the co-
occurrence of Internet gaming disorder (IGD) and 
gambling disorder (GD). They also examined the 
role of microtransactions and risk-taking in IGD 
and GD. The researchers surveyed 263 non-
student emerging adults (18–25 years old). A total 
of 23.6% of the participants met the criteria for 
IGD. Also, 18.6% reported currently gambling, and 
14.4% met the criteria for GD. Problem gambling 
increased the risk of engaging in problem gaming, 
and vice versa. A total of 157 participants played 
games with microtransactions. Of these, about a 
third reported experiencing problems due to 
microtransactions. Microtransactions were found 
to be a potential factor linking problem gaming 
and problem gambling. Risk-taking also predicted 
both gambling and gaming. This research could be 
used to further understand how recent 
monetization trends in video games may increase 
the co-occurrence of IGD and GD.  

The role of microtransactions and risk-
taking in problem gaming and gambling 
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The Domain-Specific Risk-Taking scale was used to 
measure risk-taking in six life domains. These included 
ethical, financial gambling, financial investment, 
health and safety, recreational, and social.  

Participants were also asked about their demographic 
characteristics (e.g., gender, age, education), and their 
well-being using the World Health Organization Well-
Being Index (WHO-5). This was done to control for 
their potential effects on gambling and gaming.  

What the researchers found 

A total of 23.6% of the participants met the criteria for 
IGD. Participants reported playing video games three 
hours per day on average. Participants who spent 
more time playing video games were more likely to 
make microtransactions. They were also more likely 
to meet the criteria for IGD and GD.  

A total of 38.4% reported having gambled at least 
once in their lifetime. 18.6% reported still gambling 
and 14.4% met the criteria for GD. The most common 
gambling activities reported were slot machines and 
scratch tickets.   

A total of 157 participants played a game with 
microtransactions at least once. Of these, 55.4% 
reported spending money on microtransactions each 
month. About a third of these participants reported 
experiencing problems due to microtransactions.  

The results suggested that IGD and GD may be 
related. Participants with problem gambling were 
over five times more likely to game problematically. 
Participants with problem gaming were over six times 
more likely to gamble problematically. 
Microtransactions were found to be a potential factor 
linking problem gaming and problem gambling.  

Risk-taking also predicted gambling involvement and 
problem gambling. Risk-taking predicted problem 
gaming but not gaming involvement. Specifically, risk 
taking in health and safety, financial investment, 
recreational, and social domains predicted gambling 
involvement. Risk taking in financial gambling domain 
predicted problem gambling and problem gaming. 

How you can use this research 

This research can be used by clinicians to adopt a 
transdiagnostic treatment approach to gaming and 
gambling. Mental health professionals can use this to 
reconsider the financial distinction between GD and 
IGD. Policymakers can use this research to address the 
growing monetization trends in the gaming industry.   
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About Gambling Research Exchange (GREO) 

Gambling Research Exchange (GREO) has partnered 
with the Knowledge Mobilization Unit at York 
University to produce Research Snapshots. GREO is an 
independent knowledge translation and exchange 
organization that aims to eliminate harm from 
gambling. Our goal is to support evidence-informed 
decision making in safer gambling policies, standards, 
and practices. The work we do is intended for 
researchers, policy makers, gambling regulators and 
operators, and treatment and prevention service 
providers.  

Learn more about GREO by visiting greo.ca or emailing 
info@greo.ca. 
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