
 
 

What this research is about 

This research examines the associations between 
playing digital games, gambling games, and Social 
Casino Games (SCG) in the Finnish context. Digital 
games include any games that people can play on 
electronic devices, whether online or offline. 
Gambling games refer to games that people bet real 
money on. They include slot machines, casino games, 
and online gambling. SCG are almost identical to real 
gambling games but they are free for people to start 
playing. Players cannot make bets with or win real 
money from playing SCG. People can play SCG on 
social media websites, such as Facebook, or on apps 
they download to their cell phone.  

Developers are making gambling games and digital 
games more like each other. This process is called 
convergence. Developers create gambling games that 
have characteristics of digital games. For example, 
many gambling games now have a stronger storyline 
and allow players to interact and compete with each 
other. Developers also create digital games that have 
features normally found in gambling games. The most 
well-known example is loot boxes which are in-game 
items that contain random prizes. Players can buy loot 
boxes with real money or in-game credits.  

SCG allow players to play for free but encourage them 
to spend money to progress in the game. After players 
win enough credits in SCG, they can use them as real 
money to make bets. Convergence may affect 
people’s playing behaviour. There are currently no 
studies that investigate whether playing SCG affects 
other digital game play. Unlike gambling, there are 
few policies that regulate SCG. 

Finland has a high proportion of people who gamble. 
Gambling in Finland is controlled by a government-
owned company. Many gambling games in Finland are 
available in everyday places such as grocery stores, 
gas stations, and cafes. Most people in Finland also 
use mobile technologies such as online banking. These 
qualities make Finland a good place to study the 
convergence of digital and gambling games. In this 
study, the researchers investigated whether people in 
Finland who play SCG also play other digital games 
and gambling games. They also investigated the 
sociodemographic profile of people who play SCG. 

What the researchers did 

The researchers analyzed data from the Finnish Player 
Barometer, sixth edition. The Finnish Player 
Barometer is a survey that assesses people’s game 
playing habits in Finland. The survey collected 

What you need to know 

In this study, the researchers investigated the 
associations between playing social casino games 
(SCG), digital games, and gambling games. The 
researchers analyzed data from a large population 
survey on people’s game playing habits in Finland. 
Survey participants were 946 people who were 
between 10 and 75 years old. Most participants 
played digital games and gambling games. A small 
proportion of participants played SCG. Young 
males with lower levels of education tended to 
play SCG more than other groups. Participants 
who played SCG also tended to play digital games, 
digital gambling games, and regular gambling 
games. Playing SCG was more strongly associated 
with playing digital games than gambling games.   

Exploring digital game, gambling, and social 
casino game play among people in Finland 



 
  
  

 
 

 
 

This work is licensed under the Creative Commons Attribution-Noncommercial 4.0 International License. 
 

2020 

participants’ demographic information such as their 
age, gender, and education level. It collected 
information on different types of games. These 
included non-digital games, such as outdoor games 
and sports, digital games including SCG, digital 
gambling, and established forms of gambling (both 
offline and online). Digital gambling refers to gambling 
games people play on electronic devices. Offline 
gambling refers to gambling in physical locations such 
as casinos. The survey asked participants how often 
they played each type of game. 

The survey was sent to 5,000 people who lived in 
Finland. Participants were between 10 and 75 years 
old. They could complete a paper version of the 
survey or an online version. A total of 946 participants 
completed and returned the survey.  

What the researchers found 

Almost all participants played some type of game in 
the past year. Most played digital games. About 7 in 
10 participants said they gambled in the past year. 
Participants did offline gambling more than other 
types of gambling. About 6% of participants played 
SCG. Compared to other countries, SCG may not be as 
popular among people in Finland because they may 
see gambling and digital games as being different and 
having different purposes. A reason may be because 
of their gambling environment (e.g., gambling is 
controlled by a single state-owned company).  

Young males with lower levels of education tended to 
play SCG more than other groups. Participants who 
played SCG tended to play more digital games 
including free-to-play games, and digital gambling 
games. They were also more likely to play established 
forms of gambling games online and offline, but this 
relationship was not as strong. These findings suggest 
that it is more likely that people who play digital 
games also play SCG. Participants who played SCG 
were also more likely to make purchases when playing 
free-to-play digital games to keep playing.  

How you can use this research 

Researchers could use this research to investigate 
whether people in Finland who play SCG are more 
likely to gamble in the future and have gambling 

problems. Evidence suggests that people who pay to 
play SCG may be more likely to play gambling games. 
Researchers could also investigate what motivates 
people to play SCG, and if people who prefer certain 
gambling games are more likely to play SCG.  
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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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