
 
 

What this article is about 

Online gaming has become part of everyday life with 
2.3 billion players. Gaming involves skills and a sense 
of progress. Gambling involves betting something of 
value. Recently, new activities have emerged that 
combine both gaming and gambling elements.  

To date, most research has looked at Internet gaming 
and gambling separately. Also, studies on gambling 
and gaming borrow theories and methods from many 
different fields such as psychology, computer science, 
and communication studies. This makes it difficult to 
know what knowledge is available. It also makes it 
difficult to use the research in practice. 

The researcher aimed to identify and summarize the 
research on online gaming and gambling. The study 
had five specific goals. The first was to identify 
articles and journals with the most citations. This 
would help identify the research with the greatest 
impact. The second goal was to identify the major 
research topics or streams. Third, the researcher 
wanted to see how the research in different fields 
was related. The fourth goal was to examine how the 
research topics changed over time. The last aim was 
to propose future research directions.   

What was done? 

The researcher conducted a literature search using 
bibliometric methods. These methods use citation 
data to identify the knowledge and development of a 
field. The number of citations is used to examine the 
impact of an article, journal, and topic on the field. 
The greater the citation, the more impact it is thought 
to have. The researcher also looked at how often two 
articles were cited together. Papers that are cited 
together are likely thought to be similar to each 

other. Using statistical techniques, the researcher 
then grouped articles by similar topics. Lastly, the 
researcher graphed the relationship between articles 
and topics to see how certain papers and topics were 
linked together.  

What you need to know 

A total of 1,876 articles were found with 84,169 
citations. Interest in online gaming and gambling 
started in 1965. It began to explode in the late 1990s 
and peaked in 2007–2009. It began to decrease after, 
which might be because it takes time for articles to 
be recognized and cited.  

Why is this article important? 

Recently, online gaming and gambling have 
become connected. Yet, most research looks at 
these two activities separately. The researcher 
identified and summarized the research on online 
gaming and gambling using bibliometric methods. 
The researcher identified 1,876 articles that were 
cited 84,169 times. The researcher identified the 
journals and articles that were most cited. The 
researcher found six main research topics or 
streams. The first topic was the assessment of 
Internet gaming disorder. The second topic was 
neurobiological processes. How Internet gambling 
is associated with problem gambling was the third 
topic. The fourth topic was the psychological 
characteristics of Internet gaming. The fifth topic 
was social interactions in online games. The sixth 
topic was motivational factors of playing online 
games. The researcher also identified how these 
research streams changed over time and proposed 
future research directions.   
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The two most cited journals address the social, 
behavioural, and psychological impacts of social 
networking and computer use. The top 10 most cited 
journals include gambling and gaming-specific 
journals. Six of the ten most cited articles examined 
addiction to gambling, gaming, and the Internet. The 
other four examined why people play online games, 
what players are typically like, and social interactions 
in gaming. The fifth edition of the Diagnostic and 
Statistical Manual of Mental Disorders (DSM-5) is the 
most cited. The DSM-5 is used to diagnose gambling 
disorder, but also lists Internet gaming disorder as a 
condtion for further study.  

Six main research topics were identified. The first and 
largest topic is on assessing Internet gaming disorder. 
These articles provide theories as well as scales to 
measure Internet gaming disorder. The next topic 
includes articles that aim to understand the 
neurobiological processes of addiction to the Internet 
and online games. Evidence suggests that long-term 
addiction can lead to changes in brain activities. The 
third topic is on how Internet gambling is related to 
problem gambling. These studies looked at the 
characteristics of people who gamble online. Studies 
also looked at the relationship between online 
gaming and problem gambling. The fourth research 
topic is on the psychological characteristics of online 
gamers and Internet users. These studies looked at 
what may make people become addicted to these 
activities. The fifth topic focuses on social interactions 
in massive multiplayer online games and how these 
games provide a new social space. The last topic 
includes articles on why people play online games. 

Articles looking at Internet gambling and problem 
gambling are largely separated from other research 
streams. The DSM-5 connects most research steams. 
The research stream that assesses Internet gaming 
disorder also connects the research streams. 

From 2000–2002, most studies looked at the 
relationship between Internet gambling and problem 
gambling. In 2003–2005, studies tended to look at the 
neurobiological processes of Internet gaming. From 
2006–2014, the most popular studies were on 
psychological characteristics and social interactions. 

Since 2015, research on challenges associated with 
addiction and Internet gaming disorder has become 
the most common. 

The researcher identified several gaps in the 
literature. For example, more research is needed to 
understand what are the causes or consequences of 
Internet gaming disorder. Future studies could also 
look at how people differentiate online gaming and 
gambling given their increasing similarities. 

Who is it intended for? 

This article provides insights into current state of 
knowledge and can be used to guide future research.    
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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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