What this research is about

Social casino games are online games that look and
function like casino or other gambling activities, such
as poker and sports betting. These games do not
require money to play and do not provide monetary
rewards. Players are given a small amount of virtual
credits to start the games and can make in-game
purchases with real money to enhance game play or to
continue play after running out of credits. The
outcomes of social casino games are not always based
on random chance. Unlike gambling, the odds of
winning are not disclosed and appear to be such that
players have a higher chance of winning compared to
actual gambling activities.

Researchers have raised concerns about the potential
for addiction due to similarities between social casino
games and gambling activities. Existing research on
social casino games has focused on adolescents even
though older adults may have greater means to spend
money. It is also not known if problematic use of social
casino games occurs in individuals who already have
problems with gambling. The aim of this study was to
examine social casino game use in Australian adults
with problem gambling.

What the researcher did

Participants were 176 Australian adults who played
social casino games and had problem gambling. Each
participant completed an online survey. The survey
assessed demographics, mental distress, and social
casino game use. Demographics included age, gender,
marital  status, household type, education,
employment, income, language, and country of birth.
Social casino game use included the types of games
played, frequency of play, duration of play, and

What you need to know

This study examined social casino game use among
Australian adults with problem gambling.
Participants with more severe gambling problems
had more problematic social casino game use.
Problematic social casino game use was more
common in adults who were younger, were less
educated, did not speak English as their first
language, or had more mental distress. Playing
more diverse types of social casino games, playing
more frequently, and spending more money on in-
game purchases led to more gaming problems.

The majority of participants had made in-game
purchases. Reasons for doing so included taking
advantage of an offer, buying a gift for a friend, and
enhancing enjoyment. Many mentioned that they
played social casino games to escape or relieve a
negative mood.

problematic game use (e.g., being preoccupied with
social casino games, feeling restless or sad when not
playing). It also included in-game purchases, whether
the cost was clear, and reasons for the purchase.

What the researcher found

Participants with more severe gambling problems had
more problematic social casino game use. Further,
those who played social casino games more frequently
played more diverse types of games, and spent more
money on in-game purchases had more gaming
problems. Problematic social game use was more
common in adults who were younger, were less
educated, or did not speak English at home. It was also
more common among adults with greater mental
distress.
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The majority of participants had made in-game
purchases. Participants with more problematic social
casino game use were more likely to report that the
cost of in-game purchases was clear to them. Reasons
for making the purchases were to take advantage of an
offer, to purchase gifts for friends, and to increase
enjoyment. Many participants reported that they
played social casino games to escape or relieve a
negative mood.

How you can use this research

This study suggests that clinicians may want to screen
problem gamblers for problematic social casino game
use. Clinicians should also educate their clients about
the potential for social casino gaming to lead to
problems similar to problem gambling. Future studies
are needed to assess the overlap between gambling
and social casino game use in more diverse groups,
including non-problem gamblers.
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Gambling Research Exchange Ontario (GREO)

Gambling Research Exchange Ontario (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 responsible 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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