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GENERATION Z
‐ natural born gamblers

Considerations

1. From Generation X to Generation Z1. From Generation X to Generation Z

2. The Story So Far… 2. The Story So Far… 

3. GENERATION Z3. GENERATION Z

a) Socially Responsible a) Socially Responsible 

b) Diverse & Inclusiveb) Diverse & Inclusive

c) Age of the Influencerc) Age of the Influencer

d) Reward v Recognitiond) Reward v Recognition

4. Pre‐conditioned problem gamblers4. Pre‐conditioned problem gamblers

i) Not about winningi) Not about winning

ii) Skill not chanceii) Skill not chance

iii) Gaming not Gamblingiii) Gaming not Gambling

Pre‐Millennials (Generation X & Y) 

Millennials
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Generation Z
 Post‐millennials
 Snowflakes
 i‐generation

Problem gambling story 
so far…

2020 ‐ almost everything we 
know about problem gambling 
so far is based on…

Attitudes & behavioural traits of previous generations ‐ X, Y 
(land based) Millennials (online)

Mainly white male sports‐bettors ‐ all ages UK/Aus

Mainly white male poker players  ‐ mainly under 35) UK/US

Mainly female casino/slots players ‐ mainly 35+ global

Mainly female online slots players ‐ all ages UK/Europe 

 Some early experience of skins betting & loot boxes…

 Starting to look at impact of culture, ethnicity, religion, etc…

Diagnostic and 
Statistical 
Manual of 
Mental 
Disorders, Fifth 
edition (DSM‐5)

1. Needing to gamble with more money to get the same excitement 
from gambling as before

2. Feels restless or irritable when trying to reduce or stop gambling

3. Keeps trying to reduce or stop gambling without success

4. Gambling is frequently on the person's mind ‐ both reliving past 
gambling experiences and planning future gambling events

5. Gambles when feeling depressed, guilty, or anxious

6. Tries to win back gambling losses

7. Lies to cover up how much they are gambling

8. Loses not only money, but also relationships, their job, or a 
significant career opportunity as a result of gambling

9. Becomes dependent on other people to give them money to deal 
with financial problems that have been caused by gambling
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Problem 
Gambling 
Severity Index 
(PGSI)

1. Have you bet more than you could really afford to lose?

2. Have you needed to gamble with larger amounts of money to 
get the same feeling of excitement?

3. Have you gone back on another day to try to win back the 
money you lost?

4. Have you borrowed money or sold anything to gamble?

5. Have you felt that you might have a problem with gambling?

6. Have people criticised your betting or told you that you had a 
gambling problem, whether or not you thought it was true?

7. Have you felt guilty about the way you gamble or what happens 
when you gamble?

8. Has gambling caused you any health problems, including stress 
or anxiety?

9. Has your gambling caused any financial problems for you or your 
household?

Generation Z
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Socially Responsible
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Diverse & 
Inclusive
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Key Traits

Almost 50% describe themselves as very competitive

Over 90% say that a company’s impact on society will impact on career choice

Connected to and shaped by their peers

Self‐esteem and decisions highly influenced by friends

Live for speed and instant gratification

Seek out captivating campaigns and entertainment

Want their voice to be heard and be involved in brand position

Information needs to be broken down into bite‐size chunks

Age of the Influencer
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Responsible 
Gambling

Players review, rate and 
recommend operators 
based on:

 Responsible play features

 Player protection features

 Affordability checks

 Pro‐active Interactions 

Rewards v Recognition
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Responsible 
Advertising & 
Marketing

 Advertising & Marketing Codes

 Limits on loyalty & reward 
schemes

 Limits on deposits

 Limits on value of bonuses

 Limits on number of bonuses

 Licence affiliates

Gen Z ‐
Programmed to become 
problem gamblers

It’s not about the ‘win’

 Engagement

 Experience & Entertainment

 Trends and doing what everyone else is doing

 Competition & Bragging rights

 Self‐esteem and what others think

 Inclusion and involvement

 About not being left out  

 Not about winning or losing money
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Meet Charlie 

Skill not chance 
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Gaming not gambling

Loot Boxes

Traditionally earned as a free bonus as part of 
playing the game

Loot boxes are available as in game purchases

Loot box contains a random selection of items

 Cosmetic items (skins) ‐ no value or use

 Rare skins ‐ market value or prestige/status

 Features that enhance progress in the game

 Items that enhance progress in the game

 Features/items that can be traded

45 46

47 48



10/26/2020

13

Symptoms of 
video gaming 
addiction

◦ Preoccupation with games, constantly thinking about previous games and 
anticipating playing the next game. Gaming becomes the dominant activity 
in daily life.

◦ Self‐imposed isolation in order to guarantee uninterrupted play.

◦ The use of gaming to relieve negative moods, such as guilt, anxiety or 
hopelessness.

◦ The need to spend increasing amounts of time gaming.

◦ Withdrawal symptoms when gaming is taken away. These symptoms are 
often described as irritability, restlessness, anxiety, or depression.

◦ Deceiving family members or others about the amount of time spent 
gaming.

◦ People with increased gaming symptoms may have greater levels of 
depression and also an increased tendency to become aggressive.

◦ Loss of interest in real‐life relationships, previous hobbies, and other 
entertainment as a result of gaming.

◦ Risk of losing, or actually losing, a job, educational or career opportunity, or 
a relationship due to gaming.

Persistent tiredness due to lack of sleep.

Continued excessive gaming despite being aware of the problems it's causing.

Being unable to reduce playing and having failed attempts to quit gaming.

A little bit of harmless 
fun
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Digital natives
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Tools and treatment
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Problem Gambling Severity Index (PGSI)
1. Have you bet more than you could really afford to lose?

2. Have you needed to gamble with larger amounts of money to get the same feeling of excitement?

3. Have you gone back on another day to try to win back the money you lost?

4. Have you borrowed money or sold anything to gamble?

5. Have you felt that you might have a problem with gambling?

6. Have people criticised your betting or told you that you had a gambling problem, whether or not you thought 
it was true?

7. Have you felt guilty about the way you gamble or what happens when you gamble?

8. Has gambling caused you any health problems, including stress or anxiety?

9. Has your gambling caused any financial problems for you or your household?

Act now 
1. Communicate wider

2. Understand more

3. Treatment sooner

4. Educate earlier

5. Research better

Ask WHY?

Questions
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Sources
https://www.i4cp.com/productivity‐blog/2016/03/03/infographic‐7‐personality‐traits‐that‐define‐gen‐z

http://blog.peopleguru.com/the‐next‐generation‐generation‐z

https://inspiringnsw.org.au/2015/06/04/understanding‐generation‐z/

https://www.slideshare.net/futurefoundation/understanding‐gen‐z‐infographic‐slideshare/2‐2_Gen_Z_Gen_Z

https://www.planetminecraft.com/projects/tag/casino/

https://www.looper.com/201537/these‐are‐the‐youngest‐players‐in‐esports‐
history/#:~:text=%20These%20are%20the%20youngest%20players%20in%20esports,gamers%20on%20this%20lis
t%2C%20simply%20because...%20More%20

https://www.guinnessworldrecords.com/news/2020/2/meet‐the‐british‐16‐year‐old‐esports‐millionaire‐who‐
plays‐fortnite‐professionall

https://www.casino.org/blog/the‐truth‐about‐playing‐poker‐and‐blackjack‐with‐autism/

https://bonus.express/can‐autism‐make‐people‐better‐at‐poker‐and‐blackjack/

Sources
https://www.psychguides.com/behavioral‐disorders/video‐game‐addiction/

https://gamequitters.com/video‐game‐addiction/

https://www.ign.com/articles/heres‐how‐loot‐box‐addiction‐destroys‐lives

https://www.eurogamer.net/articles/2020‐01‐18‐nhs‐mental‐health‐boss‐says‐loot‐boxes‐are‐
setting‐kids‐up‐for‐addiction‐to‐gambling

https://www.yorkshirepost.co.uk/lifestyle/how‐stop‐your‐kids‐getting‐addicted‐loot‐boxes‐their‐
online‐games‐2913039

https://www.researchgate.net/publication/340448378_Gambling_and_sports_betting_by_teenagers

https://www.econotimes.com/Esports‐betting‐how‐thousands‐of‐Twitter‐ads‐may‐be‐converting‐
young‐gamers‐into‐gamblers‐1593331

https://theconversation.com/esports‐could‐be‐quietly‐spawning‐a‐whole‐new‐generation‐of‐
problem‐gamblers‐147124

Thank you
Christina Thakor‐Rankin

Email: tina@1710gaming.co.uk
Skype: tina.thakor‐rankin
Mobile: +44 7790 018935
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