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Gambling and Pseudo-Gambling

Gambling Is defined as the wagering of money
or something of material value on an event with
an uncertain outcome with the primary intent of
winning additional money or material goods.

| use the term pseudo-ganiding to define
INg ‘games’ or ‘free-play’ gambling where
n nay or material goods are wagered.




Why pseudo-gamble?

People seem to pseudo-gamble for many of the
same reasons others may gamble.

— relaxation, enjoyment, entertainment, excitement
etc.

A person’s attitude towards pseudo-gambling
ambling may differ.

st'would view pseudo-gambling as
*harmless fun”.




Online Social Networking

“A website that provides a virtual community in which
people with a shared interest may communicate”
(wiktionary.org).

Members create their own online "profile" with
biographical data, pictures, likes, dislikes and any other
Information they choose to post. They communicate with
each other in various ways and the service typically
prqovides a way for members to contact friends of other

(pcmag.com)




A brief history of pseudo-gambling on the
Internet- Phase 1:

1995- Pseudo-gambling starts being offered on
a few websites (e.g. Gaming Club).

1996- InterCasino became first online casino.
Based in Antigua. Others followed suit.

End of 1996/1997- 15 online casinos existed,
over two hundred exist by Dec 1997.

2003- World Series of Poker televised. Growth
line poker playing seen.
6- over 2,500 internet gambling sites

(Wood & Williams, 2007)




A brief history of pseudo-gambling on the
Internet- Phase 2:

May 2007- Facebook launched the Facebook

Platform (Kirk

patrick, 2007).

~ Pseudo- gambling applications are launched on

—acebook and

similar social networking sites.

~eb 2009- Pseudo-gambling applications are

Isted among the top twenty most engaging FB
applications (O’Neil, 2009).

- Zynga’s ‘Texas HoldEm Poker’ sends
ition winner to play in WSOP held in Las

acebook starts fazing out online
gambling.advertisements (The Insider, 2009).
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Why focus on social networking?

Social networking Is of special interest
because of the cultural changes that can be
seen within such a short time concerning
pseudo-gambling.

Social networking sites reach a large and
diyerse audience. Pseudo-gambling




Popular social networking sites

# of unigue monthly users- November 2009

Facebook- 11228 3389 1HiH

Myspace- 48,585,421

Bebo- 40,000,000 approx
itter- 22,481,568

\ (siteanalytics.compete.com)




Facebook

“Facebook’s mission is to give people the power to
share and make the world more open and
connected...

...Millions of people use Facebook everyday to keep
up with friends, upload an unlimited number of photos,
share links and videos, and learn more about the
people they meet” (blog.facebook.com).

ched: Feb 4 2004
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Similarities and differences to
online casino gambling

Similar layout

Same rules of play
Chat options

Rapid rate of game play

compared to real-life
play/casinos.

‘Mg@ney” represented by
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May have different
odds of winning (easier
to win In pseudo-
gambling or more
winning streaks)

Prizes/ winnings may
be virtual.




Ways In which social-networking
can faclilitate pseudo-gambling

The application takes advantage of social-networking to:
encourage you to enlist your ‘friends’ to also play
send notifications to your friends of wins but not losses
send reminders, updates, inform of special events

encourage competition- rankings among friends
Applications...
maQ/ be linked on your Facebook home page
iye incentives to return daily- free chips




Accessibility

These application allow users to play
iIndividually, with friends and/or strangers from
around the world 24 hours / 7 days a week.

Can be accessed from computers at home,
work, or school etc. Even accessible from
mobile phones i.e. iIPhone.

Loy age restriction . 13yrs for Facebook
rship and most application use.




Zynga ‘Texas Hold’Em’ Poker
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Upping the Stakes:
from online play to real world play

In 2009, Zynga gave their Texas Hold’Em Poker players

the chance to win opportunity to put their skills to the
test in the World Series of Poker tournament held in Las

Vegas (package valued at over $12,000).

An age restriction of 21yrs was placed on the
competition (zynga.com).




Popularity and engagement of pseudo-
gambling applications on Facebook
(Dec, 2009)

Popularity: number of monthly active users.

Engagement: % of monthly active users that return to
play daily.
= DAU
MAU The Insider (2009)




Table 1: Pseudo-gambling applications among the top 60 gaming applications on FB.

Name of Monthly Daily active Engagement
gaming active users |users %
application

2. Texas 21,894,795 4,938,461
HoldEm
Poker

18. Poker 1,086,062 115,615
Palace

26. Super 733,613 154,098
Slot
machines

46. BINGO! 370,204

49. 307,375
Blackjack

59. Poker 195,909
Texas
Hold'em




Table 2: Pseudo-gambling applications among top 20 most engaging
FB applications.

Name of Monthly Daily active Engagement %
application active users users

Slots 61,128 25,213 41%
(52% Feb 2009)

Scratch and 95,737 39,553 41%
Win (48% Feb 2009)

Super Scratch | 163,818 42,753 26.1%
Offs (40% Feb 2009)

Tab Pulls 177,627 46,091 25.9%
(39.6% Feb 2009)

Super Slot 733,613 154,098 21%
Machines (38.8% Feb 2009)

Texas HoldEm | 21,894,795 4,938,461 22.6%
Poker (38.8% Feb 2009)




What this tells us

Pseudo-gambling is a popular past-time of many
Facebook users.

At least 18.1% of FB monthly active users are
MAUsers of some form of Texas Hold’em Poker
application.

Slot/ Pokie machine applications are highly
engaging, like their real life counterparts.

Many pseudo-gamblers play daily- the extent of
their daily play is unknown (time spent, virtual
money spent).




What we don’t know

Who are pseudo-gamblers? Sex, age, ethnicity, location?

Do pseudo-gamblers gamble with money too (online or in
person)?

Are pseudo-gamblers more likely to go on to gamble/problem
gamble (online or in person)? Are they our future clients?

Can pseudo-gambling cause problems in a person’s life like
problem gambling? Is there such thing as a Problem or
Pathological pseudo-gambler?

Do pseudo-gambling experiences effect future gambling?
Attitudes towards gambling, expectations of winning, game
play (betting patterns, risk taking), do they advance quicker
Into problem gambling behaviours?




What we do know about NZ

Facebook users

Most are young . In the 18-24 and 25-34 age
range (27.7 and 27.1 percent respectively).

Most identify as female (57.5 vs. 42.5 percent).

An estimated 90% of NZ 20-24 yr olds are
already members of Facebook*.

75-80% of NZ 15-19 year olds are already
members*.

*Based on NZ Census population figures.
(firstrate.co.nz, 2009)

Youth may be at risk




Youth and Problem Gambling

Majority of Problem Gamblers are under the age of 30yrs

Adolescent PG is twice the rate of adults (Rossen,
2007).

One study (Sullivan, 2001) of Auckland high school
students found 1 in 3 youth of Pacific Island decent and
1 in 4 of Maori or Asian decent to be at risk of problem

gambling.
Online Poker a problem at many US college campuses

(Kerkstra, 2006). Studies have also reported underage
use of online gambling.

“The maturing brain of the adolescent does not rise to
optimal assessment of risk and careful decision making”
(Winters, 2007).

Of problem gamblers, most were introduced to gambling
through family and friends and started gambling young
(Rossen, 2007).




Summary

Pseudo-gambling has boomed in the past few
years facilitated by online social networking.

Youth now have greater access to pseudo-
gambling activities than ever before. This access
may be unmonitored/supervised or even seen
as ‘not a problem’ by caregivers.

It is not known who are playing these game or
what the future consequences of play are.

If youths are playing these pseudo-gambling
“‘games” they may be at an even greater risk of
real world problem gambling behaviours.




Conclusion

Future research into the pseudo-gambling
culture is needed In order to minimise any
harm it may cause and revise problem
gambling service practises and policy as

needed.

The current popular attitude that pseudo-
gambling Is ‘just a bit of harmless fun’ may
need to re-evaluated.
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