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Introduction 
This dissertation proposal will discuss a particular topic that has flooded into marketing and design strategies in the games industry, gambling. This will be summarised through contrasting and comparing sources surrounding 3 keywords being the following: The history of gambling, gambling in video games, and the impact addiction has on people. The ultimate goal of the report will be to come up with a number of solid questions to be answered in the dissertation. Harvard referencing system will be used and all quotes, books, and sites will be cited both in text and in the reference list at the end of the document



Gambling 
[image: http://www.hallmarkgallery.com/gal/]
(Godard.M, Praying For 7)

Gambling is a term that describes the act of betting or throwing away money or something of value (often referred to as 'the stakes')  in exchange for an uncertain outcome. This definition applies to anything whether it is a rule or event of a video game, board game, or an activity that involves a person's  personal spending.
Gambling dates back to the Paleolithic Period, in Mesopotamia, the six-sided dice being the first legal form of gambling was brought about approximately 3000 BC. And even back then participants played with things and money of value showing just how serious this activity has always been. Ever since more methods of gambling have come about such as cards which started in the 10th century in Japan and before even betting on fighting animals has been around for a long time, though it is now illegal in most countries. (Schwartz, David G. 2013)
	 Internet gambling has co-existed with traditional methods of gambling since 1994 in Antigua & Barbuda with a service that allowed people to place horse racing bets and sports bets. By the end of 1996, 15 different sites were accepting wagers and the number of gambling sites expanded to over 200 within 1 year. By the year 2000, revenue generated through online gambling according to Hammer (2001) was over $2.2 billion, and not long before this, in 1999 Lasseters in Alice Springs (Australia) became the first casino to go online. Another interesting fact to not is that according to the American Gaming Association in 2006, 68% of gamblers were found to be male 70% of which were under 40 years old, while times are changing, these statistics do still stand on a similar ratio today. (Wood. R, 2007 .p7)
	Gambling eventually become a theme of pop culture surrounding Las Vegas after 1931 when Nevada legislature legalized gambling in the local area "Fremont Street History". Examples of the towering gambling scene in Las Vegas are showcased in movies such as James Bond: Casino Royal (2006). The representation of the gambling casinos often involves bright lights, success and an idealisation of the place being a promised land as well as a very strong illegal vibe where casino owners and gang members are often found making deals in smoke filled rooms. Beyond the developments of casinos in Las Vegas, came more methods of gambling with the advancements of technology from the lottery, to online gambling game sites. 
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(Fukumoto.N ,Kaiji: Ultimate survivor, 2011)
	How far will gambling go? There's been no signs that gambling will cease to be as of recent times, likely because there's a thriving business that relies on gamblers, not to mention that it was once illegal everywhere. Considering changes in society and potential wars breaking out , gambling could possibly become a bigger issue. Look at kaiji for example, a Japanese Manga written about a poor man who must gamble with his life, in most cases literally. While the series is very over the top, it really drives in the effects it can have on people and emphasises the differences in power associated with those who run the business and the innocent gamblers. Only time will tell what the future holds in store for gambling. As stated by American author and poet Bret Harte "The only sure thing about luck is that it will change". (Harte.B, 1836-1902)










Video Games
Games design and marketing have always been changing in different ways, one of which is a process of adding to the cost or the value of a videogame. DLC (Downloadable content) was introduced first through the Sega Dreamcast but was later standardised on the Xbox 350 in 2005 - 2006 with a horse armour pack for Elder scrolls: Oblivion being claimed one of the producer's top 10 selling content packs, a huge success (Williams.M, 2017). DLC is an internet micro transaction that the player can make in order to obtain extra content for a specified game. While DLC offers the player what they are shown, gambling started to evolve in the industry with the addition of new money grabbing schemes, most of which involve what is known as a Loot crate. Looking into the games industry and some specific recent examples will be covered in this section.
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(EA, Star wars Battlefront 2 for PS4)
An example of where gambling is clear in video games is what is known as a loot crate. a Loot crate is a random chance package that costs the player to have a randomised chance at obtaining something they want whether it’s game changing or just visual/ audio. Loot crates have already gone through formal discussions among gambling regulators, stakeholders, and even government bodies in order to answer whether loot crates are an official form of gambling or not. 
	EA, an AAA games company has shown several attempts at featuring loot crates in their games. For example: Star wars Battlefront 2 (PS4) is a game that initially costs the high standard for AAA titles being £60.00. However the players are likely to pay much more due to the inclusion of various loot crates which contain weapons, armour and star cards which give boosts like health, damage output, and automatic health regeneration. This is unlike previous games that feature loot crates like over watch where nothing affects the game play significantly. There are in game methods of obtaining loot crates but in an online competitive heavy game, a system of loot crates will always mean that those with money will come out on top. EA told Eurogamer: "For those that want to accelerate the rewards, they can do so by purchasing crates that contain randomised items and rewards" (Game Central, 2017). This proves that EA acknowledges what they are doing but are avoiding the issues that are clearly being caused. Game addiction and gambling addition crossover extensively in games like this and together, can really burn into the wallets and minds of the extensive players.



Similarly there's what has become a trend in mobile / android gaming, Gacha events. These are a core part of game apps, where the player has to pay to get what they want with a random chance through these events in order to have a better range of units and equipment in order to win online. However there's often a design element to this too, where some players may just want a specific special version of a character for the visual appeal. 
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(Nintendo, Fire Emblem Heroes, 2017).
	Take one of Nintendo's first mobile games: fire emblem heroes (Feb, 02, 2017) for example, seeing past the core strategy to the game play, it's ultimately just a form of fan service towards the fans of the franchise with a ton of fan favourite characters to acquire, and seasonal / special versions of them too. In this game, the player can work though solo missions to gain orbs, while the game offers a good number of free to obtain orbs, extensive players and fans of the franchise are likely to want a lot more since the Gacha events don't last forever and there's always new characters being added. And at a cost of approximately 66 cents per orb being the equivalent of 1/5 of a single character pull from a gacha event, the cost is way too much. The largest bundle of orbs purchasable is 140 orbs for $74.99 (Famularo.J, 2017). which is more than a AAA console game. The game accumulated over $5 million in the first week of launch, which considering it's a free to play game at first, is a lot of gambling involved (Henry.J, 2017).  Ultimately games and gambling are starting to merge and crossover, and the producers are trying to take advantage of this through their design and marketing choices.














Key word 3 – Addiction (600)
Intro Paragraph
The human psyche is complicated, and different people of different ages and living conditions have unique ways of responding to things in life. This segment will explore the nature of the mind, and how gambling ties into it.
Gambling is a form of entertainment for some people, those who look for a momentary adrenalin rush, or just a fun experience to take their mind off of something else. But for others it is something they'll resort to when in a hard place in life. An example would be that more wealthy people would be more likely to take big risks and more carelessly spend money, those in tough positions in life may also make big risks for their own sake, and those new to gambling are more likely to play it safe.  All of this is similar to the act of drinking, which brings up the next point being: addiction.
	When you become engrossed in something you become addicted to it and this in most cases is a bad thing, with gambling it is certainly not a good thing. Luck is the only thing that you rely on in a gamble which in of itself is a very loose term, relying on luck really means that you're just taking a big risk or you've given up.  
	An MMCI and questionnaire for elicitation of demographic information were administered to 35 male compulsive gamblers from Gamblers Anonymous  and compared to Million's normative sample. The results of this showed that the gambler anonymous members' were significantly higher on the Gregarious, Narcissistic, Aggressive, and Drug abuse scales, though  much lower on the scales of Neurotic Depression and Conforming (Dell, L.J., Ruzicka, M.F. and Palisi, A.T., 1981, p.149-156). What this shows is that those who gamble extensively tend to be much more loose in a sense, they gamble for different reasons to somebody who isn't addicted to it and therefore find themselves affiliated with a rule breaking lifestyle. Drug abuse is linked strongly to gambling addictions since it helps one to maintain sanity in a way through the rough ride of being a gambler, and therefore it is less likely that they will feel guilty or depressed about their actions. Lastly, extensive gambling addictions are in a way similar to gaming addictions, anger is an emotion often provoked through passion and failure, and almost any addiction will involve a lot of both. 
	Sam Skolnick, a celebrity journalist is an example of a man who suffered from a gambling addiction for most of his life. According to his life story, he is unsure what his gambling future holds. He has let family and friend connections go, choosing to play poker over them, has been pulled over by police many times, had to take loans to pay taxes and forgetting to submit them, and many more issues. Interestingly, he states that a certain amount of shame comes with admitting to being a gambling addict, which shows that not all compulsive gamblers are completely accepting of their lifestyle and he's aware that change should be made. Though in more recent times, similar to how he describes his gambling experience from when he started in 2000, there've been some good times and he still passionately finds enjoyment in the activity. He also states that moving forward, he is leaning towards the option of reducing the amount of gambling he does, rather than continue as is, or quit completely. "I don't know if I've 'hit bottom' - a term many in the recovery rightly detest - because I don't know what, for me, bottom is" (Skolnick.S 2011 , p. 5). In this quote, Sam shows signs of fear and uncertainty which shows that the risk involved weighs heavily on the shoulders and mind of a gambler at all times. 


Conclusion 
To conclude the report, Gambling is a growing part of culture that requires intense regulation in any given circumstance. Gaming becoming associated with gambling elements like loot crates shows that greed is corrupting some games design companies and that particular types of audiences can be persuaded to gamble through the medium quite easily. The effects of gambling no matter the game involved can be quite serious and seeing as addiction connects gambling to gaming, the future of the industry could potentially hit a new kind of bottom if this keeps up. This all adds up to the reasoning for the choice of the dissertation questions.

Questions 
The main question to ask in the dissertation would be: What will become of the games industry and society if gambling continues? Some sub questions to build to an answer for this question would be:  What does gambling have to offer in the games industry? Why isn't gambling illegal? & Are there solutions to stop problem gambling?
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