
As the line between “playing” and “betting” converges, many parents are surprised 
to find that their teen’s favorite video game uses the same psychological math as a 
casino game. 

This FAQ helps bridge the gap between “it’s just a game” and “it’s a financial risk.”

Q: My teen isn’t at a casino or on a betting app. Why should I be concerned?

A: Modern video games use “Gambling-like Mechanics.” Even if they aren’t betting on a sports game, 
features like Loot Boxes (mystery crates) and Card Packs require players to spend real money for a 
randomized reward. By 2025, investigators found that these “digital lures” appear as frequently as every 13 
seconds during major streamed events.

Q: What is a “Loot Box,” and why is it legally debated?

A: A loot box is a virtual container that holds randomized items (skins, weapons, or players). Because you 
pay money for a chance-based outcome, many experts define it as a “gambling like activity.”

Q: My teen says they have a “winning strategy” for sports betting. Is that possible?

A: In short: No. Sportsbooks in 2026 use advanced AI and real-time data to set odds. While a teen might 
know a lot about a team, the “House” has already factored that info into the price. Betting isn’t a test of 
sports knowledge; it’s a test of math where the House always has the edge.  Additionally, state laws have 
age restrictions and minimums so if a teen is betting on sports, they are likely doing so illegally or as a minor 
which can have repercussions.

Q: If my teen is spending a lot of time or money on Video Games or on Gambling apps, what are 
the “Red Flags” I should look for in my teen’s behavior?

•	 Chasing Losses: Spending more money to try and “win back” what was lost.
•	 Preoccupation: Constantly checking odds, “pack opening” videos, or scores during family time.
•	 The “Escape” Play: Using gaming or betting as the primary way to deal with stress or anxiety.
•	 Secrecy: Hiding how much time or money is actually being spent on “microtransactions.”
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Instead of “Stop playing that game,” try these Literacy-focused questions:

“What’s the ‘pity timer’ 
on this pack?” 

(Teaches them to recognize the code 
designed to keep them clicking).

Explain to your teen that digital currency (Gems, V-Bucks, Points) is designed to hide the “Pain of Paying.”
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“How does the game 
make money if it’s free to 

download?” 
(Helps them identify the “product” 

is the player’s spending habits).

“Do you know the actual ‘Drop 
Rate’ for that item you want?” 

(Encourages them to look at the math, not the hype).

$20.00 Cash

Physical Loss

2,000 “Gems”

Digital Click

Real World Value Digital Value The Psychological Effect

$20 feels like a meal or a movie. 2,000 “Gems” feels 
like a high score.

Handing over a $20 bill hurts. Clicking “Buy” with a 
saved credit card feels effortless.


