Gaming, Gambling or Addiction?
F2P Scientific and Legal Perspectives

Ryan J. Black
Partner & Co Chair, I.T., McMillan LLP

Dr. Tyler R. Black
Medical Director, CAPE Unit, BC Children’s Hospital
Clinical Assistant Professor, UBC Dept of Psychiatry

GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16



Takeaways (a.k.a. spoilers!)

e The Science of Addiction

e Gaming/F2P can do “bad”

e Governments can (will) regulate “bad”

o Self-regulation/restraint is always better




Psych 101

Classical
Conditioning
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o Biological Addiction
e Process Addiction
e Complex Addiction




o Biological Addiction
o« Process Addiction
e Complex Addiction




Addiction and Compulsion

o Biological Addiction
e Process Addiction
« Complex Addiction




GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16 ’

Reward Schedules

Pull lever, get food Eat pellet, get points
100 gold stars = treat 100 gil = potion
“as soon as I finish” this project

« Tends to lead to self control
« After reward, generally reduced drive
« Best for learning new tasks
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Reward Schedules

Begging = maybe treat | Kill mob = maybe loot

High jackpot Rare spawn excitement
excitement

« Highest rate of response

« Tends to lead to lack of self control

« After reward, generally constant drive

« Hardest to extinguish behaviour

- Rarer reward = tougher to extinguish




Video Games Shape Behaviour

o Conditioning

o« Reward Schedules

e Immersion

o Impulsivity / Excitement
o Goal Setting

o Social Rewards / Prestige
e Money
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Video Games Shape Behaviour

o Conditioning

o« Reward Schedules

« Immersion /
o Impulsivity / Exatement%
o Goal Setting

o Social Rewards / Prestige

e Money




Impulsive Purchasing

e Balancing short vs long term needs
(indulge now) (save for later)

e Planning and Execution

o« Complex decisionmaking
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e frontal lobe

r 4

Frontal Lobe

« Executive functions,
planning, resist urges,
decisionmaking

« Developing until ~24y

« Explains a lot of YouTube




... easy to manipulate and deceive.
... fantastic at adaptation and learning behaviours.
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Politicians <3 Parents

(and the image they get from reporting to love children)




Politicians Will Care
About Children’s Brains
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Lawmaking “"Dialogue”
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Dialogue Examples

eSpam / E-Privacy

e Cheap messages vs.
unsolicited junk
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Dialogue Examples

eSpam / E-Privacy

e Cheap messages vs.
unsolicited junk
e USA: CAN-SPAM Act (2003) -

o Canada: Anti-spam Law (2014) =3
goes even further, more =0
difficult to comply with a4y
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Dialogue Examples

e Consumer Protection

e Consumerism vs.
exploitation

e 30+ legal cancellation
rights in CA alone

http://www.dca.ca.gov/publications/legal guides/k-6.shtml



http://www.dca.ca.gov/publications/legal_guides/k-6.shtml
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Dialogue Examples

e Consumer Protection

e Consumerism vs.
exploitation

o 30+ legal cancellation
rights in CA alone

http://www.dca.ca.gov/publications/legal guides/k-6.shtml
Dance/health studios
Door-to-door; phone/internet

Child support services; funeral (pre-
need) sales



http://www.dca.ca.gov/publications/legal_guides/k-6.shtml
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Dialogue Examples

e Gambling

o Fun/profit vs.
harms/morals

o Banned or regulated worldwide

Sweepstakes/Games of Chance
Skill-based contests
“Fantasy” sports, e-sports, etc.
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Sound Familiar?
‘Gambling | Dance Studios | Door-to-Door

“Chasing” reward Large prepay High-pressure sales
No real-world cues Exploit emotions Time limited

Tiered Rewards “Pain” for refusing But wait,there’s more
Random Rewards “Relay” (multiple attempts) EXxaggerated claims
“Hidden” currency Overlapping contract Confusing terms

Morality / Children
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Legislative Reaction to Gaming

GAMEILIFE |» e

® J a p a n Gacha Watch: Japan’s Social Game Industry Kicvare) (7
W Tweet 177

Shifts Gears After Government Crackdown 5
« Law for Preventing e
Unjustifiable Extras or 2
Unexpected Benefit and
Misleading Representation

e ban on “kompugacha”
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Legislative Reaction to Gaming

24 KOTAKU _
BRIAN ASHCRAFT
o S O U t h KO re a Korean Politicians Want to Regulate Video
. i i Gi =
e "Cinderella Act” midnight G Games Lice Drugs and Alcohol

shutdown law for kids under 16

e "Selection System of Game
Availability Period” for parents
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Legislative Reaction to Gaming

o Australia

« Classification Board

o "Refused Classification”
= banned for sale

Australia bans 220 video games in 4 months as
akotaku - Government adopts new classification model

PM :

GAN
BRIAN ASHCRAF

Ga K P Australia has banned more than four times as
orean Fc¢ §

Sh .. many computer games in the past four months

svo Games Lil than in the entire period from 1994-2014,

according to new figures from the Attorney-

General's Department.

wR

About 220 computer games — with titles such as
Douchebag Beach Club, Drunk Driver and
HoboSimulator — have been refused classification
since last March

Material that has been refused classification is
illegal to sell, advertise and publicly exhibit in
Australia.

By contrast, the department's figures show the
Classification Board refused classification of only
approximately 50 computer games between 1994
‘2 2014

-—
“

RELATED STORY: The lop eight gaming r

RELATED STORY: 5 Australian video games ‘jammed out' in 48
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Legislative Reaction to Gaming

guardian
News US World | Sports Comment | Culture | Business Money
e UK [News ) Technolopy ) Apos
OFT gives games firms April deadline to
e Office of Fair Trading, clean up in-app purchases for kids

Final principles for online and mobile makers published

CO m petiti O n & M a rkets alongside guidance to ensure parents are up to speed too

) . o Moshi Monsters and Bin Weevils rebuked
Authorlty e [ Jump o co by advertising watchdog
. - . s ALl ¥ E&\;»fe:vwrana‘.v.nnson
e Principles for Online A I

and App-Based Games
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« US / ESRB

o Effective

o Key to preventing regulation
o Family Entertainment Protection Act

e AB 1179 (Brown v. Entertainment
Software Assoc.)




GDC GAME DEVELOPERS CONFERENCE' March 14-18, 2016 - Expo: March 16-18, 2016 #GDC16

Self-Regulation Really Works

e Casinos / Gambling
o User Education (odds, mechanics, etc.)

e Voluntary/Self-Exclusion Programs
«BC: 3 options (all facilities, slot machines, online)
«BC: 6-months, 1 year, 2 years, or 3 years
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How Could F2P Be Different?

e Hidden Costs, Unclear Risks / Odds

e Be up front

e Buyer Beware Environment
o« Consumer-friendly policies (returns, etc.)

o Entirely Immersive, Encourages Long Play
e Real-world cueing

« Anyone can play / purchase, encouraged
o Self-Exclusion programs / schedules
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How Could F2P Be Different?

o Slot Machine Payouts
e Token economies instead of random rewards

e Rewarding compulsive play

e Diminishing returns
o Play anytime, anywhere

o Dis-incentivizing compulsive gaming hours
e 'Hey Kids...”

e Parental Locks / Tools
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Questions? Comments?

KANYE WEST

3‘- If a game is made for a 2 year old, just allow them to have fun and give
the parents a break for sake.
3 43K
KANYE WEST

3‘- That makes no senselll We give the iPad to our child and every 5
minutes there's a new purchaselll

3 12k

. KANYE WEST
3‘- any game company that puts in-app purchases on kids gameslil

£33 6.5K

e Ryan Black http://ryanj.black | ryan.black@mcmillan.ca
e Tyler Black tylerblack@gmail.com

eWrap-Up Room after session (2022) if needed
. Ty T N
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