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INTRODUCTION

Gacha games are a genre of video games that allows players to spend real money
purchasing random virtual rewards (Blom, 2023). Gacha mechanics are highly
prevalent in video games, and they have been criticised for being structurally similar
to gambling (Xiao & Park, 2025). Also, spending on gacha mechanics is associated
with problem gambling (Drummond & Sauer, 2018).

Journalism describes video games. However, the description often hold certain beliefs
to set agendas by foregrounding certain phenomena while backgrounding others
(Coleman et al., 2009) and shape public opinions towards video games in particular
ways. Previous studies revealed that the US news magazines set a routine of
conservative worries to provoke the public’s fears of the negative effects from video
games as a new technology from 1970s to 1980s (Williams, 2003); News coverage
also prolongedly connects video games to violence by emphasising violent gameplay
afforded by games such as Death Race and Grand Theft Auto (Keogh et al., 2026).
Regarding the growing popularity and high profitability of gacha games in English-
language countries in recent years, unsurprisingly, gacha games have also been
reported by English-language journalism. However, whether journalism’s description
related to gacha games is different from previous studies’ findings and how
journalism describes gacha games and shapes public opinions towards this video
game genre remains unclear.

50 English-language news stories describing gacha games from Google News,
gaming news sites and commentary websites were selected to ensure a balance in the
diversity of sources and content and the depth of discussion on topics. Discourse
analysis was conducted inductively. This study identified four recurring themes in
coverage: 1). Gambling; 2). Addiction; 3). Exploitation of young people; 4). Player
experience. Coverage in the Gambling theme used persuasive rhetoric (e.g.,
highlighting the amount of money players spent during the gameplay) to evoke public
panic and hostility towards gacha games that might incur huge financial loss. In the
Addiction theme, some news stories warned the risks of being addicted against
professional knowledge (e.g., referencing to academic research in relation to the
connection between gacha mechanics and psychological and pathological harm);
other stories descriptively emphasised how certain design (e.g., dark patterns such as
Fear of Missing Out) in gacha games could be addictive and predative. Coverage in
the Exploitation of young people theme extended concerns of gambling and addiction
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to juveniles and focused on ethical considerations. Stories which used these themes as
frames often focused on monetisation patterns of gacha games, drawing on previous
academic and public discussion around video game gambling and addiction issues,
emphasising the gambling and addiction aspects of gacha games and foregrounding
their exploitativeness and predation while omitting other aspects (detailed in the last
theme) (un)consciously. They are forces that sustain negative attitudes towards gacha
games in the public sphere. On the other hand, certain number of news stories focused
on Player experience, which stressed players’ first-hand gameplay experience on
gacha games’ gameplay, narratives, and aesthetics. They acknowledged gambling and
addiction issues but alternatively emphasised that such risks were manageable
through players’ agency. These stories create an alternative force to shape rules of
playing and discussing gacha games by challenging what “should” be associated with
them. These news stories offer a channel to understand gacha games as a genre of
video games in public discussion, which were marginalised by coverage in other
themes that primarily emphasise gacha games’ gamblification design and their
negative impact on players. External journalistic force shapes and is shaped by the
virtual materiality of gacha games, and they co-construct a dynamic in public sphere.
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