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INTRODUCTION 
“Gacha” is a monetization system commonly used in video games that allows players 

to spend real-world money for randomized virtual rewards (Koeder et al. 2018). 

Gacha has attracted attention due to its similarities to traditional gambling mechanics 

as well as to loot boxes (Tang et al. 2025). Consequently, it is not surprising that 

regulations regarding gacha games have emerged in several countries, including in-

game probability disclosure requirements and age-based restrictions (Welsh 2025; 

Xiao et al. 2025). Although previous studies have shown perceptions of loot boxes as 

being similar to traditional gambling activities, little research has examined player 

perceptions of gacha specifically, despite its growing popularity and role within many 

present games (Tang et al. 2022). Furthermore, limited research has explored these 

topics within Canada, which currently has no regulations specifically addressing loot 

boxes or gacha mechanics (Fleming 2020). Therefore, it is unclear how Canadian 
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players understand and differentiate gacha from loot boxes. This study aimed to 

examine Canadian perceptions of gacha, its relationship to loot boxes, and gambling-

like mechanics.  

Twenty-nine current gamers who also opened loot boxes took part in qualitative 

interviews to explore their experiences and perspectives on gambling-like activities 

within gaming. Participants were asked specifically about their familiarity with gacha 

games and mechanics. Additionally, participants were also asked about their thoughts 

on the similarities and differences between loot boxes and gacha. Content analysis 

was used to analyse responses. Overall, 70% of participants (n = 20) stated that they 

were familiar with gacha, while 30% stated they were not familiar (n = 9). Among the 

game titles with gacha mechanics directly mentioned by participants, the most 

commonly stated were games from HoYoverse (n = 15), Umamusume: Pretty Derby 

(Cygames 2021) (n = 5), and Fate/Grand Order (Delightworks 2015) (n = 4). When 

asked about the similarities, participants expressed that they view gacha and loot 

boxes as the same (n = 9). “Yeah, to the point where like, I think in in my mind, like, 

I'm not sure I would have even necessarily made a distinction between them” 

(Participant RN08). Additionally, participants also stated how loot boxes and gacha 

produce the same in-game interaction, for example, using a form of currency to open 

something to gain a desirable. Participants also mentioned the similar aspect of 

randomness found in both, in terms of obtaining a random reward or acquiring a 

random character. Participants also related their experiences with these mechanics to 

be of similar nature to gambling (n = 4). “It's like these games have become more like 

the slot machines and it's very obvious about it.” (Participant JA07).  

In contrast, regarding differences, it was expressed how gacha is a central component 

to the game; for example, it is required for progression, competitiveness, and for an 

overall better in-game experience (n = 10). “For gacha systems it's more integral to 

like playing the game, cause from what I know it's like you need to interact with the 

gacha to get more units or more characters to play with.” (Participant OS08). Other 

differences noted were that loot boxes were perceived as purely cosmetic (n = 7), in 

comparison to gacha where the rewards impact gameplay (n = 7).  

This study provides insight into how gambling-like monetization systems, including 

gacha, are perceived by Canadian video game players. Findings suggest that 

participants were very familiar with gacha systems and, although finding many 

similarities, were able to distinguish them from traditional loot boxes. These 

distinctions were based not only on their underlying mechanics, but also how the 

systems were experienced within gameplay, specifically their perceived role in 

progression and overall playing experience. Both were described as sharing a similar 

random element, while gacha was more commonly viewed as central to gameplay and 

loot boxes as an optional cosmetic feature. Despite these distinctions, many 

participants continued to view both as functionally similar, with some describing 

resemblances to gambling. This distinction between mechanics and player 

experiences suggests that approaches based only on the structural characteristics of 

these systems may not fully capture how players understand and experience them. 

Further qualitative research is therefore needed to better understand these experiences 

and inform potential policy and legislative approaches to gambling-like mechanics, 

particularly for loot boxes and gacha, which currently remain unaddressed in Canada. 
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