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INTRODUCTION 
Loot boxes have appeared in various forms in video games and have built on 

historical mechanics and features (Hodge, 2022; Nielson & Grabarczyk, 2019). They 

have arguably been part of the ‘gamblification’ of games (Brock, & Johnson, 2021). 

The expansion of loot box research helped lay the foundations for building scientific 

knowledge, awareness, and regulation to support users. One result is the PEGI label 

for in-game spending (e.g., Drummond, et al., 2020; Xiao, 2023; PEGI, 2026) but 

more research needs to go beyond loot boxes, to explore the continuing convergence 

(Brock, & Johnson, 2021) between technology and activities, that were previously 

separate, overlapping and combining (e.g., Zhang, & Zhang, 2025). While this 

convergence can lead to innovation (Zhang, & Zhang, 2025), considerations are 

needed, particualrly for the user: digital resilience, health, and harms.  

Digital convergence can be seen with social media, gaming, and gambling (Gainsbury 

et al., 2014). Technology is enabling further convergence, and this convergence will 

continue with future technological advancements (Brock, & Johnson, 2021; Zendle, 

& Bowden-Jones, 2019). Examples of further and continued digital convergence, 

which needs more research include, gaming and gambling features in online dating 

and shopping applications, gaming social media content creators/influencers 

promoting gambling/gambling-like game features. Currently, much of the research is 

divided by technology device or activity, for example the addiction literature (Yu, & 

Sussman, 2020). This abstract aims to highlight theoretical considerations for the user 

in the context of digital resilience, health, and harms from previous research and how 

these are informing currrent and future research in light of the increasing digital 

convergence. 

Previous research with lived experience participants of gaming and gambling harms 

have highlighted how the convergence can be particularly problematic when 

recovering from gambling addiction (Davidson et al., 2024). Participants reported 

how some of the video game features in online games such as buying power ups 

exasperated some of the challenges they faced with gambling related harms as well as 

technology enabling access to gambling 24/7 (Davidson et al., 2024). This highlights 

how if someone has had difficulties and harms these may easily transfer to other 

aspects of technology use, and how the convergence can exacerbate this. Therefore, 

looking at technology uses a whole could highlight how harms and challenges may 

manifest. For example, if spending is a challenge to a user, and they have experienced 

gambling-related harm, they may also experience challenges with in-game/app 

spending (this may be broader than just loot boxes and gaming and include shopping 

and dating applications etc.).  
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One approach could be a boarder continuum of digital addiction that could 

established/highlight the complexities of digital behavior particularly in light of the 

continuing convergence (Hodge 2026; Yu, & Sussman, 2020). Support for this 

approach can be suggested from shared underpinning features of behavioral addiction 

(Griffiths, 1995). As gambling addiction is recognized and could be used to aid in 

supporting, mapping and understanding other digital harms (Davidson et al., 2024; 

Hodge, 2026), especially due to suggested harms overlapping for example, 

preoccupation and narrow focus with the activity (Hodge, 2026). 

Another aspect to a border approach is digital resilience, which could help 

acknowledge and encompass technology usage and understanding the role of harms, 

health and well-being for the user and those networks around the user (such as family 

members, and health professionals) (Bronfenbrenner 2005; Hodge, 2026; Hodge & 

Johnson, 2020). The two key aspects of how this approach can support are: 1) help 

mitigate for the nuances of technology and the convergence; and 2) provide a holistic 

structure for recognizing health and harms to support users. Digital resilience builds 

on the awareness and critical evaluative elements of digital/media literacy (e.g., 

Potter, 2022) but incorporates user/behavioral elements such as the potential 

challenges and consideration to health and harms. The digital resilience approach can 

be argued to be particularly helpful, when there is not a clear consensus with on-

going debate in the literature on the role of digital addiction (e.g., Yu, and Sussman, 

2020; Hodge, 2026). Especially the role of comorbidity with other addiction/harms 

(e.g., Estévez, et al., 2020), a boarder approach to the potential transference of 

technology harms could be better mitigated and supported. 

Hence, the harms and health approach through digital resilience can be arguably more 

pragmatic and recognize impacts, which is particularly useful for those who work in 

healthcare services and educational institutions and have reported to be encountering 

technology-related harms (e.g., Davidson et al., 2024; Hodge, 2026; Ventouris, 

Panourgia, & Hodge, 2021). Moreover, the approach could support training (e.g., 

YGAM, 2026).  

It is also acknowledged that while digital resilience is an approach to support 

understanding harms and health. It does not detract from the need for more and user 

support from systems/platforms (e.g., Drummond, et al., 2020; Xiao, 2021). Rather 

digital resilience can support the conceptual framing and approach with the ongoing 

convergence as well as how this may translate to support users experiencing harms 

and challenges. 

In summary, this abstract discusses theoretical considerations of digital resilience as 

an approach to help address health and harms considerations from the continuing 

convergence of technology. Research and regulations in gambling can help map and 
understand other digital harms, and considerations for a boarder approach of digital 

health, harms and potentially addiction. Particularly, the application of harms and 

health to support the user and various stakeholders who may be supporting users, 

through identification and training of digital harms.  

DiGRA recommends the use of endnotes1 rather than footnotes. These should be 

placed after the body text, but before the Bibliography section and numbered 1, 2, 3,  
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