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EXTENDED ABSTRACT 
While loot boxes have been at the centre of regulatory debates due to their structural 
and psychological similarities to traditional gambling mechanisms (Spicer et al. 2022; 
Xiao 2024), streaming platforms remain popular sites of engagement with loot box 
content. Despite action being taken against gambling content, with Twitch 
announcing a ban targeting slots, roulette, and dice games and YouTube updating 
their gambling content policy to address skin gambling and casino-style content, loot 
box streams thus far remain outside the scope of platform-level surveillance (Gerken 
2022; YouTube 2025). Previous research highlights the increasing gamification and 
gamblification of monetisation on streaming platforms (Abarbanel & Johnson 2020; 
Johnson & Woodcock 2019) and the blurring of boundaries between gambling and 
non-gambling activities with the passive consumption of gamblified media, 
conceptualised as interpassive gambling (Hoebanx & French 2023). Loot box content 
is a prominent manifestation of interpassive gambling; however, little attention is paid 
to the gambling-like interaction and participation that a live stream’s modality affords 
beyond mere passive consumption. 

To observe how loot box opening streams create conditions for gambling-like 
participation, a qualitative content analysis was conducted on YouTube. This novel 
and under-researched topic was explored through two sub-questions examining the 
role of the streamer in facilitating viewer participation (RQ1) and the ways in which 
viewers demonstrate investment within loot box opening streams (RQ2). Two games 
were selected: Pokémon TCG Pocket (Pokémon; Creatures Inc. & DeNa 2024) 
represents the digitalization of the physical trading card games which loot boxes 
borrowed their mechanics from, while Counter-Strike 2 (CS2; Valve Corporation 
2023), has a well-established streaming culture and loot box ecosystem. Three 
streamers, TimTheTatman and Nadeshot for CS2 and Jonsandman Plays for 
Pokémon, were chosen based on their varying streaming styles and popularity, 
assessed by metrics such as subscriber counts and average number of live viewers. 
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Twenty live streams were analysed: eleven featuring CS2 cases and nine showcasing 
Pokémon packs. The CS2 streams combined gameplay with loot box openings and 
averaged 6–10 hours, while the Pokémon streams consisted primarily of pack 
openings and averaged 1–2 hours. The data analysed comprised the different 
modalities of a live stream: the streamer’s video feed captured through a webcam, the 
streamer’s verbal and non-verbal actions and cues, the visual overlays and alerts, and 
the chat log, excluding the Twitch chat visible on screen. 

The results shed light on how loot box live streams function as a gambling-adjacent 
environment embedded within a broader digital gambling ecosystem. A range of 
streaming techniques were used to create an engaging atmosphere, where the streamer 
directly invited the viewers to become active participants in the stream and explicitly 
framed themselves as opening loot boxes on behalf of the viewers. At the same time, 
streamers employed monetisation strategies, such as tiered recognition systems and 
direct solicitation, to encourage financial contributions from the viewers. Viewers 
demonstrated their investment in the stream through ritualistic behaviours, such as 
manifesting and claiming credit for favourable outcomes, and financial contributions. 
Most notably, viewers constructed wager-like transactions through the live chat, 
offering financial contributions contingent on specific loot box outcomes or streamer 
actions (e.g., "10 gifted if Wipz pulls gold"), revealing that the gambling logic can be 
emulated by the community itself, independent of the platform or streamer. Lastly, 
viewers actively followed and participated in gambling and gambling-adjacent 
activities introduced by streamers while moments of convergence revealed that for 
several viewers the stream exists within a wider personal landscape of gambling 
activity, positioning the loot box live stream as a node within a broader digital 
gambling ecosystem. 

In conclusion, the gambling-adjacent nature of the loot box live stream is not an 
inherent property of the gamblified content, but a result of a symbiotic social 
environment actively constructed through a combination of streaming techniques, 
monetisation strategies, and viewer engagement, enabled by the interactivity that the 
live stream affords unlike pre-recorded content (Hamilton et al. 2014; Smith et al. 
2013). Loot box streams function as more than an alternative site of loot box 
engagement; streamers encouraged direct loot box spending by channelling giveaway 
rewards back into the loot box economy and normalised gambling and gambling-
adjacent activities by positioning them as an extension of the loot box experience. 
Future research combining observable data with in-depth viewer interviews could 
investigate the underlying motivations and authenticity of viewer engagement, while 
cross-platform studies extending beyond YouTube would address a meaningful gap 
left by this study. As loot box content continues to grow in popularity and streaming 
platforms become increasingly gamblified, these findings emphasise the urgency for 
regulatory attention that looks beyond isolated content regulation to account for the 
ecosystem-level dynamics through which gambling culture permeates digital spaces. 

BIO 
Marium Ibrahim Ahmed is an independent researcher with a master's degree in 
Communication Sciences: Digital Media & Society from KU Leuven, Belgium, 
obtained in July 2026. Her research examines loot box live streams and their role 
within the broader digital gambling ecosystem, focusing on how streaming platforms 
and monetisation mechanisms create conditions for gambling-like participation 
among viewers. She relies on qualitative content analysis to study these dynamics and 
is looking to continue this line of inquiry through doctoral study or further research 
opportunities. 



 

 -- 3  -- 

Eva Grosemans is a postdoctoral researcher and research manager at the Media 
Culture & Policy Lab at KU Leuven, Belgium. Her research examines adolescents’ 
and young adults' exposure to gaming and gambling media and advertising, and the 
impact of this content on their gaming and gambling intentions, attitudes, and 
behaviors. She relies on both quantitative (longitudinal surveys) and qualitative (diary 
studies and interviews) methods. She has obtained her doctoral degree in October 
2024. 

FUNDING 
The authors received no funding for this research. 

CONFLICTS OF INTEREST 
The authors declare no conflicts of interest. 

BIBLIOGRAPHY 
Abarbanel, B. & Johnson, M. R. 2020. “Gambling engagement mechanisms in 

Twitch live streaming”. International Gambling Studies 20, 3, 393–413. 
https://doi.org/10.1080/14459795.2020.1766097 

Creatures Inc. & DeNA Co., Ltd. . 2024. Pokémon Trading Card Game Pocket. 
Mobile (iOS/Android), Version 1.0. Tokyo, Japan: The Pokémon Company. 

Gerken, T. 2022. “Twitch announces slots and roulette gambling ban”. BBC News, 21 
September. https://www.bbc.com/news/technology-62982509 

Hamilton, W. A., Garretson, O. & Kerne, A. 2014. “Streaming on twitch: fostering 
participatory communities of play within live mixed media.” In Proceedings of 
the SIGCHI conference on human factors in computing systems, 1315–1324. 
https://doi.org/10.1145/2556288.2557048 

Hoebanx, P. & French, M. 2023. “Interpassive gambling: The case of slot machine 
vlogs on YouTube”. Critical Gambling Studies 4, 1, 66–76. 
https://doi.org/10.29173/cgs150 

Johnson, M. R. & Woodcock, J. 2019. ““And today’s top donator is”: How live 
streamers on Twitch.tv monetize and gamify their broadcasts”. Social Media + 
Society 5, 4, 1–11. https://doi.org/10.1177/2056305119881694 

Smith, T., Obrist, M. and Wright, P. 2013. “Live-streaming changes the (video) 
game.” In Proceedings of the 11th european conference on Interactive TV and 
video, 131–138. https://doi.org/10.1145/2465958.2465971 

Spicer, S. G., Nicklin, L. L., Uther, M., Lloyd, J., Lloyd, H. and Close, J. 2022. “Loot 
boxes, problem gambling and problem video gaming: A systematic review and 
meta-synthesis”. New Media & Society 24, 4, Article 14614448211027175. 
https://doi.org/10.1177/14614448211027175 

Valve. 2023. Counter-Strike 2. PC (Windows/Linux), Source 2 Engine. Bellevue, 
Washington, USA: Valve. 

Xiao, L. Y. 2024. “Loot box state of play 2023: Law, regulation, policy, and 
enforcement around the world”. Gaming Law Review 28, 10, 450–483.  

YouTube. 2025. “Illegal or regulated goods or services policies”. Google. 
https://support.google.com/youtube/answer/9229611 

https://doi.org/10.1080/14459795.2020.1766097
https://www.bbc.com/news/technology-62982509
https://doi.org/10.1145/2556288.2557048
https://doi.org/10.29173/cgs150
https://doi.org/10.1177/2056305119881694
https://doi.org/10.1145/2465958.2465971
https://doi.org/10.1177/14614448211027175
https://support.google.com/youtube/answer/9229611

