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Gambling has existed as a foundational form of play in human society for a long time. With the development
of the digital era, gambling practices have been increasingly incorporated into a wider array of contexts. This
evolution is captured by the concept of gamblification—the process of integrating gambling-related content
into non-gambling environments. While prior HCI research has examined gambling and gambling-like
activities, the specific phenomenon of gamblification remains under-explored. To address this gap, we focus
on Twitch.tv, the world’s leading live streaming platform, and conducted two studies: a virtual ethnography
to analyze gamblification practices on Twitch, and a thematic analysis of Reddit posts to capture Twitch user
perceptions towards these practices. We analyze how these practices relate to livestream content, the technical
carriers that enable them, the modes of viewer participation, and how Twitch users perceive and experience
them. We then discuss the conditions that enable their emergence, along with the inherent complexity of
gamblification and the legal and ethical murkiness surrounding these practices. Building on these insights, we
offer implications for platform governance and streamer conduct toward more responsible gamblification
practices.
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1 Introduction

As a form of games of chance, gambling has long been embedded across diverse cultures and
societies, spanning different age groups and social strata [13]. Gamblification refers to the incorpo-
ration of gambling or gambling-related content into non-gambling contexts to achieve outcomes
such as increasing user engagement or driving monetization [87]. While this phenomenon was first
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observed in sports advertising to normalize wagering and increase consumer acceptance [87, 94],
it has since expanded across a wide range of digital domains, including video games [133, 143],
social media [2, 64], and marketing platforms [3]. For example, in video games it often appears
through random reward mechanisms such as loot boxes to attract players and drive monetization
[133, 139, 143]. Researchers have found that the rise of gamblification has increasingly blurred the
lines between gaming and gambling, as the integration of mechanics like risk-taking for random-
ized rewards into core gameplay makes it difficult for players to distinguish between skill-based
entertainment and pure chance-based wagering [1, 86, 116].

The widespread adoption of gamblification has also provoked increasing concern, due to its
structural similarities to gambling. First, gamblification may increase the risk of participants
subsequently engaging in real gambling and developing addictive behaviors. This is particularly
concerning for teenagers, as early exposure to such practices may raise the likelihood of later
addictive behaviors [16, 61]. Second, some platforms also exploit gamblification for data extraction,
trading low-value rewards for high-value personal information, posing threats to users’ privacy
and security [87, 142]. Finally, the frequent appearance of gamblification contributes to the nor-
malization of such practices, and even of gambling itself, thereby weakening public awareness of
its harms [78, 87].

In the field of Human-Computer Interaction (HCI), live streaming has emerged as a primary
domain of inquiry, with growing attention to how real-time interaction shapes user experience and
digital culture [45, 52, 53, 56, 59, 68, 71, 76, 95, 125, 127]. As a central hub for such research, Twitch
not only offers a wide range of official affordances to facilitate user interaction [27, 64, 112], but
also hosts a vibrant ecosystem where streamers creatively experiment with new ways of engaging
their audiences [2, 64]. These dynamics make Twitch a fertile ground for the emergence and
proliferation of gamblification practices. Besides that, gambling-related content has long been
prevalent on the platform. Even though Twitch introduced restrictions on gambling content in 2022,
new gambling-like formats have continued to surface, such as simulated gambling games, loot box
openings in video games, and blind box unboxings [49, 50, 123]. In addition to gambling-related
content, Twitch has also collaborated with game developers to offer free Overwatch loot boxes to
Twitch Prime subscribers [119].

Although HCI venues such as CHI PLAY have examined and sought to improve interactive
practices on Twitch [45, 52, 76, 83, 125], relatively little attention has been paid to gamblification.
Research in other fields has also touched upon gamblification practices on Twitch only sparingly,
with notable exceptions that either frame it as a monetization strategy [64] or examine the role of
platform extensions in facilitating such practices [2]. Given that gamblification practices manifest
in diverse ways, it is necessary to adopt a broader perspective that situates them within the overall
platform context, enabling a more comprehensive understanding of their forms, configurations,
and sociotechnical conditions on Twitch. Thus, we ask our first research question (RQ1): How
is gamblification enacted on Twitch, and what sociotechnical configurations shape its
various forms?

To address our research questions, we first conducted ten months of virtual ethnography on
Twitch. Through thematic analysis, we identified patterns of gamblification and distinguished three
main forms through which streamers implement gamblification in livestreams. While Study 1 was
well suited for identifying these practices from the researchers’ perspective, it also highlighted the
need to understand how users themselves experience and interpret gamblification. This motivated
Study 2 and the second research question (RQ2): How do users perceive gamblification practices
on Twitch? To answer this question, we analyzed gamblification-related discussions on the
r/Twitch subreddit using thematic analysis. Users’ posts focused primarily on the legality of
gamblification, ambiguities in platform governance, its effects on engagement, and its perceived
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risks. Drawing on both studies, we examine the sociotechnical conditions that enable gamblification
on Twitch, as well as its legal and ethical murkiness, and derive implications for more responsible
platform governance and streamer practices.

Overall, our study provides a comprehensive account of gamblification on Twitch. First, by
identifying three distinct forms of gamblification, we extend the scholarship about gamblifica-
tion in co-created play and livestreaming. Rather than proposing entirely new mechanisms, our
contribution lies in showing how existing mechanisms—including chance, reward, uncertainty,
audience participation, affective engagement, and monetization—are systematically combined and
enacted within livestreaming environments. This integrative perspective advances the current
understanding of gamblification by explaining how these mechanisms collectively shape platform
dynamics on Twitch. Second, we examine gamblification from users’ perspectives, showing how it
shapes spectator experiences and social participation. Third, we highlight its ethical and gover-
nance challenges, including legal ambiguities, platform governance tensions, and user risks. Finally,
we offer practical recommendations for fostering more responsible gamblification practices on
livestreaming platforms.

2 Related work
2.1 Gambling, Gamification, and Gamblification

Gambling, an important form of recreation in human society [13], is defined as wagering something
of value on a game of chance for the possibility of gaining something greater [6]. Legally, gambling
comprises three elements: consideration, chance and prize [18]. First, for a game to qualify as
gambling, the player must provide some form of consideration in exchange for the opportunity
to participate. Such consideration must carry economic value, typically in the form of cash in
traditional gambling [106]. The second element is chance, which refers to the outcome of the event
or activity underlying the gamble being unknown to the participant before the gamble takes place
[13]. The third element, the prize, refers to the potential gain resulting from the outcome of the
gambling activity, which is typically awarded to the winner, and is usually expressed in monetary
terms or in items of equivalent value [13]. If any one of these three elements is absent, the activity
is generally not considered gambling in the legal sense [19, 87, 132].

With the rise of digital technologies and platform-based media, gambling research has increas-
ingly moved beyond traditional gambling venues to examine how gambling is embedded in online
environments. Rather than being confined to physical spaces such as casinos [108], gambling is
now integrated into everyday digital activities through mobile technologies, online platforms, and
interactive media [33]. This shift highlights how gambling-related risks are shaped not only by in-
dividual choices but also by the technological and social environments that normalize and facilitate
participation [33]. Building on this perspective, Albarran-Torres [4, 5] argues that digital gambling
should be understood not simply as gambling moved online, but as a broader transformation in
which chance, risk, play, and reward are embedded within digital media systems. His concept
of gamble-play media captures how gambling-like practices increasingly intersect with digital
entertainment, platform participation, and everyday media consumption [4, 100]. This broader
diffusion of gambling-related mechanisms into digital media provides an important foundation for
understanding gamblification.

Early work often treated gamblification as a subcategory of gamification [86, 87], which refers
to the use of game design elements in non-game contexts to enhance user engagement, motivation,
learning, or behavioral change [37]. However, more recent work has increasingly distinguished
gamblification from gamification. In contrast to gamification, gamblification describes the incorpo-
ration of gambling-related content and mechanics into non-gambling contexts to achieve desired
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outcomes [87]. Unlike gamification, which typically seeks to foster users’ intrinsic motivation,
gamblification does not necessarily rely on intrinsic motivation. Instead, it emphasizes uncertainty,
risk, rewards, anticipation, and affective stimulation as key drivers of continued engagement [86].

To clarify the concept of gamblification in broader contexts, Macey and Hamari distinguish
between two forms: affective and effective [87]. Affective gamblification involves the use of
gambling-related symbols or cultural references in non-gambling contexts to evoke emotions or to
normalize gambling [87, 94]. A prominent example is the prevalence of gambling advertisements
and sponsorships in sports events, which both normalize gambling behaviors and enhance their
cultural appeal [34, 79, 94]. Effective gamblification entails the incorporation of gambling or
gambling-like mechanisms into non-gambling environments in order to increase user engagement
or drive commercial outcomes [87].

Gamblification has been widely adopted across platforms because it can effectively increase user
engagement and generate substantial commercial value [87]. Its most prominent and pervasive
applications can be found in the gaming industry. For example, in the popular game GTA Online,
developers introduced an in-game casino where players could purchase virtual currency with real
money to gamble, though without the option to cash out winnings. In the months immediately
following this update, the game’s profits rose by 23% [35]. Given this considerable potential for
business growth, some companies have even emerged that specialize in providing “gamblification
services” for video games, helping developers monetize through gambling-like mechanisms [40, 87].

While gamblification offers corporations benefits in engagement and revenue, it simultaneously
raises pressing concerns. Owing to its similarity to gambling, reward uncertainty has been shown
to activate neural processes linked to learning and memory, heightening sensitivity to related
stimuli and making it harder for users to resist continued spending or participation [28, 99]; such
engagement may also increase the risk of later gambling involvement and addiction [16, 61, 115].
In addition, scholars argue that gamblification makes risk-taking behaviors appear “ordinary,”
thereby impairing individuals’ ability to assess gambling-related risks and contributing to their
normalization [36, 44].

Taken together, gamblification is neither equivalent to gambling nor simply interchangeable
with gamification. Although gamblification borrows mechanisms, aesthetics, and meanings from
gambling, it often lacks some of the defining elements of legally recognized gambling, such as mon-
etary stakes or rewards that are directly convertible into money. At the same time, gamblification
differs from many gamification practices in its reliance on short-term extrinsic stimulation rather
than the longer-term cultivation of users’ intrinsic motivation. These distinctions suggest that
gamblification should be understood as a distinct practice in its own right. Accordingly, this study
examines gamblification as a distinct practice and uses Twitch, a livestreaming platform centered
on real-time interaction, entertainment, and community participation, as the empirical site for
investigating how such practices are configured in livestreaming platform environments.

2.2 Gambling and Gamblification Practices on Twitch

Twitch is one of the world’s leading livestreaming platforms, originally known for video game
streaming, gaming communities, and esports content [63]. Although it has expanded into broader
entertainment and lifestyle categories, its core experience remains shaped by real-time interaction,
streamer-viewer relationships, chat-based participation, and monetized engagement features
[41, 64]. These characteristics make Twitch a valuable site for studying gamblification, as real-time
interactions and parasocial relationships [75] can amplify the emotional investment and social
influence associated with gambling-like participation.

At the same time, Twitch plays an active yet evolving role in defining and governing gambling-
related activities. While the platform has progressively tightened its gambling policies in recent
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years [50, 123], its governance has often been characterized as reactive rather than proactive,
with major restrictions introduced only after gambling-related content had rapidly expanded
and attracted substantial public criticism [62]. Since 2023, Twitch has prohibited many forms of
gambling content, including skins gambling [10, 97, 145]. As of 2025, only sports betting, fantasy
sports, and poker content are permitted, while streams categorized under gambling are hidden from
users under the age of 18 or those who are not logged in [102, 123]. Despite these policy changes,
gambling-related content continues to attract considerable attention on the platform. For example,
the Slots category has accumulated more than one million followers [38], while loot-box opening
streams remain highly popular, with one study reporting that 43.1% of teenagers had watched such
videos [49].

Beyond gambling-related content itself, gamblification is also embedded in streamer—viewer
interactions through chance-based audience participation mechanisms [2, 57, 64, 65]. Prior work
has primarily examined these practices as monetization strategies. For example, Johnson and
Woodcock [64] found that streamers use unpredictable rewards to encourage donations, while
Abarbanel and Johnson [2] showed how Twitch Extensions incorporate chance-based mechanics
into viewer interactions. Although these practices mimic gambling, their framing as entertainment
or monetization allows them to remain outside many legal definitions, creating blurred regulatory
boundaries [2, 64].

However, existing research has largely focused on specific monetization practices, technical
features, or design mechanisms. Less attention has been paid to gamblification as a broader
phenomenon or to how users experience and interpret these practices. To address these gaps, we
examine gamblification across Twitch, focusing on the conditions under which it emerges, how
streamers configure and enact it, and how viewers participate in and make sense of it.

2.3 Interactive Play in Live Streaming

As a form of real-time interaction, livestreaming is not only a site of entertainment but also a
space where social interactions and communities are constructed [82, 126], making it an important
topic within HCIL. Prior research has examined streamer-viewer interactions [24, 82, 125], the
roles of actors within livestreaming ecosystems (e.g., streamers, moderators, viewers, and third-
party developers) [20-22, 74, 126], the design and use of streaming tools and extensions [26, 43,
105, 117, 135, 136, 138], and livestreaming practices tailored to specific populations and needs
[23, 55, 58, 80, 81, 129].

As a form of digital leisure, livestreaming has evolved from passive spectatorship into a par-
ticipatory environment where “play” is co-created by streamers and viewers [113, 118, 125]. For
example, Wang and Lu examined danmaku participation games, showing how streamers and
viewers collaboratively shape gameplay and shared interactive experiences [125]. More broadly,
bidirectional engagement transforms entertainment consumption into active participation, with
viewer involvement serving as both a source of social bonding [77, 82] and a driver of monetization
[74, 128]. Lee et al., for instance, demonstrated how tipping practices influence the social and
relational dynamics between streamers and viewers [74].

Financial support is deeply embedded in Twitch through affordances such as Bits [146], subscrip-
tions [147] and Channel Points [148]. Bits function as a virtual currency for cheering streamers,
subscriptions provide recurring financial support, and Channel Points reward participation and
engagement [146, 148]. Unlike many major online platforms, where platform revenue is generated
largely through advertising, sponsorships, and other commercial activities that remain in the
background of everyday user interactions, Twitch embeds viewer-to-streamer payments directly
into the livestreaming experience[62]. These transactions support creator monetization while
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also generating revenue for Twitch through its share of subscriptions, Bits, and other platform-
facilitated payments [64, 101]. Donations and subscriptions are routinely acknowledged during
broadcasts, making the flow of money a visible and expected part of streamer—viewer interactions
[62]. Consequently, viewers commonly use Twitch’s built-in financial mechanisms to express ap-
preciation for streamers and demonstrate their ongoing commitment to channel communities [62].
Together, these systems enable diverse monetization practices and contribute to the transformation
of livestreaming into a viable form of digital labor [54, 65, 128].

These practices also resonate with HCI research on dark patterns, which has examined how
digital systems can employ deceptive or manipulative design to shape user behavior and constrain
meaningful choice [47]. Prior work has documented such practices across online shopping, social
media, impulse-buying interfaces, and livestream e-commerce, demonstrating how platform designs
can obscure costs, amplify urgency, and exploit social influence [47, 90-92, 96, 130]. Importantly,
livestreaming environments extend these concerns because persuasive dynamics may emerge not
only from platform interfaces but also from streamers’ real-time interactions with viewers. For
example, Wu et al. [130]. show how livestream commerce combines platform features and streamer
practices to encourage purchasing through tactics such as scarcity cues, urgency appeals, and social
influence.

In summary, prior HCI research has established livestreaming as an interactive, social, and
monetized environment. However, limited attention has been paid to how gambling-like mechan-
ics become embedded in everyday livestreaming practices and shaped by platform affordances.
Although prior studies have identified isolated examples such as lotteries, top-donor competitions,
and chance-based rewards, these practices have rarely been examined as part of a broader process
of gamblification. Consequently, little is known about how gambling-like mechanics operate as
sociotechnical practices emerging through the interactions among platform features, streamer
activities, viewer participation, and monetization systems.

3 METHODOLOGY

Our research design integrates two complementary qualitative studies to develop a comprehensive
understanding of gamblification on Twitch. Study 1 uses virtual ethnography to document how
gamblification practices are enacted across livestreams, while Study 2 examines Twitch users’
discussions on the r/Twitch subreddit to understand how these practices are interpreted, negotiated,
and experienced by community members. Together, the two studies combine researcher observation
with user-generated discussions, allowing us to examine both how gamblification emerges in
livestreaming practices and how it is perceived and made sense of by Twitch users. Although these
studies employ different methods, data sources, and research contexts, they provide complementary
perspectives on the same phenomenon. In this sense, they broadly resonate with the distinction
between etic and emic perspectives [12, 98] : Study 1 primarily reflects a researcher-driven analytical
account of observable practices, whereas Study 2 foregrounds participants’ own interpretations
and sensemaking within their lived experiences. As prior methodological work has suggested,
integrating these complementary perspectives can provide a more holistic understanding of complex
social phenomena [12].

3.1 Study 1: Virtual Ethnography of Streamers’ Gamblification Practices

To answer RQ1, we employed virtual ethnography [12, 25] to examine Twitch’s ecosystem and its
embedded gamblification practices. We selected this approach for three reasons. First, it is well
suited to studying emergent practices within sociotechnical systems where platform affordances,
creator strategies, and audience meaning-making are closely intertwined [120]. Second, it enables
the capture of naturally occurring, real-time interactions rather than relying on retrospective
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accounts [12]. Third, it supports longitudinal, in-context engagement, providing deeper insight into
how digital practices evolve through lived experience [39]. Prior work has validated this method’s
efficacy in studying communities mediated by gamified [140] and algorithmic elements [73]. This
approach allows us to engage with Twitch over time and in context, providing richer insight into
the nuances of streamers’ practices.

3.1.1 Data Collection. Prior to data collection, this study received IRB approval from our university.
Data collection was primarily conducted by the first and second authors, who carried out participant
observation [12] of Twitch streams from September 2024 to June 2025 to capture the evolving forms
and contexts of gamblification practices.

We established an operational understanding of gamblification based on Macey and Hamari’s
definition [87], which characterizes gamblification as (1) affective: gambling or gambling-like
content appearing in non-gambling categories and (2) effective: forms of user interaction on
Twitch that involved the three core elements of consideration, chance, and prize. Practices
meeting either criterion were documented as gamblification. For affective gamblification, we
reviewed official Twitch categories and platform-generated tags, excluding those explicitly labeled
as gambling, and then examined streams for gambling-like content such as loot-box openings or
gacha games. For effective gamblification, we verified the presence of consideration, chance, and
prize. Consideration could be monetary (e.g., gifted subs) or non-monetary (e.g., Channel Points),
while prizes ranged from Channel Points and physical goods to streamer-performed behavioral
penalties.

We employed a purposive, iterative sampling strategy. We focused on English-speaking streams
to maintain linguistic consistency and because English-speaking communities represent one of
Twitch’s largest and most active user groups [149]. To capture diverse forms of gamblification,
we sampled streams across Twitch’s five major directories (Games, IRL, Music & DJs, Creative,
and Esports) and channels ranging from fewer than 50 to more than 10000 concurrent viewers.
Streamers were identified through incognito-mode recommendations, category browsing, and com-
munity referrals. As fieldwork progressed, emerging observations informed subsequent sampling,
prompting us to seek similar and contrasting cases across content categories and audience scales.

Observations continued until we judged that the data held sufficient information power to
address our research aim, and that additional sessions were unlikely to generate substantially new
insights into the forms and configurations of gamblification practices on Twitch [12, 15, 83]. We
documented practices through screenshots, video recordings, and field notes. Screenshots captured
persistent interface elements and noteworthy moments, while video recordings (3 minutes to 4
hours, averaging approximately 15 minutes) preserved the temporal dynamics of streamer-viewer
interactions. The longest recording followed a streamer from developing an Al gambling bot to
deploying it in a livestream. In total, the ethnography produced 160 screenshots, 104 field notes,
and 22 video recordings.

3.1.2 Data Analysis. For data analysis, the first two authors served as primary coders and applied
thematic analysis [14] to the field notes, screenshots, and video recordings collected during the
virtual ethnography. We began with initial coding to identify recurring gamblification practices, the
platform features through which they were enacted, and associated forms of streamer and viewer
participation. Example codes included “viewer engaging in Prediction with Channel Points” and
“Hype Train triggering collective excitement.” Codes and related materials were then organized
in Miro to facilitate comparison across streams, categories, and channel sizes, after which related
codes were grouped into broader themes and sub-themes capturing different configurations of
gamblification on Twitch. Analysis was iterative. The first two authors met regularly to compare
interpretations, revisit source materials, and discuss ambiguous cases, particularly when a practice
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could be understood as either an ordinary engagement feature or a gambling-like mechanism. In
such cases, we returned to our operational definition of gamblification and assessed whether the
practice involved consideration, chance, and prize, or gambling-related content in a non-gambling
context. The remaining authors provided methodological and theoretical feedback throughout
theme development. This process continued until the thematic structure adequately captured the
diversity of gamblification practices observed on Twitch. All screenshots reported in the findings
were edited to obscure potentially identifiable information, including user IDs and human faces.

3.2 Study 2: Exploring Twitch Users’ Perceptions of Gamblification Through Reddit

The goal of study 2 is to examine gamblification practices from Twitch users’ insider perspective.
We selected online discussion data from the r/Twitch subreddit as our data source for four main
reasons: First, Reddit’s anonymity encourages more candid discussion on topics associated with
stigma, such as gambling-related practices [7, 32]. Second, the r/Twitch subreddit provides a rich
and dynamic environment where both streamers and viewers actively exchange experiences, raise
questions, and share feedback [150]. Third, analyzing subreddit discussions is a well-established
method in HCI research [30, 67, 84, 85, 114], particularly for exploring community perspectives
and emergent practices. Finally, unlike interviews that rely on retrospective accounts, subreddit
conversations capture users’ thoughts in real time, offering situated insights into perceptions of
gamblification.

3.2.1 Data Collection. We collected data via the Reddit API using keywords derived from the defi-
nition of gamblification and informed by prior studies [66, 69, 109], including {gamble, gambling,
gamba, bet, betting, predictions, stake, slot, chance, roll, channel point betting, loot boxes,
gacha} along with variations of each keyword. Due to the 2023 Reddit API limitations [111], which
capped queries at 1000 results and removed time-based pagination, we conducted separate searches
for each keyword to maximize coverage and supplemented high-volume results with manual Reddit
searches. Because time-based pagination was unavailable, we restricted the dataset to posts from
January 2019 to January 2025. This process yielded 971 threads; after removing duplicates (N =
140), the final dataset consisted of 831 unique threads containing approximately 30200 posts.

Prior to analysis, we addressed the fluid identities of Twitch users. Although streamers, modera-
tors, and viewers occupy distinct roles, these identities frequently overlap. Accordingly, our analysis
focused on post content rather than fixed user categories, while noting explicit self-identifications
(e.g., “as a streamer”) during coding. Although this approach does not identify every creator or
moderator, it provides a consistent way to account for overlapping roles while maintaining a unified
analytical lens on community sensemaking.

3.2.2 Data Analysis. For data analysis, we conducted a reflexive thematic analysis [14] to examine
user perceptions of gamblification. We filtered the collected threads based on relevance and content
richness, requiring a minimum of 200 characters for the original post and more than three comments
to ensure sufficient analytical depth. This process yielded a corpus of 137 threads (1,128 comments).
The first three authors then independently coded the data, with each comment reviewed by two
researchers. We paid careful and equal attention to each data item, allowing multiple codes to
be assigned where appropriate [14]. This process generated 278 preliminary codes. The first
three authors then refined these preliminary codes through collaborative discussion and constant
comparison with the raw data. During this process, we discussed differences in interpretation,
revisited the original threads, and examined how users described specific practices, concerns, and
experiences in context. Rather than treating coding differences as reliability problems, we used
them to clarify analytic meanings and refine theme boundaries. We then organized related codes
into higher-level themes, reviewing whether each theme was internally coherent and meaningfully
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Fig. 1. Twitch viewing record of the second author.

distinct from the others [12]. This process resulted in a final structure of three primary themes. To
protect user privacy and mitigate the risks of re-identification [104], we anonymized all data by
removing identifiers and paraphrasing quotes while preserving their original semantic meaning.

3.3 Researcher Positionality and Reflexivity

Our author team brought different forms of familiarity, distance, and expertise to this study, shaping
how we identified and interpreted gamblification practices within Twitch’s livestreaming ecology.

Study 1’s virtual ethnography was primarily conducted by the first and second authors. Since
2023, the first author has been actively involved in content creation and livestreaming, maintaining
a cross-platform audience of nearly 30000 followers and managing an online fan community.
This experience provided practical insight into creator labor, audience engagement, community
management, and interactive design. The second author has been an active Twitch user since 2019,
engaging with the platform on a near-daily basis and averaging approximately 1000 hours of annual
watch time (see Figure 1). While this extensive engagement contributed to the second author’s
familiarity with Twitch, not all viewing during 2024 and 2025 was related to this study; a portion
reflected personal, interest-driven use of the platform. The remaining three authors contributed
expertise in qualitative research, game studies, HCI, and online communities, while their relative
distance from Twitch helped challenge assumptions arising from close platform familiarity and
provided methodological and theoretical guidance.

This combination of insider and outsider perspectives informed our analysis. In ethnographic
research, researchers’ experiences and subjectivities can serve as valuable analytical resources
[31]. Familiarity with Twitch was particularly important for identifying gamblification practices
embedded in routine platform interactions. Practices such as chatbot gambling commands, Channel
Points rewards, and Bits-based participation games required attention to Twitch-specific affor-
dances, norms, virtual currencies, customization features, and participation routines. Without such
familiarity, these practices could easily be interpreted as ordinary engagement tools or community
activities rather than forms of gamblification.

4 Findings
In this section, we present our research findings on gamblification practices on Twitch (Study 1)

and users’ perceptions of them (Study 2).
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4.1 Study 1 Findings: Gamblification practices on Twitch

Drawing on our virtual ethnographic study of gamblification practices on Twitch, we found that
gamblification is a unique way to engage viewers of livestreams. Gamblification manifests as three
distinct forms, defined by how central it is to the livestream’s content and performance, each of
which is constituted through a unique configuration of tools and technical carriers, relationship to
the livestream, and modes of viewer participation (More details are available in Appendix 1):

4.1.1  Gamblification as Peripheral Interaction. Here, peripheral refers to gamblification practices
that do not directly participate in or alter the core livestream content. Instead, they function as
auxiliary forms of interaction that run alongside the mainstream, operating at its margins while still
contributing to the overall viewer experience. These forms of gamblification typically require little
to no direct involvement from the streamer after the initial setup, allowing streamers to remain
focused on their main content. After the streamer completes the setup, the mechanisms operate
autonomously whenever they are triggered. Viewers can initiate these interactions at any time
based on their own preferences, engaging directly with the gamblified mechanism rather than with
the streamer. Because of their flexible participation structure, these gamblification practices are
often characterized by individual participation from viewers. In our observations, we identified
three distinct forms of peripheral gamblification.

Chat-based Gambling Commands. The first form of peripheral gamblification we observed is
chatbot gambling commands, which provide a low-barrier form of interaction that occurs entirely
within the chat room. Chatbots [121] are third-party tools integrated into Twitch chat as dedicated
accounts. Streamers can configure gambling-related commands (Figure 2) that viewers trigger by
typing specific inputs, enabling interactive engagement with the chatbot. Through our observations,
we found that many streamers offered commands such as !gamble, allowing viewers to wager
Channel Points (Figure 3).

These commands are easy to use and require only Channel Points, which are readily obtainable
(e.g., viewers typically receive 300 points for following a channel). As a result, they represent
one of the most accessible forms of gamblification on Twitch. We also observed that once one
viewer triggered a gambling command, others often followed shortly afterward. In some cases, we
ourselves only became aware of particular commands after seeing other viewers use them in chat.

Reward-driven Fan Lottery. The second type of peripheral gamblification practice we observed
is reward-based lotteries targeted at a channel’s fan community, which primarily rely on Twitch’s
Rewards feature. On Twitch, Rewards [151] allow viewers to redeem prizes defined by the streamer
using Channel Points, and streamers often incorporate elements of randomness into these prizes.
This form of gamblification is also not directly tied to the content of the livestream. Viewers
can initiate participation independently once they have collected enough Channel Points for a
reward redemption. Common examples include unlocking a random subscriber emote or earning a
chance to perform a coin flip for a sub (see Figure 4). Because viewers typically must accumulate a
substantial amount of Channel Points before redeeming these rewards, they function much like
personalized perks offered to “loyal” fans.

Overlaid Collective Mini-game. The final form type of gamblification practice that remains
peripheral to the livestream content consists of mini-games built on the Stream Avatars extension.
The Stream Avatars extension can be understood as an parallel layer of interactive system that runs
alongside the stream, enabling viewers to create and control avatars to participate in chance-based
mini-games. We frequently observed scenarios where the main livestream content continued as
usual, while the Stream Avatars extension operated as an additional overlaid layer on top of the
original stream interface. Unlike the previous two tools discussed, the games within Stream Avatars
typically rely on collective viewer participation. Some are cooperative (see Figure 5a), requiring
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Fig. 2. Examples of editing commands on the StreamElements platform (one of the Chatbot platforms): This
figure shows several chat commands already available on the platform (such as !quote, redeem, !roulette, !slot,
and Isong), and streamers can configure various settings for these commands, such as triggering conditions,
cooldowns, and other parameters.
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Fig. 3. The example includes two images showing viewers using !gamble commands to engage in Channel
Points betting—one resulting in a win, and the other in a loss.

viewers to work together to defeat a boss or to engage in team-based battles between opposite
teams. Others are competitive, such as large-scale Battle Royale fights or one-on-one duels (see
Figure 5b).

Overall, peripheral gamblification emerges because Twitch livestreams are sustained not only
by the streamer’s performance but also by parallel layers of viewer interaction. These practices
are enabled by affordances such as chat commands, Channel Points, rewards, extensions, and
persistent viewer presence, allowing gambling-like interactions to occur alongside the livestream
without requiring continuous streamer involvement. While streamers initiate these practices by
configuring chatbots, reward systems, or extensions, viewers often sustain them through repeated,
spontaneous, and socially contagious participation. Rather than serving as minor side activities,
peripheral gamblification transforms the margins of livestreaming into interactive spaces where
viewers perform loyalty, pursue rewards, imitate others, and remain engaged even when they are
not directly interacting with the streamer or influencing the core content.
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Fig. 4. Examples of streamers’ gamblification practices using Rewards feature: (a) On the Rewards feature
page, we can see that this streamer has set a reward that allows viewers to redeem random sub emotes for
2,000 channel points; (b) This streamer has set a reward that allows viewers to spend 50,000 channel points to
redeem a coin-flip chance to win a sub.
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Fig. 5. Different types of Stream Avatars mini-games: (a) The two mini-games require viewers to work
together as a team to win the match (FFA here refers to "Free For All, meaning it’s a solo-play competitive
mode with no teams); (b) These are two games in which participants compete against one another to win.

4.1.2  Gamblification as Livestream Augmentation. Another form of gamblification practice is more
closely connected to the content of the livestream. These practices are typically grounded in
what is happening in the stream and, in turn, influence the unfolding of the livestream content.
They augment the livestream by adding an additional layer of collective engagement. In our

Proc. ACM Hum.-Comput. Interact., Vol. 10, No. 7, Article GAMES031. Publication date: November 2026.



From Stream to Stake: Gamblification Practices and User Perceptions on Twitch GAMES031:13

Hype Train 2:52

A cox R Live Channels

Lvi2

ain »

2. i1 "
. &3 Hype Tr

Support to earn random emote

§ : rewards
=w, _—
@ _ bbb

Higher levels offer rarer rewards

Unlock 1 Emote
£ Gift1sub

@ Hype Train Guide

e Hype Train event page G Hype Train status badge

Fig. 6. Hype train feature: (a) On the Hype Train feature page, viewers can see the current level, the remaining
time, and information about unlockable and locked emotes. The image on the right shows the rules of the
Hype Train. (b) In Twitch’s Live Channels list, a badge appears when a channel is currently running a Hype
Train.

observations, we identified three forms of gamblification practices that operate as augmented
interactions embedded within and influencing the livestream.

Collaborative Level-up Challenges. On Twitch, there is a very popular collaborative challenge
called the Hype Train [152], in which all viewers of a livestream collectively contribute monetary
support to help the stream progress through successive levels of a shared goal. Once viewers
collectively reach a predefined contribution threshold within a short time frame and successfully
trigger the Hype Train, the Hype Train begins as a time-limited activity in which viewers can push
the train to higher “levels” by continuing to contribute. At the end of a Hype Train, participants
receive a Hype Chest containing a randomly selected emote based on the final level reached (see
Figure 6a). This element of randomness introduces uncertainty and heightens the excitement of the
reward experience. To further promote this activity, Twitch displays a Hype Train badge beneath
streamers’ channel listings when a Hype Train is active (Figure 6b). In our observations, Hype
Trains enabled streamers to generate substantial financial contributions quickly while dramatically
intensifying livestream atmosphere, as streamers and viewers celebrated each level together through
on-stream reactions and chat activity.

Collective Wagering Interactions. The second type involves viewer-to-viewer wagering
grounded in livestream content through Twitch’s Prediction feature [153]. Predictions allow
streamers to create an upcoming event with multiple possible outcomes and invite viewers to wager
Channel Points on the result. Viewers who correctly predict the outcome receive a proportional
share of the total points pool, effectively creating a wagering contest between opposing groups of
viewers. For example, in Figure 7, a streamer created a Prediction around a random in-game event,
asking viewers whether their character would get their head blown off, with only “yes” and “no”
options available. Approximately 40 viewers participated, wagering a total of 500k Channel Points.

Collective Chance-based Co-play. Co-play refers to viewers participating directly in gameplay
and influencing its progression and outcomes. In our observations, Audience Participation Games
(APGs) offered through Twitch Extensions represented a common form of chance-based co-play,
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Fig. 8. One example of an APG extension: a poll in which viewers spend Bits to vote on in-game decisions.

in which viewers collaboratively shaped the stream through coordinated choices. Streamers
typically configured APGs around ongoing events, allowing viewers to use Bits or other virtual
currencies to vote on preferred outcomes. These votes function similarly to wagers, with the option
receiving the most votes carried out by the streamer. As shown in Figure 8, viewers collectively
determine a character’s drop location, directly shaping gameplay in real time. Importantly, APGs
incorporate an inherent element of chance. Although viewers can strategize and coordinate,
the final outcome remains uncertain until voting concludes, generating suspense and emotional
intensity. Prior research suggests that such collective decision-making structures can produce
satisfaction regardless of whether participants’ preferred outcomes are selected, highlighting the
experiential value of shared uncertainty and collective play [110].

In sum, livestream augmentation emerges because Twitch streams are inherently open-ended and
responsive to real-time audience participation. Unlike peripheral gamblification, these practices are
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embedded in the ongoing livestream and become meaningful because they can intensify, redirect, or
partially determine what happens next. Twitch’s affordances, including Hype Trains, Predictions,
Bits, Channel Points, and Extensions, make it possible to translate viewer attention and participation
into collective goals, wagers, and chance-based decisions. Streamers initiate these practices by
setting up challenges, predictions, or participation structures around unfolding stream events, while
viewers sustain them through financial contributions, point-based wagering, voting, cheering, and
collective anticipation. In this sense, livestream augmentation turns gamblification into a shared
mechanism for shaping the stream itself. It transforms viewers from spectators into co-participants
whose contributions can heighten atmosphere, influence content, and make uncertainty a central
part of the livestream experience.

4.1.3  Gamblification as the Central Performance. Finally, some kinds of gamblification practices are
the primary focus of the livestream itself. These forms of gamblification typically involve extensive
streamer participation - streamers not only design the mechanisms but also build, configure, and
actively perform them throughout the stream. We categorize these gamblification practices into
two types based on the mode of viewer involvement:

Streamer—Viewer Co-Performed Gamblified Games. One form of gamblification as the
central performance occurs when streamers make a gamblified game the focal point of the livestream,
transforming the stream into a large-scale participatory event. Eligible viewers are invited to join
for a chance to obtain randomized rewards, making these activities both a form of appreciation for
paying viewers and an incentive for further monetization.

The first type of interactive gamblified game we observed is the spinning wheel. These wheels
may be physical devices crafted by streamers (Figure 9a) or digital versions adapted from online
spinning-wheel generators (Figure 9b), with segments customized to fit channel themes or activities.
Participation is typically collective: viewers work toward a shared goal, such as reaching a sub-
scription target, after which the streamer spins the wheel and carries out the resulting action. The
second type is Marbles on Stream, a third-party racing game in which each viewer is represented
by a virtual marble whose movement is entirely determined by physics simulation (Figure 10). This
chance-based format supports large-scale, low-effort participation. Streamers often restrict entry
(e.g., to subscribers) and award prizes to winners, while viewers have no control over outcomes
once the race begins. In our observations, these co-performed games often generated high levels
of viewer activity. Their highly customizable and improvisational nature encouraged viewers to
propose ideas, negotiate rules, discuss game variations, and sometimes request specific games.
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Fig. 10. Marbles game in the livestream.

Streamers likewise solicited audience input, allowing viewers to help shape the game’s setup and
flow.

Gambling-like demonstrations. Gambling-like demonstrations occur when streamers directly
perform gambling-related activities during a livestream. Unlike the previous category, where
viewers actively participate in a gamblified game, viewers here engage primarily as spectators who
react and converse in chat while the streamer performs the gambling-like activity. Based on their
nature, we identify two types: technical and experimental.

Technical gambling-like demonstrations involve streamers showcasing how gambling systems
work. For example, in one stream, a streamer programmed a custom Al Gamble Bot to predict
game outcomes during the broadcast (Figure 11a). The bot announced its predictions through both
voice and on-screen text, accompanied by animated facial expressions from its avatar.

Experimental gambling-like demonstrations involve streamers engaging in gambling-like ac-
tivities themselves, bringing viewers into real or simulated gambling environments. Common
examples include loot boxes and gacha pulls, where players spend in-game currency or real money
for randomized virtual items or characters (Figure 11b). Although viewers do not directly par-
ticipate, they often remain highly active in chat, commenting on and reacting to the streamer’s
outcomes.

Taken together, gamblification as the central performance emerges when streamers transform
gambling-like uncertainty into the primary attraction of the livestream. These practices are enabled
by Twitch’s affordances for real-time broadcasting, chat-based coordination, subscriptions, Channel
Points, Bits, and third-party tools, but also rely heavily on streamers’ labor in designing rules,
configuring systems, performing outcomes, and sustaining suspense. Compared with peripheral
or augmented gamblification, streamers play a more central role as both game designers and
performers, while viewers participate by requesting games, negotiating rules, qualifying for entry,
reacting to outcomes, and collectively interpreting results. In this sense, central-performance
gamblification turns livestreaming into a shared spectacle of chance, closely linking uncertainty,
audience participation, and monetization.

As shown in Table 1, the three forms of gamblification differ primarily in how closely they are
connected to the livestream’s core content and how strongly they shape its unfolding dynamics. Pe-
ripheral gamblification operates alongside the stream, allowing chance-based participation without
substantially altering the content. Livestream augmentation is more deeply embedded, as collective
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Fig. 11. Examples of gambling-like demonstrations in livestreams: (a) This streamer wrote their own code to
develop a custom gamble bot and tested it during the stream; (b) The Pokémon card pack opening shown on
the left and the blind box unboxing shown on the right are two popular types of gambling-like livestreams
currently seen on Twitch.

contributions, wagers, and votes can influence what happens next. Gamblification as the central
performance places gambling-like uncertainty at the center of the stream, with streamers actively
designing and performing the activity. Together, these forms demonstrate that gamblification is
not a single activity but a flexible sociotechnical practice shaped by platform affordances, streamer
labor, and viewer participation. Our findings provide an integrative account of gamblification
by showing how chance, reward, uncertainty, audience participation, affective engagement, and
monetization are configured and enacted across different forms of livestreaming. This perspective
extends current understandings of gamblification by explaining how these mechanisms collectively
shape platform dynamics, rather than functioning as isolated features.

4.2 Study 2 Findings: User perceptions of gamblification practices on Twitch

Building on the specific forms of gamblification identified in Study 1, we shift our focus to Twitch
users’ perceptions of these practices. In this section, we present our findings across three main
themes: views on governance ambiguity, impacts on user engagement, and perceived risks.

4.2.1 Perceived Governance Ambiguity in Gamblification. Here, governance ambiguity [46, 93]
refers to the uncertainty and interpretive divergence perceived by users in how Twitch sets and
enforces rules for gamblification practices. This ambiguity manifests in two aspects: first, some
Twitch users assess the legality of gamblification based on their own understanding, reaching
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Table 1. Three Forms of Gamblification Practices in Twitch Livestreaming

Form of Relationship to  Main Main roles of streamers Core meaning
gamblifica- livestream platform and viewers
tion content affordances
Peripheral  Operates Chatbots, Streamers configure the Turns the margins of
Interaction alongside the chat mechanism; viewers the livestream into a
main stream commands, independently trigger = space for ongoing
without directly Channel or join it through casual, engagement, loyalty
altering the core Points, often spontaneous performance, and
content Rewards, participation casual chance-based
Twitch interaction
Extensions
Livestream Becomes Hype Streamers set up Transforms viewers
Augmenta- embedded in Trains, challenges or from spectators into
tion the unfolding Predictions, participation structures co-participants who
stream and can  Bits, around live events; collectively shape the
intensify or Channel viewers collectively atmosphere, rhythm,
influence what  Points, contribute, wager, vote, and direction of the
happens next Audience and react stream
Participa-
tion Game
Extensions
Central Becomes the Real-time Streamers design and Turns uncertainty
Perfor- primary focus broadcast-  perform chance-based  into the central
mance or main ing, chat activities; viewers spectacle of the
attraction of the coordina- request games, livestream, linking
stream itself tion, negotiate rules, viewer excitement,
subscrip- participate in or watch ~ community
tions, outcomes, and interpret participation, and
Channel results streamer

Points, Bits,
third-party
tools,
customized
game
systems

monetization

different interpretations depending on the specific practices. Second, given the legal uncertainty,
users perceive ambiguity in the platform’s enforcement, which in turn raises concerns about
platform governance.

Twitch’s governance structure may further contribute to this ambiguity. While Twitch applies a
platform-wide Terms of Service (TOS) [154] framework, certain gamblification-related features are
implemented differently across jurisdictions [155]. For example, Twitch restricts the Predictions
feature in some regions and provides alternative participation modes in others, suggesting that
prediction-based engagement is treated inconsistently across regulatory contexts. While regulatory

Proc. ACM Hum.-Comput. Interact., Vol. 10, No. 7, Article GAMES031. Publication date: November 2026.



From Stream to Stake: Gamblification Practices and User Perceptions on Twitch GAMES031:19

requirements and enforcement practices vary across jurisdictions, our analysis does not evaluate
the legality of specific features. Instead, we focus on how users perceive and make sense of these
platform-level governance ambiguities in everyday participation.

Perceived legality of gamblification practices. Twitch users’ judgments about the legality of
gamblification practices are primarily based on whether these practices are perceived as gambling,
which often comes down to whether they involve real money. Based on this criterion, users
hold varying legal perspectives on specific gamblification practices. One view is that because a
gamblification activity involves money, it should be subject to legal regulation. For example, in
a post where a streamer asked whether they could organize a channel point raffle (one form of
Reward-driven Fan Lottery identified in Section 4.1.1) during a stream and set subscriptions as the
prize, someone replied:

It’s probably against the law, as it would effectively make channel points worth money.
There are issues related to the IRS, taxes, gambling, and so on when holding raffles that
involve more than just a free giveaway.

In their view, a gamblification activity becomes illegal once it yields something of monetary
value. This view not only introduces money into the practice but also assigns value to channel
points.

In addition to considering whether the prize involves money, some users assess legality based
on whether the stake involves monetary value. For example, in a discussion about why Twitch
banned gambling but not gacha games and loot boxes, someone commented:

Because they are games. Slots and roulettes are not. I can play gacha games like FIFA
without spending money. I can’t use slots or similar activities without money. They
are different.

FIFA here refers to the popular football simulation game whose Ultimate Team mode includes a
“player card pack” mechanism widely regarded as a form of loot box. From this user’s perspective,
the requirement to use real money as wager is an important criterion for determining the legality
of gamblification practices and serves as a key distinction between gambling and gaming.

Based on whether money is involved, some users argue that certain gamblification practices
are legal. In a discussion about whether channel point predictions are legal, one user argued that
considering them illegal “makes no sense” because “channel points are completely free.” In another
instance, when users were discussing the legality of the reward-based spinning wheel (one form of
Streamer—Viewer Co-Performed Gamblified Games identified in Section 4.1.3), one user responded:

I don’t think any legal jurisdiction would pursue a case against you for sending a signed
postcard to a top donor or drawing their request for Rouge the Bat, which is worth
nothing....

Rouge the Bat is a fictional character from the Sonic the Hedgehog video game series. Here,
her appearance can be understood as fans requesting streamers to draw their favorite cartoon
characters. From this user’s perspective, the key issue is whether the prizes involve money.

In sum, users’ judgments about the legality of gamblification practices hinge on whether real
money is involved—either as a stake or as the value of the prize. Legally, definitions of gambling
vary across jurisdictions[18]: most require both a monetary stake and prize, whereas some, such
as Belgium [8], classify an activity as gambling based solely on the monetary stake, subjecting
gambling-like practices to stricter regulation [134]. This lack of uniformity in legislation leaves
certain gambling-like practices without a clear classification, placing them in a legal grey area
[72, 122] complicating assessments of their legality on Twitch.

Proc. ACM Hum.-Comput. Interact., Vol. 10, No. 7, Article GAMES031. Publication date: November 2026.



GAMES031:20 Liu et al.

Perceived platform enforcement of gamblification. Here, the platform enforcement specifi-
cally refers to how the platform enforces relevant regulations on gamblification practices. Owing
to the legal uncertainty surrounding gamblification practices, users have observed that there is also
ambiguity in platform enforcement, specifically manifested in two issues: double standards and
misalignment. First, some users observed that Twitch applies double standards in its enforcement
of rules on gambling and gamblification practices:

It appears to be a double standard that Twitch bans gambling on the platform while
actively promoting gacha and loot box games through Prime Gaming. This suggests
the platform is complicit in fostering gambling addictions among children.

This user, with a critical stance, pointed out that as a form of gamblification, incorporating
gambling-like games into livestream content (one form of Streamer—Viewer Co-Performed Gam-
blified Games identified in Section 4.1.3) is not prohibited by the Twitch platform. This led the
user to perceive a double standard in Twitch’s enforcement of gambling-related rules—prohibiting
traditional gambling while allowing gambling-like content that poses similar gambling-related
risks.

Users also perceived a gap between formal policies and actual enforcement. For example:

Interesting, because the streamers I watch regularly engage in chance-based activities.
Maybe it’s tolerated under the law and Twitch’s term of service—it’s not officially
allowed, but there doesn’t seem to be any enforcement or punishment either.

In this instance, the user uses the term “tolerate” to characterize Twitch’s attitude toward
gamblification practices—implying that although such activities are not officially permitted, they
are not subject to enforcement or punishment either. One user even expressed a complete lack of
hope in Twitch’s actions, believing that even if they reported such behavior, Twitch would not
respond at all:

It’s not allowed—you can report it, but Twitch won’t do anything because they don’t
seem to care. The same goes for lotteries and sub-only raffles. You could sue the
streamer.

These comments suggest that some users view Twitch as tolerating gambling-like practices
despite existing restrictions and doubt the effectiveness of platform reporting mechanisms. Several
users further attributed this perceived inaction to Twitch’s commercial interests. As one user stated:

If Twitch truly cared about the well-being of its users, it would ban all forms of
gambling, including gacha mechanics and loot boxes. But of course, that will never
happen—because Twitch profits from them.

The users’ posts reveal a deeply pessimistic view of Twitch’s governance of gamblification. They
believe the platform often turns a blind eye to rule-violating gamblification practices and may even
ignore user reports when these practices serve its own interests. This reflects a perceived conflict
of interest between the platform and its users in the context of gamblification.

4.2.2  Perceived Impact of Gamblification on User Engagement. Here, user engagement refers to
the degree of viewers’ participation and interaction during live streams, particularly in response
to gamblification practices introduced by streamers. Our analysis of users’ posts indicates that
gamblification is often employed by streamers as a means to enhance user engagement. However,
in practice, it evokes a wide range of emotional responses from viewers, resulting in both positive
and negative impacts on engagement.

As a strategy to enhance user engagement. User posts described gamblification as a strategy
used by streamers to enrich interaction and enhance user engagement during livestreams. For
example, one streamer posted:
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I've been working on improving my stream and thought about integrating some
interactive “games” that the chat can play. I've seen a few on other streams—like
gambling-style games—and I'm wondering if there are other fun options out there. If
so, I'd really appreciate any recommendations!

Through observing other streamers’ practices, they noticed that many employed gamblified
interaction games to enhance viewer engagement, which led them to seek similar methods to boost
interaction in their own streams. In another streamer’s post, they described the Hype Train (one of
Collaborative Level-up Challenges identified in Section 4.1.2) as a tool provided by Twitch to help
streamers grow their communities:

Twitch isn’t just a platform for playing and watching games, it also serves as a workplace
for many. The Hype Train feature supports community growth without requiring
Twitch to spend directly. We’re all trying to earn a living and enjoy ourselves in the
process ... I can’t deny that they’ve significantly increased viewer interaction ... 'm
still not big enough for the Hype Train to activate under the default settings, but 'm
eager to see how my community responds once it does.

From the perspective of a streamer, gamblification features such as the Hype Train are not merely
interactive elements but are strategically instrumentalized as tools to boost user engagement
and foster community growth. Rather than viewing these features as passive platform offerings,
the streamer actively considers how to incorporate them to cultivate participation, and plans to
experiment with the Hype Train once eligible.

Generate varied emotional reactions. Streamers may use gamblification as a tool to support
the growth of their communities. However, in our observations, user reactions to gamblification
practices were varied. Some users experienced positive emotions toward these practices. For
example:

I was in a stream earlier for a relatively small streamer who averages around 100
viewers. They triggered a Hype Train and really leaned into it—playing music and even
pulling out train whistles. It was actually a lot of fun.

This viewer felt that the Hype Train created a positive atmosphere and enhanced their enjoyment
of the stream. However, other users reported negative reactions. One common concern was that
gamblification features disrupted the viewing experience. For example, in a discussion of Hype
Train, one user commented:

For me, it’s slightly annoying to see... The root problem, in my opinion, is that it looks
messy... I don’t think it would be that bad if it appeared as a separate block at the top
of the chat window...

In this user’s personal viewing experience, the addition of the Hype Train made the stream feel
cluttered. Another user focused on its visual intrusiveness:

In my opinion, it’s not about needing to see the entire chat, but rather about the bright,
moving banner that draws my attention away from what I'd prefer to focus on—either
the stream or the chat itself.

These comments suggest that gamblification features can negatively affect viewing experiences
by introducing visual clutter and distraction.

Payment requirements also generated negative emotions. One user noted that gamblification
activities “make me feel bad sometimes because I can’t afford it” Another described feeling excluded
when participation required spending money:

I'd feel alienated from the streamer if I couldn’t participate simply because I didn’t pay
to watch. Others might feel differently, though.
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These posts suggest that gamblification may create feelings of unfairness or exclusion among
users who are unwilling or unable to spend money. As shown in Findings 1, many gamblification
practices—including Hype Train, Predictions, and Marbles—are structured around collective partici-
pation. The comments above further illustrate how community dynamics and the actions of other
viewers shape individual experiences of gamblification.

4.2.3 Users’ Perceptions of Gamblification-Related Risks. Gamblification on Twitch has sparked
concerns among users about its potential risks. This section explores how these risks are perceived
within the community.

Triggering Impulsive Spending. Impulsive spending here refers to irrational spending behav-
iors driven by users’ psychology, which are exploited by gamblification practices. These practices
often leverage psychological triggers such as time-limited decisions, natural rush, and peer pressure
to encourage viewers to spend impulsively. For example, in one user’s post, they pointed out that
the time-limited nature of the Hype Train is a way of exploiting user psychology:

Because the Hype Train system clearly incorporates psychological mechanisms de-
signed to exploit a vulnerable audience—including children aged 13 to 17—by prompting
impulse purchases through time-limited decisions that combine elements of gamifi-
cation and gambling, offering users the chance to receive emotes in return for their
contributions.

Another user emphasized the emotional and physiological appeal of Hype Train:

I just wish people were more aware of what the “hype” in Hype Train really represents...
much like gambling, it sells a fleeting emotional high—“fuzzy feelings”—that ultimately
lack real substance.

This comment suggests that participation may be driven less by careful consideration than by a
desire to be part of the moment and share in collective excitement.
Peer pressure was also frequently mentioned. As one user explained:

I understand the appeal of the Trains, but they come across as a form of peer pressure...
They encourage impulsive or community-driven individuals to spend money they
probably shouldn’t... Donations to a stream ... should be made with a clear mind and
an awareness of one’s financial situation.

Taken together, these comments suggest that users perceive gamblification features such as
Hype Train as encouraging impulsive spending by combining time pressure, emotional stimulation,
and social influence.

Exposing Vulnerable Groups to Risks. The vulnerable groups discussed here primarily
include two types of users. The first group is teenagers. Beyond concerns about impulsive spending,
users frequently argued that gamblification may expose young people to gambling and contribute
to its normalization. One user posted:

What I'm wondering is whether this new prediction feature might encourage younger
people ... to engage in gambling by introducing it in a seemingly harmless—yet still
potentially addictive—way. ... Could this also be priming them for future gambling
addiction? And what about those who are recovering from gambling addiction?

This user worried that Predictions—one form of Collective Wagering Interaction (one form of
the Collective Wagering Interactions identified in Section 4.1.2) —may normalize gambling-like
behaviors despite using Channel Points rather than money, potentially increasing young people’s
susceptibility to future gambling.

Proc. ACM Hum.-Comput. Interact., Vol. 10, No. 7, Article GAMES031. Publication date: November 2026.



From Stream to Stake: Gamblification Practices and User Perceptions on Twitch GAMES031:23

The second group consists of individuals who already have gambling problems, for whom
gamblification mechanisms may be particularly persuasive and harmful. A user responded to the
discussion about whether Twitch’s gambling-like features are harmful by stating:

Placing limits doesn’t stop children from experiencing the dopamine rush of winning,
which can contribute to poor, uninformed gambling decisions later in life.

Another user, discussing restrictions on Predictions, noted:

...You can quickly gain more channel points by spending money on Bits, subs, and
higher-tier subs. That’s why this is restricted. Gambling addiction is a strange thing,
man. I've had two family members fall into this trap—they would try anything for
a chance to get ahead at something, without realizing how much they were actually
putting in to get there.

Together, these comments suggest that users perceive gamblification as posing particular risks
to teenagers and individuals with gambling vulnerabilities, especially through the normalization of
gambling-like behavior and the pursuit of uncertain rewards.

5 Discussion
5.1 Understanding Gamblification Practices on Twitch

Our findings suggest that gamblification on Twitch is not a singular activity but a diverse set
of practices embedded in livestream participation. The three forms identified in Study 1 occupy
different positions within the livestream experience. Peripheral gamblification operates alongside
the stream as an auxiliary interaction layer, livestream augmentation shapes stream dynamics
through activities such as wagering and voting, and gamblification as the central performance
turns uncertainty itself into the primary spectacle. These forms differ not only in how viewers
participate, but also in how gambling-like mechanism is connected to visibility, monetization, social
coordination, and audience engagement, illustrating multiple ways uncertainty is embedded within
livestreaming.

From this perspective, gamblification practices can be understood as uncertainty-driven interac-
tion mechanisms shaped through the intersecting forces of the platform, streamers, and viewers.
Unlike conventional livestream interactions such as chat or emote reactions [24, 51], gamblifica-
tion fundamentally relies on chance to structure how viewers engage, creating a distinct form
of excitement, anticipation, and value exchange. Importantly, the emergence and evolution of
gamblification practices on Twitch is not incidental; rather, it is shaped by the intersecting forces
of the platform, streamers, and viewers.

Twitch not only provides the foundational infrastructure that enables gamblification practices,
but these practices also exhibit clear characteristics of platformization. Platformization refers to the
process through which platforms absorb social and cultural activities into their own ecosystems
by supplying the infrastructure, rules, interfaces, and economic models that shape participation
[103]. Consistent with scholarship on the platformization of gambling-related practices [33, 100,
107], our findings show how gambling-like engagement on Twitch is embedded within everyday
livestream participation rather than confined to dedicated gambling spaces. Twitch supports
gamblification through both built-in features (e.g., Predictions and Hype Train) and technical
affordances that allow third-party developers to create extensions, chatbots, and other interaction
mechanisms. Together, these tools facilitate the emergence and diversification of gamblification
practices across the platform. Interestingly, Study 2 suggests that platform-supported features were
more likely to become focal points of user discussion and concern. Features such as Predictions and
Hype Train were more readily recognized as gambling-like interactions, likely because they are
highly visible, directly implemented by Twitch, and tightly integrated into collective participation.
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This finding highlights how platform infrastructures shape not only participation but also users’
attention and sensemaking, making certain forms of gamblification more recognizable than others.
Finally, Twitch’s integrated microtransaction systems keep most gamblification activities within
the platform ecosystem. By relying on Channel Points, subscriptions, and Bits rather than external
payment systems, these practices streamline value exchange while allowing Twitch to standardize
and profit from the economic activities generated through gamblification.

As creative laborers operating under algorithmic and economic pressures, streamers become
the primary architects of gamblification practices on Twitch. The platform is not merely a site
of entertainment, but also a workplace that demands continuous creative production, ongoing
performance management, and sustained visibility [9, 54, 104, 128]. Our observations show that
streamers frequently move beyond Twitch’s built-in features to create customized gambling-like
interactions, repurposing tools such as Channel Points, third-party bots, and reward systems to
sustain viewer participation. Given that algorithmic visibility is closely tied to engagement metrics
such as chat activity, viewer retention, and paid interactions [17, 29], gamblification becomes a
strategic toolkit for attracting attention and maintaining audience involvement. These practices
are motivated not only by a desire to enhance user experience but also by economic and visibility
concerns. In some cases, they exhibit characteristics associated with dark patterns [47, 91]. For
example, Twitch’s Prediction feature foregrounds potential gains while making losses less salient,
and streamers may use intermediate currencies such as Channel Points to obscure the value
implications of participation. Participation can also become socially reinforced when activities
depend on collective contribution goals. By embedding risk, spending, and contribution within
routine community interactions, such mechanisms may normalize gambling-like engagement and
make it appear as an ordinary part of livestream participation. Importantly, these dynamics are not
produced by interface design alone but emerge through the interaction of platform features, streamer
practices, and audience participation. Our findings therefore extend existing discussions of dark
patterns by showing how persuasive and potentially manipulative dynamics can be co-produced
within livestreaming environments, where engagement, monetization, and social interaction are
tightly intertwined.

Finally, viewers are not merely passive participants in gamblified interactions. Instead, they
exercise substantial agency, and their perspectives and attitudes can significantly shape how these
activities unfold. First, Twitch’s game-focused content ecology and participatory community
culture make viewers particularly receptive to gamblified participation [64]. We observed viewers
expressing anticipation for upcoming activities, offering strategic suggestions, and engaging col-
lectively in gamblified interactions. These observations resonate with Binde’s model of gambling
motivations [11], which emphasizes the role of social rewards, intellectual challenge, and emotional
experiences such as anticipation and excitement. However, unlike conventional gambling, these
motivations on Twitch were often directed toward community participation and entertainment
rather than financial gain, illustrating how gambling-like motivations can be reconfigured within
livestream environments. Viewers also influence one another, making social influence a key force
in gamblified participation. For example, we frequently observed bandwagon effects [101], where
one viewer’s use of a chatbot command prompted others to follow. However, such influence could
also have negative consequences. Some users reported feeling pressured to contribute during Hype
Train events, while others felt excluded when paid participation created visible social hierarchies.
Consistent with research on the crowding-out effect [137], these dynamics suggest that visible
spending and participation by others can shape viewers’ decisions and alter their motivations for
engagement.
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5.2 The Legal Ambiguity and Ethical Murkiness of Gamblification

While gamblification shares similarities with gambling, it often lacks defining elements such as
monetary stakes or direct financial rewards, placing it in a legal gray area [72, 122]. Nevertheless,
research has linked gamblification to risks including addictive tendencies [28, 99], the normalization
of gambling behaviors [36, 44] and increased vulnerability to future gambling-related harms
[16, 61, 115]. As a result, some countries have begun regulating certain forms of gamblification
under gambling law [134]. However, the boundaries between gambling and gamblification remain
contested. This ambiguity was also evident in Study 2, where users differed in how they assessed
the legality of gamblification practices. Some focused on whether participation involved monetary
stakes, while others emphasized whether rewards could be converted into money.

More importantly, this ambiguity creates governance challenges for livestreaming platforms.
As shown in Study 1, gamblification on Twitch takes multiple forms, ranging from peripheral
interactions to platform-supported features and central-performance activities. Because these
practices vary in their relationship to money, chance, rewards, and participation, determining
which activities should be regulated, restricted, or permitted becomes difficult. Study 2 further
suggests that this uncertainty extends to users’ own sensemaking, with participants often expressing
confusion about where the boundary between entertainment, gamblification, and gambling should
be drawn. As a result, legal ambiguity does not merely complicate regulation; it also shapes how
gamblification is recognized, governed, and navigated within livestreaming environments.

In the absence of clear legal or regulatory guidance, ethical considerations often function as
informal norms that shape public expectations, platform governance, and, at times, future legislation
[42, 89]. As a result, even when gamblification operates within a legal gray area, questions of
ethical legitimacy remain important for Twitch. Moreover, these ethical tensions extend beyond
the platform itself. The three key stakeholder groups identified in our study must all navigate
the benefits and harms of gamblification, yet their interests and perceptions of what constitutes
acceptable practice do not always align.

First, gamblification creates a tension between viewer autonomy and potential harm by reframing
risk as a form of play and participation. Although participation remains formally voluntary,
the design of gamblified interactions may shape how viewers perceive and evaluate risk. The
excitement, anticipation, and reward-focused presentation of these activities can draw attention
away from their potential harms. For example, Twitch’s Prediction interface foregrounds potential
gains while providing comparatively little emphasis on potential losses, reflecting characteristics
of deceptive design [141]. Such designs may normalize high-risk participation while limiting
users’ awareness of associated risks, particularly among vulnerable groups such as individuals
with gambling predispositions. Beyond interface design, harm may also emerge through the
mobilization of parasocial relationships Our findings show that streamers do not merely host
gamblified activities; they actively mobilize feelings of intimacy and community to encourage
participation. While these dynamics can strengthen engagement, they may also create social and
emotional pressure. As reflected in Study 2, some users viewed such practices as encouraging
impulsive spending or exploiting younger viewers. In this way, the social bonds that characterize
livestreaming communities can become mechanisms through which participation and risk are both
experienced and negotiated.

Second, Twitch exhibits significant ethical ambivalence as it plays the dual role of beneficiary and
regulator of gamblification. On the one hand, Twitch platform is deeply entangled with the profit
motives and commercial interests, with many gamblification practices built upon the platform’s
microtransaction systems, such as Bits, subscriptions, and even Channel Points, which constitute
major sources of revenue for Twitch [156], On the other hand, Twitch simultaneously acts as the
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platform governor responsible for setting rules, moderating participation, and enforcing platform
policies. Given this dual role, the platform’s position becomes inherently blurred, giving rise to
tensions and challenges in its governance approach. We found that the platform appeared to turn
a blind eye to gamblification practices that violated its own policies. From a user perspective,
this selective enforcement reveals a prioritization of profit over viewer well-being, transforming
self-regulation into a strategic tool for oversight evasion.

Third, streamers navigate a complex ethical landscape where gamblification is framed as a neces-
sity for creative labor. As Twitch functions as a workplace, streaming constitutes a form of affective
and performative labor [54, 128], where eliciting viewer emotions and sustaining engagement are
central to a voluntary value exchange. From this perspective, the use of gamblification can appear
both reasonable and necessary for sustaining their creative labor. As one streamer in Study 2 noted,
tools such as Hype Train help them “earn a living” while also entertaining viewers. However,
these practices also raise ethical concerns. Similar tensions have been identified in research on
dark patterns and livestream commerce, where platform features, social influence, and affective
relationships can be leveraged to encourage engagement and spending [47, 90, 91]. In the context of
Twitch, gamblification may serve both entertainment and commercial goals, blurring the boundary
between participation and persuasion. These dynamics closely resemble concerns identified in
livestream commerce, where platform affordances, social influence, and affective relationships can
be leveraged to stimulate user spending [130]. Responsibility for such practices is also difficult to
locate. Beyond Twitch’s built-in features, streamers frequently rely on third-party or self-developed
tools that extend platform affordances. As in influencer marketing ecosystems [92], accountability
becomes distributed across platforms, streamers, and developers, creating governance challenges
and regulatory gray areas.

5.3 Toward Responsible Gamblification Practices

We found that existing gamblification practices present issues and potential risks in terms of
platform governance, design and user experience. Therefore, we offer implications for building
more responsible forms of gamblification practices.

Implications for Livestreaming and Creator Platforms:

Although this study focuses on Twitch, our findings have implications beyond this specific
platform. Twitch is one instance of a broader ecosystem of content-creation livestreaming platforms
that facilitate sustained interactions between creators and audiences through platform-mediated
engagement and monetization features. While platforms vary in their technical affordances and
community cultures, the gamblification practices examined in this work reflect broader design
patterns that can emerge across similar platforms. As such, our recommendations may also inform
the design and governance of other livestreaming and creator-centered platforms where comparable
interaction and engagement mechanisms exist.

On Twitch, Community Guidelines emphasize user safety [145] , yet our findings suggest that
existing protections remain insufficient for addressing gamblification practices. Although Twitch
restricts content that legally qualifies as gambling, many gambling-like interactions identified
in our study fall outside these definitions and therefore occupy a governance gray area. Rather
than treating all gamblification as gambling, platforms should develop clearer policies and gover-
nance frameworks for gambling-like participation mechanisms, such as spinning-wheel games and
prediction-based interactions.

Because many gamblification practices involve value exchange, they may also raise concerns
related to consumer protection. The uncertainty embedded in these interactions, combined with
limited transparency regarding rules and outcomes, can expose users to potentially deceptive
practices. We therefore recommend greater transparency around participation rules, along with
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mechanisms for appeals and dispute resolution. Additional safeguards are particularly important
for younger users, given evidence that gambling-related content may increase youth exposure to
gambling-like behaviors [48, 60, 131]. Platforms should consider age restrictions, content warnings,
and other measures that help users recognize potential risks.

Our findings further highlight the importance of governance transparency across creator plat-
forms. Participants frequently questioned how gambling-like practices were interpreted and
enforced, suggesting that inconsistencies between platform policies and moderation decisions
may undermine user trust. Clearer communication regarding how gambling-like participation
mechanisms are assessed, moderated, and appealed would therefore strengthen transparency and
accountability.

Implications for Streamers:

In our research, we observed that streamers employ a variety of tools to implement different
gamblification practices both within and beyond the livestream. We caution streamers that while
gamblification can be a strategy for enhancing user engagement, it can also function as a double-
edged sword for user experience. For instance, our findings show that some viewers felt alienated
by certain gamblified activities. This is especially important given the strong community culture
on Twitch, where viewers’ participation and interaction are built on bonds of trust and affection
toward streamers [51, 144]. When these emotional connections are undermined—such as through
manipulative practices or the overuse of gamblification—the user experience can suffer, leading to
feelings of alienation or negative emotions among certain viewers. Responsible practice therefore
entails avoiding strategies that trigger impulsive spending and ensuring that any gamblification
mechanisms remain within legal and regulatory boundaries. By adopting gamblification in ways
that foster interaction without compromising user well-being, streamers can better support the
enduring development and health of their communities.

6 Limitation

This study has several limitations to consider when interpreting the findings. First, Study 2 relies on
publicly available Reddit data, which introduces sampling biases common to social media research.
Reddit posters often exhibit stronger community engagement than passive users [70, 124]. In
addition, our keyword-based retrieval strategy may have favored users who discussed Twitch
through a gambling-related lens. Consequently, our findings reflect one subset of user perspectives
rather than the broader Twitch community. Second, we were unable to reliably identify users’
platform roles (e.g., streamer, viewer, moderator) unless explicitly self-disclosed, limiting systematic
comparison across stakeholder groups. Future work could address this through targeted recruitment
or mixed-method approaches that enable clearer role differentiation. Third, although the two studies
provide complementary perspectives on gamblification, they draw on different data sources and
research contexts and should not be interpreted as directly comparable or mutually validating. Both
studies are interpretive in nature, and our findings should therefore be understood as a situated
qualitative account rather than a comprehensive representation of all Twitch users’ experiences.
Fourth, our study is limited to English-language Twitch streams and Reddit discussions, ensuring
analytical consistency but excluding potential cultural variation in how gamblification is understood
across regions.

7 Conclusion

In this paper, we conducted a comprehensive analysis of gamblification practices within the Twitch
ecosystem. Through ten months of ethnographic observation, we identified three primary forms in
which streamers implement gamblification in their live streams. By examining user perspectives,
we captured the nuanced ways in which viewers experience and interpret these playful yet risky
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interactions. Together, these findings provide a holistic account of how gamblification is co-
constructed by streamers’ implementational strategies and viewers’ participatory engagement.

Our study provides a comprehensive analysis of how gamblification practices emerge and evolve
on Twitch, highlighting their legal ambiguity and revealing their ethical murkiness through the
lens of the platform’s complex multistakeholder ecosystem. Building on these insights, we offer
implications for platform governance and streamer conduct to support more responsible forms of
gamblification.
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Appendix 1: Detailed Overview of Gamblification Practices on Twitch

Liu et al.

This appendix provides a detailed breakdown of the gamblification forms identified in our analysis.
For each form, we outline the specific tools and technical carriers involved, the gambling-related
elements embedded within the mechanism, the degree of streamer involvement, the modes of
viewer participation, and related field notes.

Degree of Gamblification Tool Type Gambling-related Elements Streamer Viewer Example Field Notes Excerpts
Integration practice Consider- Chance- Prize Involvement Participation
with ation based
Livestream Mechanism
Independent of Custom Twitch Channel The outcome  Subscrip- Streamers Individual “Streamers have substantial
the Livestream Rewards Built-in points is largely tion, customize participation  flexibility in configuring
Features random random the reward reward rules, and there is
(depending emote etc. rules and strategy behind how these
on the may engage rewards are designed. In some
specific in certain cases, viewers can spend only
reward rules) activities one-fifth of the usual cost for
based on a chance at the same prize,
those rules though they might also walk
away with nothing. Still, I'm
sure there are people who
would be willing to take that
wager.”
“The amount of channel
points needed to redeem the
interesting rewards is way too
high! If you don’t spend
money and only rely on
watch time to earn channel
points, it’s just not realistic.”
Chatbot Twitch Channel Purely code- Channel None(setup Individual “Viewers can use command to
(e.g., Nightbot,  Offi- points generated points only) participation  play slot machine with the
StreamEle- cially random robot of the channel.”
ments Bot, Sup- outcome “When I see other viewers
and Wizebot) ported using commands I haven’t
Third- seen before, it makes me want
party to try them out to see what
Tools they do.”
Extension Twitch Bits / in- Purely Avatar None(setup Collective “During the brief moments
(e.g., Stream Offi- extension random, upgrades/ only) participation  when the streamer stepped
Avatars) cially currency though in gain in- (cooperative away from the camera, it was
Sup- some cases extension or surprisingly fun to battle with
ported partially rewards competitive)/  other viewers using our
Third- influenced Individual avatars, and it even made me
party by the user participation  forget about leaving the
Tools level. stream.”

“As the streamer continued
their streaming, we were busy
playing the Avatars
mini-games. The Avatars
layer sat right on top of the
stream, covering most of the
livestream. At some point, the
livestream faded into
background sound, and the
Avatars game became the real
focus of what we were doing.”
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Degree of Gamblification Tool Type Gambling-related Elements Streamer Viewer Example Field Notes Excerpts
Integration practice Consider-  Chance- Prize Involvement Participation
with ation based
Livestream Mechanism
Augmenting  Prediction Twitch Channel The outcome  Channel Streamers Collective “XX (a gaming streamer) set
the Livestream Built-in points is Points re- (or participation up a Prediction based on the
Features determined distributed moderators) (cooperative outcome of a round in the
by manually set  or game Liar’s Bar that they
subsequent up and competitive) was playing.I placed a small
uncertain initiate every bet of 10 Channel Points and
events that single event unexpectedly won. I felt a
occur during little rush of excitement and
the realizing that I could
livestream potentially use this feature to
quickly multiply my points.
In the next round, I wagered a
larger amount, 70 Channel
Points, and won again. My
Channel Points in the
streamer’s channel spiked
almost instantly, and I felt
genuinely thrilled by the
sudden increase.”
“The design of the Prediction
felt quite appealing, and the
celebratory animation that
played when I won amplified
my sense of joy.”
Hype Train Twitch Subscrip- Each viewer Random None(setup Collective “A part of the hype train
Built-in tion, who emote from  only) participation includes a "hype chest, which
Features  Bits participates final level (cooperative) is similar to a loot box.”
receives an chest “On the left-side panel of the
emote Twitch interface, where
randomly followed and currently live
pulled from streamers are listed, it is easy
the chest to spot channels that have an
tied to the ongoing Hype Train, because
level of the their names are marked with
Hype Train a badge indicating that a
Hype Train is in progress.”
Extension Twitch Bits / in- Based on the Influence Streamers Collective “In this extension, viewers
(e.g., APGs) Offi- extension livestream gameplay / customize participation  could vote on where the
cially currency content gain in- the (cooperative streamer should go next, and
Sup- (similar to extension extension or many of them actively voiced
ported Predictions) rewards and may competitive) support for their chosen
Third- engage in option in the chat.”
party certain
Tools activities
based on
certain rules
Being the MainPhysical Physical ~ Subscrip- Purely Streamer- Streamers Collective “When I opened the stream
Content of the spinning tools tion,Bits random defined design, participation  and saw the spinning wheel, I
Livestream  wheel outcome rewards configure, (coopera- thought it was pretty
(e.g., Sub- and remain tive)/ amusing, cause I didn’t expect
scription, actively Individual such a simple, almost
physical involved participation ‘old-school’ way of rewarding
items, throughout viewers. But it seemed like
merch, the entire the chat really enjoyed this
penalties gamblifica- format. Most of the chat
the tion practice. messages revolved around the
streamer spinning wheel, people were
must either reacting to the prizes or
perform making wishes for what they
etc.) hoped the wheel would land

on.

“On this wheel, the streamer
landed on Marbles, so it
shifted directly from one
chance-based game to
another.”
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Degree of Gamblification Tool Type Gambling-related Elements Streamer Viewer Example Field Notes Excerpts
Integration practice Consider-  Chance- Prize Involvement Participation
with ation based
Livestream Mechanism
Digital External ~ Subscrip- Purely Streamer- Streamers Collective “In this spinning-wheel setup,
Spinning Tools tion, random defined design, participation  everyone has to work together
Wheel Bits outcome rewards configure, (coopera- to reach the goal that triggers
(e.g., Sub- and remain tive)/ the streamer to spin it. The
scription, actively Individual streamer discusses with the
physical involved participation  chat what kinds of
items, throughout punishments or activities
merch, the entire would be fun, and the viewers’
penalties gamblifica- messages all revolve around
the tion practice. these ideas.”
streamer
must
perform
etc.)
Third-party External ~ None or Purely code-  Streamer- Streamers Collective “The prize for winning this
Chance-based ~ Tools symbolic generated defined remain participation  round of Marbles was a set of
Games (entry random rewards actively (competitive)  Pokémon cards, reserved for
(e.g., Marbles) typically outcome (e.g., Sub- involved the channel’s first one
free but scription, throughout thousand subs. When the
sometimes physical the entire streamer announced the rules,
subscriber- items, gamblifica- the chat became extremely
only) merch etc.) tion practice. excited and people kept
spamming messages like ‘let’s
go’and ‘do it.”
“After the streamer started the
Marbles game, he became
extremely excited. He kept
tracking the camera on the
players in the leading
positions, shouting during the
race and expressing regret
whenever someone’s marble
fell off. Watching the match
felt highly contagious. His
reactions pulled me in, and I
found myself getting
emotionally invested and
eager to see the final result.”
Technical Content-  / / / Streamers Viewers only  “This streamer spent several
Gambling-like ~ based remain watch and hours developing an Al
Demonstra- demon- actively interact ‘gambling robo’ (a name the
tions stra- involved through the streamer coined) to predict
(e.g., AL tions throughout chatbox, but in-stream game outcomes,
gambling (non- the entire do not and continuously debugged
robot) interactive) gamblifica- directly its code throughout the
tion practice.  participate. development process.”
“The chat was filled with

comments about the robot,
with some viewers calling it
‘dumb’ while others thought it
was ‘pretty cool.”
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Degree of Gamblification Tool Type Gambling-related Elements Streamer Viewer Example Field Notes Excerpts

Integration practice Consider-  Chance- Prize Involvement Participation

with ation based

Livestream Mechanism
Experiential Content-  / / / Streamers Viewers only  “The streamer spent a long
Gambling-like  based remain watch and moment building suspense
Demonstra- demon- actively interact before opening the blind box,
tions stra- involved through the repeatedly expressing hope
(e.g. tions throughout chatbox, but for a specific item. It wasn’t
livestreamed (non- the entire do not the one she wanted, but she
gambling-like interactive) gamblifica- directly said the figure was still cute
activities) tion practice.  participate. and beyond her expectations.

Viewers in the chat echoed
her reaction, calling it cute as
well.”

“The streamer was trading
CSGO skins on a third-party
platform, fully absorbed in
the transactions with almost
no interaction with viewers.
Even so, a large number of
viewers stayed to watch.”
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