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Abstract

A loot box is a virtual item in a video game. Players can purchase a loot box with a certain proba-
bility of getting valuable in-game items inside. Currently on the market, the loot box is seen as a
gamblified design element introduced in the video games. This type of game contains both gam-
bling and gaming elements, so the loot box is seen as an activity where gambling and gaming
merge. Some studies explicitly state that players can be considered to be “gambling” during this
process, while others argue that the presence of loot boxes in video games blurs the line between
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gaming and gambling, but still does not equate the two. Based on this, this study integrates the
current research status both at home and abroad, firstly defines the concept of the loot box; se-
condly clarifies the relationship between the loot box and gambling and problematic games, and
finally discusses the potential future research directions of the loot box.

Keywords

Randomized Reward Mechanisms, Loot Box, Games, Gambling

Copyright © 2023 by author(s) and Hans Publishers Inc.
This work is licensed under the Creative Commons Attribution International License (CC BY 4.0).
http://creativecommons.org/licenses/by/4.0/

1. 5|

AR, WA BT UERIIRRE, —Mfk AR A AR RAT, B TR MG Thag. Z%2h
R A 57 FH I 52 0% 13 ) K2 i 0L 5L B LAl 3 A 0 TE R N P2 A BB 5 7 [1]. BT L BRI 2
— M BB TR R, W BRI BE R Bk 2] H T IR P I S AL AR R
mndm(loot box. JZJtk FEAEMEARE) [1]. BR “TWPRHNIEL” CAfEmFIsR A ELZE, (HEIIJLF
ik ) & B (loot box) H ZEJiE K HH (A B A4 52 1) 12 593k BRAE &, 7RI N RN “loot crate” « “loot
case” . “HRAIENE” B CHRA A7 FRIGR — R E IR N 2 R G, BuRK T LLIE AR FH B Tt
REWE, VISR BENLE R A OE E[3]. JF H i T R &R M2 A A e 8, PknT Dodid Ff
CRFT RPN IE R R RS FHHOCRSE, DIGIMBIR MR AL [4]. BEAN, SRS S
F 48 (loot box) Ay & LI s it o e — . amm%A&mmﬁﬁTﬂﬁ&i%&%%Eﬁ%,
TR 5 R A 58.0% K& 59.00% 1 # [ T RIS & T4, 93.1%0) % s T HLIER AN 94.9% )3
RN NIE S 12 5 KL ERJLE[S]. 2T, KEF I NER] & &8 T 0 Al i — A~ E 2T
A8, DRI 8 17 52 0 BRRER 22 (1 W R 90 R DG o T X F U R R 035 T BEATL AL s BRI 358
SR T NATIN FL 3 R R T TR P I R 1 M

2. HFRE(Loot Box) L&A RE

M SRR R gz (loot box)Fis (4% — il xle PN B 2R A 48, Bu vl DL 4 Y B Sk B2 10
WK (EA—E), LEIRGREPLEFEDGE R[], APSCIIMABER,  SOR i &38R A i 7305 3 o AR AT
FURRU S B 5 AL PN 8 0 T R 2R il [6] o I T 7T T VF 22 S W ) Rl - e v 5 A A X e e e 9 B
PR B SR AT LA I W S A it 6 DA — S AL A< SR T AT RE A A A A T kT R

SR i A5 R S WA T e AR W S5 A AN TR T 3 A R st B AR A RO il 0 18 o ik P )
N g, AN TR Bk, $5R0). EATRIIE R Z A AE T AR RE A5 3R TH B S (A58 AT 1
A2 5. Buadar DA€ B ) dir e 0t sl et 5 B8 il sk, thm] DU 58 By g A 55
ME ™ STk — S8BT FUN Nt T 58 BBk SO UL 6 (1 B 0 7 EEARAI A, DR b3 g b 3R A5 T 2k
BB T 25 4T TR it R BT RE 2 MR B B X A6 B 2 e B st TRV B T T A i & [ 7] S i b
W3 A7 1 B A 10 T BB A SO L S SR <k 25 D SRR i & 1 3, R HR AR R 52 25T
PHBIYAR[8]. SR, AN AR AR ARSI, EEMH TR AL
#l(RRMs), XA E FIRTE AT RES AR B ARk T, TE NSRRI T84, NAEH “BENLA )
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Bl ” (Random Reward Mechanisms, RRMs)> KA A1, B HL Uk A FH T 1 B A A% 35 22 il (1) BE A L
FEF . RRMs & —F R AT AR MG R E 0, W 778 H A K DX RAT R H B ATURIIT 475k 52 20 30 B 4 5 1
RS S5

AEAT I BEALAL I LHI BB ARG : A2 F BENLREF AL = AP BE9]. = AP BUE A SR VLRSS T
SRAIF R R RE . KUk, SRS OET “BENLELRINLE]” . Nielsen 25 AN NIX & “—Fh
BRI R AV REARAAT 7 o SRS WA E(RINE B0 ITR) . S (r X T 6
SEREAUR i)~ BEALSZBOMLA] . S BLSE 6% M [1] [10]. BEHLALEIALE] H 8T gl 32 U T 2 ik [11]
T E 12 FE 37 50 [13], 4 U xR T B A A% B 22 (M B LR PP [8] R84 o iy ih 22 DL 2o
T2 SRR [14]

3. HF A (Loot Box) 5 s ELHn ja] Bk
3.1 BEFBmESHE

T L TR A A A AR T (B R — B S8 M — A5 TR AL 25w 28 45 1 b, 80 #97E—
ANAZ B ORI BEE I AR RAEAF A b, EHIIEAE RSN T, B B R AR R R —
ELBRECHEMEMARVE[L]. MRTRER “ LI RE —IUEIESE THEE AN — A EEFE, X
L5 R T b S 28 it X A 2 A G AR O[]

F B 2% TR & SR AT 70 32 B4R b A (R A6, B 70 R IR AR O o B0 A ) 2455 A B v 1 i 1
i I FLAE S5 SRR AR s i N B2 [7] [15] [16] [17]. ALEM R “ 547 MR 525
TG S (A2 BRI BT SR AR A FR e R A B K AR AL [18] 0 A3 WF A BB 1 5 R ) ot L 1 P el Pk e
H11A](2016~2017 E) IR . TERF I E BRI, 5 23%MiEak & A /0 — R g e 2 (0 4 4%
At R ENE BRUPELS R AT LU AR A RCRE TR, B [19]. —
T} 18 % Jx LA b B 5 A it 25 2 A0 18 I R0 DRSS 0 R I, B K AEAE R R & ik %, A
AVTERD e 1 ) 8Ll B 7™ B [20] o BRUb 2 Ah, —SBBFFUR T, BT HT R ERR i & i 45 SR 2 BEATL ELAS o] S50
IS5 A KT, FTaRASI 225 BB LT ST AR RIS 2 . ZE T, Griffiths &5 A T
NI ST T R 5 B AT R A A B 147 21« T Bl ML 22 Jh i £ T 7] 42 A2 B AR T % (109t . b
R 22 W, TR A A0 i 8 ) S A A 1 s SR A Je P T R AT o Y, W LI AT
BTSRRI TP AT BHRAMRIE IS % . 25 BTk, T RAEIFE 4 (loot box)id 2 fd ] Hif:
AR DCIG B (. ZFEAL), A NEKG LS T b BB AR AR A e 45 1 b, PP AR RSN
AR R B 5 R I s SR (R fE S IR Rtk . TR Ak 2 T 2 BB AR R i &5 (loot box) AT I 5 T 7E 45 44
AL B i BEAE AL 22 [19] [21].

SRIM,  H ATRRF FXT 5 loot box [k A2 75 & T I M R A —FuE it Bk, Nielsen DABEHLA Jih
HLHI(RRMS) N RTHE, MR A2 75 75 S 3% T 4%\ (cost) A2 75 E AT I S {8 (value) 4 5 R i & 23 A DU 2K
—aE i AR R Gk, T HAB R A IS E; R W EAR RIS RS, (A RA
BSEME: =R EAL RIS A ek, (HEAGISCME: PR BEA T ZAE RIS A 44k, W
AEABEMED]. L ERBEEEENM ASHFRE, Nielsen I R A S —Fi s B Mg . A
Xiao N AR =Mt 5 S SIAR DG, U B R0 K BBt FR I SR, 1% ¢ 3 U B8
Vo feJa—FlR] i & BN RSB MILAME, (2 S th AT Re 5 80U AT 8 EH [22]

MRS, BSR KSR AR UCHESUR I ZERE FH PR 7 T, OR) & R G 5 W e B B S5
OHFRIE[L9]0 WX AR, & A TSR] 0 AT DUE 1E & — P e xk, (B3Rt —# &
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&S
3.2. BEFMmESEIBFEY

DN 3R B Z 43522 5 P U & P I SE 4 I, R AT & R LA RS B O B8, T
LR o LS AR AT e R B B A 55 [23] [24]. (R, loot box {1 A— ik Y 5 32 2 Z R A =l )
ZAEF . O T SRR AT I AL O Se g T, TF R A E SR B — N SRS i x4k (Gamification) , Ui
SRAGH PN 28 ELHE AT F R BT G 3R (MR oy« B ANHEAT %) DUAR S (AL ) A T L M 45 SR (e N
FE) BT ORI 7RG 1 [25] 0 5 A AR DR 25 B 3 AN ) 30 R T 194K (Gamblification) . T # 4L,
SEARTEWE R A A T e s (s R SRR ), R T SR (261 H BT TR OR 2 6
b S TBCLE i R P TF R AIF [ 10] [26], 4 R S S0 e s b B T Ak G 3R o B 98 R A TE 5 IR R it L
1) P U K PP A B v B SR R BT, R A SR TR MR T, IR A AR T £ ) )
WERRAT N[1] [4] — LRI TN TE BT IR A R o B (0 R “ B e 7 1, 25 BB K N
HL TR R I B e M R R T R PR TE LR 8 ST RO BRI 1T, BB sl KRR I K R 4t
[3]o &b, AHER H X Phiss B I A 70 3 A0 N R A 153K U0 e 55 T e ok AR AL, X P s B T RE R
T £ A R 256 Uit R B A ) NS SR8 5% ) F4H
4. BB BB E

A JUES, BT MRS ERIEREMEL S R, IRimkETERE. 388k
()R FEATAS UK Z [ B AC T S AR 5 s D) 2% B 9 119 Mk 7 (6 e S IR EUEE 20 R AH O AE B IR I Ini s [
LR ot RS FH HE BN B 5 7 AR S B« FE IR AAE T Hh R 1288 7 3 () ot 230) 10 90 N DA S B8 e AL A 45
PEHS[RIRE (2 20 6 7 & (5 KR R o BRI TT I, BE A HR 1K i CL 4 5 B0 AR 5 T 7= AR AR BRI R 5[ 3]
wmﬁﬂ%ﬁmfaﬁﬁﬁmiﬁﬁm%%%ﬁﬁ“@%%%ﬁﬂﬁ@&E%%%ﬁ%%%ﬂ%ﬂﬁ
BBk, £46). Bl—TiAA R Facebook L2974 54%[ itk (0 & W 18 32 i [27] . 22 58 K S S M
e I R mmﬁiﬂﬁﬂﬁﬁ%kﬁ&xﬁ&$%m%¢ﬁsmmﬁsmmmﬂnm&ﬁ@ FE
[5], PR, IR EAE T b O ae ORIl &, b S B 6 A 3R I 9 T8 14 o 3R (R ot ) TE Ui e o
MEH -

HAT, SR &R A T 3R DA =2 B8 AR i — /MO T BR8] X FETTER IIIAE R
Ui 35 s VR AR LA T 52 2807l SRk 22 170 M RIRIE 8 DGV o TR TR U AT L A 3 v e AT 1 — S 5 AR
S PR SRETE SN, AR A A BE TS T X R, SRR R A EAT v, A KEH A
27 A R H AR THT ) R [ 1] o SR TTT, 24 I AU XA 35 Fu Ve S 0d i AE 26 52 5 D) S R 407 i - King 1 Delfabbro
(2018) Y N EH T A TH I O FRHR N, BrKIE S EE R LA B3 NBCRE 2 R IE =48 b, X T
ReS I 77 AL, RN n RE s B S AR 055, LN EoR AR BF IR [3], — B Fi
K ) ot L] 0 T PR i R G i 1l B S I AT D9 [23] [28] [29] 0 BE Tk, A it AR A A A2 Ui
IR A= 0, O 708 R & (loot box) BRI R “ g t84L” [16].

IL,‘—n q E
5.1. BR%

KT AN B T AL xR R BIF I AEE — RN o BARVE 2 0F FU A A 9 I A0 B8 AL e R AE 24 B A
OB E AL B EER 2 E EAE S . PUA I SRR 1M R SEANAE 9 £ S EUE
P 8L i) S AT [4] o AELATS SRAR A ELBORE AR i G ELAR ML N R 1T, RORATT U 7 BE M E 2 Bt —
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5.2. RE

G, AR ICHERAIL H BT G E A SR IR AR T HREONERZ . B, FEORSRAIT T AT DR R TE
RUBAETT R SR b I B TR by FLk, AT RUE— 2D BB & A B i 6 R T 345 ) R 1 TR g AR
KFo BE— L0 A S & IR R R (0 WA L. H AL A W T R BT A A SEAT O
e, T ARAT TR TE TS M) s G T R R A% 9 T 38 4 DX ) B L7 5 BRI o DRI AR ORATE TR BAAAZ £y
FENT TR X AL e g b ST 5l 2 7 AT Ee O B SR, it — 2D AR AR i 5 T Y R
KR P R4 P SR A AR

BEF M) it 5 5 R T e AR R DL L 5 BRI AR A I, VR R BT ST O AT RE 2 T
R BRI — 26 [ R8BS BRI Bt F . Rk, Drummond %5 AU\ ELAETE DR Rk P 1 B I 2 IR AT
FERIX — BRI BOTVE[L9] o AT TN B30T XA S B 1 4 21 0 B — 0 R M A 5 DR B I o RO AT TN
N e BB SIE NI X 2K TR AN B AN R IR E S =7 6 BIRE 53 [30] . R AE R SR 7T —
73T L MGk H AR 2y S SIS D5 T BRI B A E MR A, ) S 28 O ik G R AR B — B
o
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