vvvvvvvvvvvvvv

e 4 &
© o &
(%
R x.'f
=§_:§ e
—
. < %\'§
3 € 3
R
?< N >
e :
1 -
Ll g,\é\
5

~ Gambling 2:

A polltlcal economy of mobile and social gambling

Professor Gerda Reith
University of Glasgow




Gambling

% Techno economic systems
(Castells 1996)
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& g olocatlonal ‘& data tracking
 technologies
R @  personalisation and targeting of
marketing
@  online social networks



Technology <> State <> Capital

Post 1980s expansion of
commercial gambling

Era of ‘informational capitalism’
(Castells 1996)

@ Deregulation, privatization,
globalization

Technological developments:
‘informational, global &
networked’

@ Liberalization & credit

Interdependence state <» gambling
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@ Garhblmh as archeltypai form — produces
intensified experiences ;
@ Dematerialisation: pure circulation &
~ extraction of money
@

- Convergence with wider operation of finance

capital: divorce exchange [ use values
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" Technology
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Drives capital to: ‘overcome
limits of time & space’

Wireless technologies & digital

networks

& ‘Disembedding’ (Giddens
1990)

@ ‘Non places’ (Auge 1995) -
circulation & consumption




Mobile & Social Gambling
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New frontier of gambling
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Expansion of reach & speed

‘Disembedding’ & ‘non-places’

‘Turbo charged’ features




Technology & Marketing

Surveillance

information <> marketing
feedback loops

@ Geolocational services

@ Personalisation
@ Harnessing power of social networks



Personalization % %
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personalized message
OODo here, and broadcast it
to your customers.

@ Smartphones : more than mere
devices — ‘affective technologies’

@ From expensive, generic mass
marketing — cheap, agile,
personalised texts

P

.l Vodatone =

RUGBY FINALS SPECIAL
@ Tailored to individual based on Get 50% off any losing bet
. ] Bet now on your mobile
betting history and preferences http:/inks to/bet247

Optout SMS STOP to 074563781




Geolocational Software

% Tracks player movements, tags behavior

@ Links purchasing behavior <> location <> venue
information

@ targeting of promotions

@ ‘reaching a customer on the device where they can
instantly take action is a very powerful tool’
www.bulletbusiness.com/mobilegambling 2013
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http://www.bulletbusiness.com/mobilegambling 2013
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@._LanlbleLs ‘always on’ —
tShortt 2014) i i O NON-STOP ACTION

N THE PALM OF YOUR HAND




Social Media

& ‘Affective technology’

@ Gambling [/ gaming: blurs

boundaries
& - : - Tip 1 - Simply Ask Users Tip 2 - Make Facebook
SOClal/ Vlral marketmg to Connect the Easiest Choice
@ Incentivise players & harness '3 il v invite your fiends t play
SOCial netWOl‘kS - ' fq—fm
Facebook
@ ‘Engagement, retention, e —

monetization’ (SOOMLA 2014)
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Value

%@ Freemium games &
microtransactions blur

o o o ‘ ’
distinctions ‘real’ money < ADDICTIVE GAMES
virtual money < virtual

GETTING USERS TO DREAM ABOUT
gOOdS VIRTUAL GOODS

| Confirm Your In-App I

Purchase .
Do you want to buy one 1,500 Mega : (SOOMLA 2014)

Points for $0.99?

Cancel Buy

Does ‘real’ money matter...??
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http://www.bulletbusiness.com/mobilegambling/pdf/MobileMarketingWhitepaper.pdf
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