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Introducing The State of AI in Gaming 
Message from the Editor-in-Chief 

 

The gambling and gaming industry is at an inflection point. In just a few years, artificial intelligence (AI) 
has shifted from an emerging novelty to operational necessity - powering everything from personalization 
and game development to compliance and surveillance. But as adoption accelerates, key questions arise: 
How are organizations deploying AI in practice? Where are the biggest challenges? How can we ensure 
responsible implementation? And what new AI advancements will drive future innovation? 

We created The State of AI in Gaming to address these questions, and it is my pleasure to welcome you 
to the first in what will be an annual series. With this inaugural edition we set a foundation for tracking 
what will, without a doubt, be an exciting evolution for the entire field. 

We deliver The State of AI in Gaming as an open, not-for-profit research project. It is designed to be a 
key resource on AI progress across the global gambling value chain for the benefit of all stakeholders: 
operators, suppliers, regulators, non-profits, researchers, academics, investors, journalists, and more. 
Ultimately, we seek to provide data-driven insights to help steer conversations and inform decision-
making around AI. We hope this initiative helps the sector keep pace with the (shockingly) rapid 
advancements in AI, as well as set the stage for the gambling industry to position itself as a global leader 
in AI adoption and maturity. 

I’d like to personally thank the entire State of AI Team for their herculean effort in bringing this vision to 
life. I am proud to say that this project is a result of an amazing collaborative effort that brought together 
organizations and individuals representing a diverse set of backgrounds, experiences, and roles within 
the sector. Our contributors range from ambitious students to seasoned professionals with decades of 
experience! I’d like to also take this opportunity to thank the Founding Members of AiR Hub, whose 
support and belief in the initiative has made this project possible.  

The State of AI in Gaming report structure is purposefully more navigable than a traditional academic 
paper, without sacrificing the rigor of our research. Our methodology reflects this balance, where we draw 
from publicly available data and original survey research, while also providing qualitative depth via 
editorial commentary and targeted interviews with a broad range of stakeholders. 

I hope this inaugural edition generates enthusiasm and greater interest in this fascinating topic, but the 
true value of this project lies in its longevity and breadth. To remain a definitive resource, we need the 
active participation of stakeholders from all corners of our field. I therefore invite you to join this 
conversation. You have the ability to participate in our surveys, provide data, re-analyze the datasets we 
have collected, and/or offer suggestions on how we may improve our future methodology and analysis.  

My hope is that this 2026 report provides a strong foundational benchmark that can inspire innovation and 
growth, while encouraging you to become a permanent part of the conversation about The State of AI 
in Gaming. 

Kasra Ghaharian, PhD 
Director of Research, UNLV International Gaming Institute 
Principal Investigator & Editor-in-Chief, The State of AI in Gaming
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At a Glance 
The Industry Has Ambitions, But Remains in Early 
Stages of Maturity. 

With an average score of 45 out of 100 in our AI Maturity 
Index, most gambling companies have strategic 
ambitions for AI, but infrastructure and expertise need to 
catch up to scale it. 

A Governance Gap Runs Through the Industry. 

Governance scored lowest on our Maturity Index at 30 
out of 100. Just one in five companies have dedicated AI 
governance roles, only a few companies plan to hire for 
these roles, and most organizations have no established 
governance practices or are in early stages of 
development.   

Generative AI Is Widespread, But Agentic AI Has Yet 
to Arrive. 

Over 80% of companies use Generative AI, yet adoption 
of AI agents lags far behind broader enterprise trends. 
The sensitivity of gambling operations, from compliance 
to player safety, warrants a measured approach. 

Regulators and Industry Are Not on the Same Page. 

Regulators and operators disagree on where AI is being 
used, regulators lack confidence in their oversight 
capabilities, and they do not believe the industry is 
capable of self-regulating its use of AI. And the data 
corroborates this — regulators are largely unaware of 
Responsible AI practices among licensees, and those 
practices largely don’t exist. 

The Innovation Pipeline Is Accelerating. 

Academic research publications, patent filings, product 
development, conference discourse are all growing — 
signaling that the ecosystem around AI in gambling is 
building momentum, even as adoption within companies 
remains uneven. 
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Navigating the Report  
In deciding how to structure the report, our primary driver was to ensure we provided 
data and discourse along key axes of the global gambling sector. As with any 
research project, time and resource constraints required us to refine our scope to a 
manageable focus. While our initial framework included a comprehensive set of 
stakeholders and topics, we ultimately narrowed this first edition to three primary 
sections: (1) The Industry Index, (2) Regulatory Pulse, and (3) Research & 
Advancements. Additionally, a fourth Thematic Focus section will change annually 
to provide commentary on the most salient topics of the year. This year our focus is 
Responsible AI, one of the key pillars of the AiR Hub and something the editorial 
team felt was an apt starting point given the intersection of two highly scrutinized 
fields. 

As noted in the Message from the Editor-in-Chief, we hope readers will engage 
with us so we can gather feedback that will help us prioritize future stakeholders and 
topics. Just like AI itself, the report will continue to refine and expand as needed in 
future iterations. 

While the report is designed to be read “front to back”, each section, and even the 
subsections within them, can be enjoyed as standalone pieces. We have also 
included an At a Glance section immediately following the Message from the 
Editor-in-Chief, offering five essential takeaways from the entire project. For those 
seeking more depth in a condensed format, our Executive Summary offers 
thorough highlights from each section. Finally, every section begins with a dedicated 
overview and a mini-Table of Contents to help you navigate the findings with ease. 

A Note on Terminology Use 
Throughout this report, readers will see a variety of terms used to reflect gambling 
and gambling-related activities. Such terms include, but are not limited to gambling, 
gaming, wagering, and betting. We have used the terminology most reflective of the 
respective section in which it appears. For example, if a particular jurisdiction refers 
to “wagering" in its legislation or regulation, that is the term we use in describing the 
gambling-related activity. Where a particular term is not defined by an organization, 
we default to "gambling” or “gaming.” 

A Note on Research Methods and Transparency 
Within each section, we have included a condensed version of our methodologies to 
facilitate better readability, while providing more extensive methodological details in 
the Appendix. Throughout the report, you will encounter various data and 
visualizations. We have listed the source of data to accompany each visualization. In 
addition, we have highlighted the number of respondents (n) for all survey data as 
well as provided details on the respondent profiles. While we are unable to share raw 
respondent data due to Institutional Review Board (IRB) protocols, we have made 
our datasets for Section 3: Research & Advancements publicly available on the 
Open Science Framework (OSF). Data and other materials for the 2026 edition can 
be accessed at the following link: https://doi.org/10.17605/OSF.IO/V8UWP. Lastly, to 
facilitate easier information retrieval for our readers, references have been compiled 
at the end of each respective section. 

https://doi.org/10.17605/OSF.IO/V8UWP
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Executive Summary 
The State of AI in Gaming 2026 is the inaugural edition of an annual report produced by the 
University of Nevada, Las Vegas (UNLV) International Gaming Institute (IGI), in collaboration with 
KPMG. It is the flagship project of UNLV IGI’s Artificial Intelligence Research Hub (AiR Hub). Drawing 
on original survey research, secondary data analysis, and expert contributions, this report establishes 
the first comprehensive baseline for how AI is shaping the global gambling industry. 

In this inaugural edition we study the impact of AI across four dimensions: industry adoption, 
regulation, innovation, and responsible use.  

Section 1: The Industry Index 
This section presents findings from our original survey of 83 gambling companies across the globe, 
including operators and suppliers across land-based and online sectors. Using a one-response-per-
organization design, we capture where AI is being used, how mature organizations are, whether AI is 
delivering value, what the biggest barriers are to scaling, and how the workforce will be impacted. 

1 The industry has ambitions, but our Maturity Index suggests it is still in a state of 
development - and governance of the technology is a cause for concern. The industry 
averages 45 out of 100 on the composite maturity index built on four dimensions: Strategy, 
Infrastructure, Expertise, and Governance. Strategy scores highest at 57, with nearly half of 
companies reporting a formal AI strategy actively guiding initiatives. However, Governance 
trails at just 30 — most organizations have no established governance practices or are in early 
stages of development. 

2 Land-based operators trail their online counterparts by a statistically significant 
margin. This gap was substantial across strategy, infrastructure, and expertise, in particular. 
While this likely reflects the challenges of integrating AI into legacy systems and complex 
physical environments, investing in a formal strategy alongside expertise and infrastructure 
could be an avenue to close the gap. 

3 AI activity across the industry is concentrated in technology, security, and product 
innovation, which together account for nearly half of all weighted activity. Customer-
facing functions and corporate operations sit in the middle tier, while risk and compliance 
trails. Marketing use cases were less prevalent, suggesting that customer-facing AI 
applications — despite their commercial potential — have not yet become a clear priority. 

4 The industry has embraced Generative AI, but the agentic AI era is yet to materialize. 
Text and code generation lead among GenAI applications. But in contrast to broader 
enterprise trends, adoption of agentic AI in gambling appears markedly lower. 

5 Cost reduction is the primary driver of AI adoption, but ROI remains elusive for most. 
Only one in five companies report already achieving meaningful returns, with most expecting 
ROI within two years. However, the majority rely on less structured evaluation methods to 
assess AI success, and one in four have no structured evaluation process at all, which could 
make it difficult to know whether returns are or will be realized. 

6 Knowledge and training gaps and resource constraints are the most cited barriers to 
scaling AI, and cybersecurity and data privacy rank as top risk concerns. Despite this, 
nearly half of organizations report no AI-specific hiring planned, and the governance structures 
needed to address risks remain underdeveloped — a minority of organizations have dedicated 
AI governance or ethics roles, with few planning to hire into them. 
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Section 2: Regulatory Pulse 
In this section, we examine how AI governance is evolving across gambling jurisdictions, combining a 
regulatory scan of legislative and policy developments over the past 36 months — compiled by Vixio 
— with an original survey of 113 gambling regulatory executives and staff worldwide. 

1 Regulatory activity surrounding AI in gambling is concentrated in North America and 
Western Europe. Gambling-specific AI regulatory developments are geographically narrow, 
with no recorded activity across Central and Eastern Europe, Asia-Pacific, or the Middle East 
and Africa. 

2 Regulatory action is prioritizing the use of automation to support player protection and 
safety. The most prevalent regulatory actions involve the use of AI and automated tools for 
player harm detection, with jurisdictions including Belgium, Finland, Italy, and several U.S. and 
Canadian provinces mandating or encouraging automated monitoring systems. 

3 Regulation to govern AI specifically is emerging, but remains the exception. A small 
number of jurisdictions have begun explicitly governing AI use in gambling. Whether this 
signals a broader trend away from addressing AI solely through existing outcome-based 
frameworks remains to be seen - though insights from our regulatory survey suggest it might. 
Regulators in our sample tended to agree that gambling-specific AI regulations are needed 
and that current frameworks are not equipped to address the risks and opportunities posed 
by AI. 

4 Regulators report limited visibility into how licensees are using AI and low confidence 
in the industry’s ability to self-regulate. Across our survey, we found that regulators were 
not confident in their ability to assess licensee use of AI and reported limited awareness of 
current AI applications in licensee operations. This is further corroborated by a notable 
disconnect between regulator perceptions and industry-reported activity. 

5 A regulator-industry disconnect is evident in where AI is perceived to be used. 
Regulators most commonly identified customer-facing functions as the primary area of 
licensee AI activity, yet our industry survey found that AI adoption is concentrated more 
heavily in technology, security, and product innovation. Regulators may have an incomplete 
picture of how the technology is actually being deployed, which hinders their ability to act and 
risks misaligned regulatory action. 

6 One area where perspectives are complementary: Responsible AI practices in the 
industry remain underdeveloped. Regulators were overwhelmingly unaware of Responsible 
AI practices among their licensees — a finding that is consistent with the governance gap 
identified in our Maturity Index, where governance scored the lowest of all four maturity 
dimensions at 30 out of 100. 
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Section 3: Research & Advancements 
In our Research & Advancements section we track the gambling industry’s AI innovation pipeline through 
five lenses: a 15-year bibliometric analysis of academic publications, conference discourse from 2020–
2025, patent filing activity, trade news trends, and an expert perspective from Zero Labs on startup activity. 
 

1 AI-related gambling publications have grown significantly, roughly doubling their pre-
2020 trajectory. However, AI’s share of gambling research remains modest compared to 
fields like healthcare and finance. Sports Betting and Online Problem Gambling have 
overtaken Poker as the dominant research topics. 

2 AI-related sessions at major industry gambling conferences surged from 3 in 2020 to 
81 in 2025. Compliance (RG, KYC, AML) and Marketing & CRM are among the most 
discussed topics — notably different from the use case patterns in Section 1: The Industry 
Index, where technology, security, and product innovation emerge as the most active areas 
of company AI use. 

3 Patent activity signals accelerating R&D investment. Annual AI-related gambling patent 
grants rose from 15 in 2010 to 100 by 2025. Suppliers — in particular, Angel, IGT, Light & 
Wonder — lead filing activity, with the United States accounting for 61.4% of all filings 
worldwide. 

4 AI in gambling trade news reflects a maturing landscape, with technology and policy 
as the leading categories. Product innovation — particularly in live dealer and prediction 
markets — is an emerging theme, while CRM and customer support also receive prominent 
coverage. 

5 Startup activity and venture capital are flowing to companies at the intersection of 
data, AI, and gambling — but structural barriers remain high. Regulatory complexity and 
incumbent distribution advantages continue to favor established players. However, a growing 
cohort of data-native startups applying AI to specific segments of the value chain suggests 
the conditions for disruption may be forming. 
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Section 4: 2026 Thematic Focus - Responsible AI 
With this inaugural thematic deep dive, we examine the state of Responsible AI in gambling — from 
incident tracking and regulator commentary to survey data on industry’s practices. 

1 Tracked AI incidents in the gambling sector increased sharply after 2023. Deepfakes 
used to encourage illegal or inappropriate gambling are the most common category. Other 
incidents include targeting too aggressively and failures of player harm detection systems. 

2 Regulators are beginning to pay attention to AI as a topic in its own right, but most 
treat it as simply another technology to be managed through existing frameworks. 
Regulatory action or high-profile reporting of AI incidents may serve as a catalyst for more 
explicit governance requirements — a dynamic already visible in certain jurisdictions 
identified in our regulatory scan 

3 Almost a third of gambling companies report having no established Responsible AI 
practices, and while others report some form of Responsible AI practices, depth is 
lacking. A third describe their practices as initial or basic. Another third have practices either 
operationalized or integrated across initiatives. Just 2% describe Responsible AI as 
embedded throughout their organizations. 

4 But self-reported Responsible AI maturity does not appear to translate into deeper 
practice across all Responsible AI dimensions. We found no meaningful relationship 
between organizations’ overall Responsible AI maturity stage and their self-reported 
implementation of specific Responsible AI aspects such as transparency, accountability, or 
reliability — with the exception of data privacy, which likely reflects pre-existing regulatory 
obligations rather than deliberate Responsible AI investment, and fairness/bias, which has 
had higher profile in public discussions of RAI. 

5 Dedicated Responsible AI roles remain scarce and ownership is unclear. Under 20% of 
companies have AI-related roles specialized in governance. When it comes to oversight, 
about one in four organizations share responsibility across multiple functions, while roughly 
15% report no formal oversight at all — suggesting that for many companies, Responsible AI 
has no clear organizational home. 
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Section 1: The Industry Index 

Overview 
Breakthrough advancements in AI feel like near-daily news. While the frontier labs charge forward at 
break-neck speed, touting substantial gains on popularized benchmarks, the real-world business impact 
of AI remains an open question. A study by MIT [1] last year challenged the narrative around large-scale 
enterprise investment into Generative AI, concluding that the potential revolutionary impacts of AI have 
not yet resulted in ROI of a similar scale. Some use this and similar observations to raise the possibility 
that there is too much hype around AI. Yet, others are more optimistic. A recent Wharton [2] study, for 
example, provides evidence that the majority of enterprise leaders report positive returns on their AI 
investments.  

So how are gambling and gaming businesses doing with AI? Is AI simply a fancified writing aid and 
productivity booster, or are gaming businesses embedding it within broader organizational infrastructure 
as part of a deliberate strategy to transform how they operate? 

In this section, we present findings from a targeted industry survey designed to seek answers to these 
exact questions, and more. We explore how and where AI is actually being used, how organizations are 
thinking about AI strategy, perceptions about the future of the workforce, the biggest challenges and risks, 
and how governance efforts are taking shape. 

With a one-response-per-organization survey design, each submission offers a reflective view of where 
an organization truly stands on AI. As the first iteration of this survey, our findings establish a baseline — 
one we intend to revisit in subsequent years, which will give our audience objective, longitudinal tracking 
of how the industry’s relationship with AI evolves over time. 

Overview ....................................................................................................................................................... 7 
1.1 Methodology ............................................................................................................................................ 8 
1.2 Respondent Profile .................................................................................................................................. 9 
1.3 Findings ................................................................................................................................................. 11 
1.4 Conclusion ............................................................................................................................................ 29 
References .................................................................................................................................................. 30 
 
 

https://www.zotero.org/google-docs/?sI0Lfc
https://www.zotero.org/google-docs/?trIj8Q
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1.1 Methodology 
The Industry Index is based on an original survey study independently 
conducted by IGI with ethical approval from the UNLV Institutional 
Review Board. KPMG provided feedback on survey design, 
recruitment support, and collaboration in interpreting and 
contextualizing aggregated findings. 

We surveyed companies across the gambling industry’s full 
ecosystem, spanning both land-based and online sectors and 
including operators, suppliers, game studios, payments providers, 
compliance firms, and more. We contacted over 300 companies 
through direct outreach via IGI and KPMG professional networks, 
supplemented by LinkedIn recruitment. Data collection ran from late 
December 2025 through March 2026. 

The survey used a one-response-per-organization design, meaning 
each company submitted a single response that reflected its 
organization-wide AI posture. Respondents were typically senior 
leaders (e.g., C-suite, VPs, etc.) or teams that consulted internally to 
ensure their answers represented the broader organization. In 
exchange for participation, each company receives a private 
benchmark report comparing their responses to aggregate results. 

The survey covered six core areas: (1) Usage, (2) Strategy and 
Maturity, (3) ROI and Business Value, (4) Barriers and Risks, (5) 
Workforce and Training, and (6) Responsible AI and Governance, 
alongside organizational characteristics such as operational region, 
revenue, and employee size. Given the exploratory nature of the 
research, we utilized descriptive statistics and nonparametric tests for 
analysis, conducting group comparisons across company size, 
revenue, role (operator vs. supplier), sector (land-based vs. online), 
and AI strategy adoption. Further methodological details including 
details on survey development and analysis processes are available 
in Appendix A.3.1. 

To provide additional context, we draw on cross-industry benchmarks 
throughout this section where our findings invite such comparisons. In 
particular, we reference KPMG’s Q1 2026 AI Quarterly Pulse Survey 
[3], a quarterly survey of senior executives across major U.S. 
enterprises spanning technology, financial services, healthcare, and 
other sectors (n = 237). We acknowledge that the survey populations, 
question designs, and industry contexts differ, thus comparisons 
should be interpreted with caution. We provide these comparisons as 
reference points to help situate our findings about the gambling 
industry’s AI trajectory. 

  



 

THE STATE OF AI IN GAMING 2026 
How AI is Shaping the Global Gambling Industry 9 

 

1.2 Respondent Profile 
We included 83 responses in our analysis. The distribution of respondents by sector, role, employee size, 
revenue, and primary operational region is displayed in Figures 1.1-1.4. 

Figure 1.1 - Land-based vs Online Distribution of Operators and Suppliers (N=83) 
Source: AiR HUB Industry Survey 

 
Figure 1.1 illustrates the sample characteristics categorized by sector (online vs. land-based) and role 
(operator vs. supplier). Our sample includes 39 operators, split between land-based (including brick-and-
mortar casinos, lotteries, and integrated resorts) and online (including iGaming, online sportsbooks, and 
DFS platforms), accounting for 71.8% and 28.2% respectively. Our supplier subsample comprises 44 
companies, spanning a range of provider types including manufacturers, game studios, data providers, 
payments providers, and compliance firms, with an even split between those primarily serving land-based 
and online sectors (50.0% each). 

Figure 1.2 - Company Workforce size (N=83) 
Source: AiR HUB Industry Survey 
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Figure 1.3 - Annual Company Revenue (N=83) 
Source: AiR HUB Industry Survey 

 
Figures 1.2 and 1.3 present the size of participating companies by employee size and revenue. Our 
sample spans companies of varying sizes: 50.6% (n = 42) have fewer than 1,000 employees, while 
47.0% (n = 39) have 1,000 or more, with 2.4% (n = 2) preferring not to disclose. Revenue figures show a 
similar spread, though with a higher non-disclosure rate: 54.2% (n = 45) report annual revenue below 
$500 million and 32.5% (n = 27) report $500 million or above, with 13.3% (n =11) preferring not to 
disclose. The sample includes a number of the world’s largest gambling companies by market 
capitalization, alongside a strong representation of mid-market and private firms across both land-based 
and online sectors.  

Figure 1.4 - Distribution of Industry Jurisdictions by Continent (N=150)  
Source: AiR HUB Industry Survey 
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Geographically, the sample has a global footprint (Figure 1.4), with the strongest representation from 
North America (38.0%), Europe (22.0%), and Oceania (12.0%), followed by Asia (11.3%), South America 
(10.0%), and Africa (6.7%). Respondents identified their primary operational region(s) via an open-ended 
question; we then coded responses and tallied multi-region answers (e.g., “global” or “US and Europe”) 
across all applicable regions. As respondents could indicate multiple regions, the total number of regional 
tallies (n = 150) exceeds the number of participating organizations (n = 83). 

1.3 Findings 

Functional Footprint: AI Across the Value Chain 
The first section of the survey examined where AI is being deployed across business operations. We 
asked respondents to rate their level of AI activity — from none to minimal, moderate, or significant — 
across five business function areas: (1) Customer-Facing Functions, (2) Product Development & 
Innovation, (3) Risk & Compliance, (4) Business & Corporate Operations, and (5) Technology & Security. 
For those indicating at least minimal activity in a given area, we also asked respondents to identify 
specific use cases within that function.  

The treemap in Figure 1.5 provides a visual overview of activity across these functions. The size of each 
of the five main tiles reflects a weighted activity score, where minimal activity was assigned a weight of 1, 
moderate a weight of 2, and significant a weight of 3. These were normalized so that the five main tiles 
(for each business function area) sum to 100%. Within each main tile, the smaller nested tiles represent 
the relative endorsement of specific use cases within that functional area, summing to the proportion of 
their parent tile. 

Figure 1.5 – AI Deployment Across Operations: Distribution & Significance  
Source: AiR HUB Industry Survey 
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In terms of functional areas, Technology & Security (24.5%) and Product Development & Innovation (24.0%) 
lead AI activity across the sample, together accounting for nearly half of all weighted activity. Customer-Facing 
Functions (18.2%) and Business & Corporate Operations (18.7%) sit in the middle tier, while Risk & 
Compliance (14.6%) trails as the lowest-endorsed functional area. Unlike retail or media, where customer-
facing AI is often the leading use case, gambling operators appear more closely aligned with regulated financial 
services, prioritizing technology, security, and product integrity ahead of direct player engagement. This may 
reflect both regulatory scrutiny and the higher downside risk of AI-driven personalization in behavioral 
environments. 

We found some sector and role differences in select areas. Online companies reported meaningfully 
higher activity in Customer-Facing Functions and Product Development & Innovation compared to their 
land-based counterparts, with the digital environment likely facilitating AI implementation. Of those 
deploying AI in Product Development and Innovation, online companies where focused on both Game 
Development (46.7%) and Sports (40.0%) compared to land companies, who were primarily focused on 
Game Development (36.4%) compared to Sports (6.8%). Suppliers reported higher activity in Product 
Development & Innovation relative to operators, which is consistent with the nature of their businesses 
(i.e., building technology and products) 1. We observed no meaningful differences by company size. 

Notably, we found no meaningful difference between operators and suppliers on Customer-Facing 
Functions, which is perhaps surprising given operators’ direct-to-player relationships. Activity in 
marketing-related use cases such as player acquisition, CRM, and retention appears broadly on par with 
areas like Fraud and Player Safety, which are arguably less commercially driven. This may suggest that 
customer-facing AI applications, despite their commercial potential, have not yet become a clear priority 
for operators.  

These patterns are somewhat similar with broader enterprise trends. In the KPMG Pulse Survey, when 
asked to select all areas in which their organization will allocate AI budget, the most commonly cited were 
cyber and data security (65.8%), operations (65.4%), IT infrastructure (61.6%), and innovation and R&D 
(61.2%) — followed by customer experience (52.3%) and risk and compliance (44.7%). While the 
measures differ (our survey captures reported activity intensity across five areas; the Pulse Survey 
captures planned budget allocation across nine areas), the directional alignment is notable: technology 
and innovation functions attract greater attention, while customer experience and risk and compliance are 
lower. 

What types of AI are being used? 
While the previous finding focused on operational areas of usage, we also asked exactly what types of AI 
are being used within respondents’ organizations. As shown in Figure 1.6, Generative AI (e.g., content 
creation, code generation, and retrieval-augmented generation) leads adoption by a considerable margin, 
with 81.5% of respondents reporting its use. Conversational AI (e.g., chatbots and virtual assistants) 
ranked second (66.7%), followed by predictive AI (e.g., forecasting, pattern recognition, and risk 

1 Notably, almost 60% of respondents who answered this question selected “other,” suggesting that our predefined use case 
options did not fully capture the breadth of AI applications within Product Development & Innovation. Open-ended responses 
revealed additional use cases including building proprietary SDKs, data platform development, and internal web development, 
alongside research-oriented applications such as market research, concept drafting, and product road mapping. Some of these 
responses sit at the boundary between Product Development & Innovation and other categories (e.g., Business & Corporate 
Operations), reflecting the reality that functional boundaries are not always clean in practice. Refining and expanding the use case 
taxonomy is something we intend to address in subsequent editions of this survey as our understanding of how the industry applies 
AI continues to develop. 
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modeling) at 60.5%. Computer vision (38.3%) and AI agents and reasoning systems (32.1%) are less 
prevalent. 

Figure 1.6 - Types of AI Technologies Used (N=81) 
Source: AiR HUB Industry Survey 

 
The relatively modest adoption of AI agents in gaming appears to be in contrast to broader enterprise 
trends. In the KPMG Pulse Survey, nearly all respondents (98.3%) reported some level of engagement 
with AI agents, with a third already scaling them across multiple functions. These results do reflect larger 
and, perhaps, more resource-rich organizations, which could explain this gap. Notwithstanding, agentic AI 
could be an important frontier for the gambling industry to explore, particularly in areas where 
autonomous decision-making offers clear efficiency gains. However, the stakes of getting this wrong in 
gambling could be higher than in other industries. For example, an autonomous agent that mishandles a 
customer interaction, fails to detect signs of problem gambling, or incorrectly executes a compliance 
function could lead to significant player harm and/or regulatory consequences. 

For respondents indicating Generative AI adoption, we asked a follow-up question to discern the specific 
technologies in use, as illustrated in Figure 1.7. Within this group (81.5% of total respondents), text 
generation is the most widely adopted application (92.4%), followed closely by code generation (87.9%). 
Image generation is utilized by 62.1%, while video (36.4%) and voice or music generation (25.8%) remain 
less common. We found no meaningful differences in generative AI application adoption across company 
size, sector, or role. 
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Figure 1.7 - Types of Generative AI Applications Used (N=66) 
Source: AiR HUB Industry Survey 

 
These high adoption rates for text and code align with the high-activity areas identified in the use case 
treemap (Figure 1.5). In customer-facing functions, companies primarily deploy Generative AI for 
customer service and support, utilizing tools like chatbots, automated email responses, and agent 
assistance. Within business and corporate operations, internal employee productivity emerged as the 
leading application, where Generative AI streamlines tasks such as drafting emails and searching internal 
knowledge bases. Finally, in technology and security, software development and testing represent the 
most popular use case, encompassing code generation, test case development, and documentation. This 
aligns with broader evidence that software-related occupations are among those most exposed to AI 
automation — a recent Anthropic report identified “computer programmers” and “software quality 
assurance analysts and testers” as two of the top 10 occupations most exposed to being automated by AI 
[4] — and that agentic AI in particular has significant implications for the software development lifecycle 
[3]. We found no meaningful differences in these use case patterns across company size, sector, or role. 
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How Mature is the Industry? 
We developed a composite index for “AI Maturity” using 
the arithmetic mean of four key questions from our 
survey: Strategy (implementation level of a formal AI 
strategy or roadmap), Infrastructure (maturity of data, 
compute, and tooling), Expertise (organization-wide AI 
training and personnel), and Governance 
(implementation level of Responsible AI practices). We 
provide details on the index development process in 
Appendix A.3.1. Briefly, each question was rescaled to 
a 0-1 range and averaged to produce a composite 
score from 0 to 100, with scores categorized into four 
maturity bands: Nascent (0-24), Developing (25-49), 
Established (50-74), and Advanced (75-100).  

Across the full sample, most companies fell in the 
middle bands: 33.7% (n = 28) were Established and 
32.5% (n = 27) were Developing, while 21.7%  
(n = 18) were Nascent and 12.0% (n = 10) were 
Advanced. Maturity Index scores did not differ 
significantly by company size, whether measured by 
revenue or employee count (see Appendix A.3.1 for 
full results). 

Figure 1.8 presents average dimension scores for the 
overall sample and by role and sector. The most 
notable pattern across the sample as a whole (depicted 
as the shaded area in Figure 1.8) is the gap between 
strategy (57) and governance (30) — suggesting that 
while many companies have made meaningful progress 
on AI strategy and infrastructure, Responsible AI 
practices have not kept pace2. Average scores for 
Infrastructure and Expertise were comparable at 46 and 
47 respectively. The overall average Maturity Index 
score of 45 places the industry squarely in the 
Developing band. 

  

 
 
 
2 The gap between strategy and governance may partly reflect the broader regulatory context. The innovation-first 
approach emerging in the US and the EU’s recalibration of the AI Act suggest a shift in focus toward enabling 
innovation, which may reduce the perceived urgency for internal governance. The relatively limited development of 
gambling-specific AI regulation across most jurisdictions may also compound this further. Both of these factors are 
covered in Section 2: Regulatory Pulse that follows. 

The AI Maturity Index at a Glance 
We constructed a composite AI Maturity 
Index from four dimensions, each scored 
from 0 to 100: 

57  
Strategy  

(Established) 

46  
Infrastructure 
(Developing) 

47  
Expertise  

(Developing) 

30  
Governance 
(Developing) 

 

Overall Industry Score:  

45 out of 100  
(Developing) 

The 27-point gap between Strategy and 
Governance is the index’s most notable 
finding. The industry is setting direction 
faster than it is building the safeguards to 
support it. This pattern threads through 
our findings on barriers, workforce, and 
Responsible AI practices, and is explored 
further in Section 4: 2026 Thematic 
Focus - Responsible AI. 
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Figure 1.8 – Average AI Maturity by Role and Sector  
Source: AiR HUB Industry Survey 

Analyzing the scores by role and sector reveals further nuance. Online operators tend to score higher 
across most dimensions, while suppliers are relatively comparable regardless of sector, though online 
suppliers show somewhat higher infrastructure scores compared to their land-based counterparts. Land-
based operators stand out as the lowest-scoring group, with their profile falling entirely within the overall 
sample average across all four dimensions, as illustrated by the red line sitting fully inside the shaded 
area in Figure 1.8. Statistical testing confirmed that the gap between land-based and online operators is 
significant and large in magnitude (p = 0.006, large effect size), as is the gap between land-based 
operators and land-based Suppliers (p = 0.018, medium effect size). By contrast, online operators and 
online suppliers score comparably, as do land-based and online suppliers. Full results are available in 
Appendix A.3.1 (specifically, see interaction plot, Figure A1). 

These results are consistent with broader challenges land-based operators face with technology 
adoption. Many rely on legacy systems to run core aspects of the business (namely hotel and casino 
operations) to ensure appropriate uptime. In many cases, particularly in Tribal settings, these systems 
and their related databases are maintained on site (or “on prem”) rather than in the cloud, for regulatory, 
sovereignty, or budgetary reasons. The sheer number of systems required to support the various lines of 
business and back-of-house operations at these properties - many of which provide comprehensive 
offerings as “integrated resorts” - further complicates AI deployment, which depends on accessible, high-
quality data and modern infrastructure. Potentially compounding this is a relatively small addressable 
market for land-based gaming software relative to other industries outside of gaming (e.g., retail, 
banking). Unlike these larger, more homogeneous sectors, some of the operational requirements of land-
based gaming are so unique (e.g., casino floor operations, managing hotels with several thousand rooms) 
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that it is not economical for software providers to invest in purpose-built solutions for the sector. Finally, 
regulatory frameworks governing gaming systems, many of which grew up around manual, paper-based 
verification processes, place constraints on the level of connectivity and automation that can be 
introduced, further slowing the pace of technological advancement. 

AI Maturity vs. Perceived Competitive Positioning 
We asked respondents to estimate how their organization compares to other gaming companies in terms 
of AI engagement, using a five-point scale ranging from 1 (“far behind the average”) to 5 (“at the frontier”). 
Figure 1.9 plots each company’s self-assessment against their AI Maturity Index score. 

Figure 1.9 – Perceived Competitive Position vs. Calculated Maturity (N=83)  
Source: AiR HUB Industry Survey 

 

The quadrant view reveals four potential archetypes: 
Leaders (high perception, high maturity), Foundational 
organizations (low on both), those Underestimating 
(stronger maturity but modest self-assessment), and 
those Overestimating (high peer ranking despite 
limited maturity). Consistent with the maturity findings 
above, land-based operators tend to appear on the 
left-hand side of the chart, with many perceiving 
themselves as behind their peers, though a notable 
share place themselves “about average” (i.e., 
perceived competitive position = 3). The Leaders 
quadrant is visibly dominated by online companies 

 

Land-based casino AI evolution is 
compromised by fragmented, inconsistent 
data. This lack of data integrity is the 
primary barrier to AI adoption—and without 
it, the performance gap with online 
operators will continue to widen.” 

Earle Hall  
CEO, AXES.ai 
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and suppliers. Few companies fall into the Overestimating or Underestimating quadrants, which is 
unsurprising given that both perception and maturity were self-reported (objective external measurement 
would be needed to identify meaningful gaps between actual and perceived maturity). Companies rating 
themselves as “about average” span a notably wide range of maturity scores, suggesting that “About 
average” means different things to different organizations. Structured benchmarking on AI adoption and 
capabilities could be a valuable route for the gaming industry to help companies better understand their 
position and progress against peers, which is something other industries, such as financial services, have 
already embraced (e.g., see Evident AI’s AI Index for banking, insurance, and payments [5]). 

ROI and Business Impact 
Questions about AI’s actual business value are growing louder, with talk of an “AI bubble” increasingly 
common. In this section we shift focus to what is driving companies’ AI adoption decisions, how 
organizations perceive the value AI is generating, and whether they see it primarily as a revenue driver or 
a source of cost savings. 

What drives adoption? 
We asked respondents to rank their top three drivers of AI adoption from a list of eight options. Figure 
1.10 displays items ranked by weighted endorsement, where first-place selections received 3 points, 
second-place 2 points, and third-place 1 point. 

Figure 1.10 - Top Motivations for AI Adoption (N=76)  
Source: AiR HUB Industry Survey 
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Across the full sample, the need to reduce costs and improve efficiency emerged as the clear top driver, 
followed by the need to improve customer experience and engagement, and the opportunity to identify 
new revenue streams3. Breaking down responses by role and sector reveals a more nuanced picture. 
Cost reduction ranked first for both land-based operators and land-based suppliers, while online 
operators prioritized customer experience above all else. Notably, the same three drivers appeared 
across the top three positions for all groups, with the exception of land-based suppliers, for whom 
managing increased workload ranked second (see Table A2 in Appendix A.3.1). 

These priorities broadly align with cross-industry trends. In the KPMG Pulse Survey, items related to 
improving efficiency ranked first and second among respondents’ top AI priorities: productivity gains 
through automating workflows (61.6%) and faster, better decisions (55.7%). However, while customer 
experience and revenue growth rank prominently in our sample, KPMG Pulse Survey respondents tended 
to prioritize responsible AI and governance (32.9%) and trust and security (31.6%) slightly more than cost 
reduction (29.5%) and revenue growth (24.5%). That governance and trust rank among the top four 
enterprise AI priorities reinforces the AI governance gap we identified via our Maturity Index (although we 
note that responsible AI and governance was not included as a response option in our drivers question). 

Is AI delivering? 
While cost reduction is the dominant motivation for AI adoption, perceptions of whether that outcome has 
actually been realized tell a different story. When asked the extent to which AI has contributed to cost 
savings, the average response was 2.43 out of 5. The majority of respondents reported minimal or no 
cost savings attributable to AI: 10.8% reported none at all and 48.2% reported savings only to a small 
extent. A further 32.5% reported moderate cost savings, while just 8.4% reported large or transformative 
impact. KPMG has noted in its research that while many organizations recognize that ROI may not exist 
currently, the “cost/risk of doing nothing” is greater…helping explain the higher (and increasing) adoption 
rates in their broader pulse surveys. 

Responses to a similar question on revenue impact were somewhat more positive, with an average score 
of 3.60 out of 5. Few respondents reported negative revenue impacts (3.6% combined), and 42.2% 
reported no impact. However, 54.2% reported at least some positive revenue impact, with 43.4% 
reporting a slight increase and 10.8% a significant one — suggesting that while transformative revenue 
gains are the exception, a majority of companies are beginning to realize revenue gains from their AI 
adoption. But these figures vary by sector and role. Land-based companies were substantially more likely 
to report no revenue impact (56.0% vs 21.2% for online companies), and no operators reported a 
significant positive impact on revenue compared to roughly one in five suppliers (20.5%). 

 
 
 
3 This is further corroborated by a separate question asking respondents to select their single primary investment driver: 42.2% 
cited cost reduction and 33.7% cited revenue growth, with compliance and regulatory risk management a distant third at 9.6%. 

 
At evoke, we view AI as a strategic driver of growth. While efficiency remains an important part of 
the value case, AI can also support better decision-making, enhance customer safety/experience 
and unlock new revenue opportunities over time. Our experience reflects these findings: 
organizations that translate AI investment into measurable commercial impact are those with clear 
strategy, rigorous measurement and a disciplined focus on the use cases that matter most.” 

Kanda Kumar  
Director of AI, Evoke 
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We also asked companies about their expectations for future ROI (Figure 1.11), how their AI initiatives 
have performed against expectations, and how they typically measure success. One in five companies 
report already achieving meaningful ROI from their AI investments, and a further 55.4% expect to do so 
within the next two years. Yet 19.3% say it is too early to determine, and 3.6% do not expect meaningful 
ROI at all.  

Figure 1.11 - Expected Timeline for ROI on AI Adoption (N=83)  
Source: AiR HUB Industry Survey 

 

Success rates tell a similar story. We asked companies “Overall, how many of your organization’s AI 
initiatives have met or exceeded their initial expectations?” Just over a third of respondents report that 
most or nearly all of their AI initiatives have met or exceeded expectations, while nearly a quarter report 
that only a few have. A further 16.9% say they don’t know, which is an important finding itself. 

This mixed picture becomes clearer when looking at how companies typically assess the success of their 
AI initiatives. Nearly two thirds (63.9%) rely on internal stakeholder feedback (an arguably less objective 
form of assessment) and one in four (25.3%) have no structured evaluation process at all. More robust 
methods are less common: 41.0% log costs and benefits, 39.8% benchmark outcomes against pre-AI 
processes or KPIs, and just 26.5% employ controlled testing such as A/B testing or pilot comparisons. 
Without robust measurement, it is difficult to know what is working, which may explain the mixed success 
rates and the uncertainty around ROI timing. Closing this measurement gap may be as important as the 
use cases themselves. In fact, companies with a formal AI strategy that is actively guiding their initiatives 
were substantially more likely to use benchmarking (60.0% vs 39.8%) and cost/benefit logging (60.0% vs 
41.0%), and were also more likely to report already achieving meaningful ROI — suggesting that strategic 
clarity and measurement rigor may be important for realizing gains. 
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Barriers and Risks 
What’s holding AI back? 
As indicated by the industry’s average Maturity Index score of 45 out of 100, the industry is largely in an 
earlier developmental stage of AI adoption. Thus, understanding where barriers lie provides valuable 
context for stakeholders. These are presented in Figure 1.12.  

Figure 1.12 - Barriers Preventing AI Scaling in the Gambling Industry (N=83)  
Source: AiR HUB Industry Survey 
 

 
Knowledge and training gaps emerged as the most commonly cited barrier, flagged by 61.4% of 
respondents, followed by resource or budget constraints (53%) and technical limitations (34.9%). Lack of 
clear vision (32.5%) and organizational resistance (28.9%) also featured prominently, suggesting that for 
some companies, the obstacles to AI scaling are as much cultural and strategic as they are technical or 
financial. Notably, regulatory uncertainty was cited by just 16.9% of respondents4, and lack of executive 
support by only 7.2%, indicating that leadership buy-in and regulatory clarity are less of a bottleneck than 
internal capability and resource gaps. Just 7.2% reported no barriers at all. 

What keeps stakeholders up at night? 
Beyond the practicalities of scaling AI, we asked respondents to rate their level of concern across nine 
potential AI risks. Figure 1.13 presents the full distribution of responses. The risks attracting the highest 
levels of concern were cybersecurity vulnerabilities in AI systems, failures in data privacy and 

 
 
 
4 This is consistent with responses to a separate question asking the extent to which regulations are blocking or slowing AI 
adoption: 33.7% reported no effect and 41.0% reported only minor checks or delays, with just 10.8% reporting regulations as a 
significant or primary barrier.  
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governance, and misuse of AI by staff or third parties — all areas where the consequences of failure are 
concrete and potentially severe. Cybersecurity concerns may be front of mind due to recent high-profile 
incidents across the industry, including cyberattacks affecting MGM Resorts, Caesars Entertainment, 
Boyd Gaming, and Wynn Resorts [6]. Moreover, these concerns are consistent with the cross-industry 
picture. In the KPMG Pulse Survey, data privacy and cybersecurity ranked as the top two greatest risk 
barriers to enterprises’ AI strategy.  

Figure 1.13 - Concern Regarding potential Risks from Al in the Gambling Industry (N=83)  
Source: AiR HUB Industry Survey 

 
The high level of concern around data privacy and governance is a particularly notable finding given the 
relatively low scores on the governance dimension of our Maturity Index; this was the lowest of the four 
dimensions at an average of 30. We also observed in a separate survey item that only 22.9% of 
organizations have dedicated AI-related roles for AI governance, Responsible AI, ethics, or compliance. 
This highlights a clear disconnect: data privacy and governance rank among the industry’s top AI 
concerns, yet the governance structures and dedicated roles needed to address them remain 
underdeveloped in many organizations. 
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Bias or unfair outcomes affecting 
players and problem gambling risks 
amplified by AI attracted comparatively 
lower concern levels, with a substantial 
proportion of respondents reporting 
they are not at all concerned about 
these issues. Interestingly, the risks 
that tend to attract the most scrutiny 
from regulators and responsible 
gambling advocates do not appear to 
weigh as heavily on industry leaders. 
 

The People Dimension: Expertise, Roles, and Workforce Outlook 
In the previous sections we highlighted that internal capability gaps, namely knowledge and training and 
resource constraints, represent the primary bottleneck in scaling AI. So, we now turn to the workforce 
itself to explore how organizations are building (or failing to build) the human capital needed to support 
their AI ambitions. 

Where does expertise stand today? 
As one of the four dimensions underlying the Maturity Index, organizational AI expertise provides a 
foundational lens on our sample’s workforce readiness. Across the full sample, expertise scored 47 out of 
100 — placing it squarely in the Developing band and on par with infrastructure (46), though well behind 
strategy (57). Figure 1.14 reveals that the majority of companies are still in the early stages: 9.6% (n = 8) 
report no formal AI expertise or training programs, and 28.9% (n = 24) report only limited expertise with 
some AI specialists in place. A further 37.3% (n = 31) describe developing capability, with training 
programs beginning to emerge. Just one in four companies report established (13.3%, n = 11) or 
advanced (10.8%, n = 9) AI capability. 

Figure 1.14 - Level of Al Expertise within Organizations (N=83)  
Source: AiR HUB Industry Survey 
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While the full impact of AI In this space is still evolving, 
ensuring its adoption is grounded in transparent, validated 
criteria and evidence-based frameworks will be essential 
to minimize bias and unintended outcomes.”  

Jennifer Shatley  
Executive Director,  

Responsible Online Gaming Association 
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As we previously noted in the maturity analysis, land-based operators score well below average on this 
dimension (27 vs. sample average of 47), while online operators and suppliers report somewhat higher 
expertise levels (range of 55-58). Among the 20 companies reporting Established or Advanced AI 
capability, none were land-based operators. The remaining 20 were distributed across land-based 
suppliers (n = 9, representing 40.9% of that group), online suppliers (n = 7, 31.8%), and online operators 
(n = 4, 36.4%). 

Organizational culture: A window of opportunity 
While AI expertise is largely in a developing stage, the cultural climate for AI adoption is primed for 
progress (Figure 1.15). When asked to describe their organizational culture toward AI innovation, 66.2% 
of respondents reported a moderately (36.1%, n = 30) or strongly (30.1%, n = 25) supportive environment 
(one in which leadership and staff broadly embrace AI initiatives). A further 28.9% (n = 24) reported mixed 
sentiment, and only 4.8% (n = 4) described their culture as moderately or fully resistant to AI. 

Figure 1.15 - Organizational Culture Towards Al Innovation (N=83)  
Source: AiR HUB Industry Survey 
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and capability-building are clearly favorable and, perhaps, an opportunity to gain competitive advantage. 
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Organizations are drawing on a range of strategies to access AI capabilities, and no single approach 
dominates (Figure 1.16). Partnering with technology vendors (65.1%, n = 54) and building capabilities in-
house (63.9%, n = 53) are the two most common approaches, followed closely by retraining and 
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1 (1.2%)

3 (3.6%)

24 (28.9%)

30 (36.1%)

25 (30.1%)

0% 5% 10% 15% 20% 25% 30% 35% 40%

Resistant (AI viewed skeptically)

Moderately Resistant

Mixed (some support,
some resistance)

Moderately Supportive

Strongly supportive (leadership
and staff embrace AI initiatives)

Percentage of Respondents (%)



 

THE STATE OF AI IN GAMING 2026 
How AI is Shaping the Global Gambling Industry 25 

 

= 9) remain niche strategies. Just 3.6% (n = 3) report not currently sourcing AI capabilities at all. We 
found no notable differences across most groups, with one exception: operators appear substantially 
more reliant on vendor partnerships than suppliers (85% vs 48%). 

 
Figure 1.16 - Sources of Al Capabilities in Organizations (N=83)  
Source: AiR HUB Industry Survey 

 
Who is leading AI within organizations? 
The composition of AI-related roles (Figure 1.17) offers a snapshot of how the industry is structuring its AI 
workforce. Data scientists are the most common role, present at 60.2% (n = 50/83) of organizations, 
followed by AI or machine learning engineers (48.2%, n = 40/83) and AI infrastructure or platform 
engineers such as MLOps and DevOps specialists (36.1%, n = 30/83). AI product managers or program 
leads exist at roughly one in three organizations (32.5%, n = 27/83). Dedicated AI leadership (e.g., Chief 
AI Officer) is present at only 22.9% (n = 19/83) of companies, though this varies considerably by sector 
with 42.4% of online companies report having such a role compared to just 10.0% of land-based 
companies. And this leadership gap persists regardless of company size, with only 28.2% of large 
organizations (≥1,000 employees) possessing dedicated AI leadership (compared to 19.0% for 
companies with <1,000 employees). This is in stark contrast to broader enterprise trends; a recent 
Wharton report found CAIO roles are now present at 60% of enterprises [2], suggesting the gambling 
industry may be considerably behind in formalizing AI leadership. However, companies with a formal AI 
strategy actively guiding their initiatives were notably more likely to have dedicated AI leadership in place 
(37.1% vs 12.5%). Governance roles exist at just 22.9% (n = 19/83). Notably, 22.9% (n = 19/83) of 
organizations report having none of these roles. 
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Figure 1.17 - Composition of Al-related Roles (N=83)  
Source: AiR HUB Industry Survey 

 
The relative scarcity of governance and ethics roles reinforces a pattern observed throughout this report. 
As noted in the Barriers section, data privacy and governance rank among the industry’s top AI concerns, 
yet the governance dimension of the Maturity Index was the lowest of the four at an average score of 30. 
Moreover, it is unsurprising that Responsible AI practices remain underdeveloped when the dedicated 
roles needed to build and sustain them are largely absent (see Section 4: 2026 Thematic Focus - 
Responsible AI for a more in-depth discussion). Organizations express concerns about governance 
despite their underinvestment — though we acknowledge that the directionality of this relationship cannot 
be established from cross-sectional data alone. It is certainly possible that this concern reflects a growing 
recognition of the gap, which may translate into future action. But the planned hiring landscape does not 
appear to support this notion.  

What does the hiring pipeline look like? 
Figure 1.18 displays the distribution of planned hiring activity. AI and machine learning engineers are the 
most commonly planned hire (34.9%, n = 29), followed by data scientists (27.7%, n = 23) and AI 
infrastructure engineers (21.7%, n = 18). Only 8.4% (n = 7) plan to hire AI governance or ethics 
specialists and just 7.2% (n = 6) plan to hire AI leadership. 
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Figure 1.18 - Planned Hiring for Al-related Roles (N=83)  
Source: AiR HUB Industry Survey 

 
 

Perhaps the most striking finding is that 42.2% (n = 35) of organizations report no AI-specific hiring 
planned. The majority of organizations describe its expertise as limited or developing, knowledge and 
training gaps are the most cited barrier to AI adoption (61.4%), and yet nearly half of companies have no 
plans to bring in dedicated AI talent. This may not necessarily mean complacency, as some organizations 
could be prioritizing upskilling over new hires; which is a possibility that emerges in our next section’s 
findings. 

How will AI reshape the workforce? 
We asked respondents which statement best describes how they expect AI to impact their workforce over 
the next three to five years (Figure 1.19). The dominant view is one of transformation rather than 
displacement: 53.0% (n = 44) expect significant role changes and reskilling but little net change to total 
headcount. A smaller share (13.3%, n = 11) anticipate net job creation through new AI-driven roles, while 
10.8% (n = 9) expect a net decrease in jobs. Just 10.8% (n = 9) foresee little or no significant change, and 
another 12.0% (n = 10) said they simply do not know. 

  

35 (42.2%)

7 (8.4%)

7 (8.4%)

18 (21.7%)

16 (19.3%)

23 (27.7%)

29 (34.9%)

6 (7.2%)

0% 10% 20% 30% 40%

No AI-Specific hiring planned

Other

AI governance, Responsible AI,
ethics or compliance specialists

AI Infrastructure or platform
engineers (MLOps, DevOps)

AI Product Managers or
program leads

Data scientists

AI/Machine
learning engineers

AI leadership
(e.g., Chief AI Officer)

Percentage of Responses (%)



 

THE STATE OF AI IN GAMING 2026 
How AI is Shaping the Global Gambling Industry 28 

 

Figure 1.19 - Expected Future Impact of Al on Workforce (N=83)  
Source: AiR HUB Industry Survey 

 
 

What will this “workforce transformation” look like in practice for gambling industry organizations who 
invest in AI? Prior research indicates that as firms invest more in AI, they tend to shift toward more 
educated and technically skilled workforces [7]. Furthermore, as AI investment increases organizational 
hierarchies may flatten - as individual employees gain access to AI tools and augment their problem-
solving capabilities, the need for upper levels of management and dedicated oversight functions may 
diminish [8]. For example, one can envision the “democratization” of analytics, where departmental 
personnel who understand the specifics of their business area could generate data-driven insights 
independently, without relying on centralized analytics teams. This could be a particularly compelling 
strategy for integrated resort businesses, which house diverse and distinct business units (e.g., casino 
marketing, housekeeping, food & beverage, etc.), each with their own operational data and decision-
making needs. It will be interesting to see whether this broadly neutral workforce outlook holds in the 
coming years. Given that the industry’s primary driver of AI adoption is cost reduction and improved 
efficiency, advancements in AI capabilities combined with potential regulatory and taxation pressures in 
certain jurisdictions could shift these perceptions over time. 
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1.4 Conclusion 
The findings from this inaugural edition of our survey establish an important baseline and reveal an 
industry that is still largely finding its footing with AI. With an average AI Maturity Index score of 45, the 
gambling industry sits squarely in the Developing band, yet, ambition is clearly present. Strategy was the 
highest-scoring dimension at 57, nudging into the Established range. And among online operators, the 
average strategy score reached 76, placing this segment firmly in the Advanced category and reflects a 
clear commitment to AI adoption. Land-based operators were furthest behind across the index, trailing 
online counterparts by a statistically significant and large margin. As discussed, this likely reflects 
structural realities (e.g., legacy infrastructure, diverse operating environments, regulatory constraints) that 
speak to broader technology adoption challenges facing this segment. 

A key finding was the governance gap. Governance was the lowest-scoring dimension of the Maturity 
Index at an average of 30, which is well behind strategy (57), expertise (47), and infrastructure (46). In 
fact, just under a third of companies reported no established Responsible AI practices. The reasons for 
this gap are likely multifaceted. For example, if what Responsible AI entails and what it addresses is not 
well understood, companies’ investment in this area is unlikely to be seen as a priority. The regulatory 
environment may also be a contributing factor: as we discuss in Section 2: Regulatory Pulse that 
follows, there are open questions about whether regulators believe industry is capable of self-regulating 
AI, and in the absence of clear compliance obligations, organizations have less impetus to act. The 
scaling back of broader AI governance requirements at the supra-national level could also be playing a 
role, signaling to industry that there is no urgency for them to implement AI governance practices.  

In closing, it appears from our findings that strategic intent matters. Organizations with a formal AI 
strategy actively guiding their initiatives are more likely to have dedicated AI leadership, appear more 
rigorous in how they measure success, and are more likely to report that they are already achieving 
meaningful ROI from AI initiatives. But while strategy was the highest-scoring dimension of the Maturity 
Index, expertise and infrastructure lagged behind — knowledge and training gaps remain the most cited 
barrier to adoption, nearly half of organizations do not plan to hire AI-specific roles, and few are looking to 
add dedicated AI leadership. The gambling industry has ambitions for AI, but whether investment in 
people and infrastructure follows this strategic intent will be interesting to track in next year’s edition. 
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Section 2: Regulatory Pulse 

Overview 
As AI systems transition from experimental tools to components of core business operations, questions of 
governance and regulatory capacity are becoming increasingly prominent. In the gambling context, 
regulatory dialogue around AI-specific frameworks and oversight is beginning to emerge across 
jurisdictions.  

This section begins with a brief review of how the broader AI regulatory environment evolved in 2025 
before presenting results from a scan of gambling-specific regulatory and legislative actions that address 
AI over the past three years. Then, to provide stakeholder perspectives, we present an original survey 
study with responses from individuals working in gambling regulatory authorities. The study explores key 
areas including respondents’ personal AI usage and literacy, confidence in overseeing this emerging 
technology, perspectives on industry adoption, and beliefs regarding the adequacy of current governance 
frameworks. 
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2.1 The Broader Regulatory Context 
2025 saw continued progress toward more concrete and operationalized AI regulatory frameworks; 
progress was accompanied by growing tension between formalized governance and the push for 
innovation.  

For example, the EU continued phasing in the AI Act’s provisions, with governance rules and obligations 
for general-purpose AI models taking effect in August 2025 [1], and drafted implementation rules for 
regulatory sandboxes, which each Member State is required to establish by August 2026 [2]. Beyond the 
EU, countries such as South Korea, Vietnam, and Brazil are developing or have enacted national AI 
legislation that adopts similar risk-based approaches [3]. Vietnam passed its first comprehensive AI law in 
December 2025 [4], drawing on the EU model, while Brazil's Senate approved an AI bill adopting an EU-
like risk-based approach in late 2024 [3]. This convergence around tiered regulatory frameworks might 
suggest that the EU AI Act is functioning as a reference point for international approaches to AI 
governance, while other developments suggest signs of a softening stance toward AI regulation.  

Perhaps most telling is that the EU’s own regulatory position has shown signs of recalibration. In 
November 2025 the European Commission unveiled the “Digital Omnibus,” which would delay stricter 
risk-management and oversight rules for high-risk AI until 2027 [5]. Elsewhere, Australia abandoned 
plans for standalone EU-like AI regulation in favor of voluntary guidance [6], while Canada's national AI 
legislation (AIDA) was terminated in Parliament in January 2025 [7], both signaling a preference for 
fostering innovation over prescriptive regulation [8]. 

This innovation-first posture is perhaps most pronounced in the United States, where tension between 
federal and state-level approaches has been particularly visible. Executive Order 14365 [9], signed into 
effect in December 2025, calls for a minimally burdensome regulatory environment for AI innovation to 
flourish, and establishes an “AI Litigation Task Force” commissioned to challenge state AI laws that have 
been deemed too “onerous and excessive.” Nonetheless, several states have continued advancing AI 
legislation, with California’s SB-53 [10] and New York’s RAISE Act [11] outlining specific requirements 
regarding safety, transparency, and reporting for advanced AI systems.  

Altogether, the 2025 global AI regulatory landscape remains muddled. For industries with 
interjurisdictional exposure, such as gambling, this multi-scalar regulatory environment introduces both 
compliance complexity and strategic uncertainty. Understanding these broader global dynamics is 
essential for the contextualization of industry-specific developments. The following regulatory scan 
examines how AI and automation requirements are taking shape across a wide selection of regulated 
gambling jurisdictions.  

2.2 Gambling Regulatory Developments 

 

This regulatory scan compilation represents the most relevant regulatory and legislative actions 
concerning AI and/or automation specifically within the gambling and gaming industry, as captured by 
Vixio for the preceding 36 months (i.e. January 2023) across the following regional delineations: 

 

Editorial note: The following regulatory scan was compiled by Zachary Birnbaum and James Kilsby 
of Vixio, a regulatory intelligence provider specializing in gambling, financial services, and payments. 
The scan draws on Vixio's proprietary database of regulatory and legislative developments to identify 
AI-related activity across gambling jurisdictions over the preceding 36 months 
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• Central and Eastern Europe. 

• Western Europe. 

• North America. 

• LatAm and the Caribbean. 

• Asia-Pacific. 

• Middle East and Africa. 

We begin with a summary of the scan followed by specific details on AI-related regulatory action by 
region. Within each region, jurisdictions are listed alphabetically. Developments within each jurisdiction 
are presented in chronological order (oldest to most recent) to provide a running chronicle of regulatory 
activity. To collect relevant developments, we executed keyword searches across the Vixio database of 
regulatory documents. To be included in the retrieval, the terms “artificial intelligence”, “machine learning”, 
“automation”, “deepfake”, “GenAI”, or “algorithm”, or any of their derived terms, must have appeared in 
the title or contents of the document. Thus, this compilation reflects keyword-matched results and may 
not represent an exhaustive review of all AI-related regulatory activity across the captured jurisdictions5.  

We provide references throughout this section directing readers to sources where further details and 
documentation underpinning each regulatory development can be found. 

Scan Summary 
Gambling-specific AI regulatory developments over the preceding 36 months have been concentrated 
primarily in North America and Western Europe, with no recorded activity across Central and Eastern 
Europe, Asia-Pacific, or the Middle East and Africa.  

The most prevalent theme is 
the use of AI and automated 
tools for responsible 
gambling monitoring, with 
jurisdictions including 
Belgium, Finland, Italy, 
Alberta, Colorado, New 
Jersey, and North Carolina 
all referencing requirements 
or expectations around 
automated monitoring 
and/or detection of at-risk 
player behavior.  

 
 
 
5 We recognize that many regulatory obligations and compliance functions, particularly given the current state of the art of the 
technology, could be performed via AI. However, our intention was not to capture every instance where AI could be used, but rather 
to identify where regulations are specifically stepping in to recommend the use of or safeguard against specific applications of AI. As 
a balance, we did include the keywords “automation” and “algorithm” to capture adjacent developments. We also acknowledge that 
regulator-issued guidance or bulletins issued directly to licensees would not be captured here, as these are often not in the public 
domain. Finally, we also acknowledge that market realities and regulator expectations may lead to the use of AI or automation in 
practice, even in the absence of explicit legal or regulatory requirements addressing it. 

 

 

It is encouraging to see regulators paying greater attention to 
player protection and the role that data and technology can play in 
it, though the current focus remains largely on operator data and 
approaches that have long existed in the industry. Yaspa is already 
delivering AI-driven player protection strategies to operators using 
Open Banking financial data. This broader application highlights 
the need for regulatory frameworks to keep pace with the full 
scope of AI innovation in gambling.”  

Max Collinge 
Head of Product, Yaspa 
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An emerging theme is the governance of AI use itself. Massachusetts stands out as the most explicit 
example, prohibiting the use of AI and algorithmic systems designed to make gambling platforms more 
addictive. North Carolina, meanwhile, requires operators to document and disclose their use of AI 
systems. We also see some regulators highlighting risks in consumer-side AI use, with Alberta and 
Ontario introducing requirements to detect and prevent the use of automated bots in peer-to-peer games 
and the United Kingdom highlighting the use of AI to bypass customer due diligence. 

Central and Eastern Europe 
As of January 28, 2026, no legislative or regulatory restrictions, requirements, or other activity within the 
gambling industry related to AI has been recorded across Vixio’s monitored Central and Eastern 
European markets. 

Western Europe 
Belgium 
November 2023 

On November 14, 2023, six Belgian gaming operators, all members of the Belgian Association of Gaming 
Operators (BAGO), signed the Duty of Care Agreement [12], which aims to help identify and address 
problematic gaming behavior more promptly. 

The Duty of Care Agreement outlines four key pillars for operators’ prevention policies. Most relevant 
here is the first: A detection system – utilizing algorithms, artificial intelligence and scientifically-based 
criteria (markers of harm) to identify potentially risky behavior, considering factors such as playing 
frequency, duration, intensity, deposits, and other relevant criteria. The remaining three pillars focus on 
implementing player protection measures such as deposit limits, reality checks, and self-exclusion 
options; providing education and training for staff to identify and respond to potential problems; and 
sharing the prevention policy with the Belgian Gaming Commission. 

In the long term, the operators aim to collaborate with the Gaming Commission on establishing an 
independent control mechanism. They also advocate for making duty of care legally mandatory for all 
legal gambling operators in Belgium, including the National Lottery, emphasizing the goal of offering a 
safe form of entertainment and avoiding negative social consequences associated with gambling 
addiction. 

Finland 
January 2026 

Under Section 34 of Finland’s new Gambling Act [13] published in the official Gazette on January 20, 
2026, the exclusive licensee and the gambling licensee must ensure that gaming complies with social and 
health aspects, in order to protect players from excessive gambling and to help them reduce their 
gambling when necessary. The duty of care includes combating excessive gambling through continuous 
monitoring and evaluation of gaming behavior. 

The exclusive concession holder and the gambling concession holder shall assess the risk of gambling 
harm to the player arising from gambling by means of the automated processing of personal data referred 
to in Section 36(1)(3)–(7) and, where necessary, take measures to prevent and reduce the risks identified 
on the basis of the assessment. However, a decision to prevent or restrict a player's gambling may not be 
based solely on the automated processing of personal data. 

https://www.zotero.org/google-docs/?Js7GUK
https://www.zotero.org/google-docs/?p3DXCV


 

THE STATE OF AI IN GAMING 2026 
How AI is Shaping the Global Gambling Industry 36 

 

Italy  
March 2024 

On March 25, 2024, Italy published Decree No. 41 regarding the reorganization of the gaming sector. As 
part of this decree, under Article 15 of Title III, the concessionaire’s organizational structure and their 
technical, technological, and IT tools must be designed to safeguard and protect players by preventing 
and combating pathological gambling. 

This is to be achieved through the introduction of automatic messages during gameplay that highlight its 
duration and provide real-time information to players on spending levels when a certain preset limit is 
exceeded. Furthermore, the decree mandates the activation of procedures to monitor the risk levels 
associated with individual games covered by the concession, based on internationally certified 
methodologies and excluding any games involving social, gender, political, religious, or other forms of 
discrimination. Finally, appropriate tools must be present to allow the concessionaire, in compliance with 
personal data protection legislation, greater control over the degree of participation by players most at risk 
of pathological gambling. 

See Decree No. 41 [14, Art. 15(1)]. 

United Kingdom 
April 2025 

On April 8, 2025, the Gambling Commission published the updated “Emerging money laundering and 
terrorist financing risks from April 2025.” Under License Condition 12.1.1(3) of the License Conditions and 
Codes of Practice (LCCP) [15], operators are required to keep up-to-date with emerging risks information 
published by the Commission. The publication acts as a trigger for operators “to review their money 
laundering and terrorist financing risk assessments and related policies, procedures and controls to 
ensure that they remain appropriate and effective.” 

The Commission has highlighted a variety of emerging risks, and most pertinent to this report is the use 
of artificial intelligence used to bypass customer due diligence. Additionally, the publication also requires 
operators to review the lists of “jurisdictions subject to increased monitoring by the Financial Action Task 
Force (FATF)” [16], and ensure they have effective policies, procedures and controls in place to identify 
customers and relationships with links to high-risk jurisdictions [17].  

See guidance from April 2025 [18]. 

North America 
Alberta 
January 2026 

On January 13, 2026, the Alberta Gaming, Liquor and Cannabis Commission (AGLC) published 
standards and requirements [19, Sec. 4.9] for internet gaming within the province, as well as guidelines 
regarding iGaming registration. Alberta's licensing system will operate under a dual process with 
registration with the AGLC, followed by entering into a commercial agreement with the Alberta iGaming 
Corporation AiGC).  

Of note, Alberta's internet gaming standards require proactive responsible gambling monitoring and 
intervention to identify patrons at risk of harm and enable timely support once signs of risk emerge. 
Specifically, under the AGLC Standards and Requirements for Internet Gaming for identifying individuals 
who may be experiencing harm, licensees may use both automated and manual tools to monitor player 
behavior across all available data sources — spanning behavioral (e.g., chasing losses, playing multiple 
products), spend, time, account, and customer service indicators, among others.  

https://www.zotero.org/google-docs/?NvnS64
https://www.zotero.org/google-docs/?lycHBn
https://www.zotero.org/google-docs/?sxEqUO
https://www.zotero.org/google-docs/?UHKYSQ
https://www.zotero.org/google-docs/?VBNpuS
https://www.zotero.org/google-docs/?VzlZqe
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Furthermore, as pertains specifically to peer-to-peer games, registered operators must implement 
measures to deter, prevent, and detect the use of software programs by players to automatically 
participate in game play (i.e., a bot) or to provide the player with an unfair advantage over other players 
[19, Sec. 3.3].  

Colorado 
January 2026 (Amended) 

In January 2026, the Colorado Limited Gaming Control Commission amended its existing responsible 
gaming best practices regulations [20, R. 9.6(2)]. Most pertinent to this report, as part of these best 
practices, sports betting operators must submit for approval a strategy for the implementation of a 
responsible gaming program, with updates provided to the Colorado Division of Gaming by October 1st 
each year. 

This strategy, among other requirements, must detail the use of player data and technology to aid in 
identifying potential problem gamblers, including how automated triggers — whether operated by the 
licensee or a contracted third party — are used to flag potentially problematic behavior, what specific 
triggers are being identified and how the operator has identified those as critical matrices to follow, and 
how the operator plans to continually update and learn the best way to identify problem gamblers on their 
site. 

Massachusetts 
February 2025 

On February 14, 2025, the Massachusetts Gaming Commission published regulations pertaining to 
requirements regarding Sports Wagering Data Privacy. Notably, as part of these requirements, sports 
wagering operators are prohibited from using patrons’ Personally Identifiable Information (PII) or 
Confidential Information, or any information derived from it, to promote or encourage specific wagers or 
promotional offers based on specific behavior, patterns, and activity, including but not limited to: Any 
computerized algorithm, automated decision-making, machine learning, artificial intelligence, or similar 
system that is known or reasonably expected by the sports wagering operator or a vendor to the sports 
wagering operator to make the gaming platform more addictive [21, Sec. 257.02(3)]. 

However, sports wagering operators are permitted to collect patrons’ PII and Confidential Information to 
analyze patron behavior for the purposes of identifying and developing programs and interventions to 
promote responsible gaming and support problem gamblers, and to monitor and deter illegal sports 
wagering. A report must be provided by the sports wagering operator to the Massachusetts Gaming 
Commission at least every six months on the sports wagering operator’s compliance, including the trends 
observed in this data and the sports wagering operator’s efforts to mitigate potential addictive behavior 
[21, Sec. 257.02(4)].  

New Jersey 
January 2023 

On January 1, 2023, New Jersey's Responsible Gaming Best Practices took effect. The new 
requirements apply to online wagering and supplement the state's existing responsible gaming (RG) 
safeguards.  

The new standards require that each provider implement an RG lead as well as a dedicated RG staff who 
must be responsible for ensuring at-risk patrons are provided responsible gaming information such as 
resources available or various responsible gaming features offered by the provider.  

In addition, and most pertinent to this report, the second component highlights the use of technology to 
aid in identifying potential problem gamblers. At a minimum, each platform must implement automated 

https://www.zotero.org/google-docs/?Is41By
https://www.zotero.org/google-docs/?SkymlH
https://www.zotero.org/google-docs/?3RqUUu
https://www.zotero.org/google-docs/?bTnVv2
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triggers based on account activity and play behavior. These triggers span both account-level activity, 
such as high deposit volumes over 24-hour or 90-day periods, accessing but not completing self-
exclusion, repeated requests for cool-off periods, successive deposit or loss limit increases, and 
continuous withdrawal cancellations, and play behavior indicators, including high turnover over a 90-day 
period, significant increases in time spent on the platform, and session patterns suggesting escalating 
wager amounts or repeated near-zero account balances. 

See NJ iGaming RG Best Practices [22] 

North Carolina 
March 2024 

On March 27, 2024, the North Carolina State Lottery Commission re-adopted regulations pertaining to 
use of technology in information processing, which were originally adopted as Rule 1D-008 in January 
2024. 

Of note, under the requirements, operators’ internal controls must include a summary description of the 
operator’s or its affiliates’ use of computerized algorithms, automated decision-making, machine learning, 
artificial intelligence or any similar system that analyzes patron information. This must cover the 
permissible and impermissible uses of such practices, the purposes for which they are employed, and the 
types of input and output data utilized along with a summary accounting of their sources. Operators must 
further describe how these systems are used both to minimize risky play behavior and to market or 
advertise to players.  

See 24 NCAC 06A.0408 [23]. 

Ontario 
May 2025 (updated) 

On May 29, 2025, the Alcohol and Gaming Commission of Ontario (AGCO) updated the Registrar’s 
Standards for Internet Gaming, originally adopted and effective in April 2022. 

As part of these updated requirements, pertaining specifically to peer-to-peer games, operators must 
implement measures intended to deter, prevent and detect the use by players of software programs to 
automatically participate in game play (i.e. a bot) or to provide the player with an unfair advantage over 
other players. 

See Standard 4.22, Registrar’s Standards for Internet Gaming [24, Sec. Standard 4.22]. 

LatAm and the Caribbean 
Curaçao 
June 2025 

On June 17, 2025, the Curaçao Gaming Authority (CGA) published its final Player Complaints Policy for 
implementation by all CGA license holders. 

The player complaints policy outlines key definitions concerning player interaction; complaints, and; 
disputes. In addition, the policy sets out guidelines concerning the player complaint submission and 
resolution process, as well as guidelines pertaining to alternative dispute resolution (ADR), and record 
keeping and reporting among others. 

Of note, as part of the guidelines outlining the CGA's complaint resolution process, within this policy, the 
Authority has deemed the use of artificial intelligence (AI) to be permissible under the policy, subject to 
the following terms: (a) Once a player complaint has been identified as pertaining to Responsible Gaming 
(clause 4.1), communications with the player should be conducted by a human, not AI, (b) Complaints 

https://www.zotero.org/google-docs/?V6owO9
https://www.zotero.org/google-docs/?rAQ5LG
https://www.zotero.org/google-docs/?gvdMwp
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that can be reasonably considered as complex should be dealt with by a human, not AI, and (c) The AI 
records must be monitored to ensure that they are reasonable in their solution/recommendations and 
consistent across players with like-for-like complaints. 

See (up-to-date) Player Complaints Policy [25]. 

Asia-Pacific 
As of January 28, 2026, no legislative or regulatory restrictions, requirements, or other activity within the 
gambling industry related to AI has been recorded across Vixio’s monitored Asia-Pacific markets. 

Middle East and Africa 
As of January 28, 2026, no legislative or regulatory restrictions, requirements, or other activity within the 
gambling industry related to AI has been recorded across Vixio’s monitored Middle East and Africa 
markets. 

2.3 Regulator Survey: Perspectives from Within 
The regulatory scan presented above offers a picture of how AI-related requirements are beginning to 
take shape across gambling jurisdictions. Equally important is how the individuals responsible for 
overseeing the industry perceive and experience this rapidly evolving landscape. Accordingly, in this 
section we present findings from an original survey of individuals working within gambling regulatory 
authorities. The study explored key areas including respondents’ personal AI usage, their confidence in 
overseeing this emerging technology, their perspectives on industry adoption, and their views on the 
adequacy of current governance frameworks, as well as their broader AI literacy. 

Methodology 
The regulator survey was independently conducted by the UNLV IGI with ethical approval from the UNLV 
Institutional Review Board. KPMG and Vixio contributed to the research through feedback on survey 
design, recruitment, and collaboration in interpreting aggregated findings. 

We surveyed gambling regulators worldwide to examine how they perceive, understand, and oversee AI 
within the industry. Participants were recruited through institutional and partner networks — including the 
IGI’s International Center for Gaming Regulation, Vixio’s regulatory contacts, and the International 
Association of Gaming Regulators — as well as direct outreach and in-person recruitment at industry 
conferences. Data collection ran from December 2025 through February 2026. All responses were 
anonymous, and a screening question ensured only individuals holding current regulatory positions were 
included. 

Our survey contained four core components: (1) AI awareness and use, (2) beliefs on AI regulation, (3) 
the future of AI in gambling, and (4) AI literacy. The first three blocks were developed collaboratively by 
the research team with input from KPMG and Vixio. The AI literacy block comprised 14 knowledge-based 
items adapted from validated instruments in the academic literature, including the short form AI Literacy 
Test (AILIT-S) and the AI Competency Objective Scale (AICOS). Descriptive statistics and nonparametric 
tests were used for analysis. Further methodological details including details on survey development and 
analysis processes are available in Appendix A.3.2. 

Respondent Profile 
We included 113 responses in the analysis. We highlight that a large majority of respondents (n = 94) 
represent jurisdictions across North America (n = 64) or Europe (Western Europe n = 20, Central and 

https://www.zotero.org/google-docs/?TlSsCY
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Eastern Europe n = 10). We thus caution readers when interpreting these findings, as the sample may not 
be fully representative of global regulatory perspectives. 

Professional Demographics of Respondents (N=113)  
Based on survey responses regarding position and division at their regulatory agency 

Figure 2.1 - Respondents by Position 

 

Figure 2.2 - Respondents by Division 
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Figures 2.1 and 2.2 show our respondent profile by position and by region. 12.4% of respondents held 
executive or leadership positions at their regulatory agencies with 46.9% holding managerial positions. 
About 36.3% of respondents held staff positions and 4.4% did not disclose their positions. A majority of 
respondents (n = 43, 38.1%) work in Enforcing/Investigation/Regulatory Compliance followed by 24.8% (n 
= 28) in Licensing/Administration/Policy. More than half of respondents (n = 44, 40.7%) reported at least 
10 years of experience in a regulatory role with oversight of the gambling industry. We provide a full 
description of the respondent profile in Appendix A.3.2.  

Findings 

AI Use, Training, and Literacy 
Most respondents (n = 66, 57.9%) appear to have embraced the use of AI in a professional capacity. 
Forty-nine of these 66 respondents provided a response to our follow up question about the specific tools 
they use. ChatGPT and Microsoft Copilot were mentioned most frequently (n = 25 and n = 23 mentions 
respectively), with Google Gemini mentioned the third most often (n = 9 mentions). Other tools like 
Claude, Grok, DeepSeek, and Gamma were mentioned much less frequently (three times or less). The 
majority of respondents (n = 58, 58.0%) reported to have had no professional or formal training in AI 
within the last two years. Although the split in these cohorts appears similar, they are not related to each 
other in any meaningful way. 

Sixty-eight participants completed the 14 AI literacy questions. The distribution of scores across all 
respondents is displayed in Figure 2.3. The mean score was 8.60 (Median = 9.0). 52.9% (n = 36) of 
respondents scored nine or above. The question most respondents answered incorrectly was “How does 
supervised learning differ from unsupervised learning?” Most respondents said that “In supervised 
learning, humans must supervise the AI during learning and intervene if necessary” whereas the correct 
answer is that supervised learning is when “the output values of the training data are known.” While we 
found a significant relationship between AI training and AI literacy scores, the correlation was very weak 
(r = 0.26). We did not find a significant relationship between AI use and AI literacy. 

Figure 2.3 - Frequency Distribution of AI Literacy Scores (N=68)  
Based on survey responses regarding AI literacy 
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Regulatory Capacity 
Figure 2.4 presents regulators’ reported confidence, on a scale of 1 (least confident) to 5 (most 
confident), across five areas related to their ability to regulate AI in gambling. 

Figure 2.4 - Confidence Levels in AI Awareness and Use (N=99)  
Based on survey responses regarding AI awareness and use in the gambling Industry 
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20.2%

14.1%

11.1%

14.1%

11.1%

33.3%

18.2%

18.2%

20.2%

13.1%

26.3%

42.4%

43.4%

32.3%

36.4%

12.1%

19.2%

20.2%

22.2%

31.3%

8.1%

6.1%

7.1%

11.1%

8.1%

0% 10% 20% 30% 40% 50% 60% 70% 80% 90% 100%

Assess licensee usage
of AI in their operations

Understand how AI systems
are used in the gambling industry

Assess potential societal impacts
of AI (e.g., fairness, privacy,
responsible gambling, etc.)

Identify specific areas where
regulations may need to be

updated to account for AI usage

Identify ethical risks
in AI deployment

Percentage of Respondents (%)



 

THE STATE OF AI IN GAMING 2026 
How AI is Shaping the Global Gambling Industry 43 

 

The Need for Action  
Figure 2.5 presents regulators’ level of agreement across 10 statements related to licensee AI practices 
and AI-specific regulation on a scale of 1 (strongly disagree) to 5 (strongly agree). 

Figure 2.5 - Agreement Levels on Al Regulation (N=93) 
Based on survey responses regarding beliefs on AI regulation in the gambling industry 
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Consistent with their lower confidence in assessing licensee AI usage (Figure 2.4), here regulators 
displayed limited familiarity with licensees’ AI activity. Fewer than one in four agreed they were aware of 
current AI applications in licensee operations (M = 2.69) or of licensed operators having internal 
Responsible AI policies or frameworks (M = 2.27), with majorities disagreeing on both items (43.0% and 
59.1%, respectively). Yet, despite this awareness gap, regulators were clear on the need for action with 
two-thirds agreeing that gambling-specific regulations for the use of AI are needed (M = 3.90), with over a 
third strongly agreeing (37.6%). There was also strong agreement that the gambling industry is not 
capable of self-regulating its use of AI, with over half of respondents disagreeing that the industry could 
do so responsibly (58.1%, M = 2.31). Thus, we see a similar trend to what we observed with regard to AI 
awareness: while our sample of regulators recognize the need for AI oversight in gambling, they may not 
be well-positioned to act on it.  

While regulators tended to agree that current gambling regulations are ill-equipped to address AI (M = 
2.15) and that gambling-specific regulations should align with or be stricter than general AI regulations (M 
= 3.68), their awareness of the broader AI regulatory landscape and governance frameworks available 
was inconsistent with this position (M = 2.94 and M = 2.91, respectively). They also expressed limited 
awareness of how broader AI governance frameworks could impact gambling-related systems (M = 2.57). 

Finally, regulators were overwhelmingly in agreement that cross-jurisdictional collaboration would improve 
oversight of AI in gambling, which was the highest-rated item across the entire question set (M = 4.10), 
with over three-quarters of respondents agreeing or strongly agreeing (76.3%). 

Regulator-Industry Disconnect 
We noted in the prior section that regulators were generally unaware of AI applications in licensee 
operations. This is further corroborated by Figure 2.4, which presents regulator perceptions of the areas 
in which their licensees are currently using AI. 

Figure 2.6 - Regulator Perception on Al Usage in Licensee Operations (N=99)  
Based on survey responses regarding regulator beliefs on where licencees are using AI 
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deploying AI, brings to question the basis for regulators’ strong agreement on the need for gambling-
specific regulation and their skepticism toward industry self-regulation (Figure 2.5). It is worth considering 
how well-informed these normative positions truly are, and suggests communication between regulators 
and industry must improve to bring these two perspectives closer.  

This regulator-industry disconnect is further reflected in commentary provided by regulators (n = 51) to 
our open-ended question asking “What do you consider the most significant risks and benefits associated 
with AI in gambling?” Notably, most regulator respondents listed risks rather than benefits, with the 
majority being concerned about bad-actor driven mechanisms such as unethical use of the technology 
and the subsequent harm it may cause to players. This sentiment is in contrast to findings from our 
industry survey, where respondents appeared comparatively less concerned about player-facing risks like 
bias or unfair outcomes affecting players and the potential for AI to amplify problem gambling behaviors. 

Future AI Governance 
When asked whether their agency was planning to develop or implement any guidelines, 
recommendations, or review processes to ensure the responsible use of AI in gambling, responses were 
evenly split: 52.6% (n = 40) indicated yes, while 47.4% (n = 36) indicated no. Of those who answered yes, 
23 provided further detail on what was planned. Responses mainly fell across two categories: Research 
(e.g., gathering information, conducting studies, forming workgroups, and consulting stakeholders to 
inform future governance decisions) and Establishing Requirements (e.g., developing/implementing 
regulatory standards regarding AI use that licensees are expected to adhere to). 

2.4 Conclusion 
We began this section by illustrating a 
diverse regulatory landscape at the macro 
level, where current actions reflect a 
tension between safety and the desire not 
to stifle innovation. Gambling-specific 
regulatory developments appear more 
focused on preventing undesirable 
outcomes, with activity centered on the use 
of AI to monitor player behavior and 
prevent harms as well as mitigate threats 
such as adversarial use by players 
themselves. This remains an evolving area, 
however, and we anticipate further 
developments over the next 12 months.  

Notably, while big tech calls for a lighter 
regulatory touch at the macro level [26], 
regulation does not appear to be a barrier 
for AI adoption amongst gambling industry 
stakeholders. Data from our industry survey 
suggest that regulation is largely seen as a 
minor friction rather than a barrier, with 
most respondents indicating that regulations are either having no effect on AI adoption (33.7%, n = 28) or 
causing only minor delays (41.0%, n =34), with just 10.8% reporting regulations as a significant or primary 
barrier. At the same time, findings from our regulator survey suggest that the need for AI governance is 
recognized and that regulatory action may be forthcoming.  

 

The AI survey findings provide industry 
stakeholders with clear evidence of the varying 
levels of awareness, literacy, use, and governance 
within the gambling regulatory landscape. A core 
focus for the International Center for Gaming 
Regulation remains the development of 
governance-enhancing mechanisms such as 
specialized training, webinars, research and 
information sharing to address knowledge gaps. 
The insights from the survey stand to equip us with 
specific starting points in empowering those 
responsible for oversight, as we navigate the 
“known unknowns” and “unknown unknowns” in 
this area of our dynamic industry, together.”  

Megan Basson 
Executive Director, 

UNLV IGI International  
Center for Gaming Regulation 
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Section 3: Research and Advancements 

Overview 
This section analyzes the innovation pipeline within the gambling industry by tracking the growth, themes, 
and geographic distribution of AI-related research and advancements, specific to gambling and gaming. 
This includes a review of 15 years of academic contributions to measure historic growth and citation 
impact, as well as an examination of the increasing frequency of AI-focused sessions at international 
industry conferences over the past five years. Additionally, we present historic and recent trends in patent 
filings, AI commentary in gambling trade industry news, and end with a summary of startup activity. 
Together, the following sub-sections provide a trajectory of how AI is evolving within the gambling sector. 
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3.1 Academic Frontiers 
In this section we present a systematic bibliometric analysis of the global research output at the 
interdisciplinary intersection of AI and the gambling field. The study utilizes metadata retrieved from the 
OpenAlex database, an open-access catalog of the global research system, to examine a corpus of 
English-language scholarly works published between 2010 and 2025. This time frame coincides with the 
rise of deep learning in the wider research community in 2010 when the Theano and Caffe frameworks 
made neural network implementations more accessible [1]. 

We implemented a three-phase pipeline to retrieve, identify, and classify relevant academic literature. 
Phase 1 involved programmatic retrieval of a candidate set of gambling-related publications from the 
OpenAlex database, Phase 2 filtered specifically for AI-related gambling publications, and Phase 3 
involved the thematic analysis of the subset derived during Phase 2. Phase 1 garnered a total of 103,736 
unique gambling-related publications. After executing Phase 2, our final corpus of AI-related gambling 
publications contained 899 records. Please refer to Appendix A.3.3 for more details on the methodology. 

Scholarly interest in AI is rising 
Figure 3.1.1 – AI Publications in Gambling Worldwide, 2010-2025  
Source: Publication data obtained from OpenAlex 

 

Figure 3.1.1 illustrates a consistent upward trajectory in AI-related gambling publications. Following a 
steady period of growth where annual publications more than doubled between 2010 and 2019, the field 
experienced a minor decline in 2020. This was followed by a rapid secondary surge, with research 
volume reaching a peak of 112 publications by 2025; which represents 12.5% of our entire corpus. The 
rapid climb in AI publications after 2022 coincides with the release of ChatGPT, which is potentially a 
contributing factor. 

Visualizing the data by the number of AI-related gambling publications as a percentage of all gambling-
related publications (line in Figure 3.1.1), we observe a similar growth trajectory. This indicates that the 
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growth in AI-related research is not simply a reflection of an overall increase in gambling scholarship; AI-
related works are capturing a growing share of the field’s overall research output.  

However, AI’s growing share of gambling research remains modest compared to other academic fields. 
For example, recent bibliometric studies show that the share of AI-related healthcare publications rose 
from 3.54% in 2014 to 16.33% by 2024 [2]. Similarly, research in finance saw AI’s influence climb from 
roughly 2-3% in 2010 to nearly 20% by 2022 [3]. In comparison to these fields, AI research hasn’t been 
as disruptive in the gambling field. But the significant growth from 2022 to 2025 is a clear signal of an 
accelerating trend.  

What is being studied? 
Figure 3.1.2 – Number of AI Publications by Gambling Topic, 2010-2025  
Source: Publication data obtained from OpenAlex 

 

We used an AI-based topic modeling technique (see Appendix A.3.3) to classify publications into six 
distinct gambling categories, which represent approximately three quarters of all collected records. The 
remaining publications, which could not be classified into these categories, were classified as “Other.” We 
visually represent the trends by category in Figure 3.1.2. 

The Sports Betting category includes publications leveraging ML or predictive analytics to perform 
functions such as modeling sports outcome predictions [4], [5], or forecasting wins and spreads using 
sentiment analysis [6]. Online Problem Gambling publications focus on using AI techniques (e.g., ML, 
natural language processing (NLP)) to detect signs of problem gambling [7], [8], [9]. Poker poses an 
interesting challenge for AI given the imperfect information inherent to the game. Poker research includes 
using reinforcement learning for heads-up no-limit poker [9], developing frameworks for exploiting 
opponent weaknesses [10], and training LLMs to become professional poker players [11]. The Gambling 
Decision Making category encompasses a broad range of publications, including the psychological 
underpinnings of gambling decisions - such as experiments on rats [12] and Iowa Gambling Task studies 
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[13], [14] - as well as consumer behavior research, such as studies on player preferences within the 
casino environment [15], [16]. Casino Surveillance publications were primarily related to computer vision, 
fraud detection, threat detection and facial recognition [17], [18], [19]. Gambling Website Detection 
publications were primarily related to the use of classification algorithms to identify unregulated or illicit 
online gambling platforms [20], [21]. Several publications that did not clearly fit into any of these 
categories - such as AI ethics in gambling [22], [23] and scoping reviews of AI in gambling [24], [25] - 
were classified as “Other.” 

Between 2010 and 2017, Poker was the dominant research topic, peaking at 41.0% of the total corpus in 
2017. However, this interest collapsed to a mere 4.5% by 2025. This decline aligns with the 2019 release 
of Carnegie Mellon’s Pluribus [26], the first AI to master six-player poker. As interest in Poker began to 
recede from 2017, Sports Betting and Online Problem Gambling emerged as the leading primary 
research pillars around 2018 to 2019. The rise of Online Problem Gambling as a research focus reflects a 
broader reframing of gambling as a public health subject across academic research in multiple 
jurisdictions [27]. Similarly, the growth of Sports Betting research may be attributed to growing 
participation, as in, for example, the United States following the repeal of PASPA in 2018. 

Figure 3.1.3 – Sports Betting Publications by Sport (% of total), 2010-2025  
Source: Publication data obtained from OpenAlex

 

Given its significant traction, we expanded our exploration of the 245 publications within the Sports 
Betting category. Figure 3.1.3 illustrates the trends in popularity by sport over our 15-year time period. To 
allow for year-over-year comparison, each data point represents a specific sport’s share as a percentage 
of the total sports betting corpus for that year. Football/soccer has maintained interest over time, and 
accounts for almost half of the publications in 2025. Meaningful shares are also observed for Tennis 
(16.7%), Basketball (13.3%), and Cricket (10.0%). With the exception of Basketball, this hierarchy in 2025 
aligns with the most popular sports in the world per worldatlas.com [28].  
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Figure 3.1.4 – AI Publications in Gambling by AI Topic (% of total), 2010-2025  
Source: Publication data obtained from OpenAlex 

 
We also looked at our corpus by the types of AI being applied and studied (Figure 3.1.4). Machine 
Learning (ML) accounts for 61.6% of all publications in 2025, and is the most popular area across the 
entire time period. In 2025, Natural Language Processing (NLP) also commanded a meaningful share of 
total output (15.9%), meaning this, along with ML, represents over three-quarters of the most recent 
year's research volume. This uptick in NLP research, beginning around 2018–2019, directly correlates 
with the release of foundational deep learning architectures. The introduction of the Transformer model in 
2017 [29], followed by the debuts of GPT-1 [30] and BERT [31] in 2019, may have been a catalyst for this 
growth. Despite the surge in interest and applications of Generative AI, research in gambling is only just 
beginning to emerge [32], [33].  
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Where are the academic researchers studying AI and gambling? 
Figure 3.1.5 – AI Publications in Gambling (% of total) by Region, 2010-2025  
Source: Publication data obtained from OpenAlex 

 
Figure 3.1.5 displays our corpus of AI-related publications by region, determined by the locations of each 
publication’s contributing authors6. Between 2010 and 2020, North America and Europe & Central Asia 
were the leading regions for research output. However, 2020 marked a turning point as East Asia & 
Pacific took a lead. 

By 2024, East Asia & Pacific and Europe & Central Asia converged at similar percentage levels, while 
North America experienced a decline in output starting in 2017, ultimately having a noticeable drop in 
percentage by 2025. This observation is consistent with data from Yahoo Finance [34] indicating that 15 
of the world's most significant gambling markets are within these three primary regions: East Asia & 
Pacific, Europe & Central Asia, and North America.  

 
 
 
6 We mapped author affiliation country codes to the seven official World Bank Country and Lending Groups. To accurately capture 
international collaboration, we assigned a count to a region for each unique country within its borders represented in a paper’s 
authorship. For example, a study co-authored by researchers in the United States and Canada would attribute two counts to North 
America (one for each unique country). This method ensures the analysis reflects total institutional participation across regions 
rather than defaulting to the lead author’s location. 
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Figure 3.1.6 – Top 10 Institutions by Number of Publications, 2010-2025  
Source: Publication data obtained from OpenAlex 

 

Figure 3.1.6 shows the top 10 institutions by number of publications produced between 2010 and 20257. 
No individual organization dominates the field. Even the leading institution, Carnegie Mellon University, 
represents just 1.4% of the total volume for this period. Notably, several of these top-tier institutions 
demonstrate a specialized focus on Poker research. Four of the five most-cited publications in the entire 
corpus are Poker-related, authored by researchers at Carnegie Mellon University and the University of 
Alberta [35], [36], [37], [38]. According to OpenAlex “DeepStack: Expert-level artificial intelligence in 
heads-up no-limit poker,” led by the University of Alberta, has 790 citations.  

 
 
 
7 We parsed and filtered institutional affiliations for each paper so that a single organization received only one “credit” per 
publication, regardless of how many individual authors from that institution contributed to the work. For instance, a paper co-
authored by three researchers from the same university counts as a single institutional appearance, whereas a cross-institutional 
collaboration credits each unique organization once. 
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Figure 3.1.7 – Top 10 Institutions by Number of Publications, 2020-2025  
Source: Publication data obtained from OpenAlex 

 
 

Figure 3.1.7 looks at top publishing institutions during the most recent five-year period, 2020-2025. A 
comparison between Figure 3.1.6 and Figure 3.1.7 reveals significant movement amongst the top 
institutions: of the five historically leading organizations, only two retain their top-five rankings for the 
2020–2025 period. The research output of these leading institutions also demonstrates some thematic 
concentrations. For instance, Gambling Website Detection is a prominent focus among the Chinese 
universities listed [39], [40], [41], whereas Nottingham Trent University shows a clear specialization in 
Online Problem Gambling [42], [43], [44]. 

3.2 Industry Conference Discourse 
In this section we explore how AI has been represented across major international gaming conferences 
between 2020 and 2025. Conference programs were collected from major international gambling and 
gaming events, including G2E, G2E Asia, ICE Gaming, SBC Summit (Lisbon, Miami/Latin America, and 
Barcelona editions), and NEXT Summit (New York City). Across all conferences, keynotes, panels, and 
standard presentations were used to capture the prevalence and context of how AI is being discussed in 
the gambling industry. 

Data for this section were gathered from public conference archives and direct correspondence with 
organizers. Session titles and descriptions were extracted into a spreadsheet for systematic coding. To 
ensure agreement in classification, we followed a cross-researcher verification process to verify the data’s 
accuracy. Readers should note that results for 2020 and 2021 reflect the significant impacts of the 
COVID-19 pandemic, including event cancellations, shifts to virtual-only formats, and reduced 
programming. Please refer to Appendix A.3.3 for more details on the methodology. In total, 1,440 
sessions were extracted, 162 of which were identified as being AI-related. 
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AI discussions at conferences is on the rise 
Figure 3.2.1 – Number of AI Sessions at Gambling Conferences, 2020-2025 
Source: Conference Data 

 
There is a prominent rise in AI-related sessions at gambling conferences between 2022 and 2025, as 
depicted in Figure 3.2.1. While 2020 and 2021 recorded a mere three sessions each, 2025 recorded 81. 
The three AI sessions in 2020 all occurred at ICE and the three in 2021 all occurred at G2E Asia (see 
Figure 3.2.2). The turning point in 2022 observed in Figure 3.2.1 mirrors the rise observed in the number 
of AI-related gambling publications in the prior section (Figure 3.1.1), which coincides with the release of 
ChatGPT and the rise of LLMs in 2022. 

AI-related content across events 
Figure 3.2.2 – AI and Non-AI Sessions Across Gambling Conferences, 2020-2025 
Source: Conference Data 
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Figure 3.2.2 shows the number of AI and non-AI sessions across major gambling conferences from 2020 
to 2025. Across all events, non-AI sessions substantially outnumber AI sessions, though the proportion of 
AI content varies by conference. Among the two SBC events reviewed, SBC Europe had the highest 
proportional AI representation, with 64 AI sessions out of a total of 376 (17.0%). The second highest 
representation was at G2E Asia, where 15 of the 102 sessions were AI-related (14.7%). ICE had the 
lowest share of AI content, with 19 of 311 sessions (6.1%). Overall, despite a measurable rise in AI-
session across gambling conferences, they only represent a small proportion of all conference 
programming. However, the share of AI-related sessions is increasing over time, as we illustrate in Figure 
3.2.3. 

Figure 3.2.3 – Percentage of AI Sessions Across Gambling Conferences, 2020-2025 
Source: Conference Data  

Across events, AI representation generally increases after 2022 (Figure 3.2.3). G2E rises from 
approximately 1.3% in 2022 to roughly 18% in 2025. SBC Europe also increases steadily, growing from 
about 7% in 2023 to 16.7% in 2025. G2E Asia shows an early peak at approximately 43% in 2021, 
however, this high percentage should be noted within the framework of a significantly reduced virtual 
program due to COVID-19, with seven sessions occurring in total. ICE shows an upward trend, 
approximately doubling their AI-related content over this five-year period. And NEXT shows modest 
growth from zero AI-related sessions in 2022 to roughly 10% in 2025. As AI developments continue, it will 
be interesting to see if this trajectory continues.  
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What is being discussed? 
Figure 3.2.4 – Percentage of AI Sessions by Topic Across Gambling Conferences, 2020-2025 
Source: Conference Data  

 

Figure 3.2.4 represents the gambling related topics for all AI sessions at gambling conferences from 2020 
to 2025. Sessions from 2020 to 2022 have very small sample sizes (see Figure 3.2.1), and thus do not 
accurately represent the range of topics discussed. The majority of AI sessions from 2023 to 2025 were 
related to two key areas: (1) Compliance (RG, KYC, AML), and (2) Marketing and CRM. Interestingly, 
while our industry stakeholder survey identifies Technology & Security as a top area for AI adoption, it 
remains a minority topic in conference discourse.  

3.3 Intellectual Property 
Patent filings provide a window into where companies are directing their R&D investment and strategic 
focus, which can signal innovation shifts before they reach the market. In this section, we present an 
analysis of patent activity from 2010 to 2025.  

All data in this section is sourced from Lens.org, a comprehensive database containing millions of 
intellectual property (IP) records from over 95 different jurisdictions. Thematic and topic analysis was 
performed based on the Cooperative Patent Classification (CPC) and International Patent Classification 
(IPC) codes. Please refer to Appendix A.3.3 for more details on the methodology. We employed a hybrid 
extraction process using keywords, key phrases and CPC codes to query the Lens.org database across 
Title, Abstract, and Claims, with a strict requirement that each record contained terms related to both 
gambling and AI. As a result of this process, our analysis corpus contained 2,125 patent records with 650 
granted patent records.  
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AI IP in Gambling is Growing  
Figure 3.3.1 – Number of AI Patents in Gaming Worldwide, 2010-2025 
Source: Lens.org | Chart: 2026 State of AI in Gaming report 

 
The data reveals a distinct increase in activity starting in 2020, signaling a significant surge of interest in 
AI for the gambling space (Figure 3.3.1). Over the entire time period, annual patent grants rose from 15 in 
2010 to 100 by 2025, signaling significant and growing industry interest in AI. As computing power 
increases and AI tools become more accessible, we envision this trend to continue into 2026. 

Figure 3.3.2 – Number of Patents Published Each Year by Document Type 
Source: Lens.org 
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Figure 3.3.2 presents all patent filings and legal status over time, highlighting a shift in industry behavior. 
In 2010, activity was lower, with 41 applications and 15 granted patents. By 2024, filings increased to 
194, while grants rose to 94. This gap suggests a competitive race to file new AI concepts. Although 
applications declined slightly to 177 in 2025, granted patents reached a peak of 100. This pattern 
indicates that filings from the surge over the past few years are progressing through the approval process 
into granted patents. 

Who is Leading in AI Patent Activity? 
Figure 3.3.3 – Top 10 Owners of Granted AI Patents in Gaming  
Source: Lens.org 

 

Figure 3.3.3 highlights the top 10 companies with the most AI-related patents in the gambling industry. 
Notably, all of the leading patent holders are technology suppliers to the industry; companies like IGT, 
Light & Wonder, and Scientific Games that develop gaming systems, platforms, and content, rather than 
operators. This suggests that AI innovation, at least as captured through our corpus, is being driven 
primarily from the supply side of the industry. Over the course of 2010 to 2025, Angel Group CO LTD 
emerged as the leader with 86 owned patents, followed by IGT (50), Light & Wonder (37), AdrenalineIP 
(36), and Scientific Games LLC (16). This is further reflected in the applicant data (Figure 3.3.4) where 
Angel Group has consistently led the field, followed by competitors AdrenalineIP and IGT.  
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Figure 3.3.4 – Top 10 Applicants of AI Patents in Gaming  
Source: Lens.org 

 

AI Patent Activity by Country 
Figure 3.3.5 – Jurisdictions: AI Patents in Gaming  
Source: Lens.org 
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Figure 3.3.5 illustrates the geographic distribution of AI patent filings in the gambling industry. As of 2025, 
the United States clearly dominates the landscape, accounting for 1,304 filings (61.4%) of all AI-related 
gaming patent documents worldwide. The World Intellectual Property Organization (WIPO) represents the 
second-largest filing destination with 207 international applications (9.7%), followed closely by Australia 
with 149 (7.0%). Unlike country-specific filings, WIPO applications are submitted through the Patent 
Cooperation Treaty (PCT) system, which allows applicants to simultaneously seek patent protection 
across multiple countries without being tied to a single national jurisdiction at the point of filing. 

AI Patent Activity by Technical Theme 
Figure 3.3.6 – Top 15 Technical Themes in AI Gaming Patents (CPC Analysis)  
Source: Lens.org 

 

Figure 3.3.6 presents a technical breakdown of the patent corpus using Cooperative Patent Classification 
(CPC) frequency analysis. The data reveals that Coin-Freed Gaming Apparatus (Slots) (G07F17/32 is the 
primary focus, leading the sector with 662 patents. Security and Fraud Detection (G07F17/3241) follows 
closely as the second-largest category (614 patents). Significant innovation is then concentrated in 
Betting and Bookmaking and Player Tracking systems. 
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Most-Cited AI Gambling IP 
Figure 3.3.78 - Top 10 Most Cited AI Gambling Patents (Granted Only)  
Source: Lens.org 

 
 

 
 

 
 
 
8 Readers may observe dates (e.g., 2001, 2006) listed next to certain patent titles that precede the reports 2010 - 2025 scope. 
These dates reflect the original application filings. All patents included in this analysis were officially granted or published within the 
study’s designated timeframe. 
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Figure 3.3.7 illustrates the most frequently cited granted 
patents, showcasing the key foundational patents of industry 
innovation. Walker Digital LLC leads the field with 345 citations 
for a 2002 patent covering a system for planning and 
customizing a gaming vacation experience. The patent 
describes a solution that allows players to set preferences in 
advance that are then used to configure gaming devices and 
deliver personalized marketing offers at the casino. Conquer 
Your Addiction LLC follows with 306 citations for a 2020 patent 
on using wireless location data and contextual signals to 
automatically monitor, predict, and intervene when a person is 
at risk of engaging in pre-identified problematic behaviors such 
as addiction. And IGT's flexible loyalty points patent (238 
citations), filed in 2001, describes a network-based system 
enabling patrons to earn and redeem loyalty points across a 
wide range of casino and non-gaming activities, even without 
providing identification. These high citation counts indicate 
foundational technologies that are frequently referenced in 
subsequent patent filings. 

3.4 Macro News Trends and Outlook 
We analyzed the gambling trade industry news to understand what AI related topics made the headlines 
in 2025, using these and more recent news from 2026 to determine key macro-AI industry trends.  

We retrieved AI-related trade news in 2025 from several major gambling news websites, namely: Sigma, 
SBC, Next, iGaming Business, EGR Intel, +More Media, and CDC Gaming. We employed a two-stage 
retrieval process: first, we executed keyword searches via Google Search using AI-related terms (e.g., 
“artificial intelligence”, “machine learning”, “generative AI”), and second, we applied a combination of 
human review and LLM-assisted screening to verify that retrieved articles were substantively related to AI. 
We further supplemented this corpus with relevant and more recent (2026) news stories known to the 
research team. In total, we retrieved 151 news articles, which formed the basis for this AI Macro News 
Trends and Outlook. We provide a summary of our corpus by category in Table 3.4.1 below.  

Table 3.4.1 

Category Sub Categories Total 
Articles 

% of 
Total 

Technology Software development, AI strategy, platform innovation, 
security, market intelligence 

46 30.5% 

Policy & 
Regulation 

Regulatory guidance, AML, fraud, ethics, consumer 
protection, responsible gambling 

39 25.8% 

CRM  Personalization, marketing technology, customer support, 
affiliate tools, SEO 

26 17.2% 

Product Sports Betting, Slots, Live Dealer, Prediction Markets, Esports 25 16.6% 

Operations Casino floor optimization, cost reduction, workforce 
transformation, surveillance 

15 9.9% 

TOTAL 151 100% 

 

The surge in recent AI patent 
activity by gaming technology 
suppliers signals a shift toward 
embedding intelligence in gaming 
infrastructure, including smart 
tables. The most influential patents 
emphasize personalization and 
loyalty, underscoring that future 
competition will center on delivering 
more responsive, data-driven 
player experiences in real time.” 

Stephen Moore  
CEO, Walker Digital Table Systems 
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The most common category of news was Technology, consistent with findings from Section 1: The 
Industry Index, where technology-related applications were among the most highly endorsed AI use 
cases (see Figure 1.5). Several articles in this category highlighted companies moving beyond AI 
speculation and toward more concrete implementation. For example, Sportradar added product initiatives 
to their Chief AI Officer’s remit, and noted AI will be a potential driver of growth towards it’s €1.7 billion 
2027 revenue target [45], [46]. DraftKings co-founder Paul Liberman similarly argued that companies who 
treat AI as “optional” risk falling behind [47], while OpenBet initiated a recruitment drive to build a 
dedicated AI team aimed at setting a benchmark in AI-driven sportsbook product development [48].  

There was also a strong focus on Policy & Regulation. Notable developments included the UK Gambling 
Commission warning operators that AI-generated deepfakes are being used to circumvent customer due 
diligence processes [49], [50], while the International Gaming Standards Association (IGSA) began 
developing AI best-practice guidelines for gambling regulators [51]. In Europe, Italy’s ADM and Sogei 
deployed AI to improve transparency and responsible gambling oversight [52].  

We note it is interesting to see that AI news related to Product was only 1 behind CRM in 2025. Whilst 
CRM has arguably been the major business use case of ML and data analytics in the gambling industry 
over the past decade, this might suggest that the emergence of more powerful and generically applicable 
AI tooling is redirecting industry attention toward new product development opportunities; a finding 
corroborated by our survey in Section 1: The Industry Index, where Product Development & Innovation 
ranked among the most highly endorsed AI application areas (see Figure 1.5).  

Within the Product category, approximately one-third of news articles centered on opportunities within 
Live Dealer and Prediction Markets. In Live Dealer, the traditional model is at risk of being disrupted by 
AI-driven virtual hosts, by lowering capital expenditures and offering infinite scalability. At this point it is 
too early to state whether this will displace “traditional” Live Dealer or become a new vertical in itself (not 
unlike virtual sports, which has come to co-exist with sports betting). Similarly, prediction markets are 
attracting AI-enabled innovation. For example, AI start-up Slips is leveraging AI and agentic discovery 
tools to deliver novel experiences to consumers by creating new “micro contests” based on trending 
events; the AI component acts autonomously—scanning for trends, creating markets, and settling 
outcomes—without human intervention for each step [53]. And prediction market platform Kalshi 
formalised a partnership with xAI, integrating the Grok AI model for user insights and market analysis [54], 
[55]  

Additionally, we observed news coverage surrounding the impacts of agentic AI on customer experience 
and the workforce. For example, Better Collective launched an AI-powered tool that generates 
personalized sports betting content and recommendations for its users [56]. And DraftKings CEO Jason 
Robins disclosed a hiring freeze driven by the company’s confidence in agentic AI, describing a cultural 
shift from managing employees to managing AI agents [57].  

The industry is also moving toward automated slot development by leveraging generative models for art, 
math, and thematic narrative. Studios like OpenSLots, SlotGPT and Xgenia are reducing production 
cycles from months to days [58], [59]. This “content factory” approach allows for the hyper-targeted rollout 
of unique titles, optimized for specific markets and player micro-segments. Data from eGaming Monitor’s 
Casino Review of 2025 suggests the number of casino and slots suppliers grew by 24% in 2025 
compared with 2024 whilst the total number of unique casino games increased 29% in 2025 compared 
with 2024 [60]. This could suggest that AI is reducing barriers to entry to this segment of the supplier 
value chain. 

Within the CRM category, nearly a quarter of all news articles (23%) related to the use of AI within 
customer support. For example, Tugi Tark provides an AI customer service platform repositioning online 
casino support as a proactive retention channel [61], [62], while ChatForm AI rebranded as Cevro AI with 
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a focus on “empathy at scale” [63]. GamingSoft launched both an AI Chatbot and AI Voice product for 
automated text and voice customer support [64]. Beyond customer support, AI-driven CRM solutions 
received coverage, with companies such as Fast Track announcing an AI-driven natural language 
platform [65], [66], and IGT introducing TrueAim at G2E, a platform facilitating “hyper-personalized” player 
experiences [67]. 

The Operations category, while small, was a thematically cohesive area, with much of the coverage 
focusing on casino floor optimization and management, highlighting companies such as Light & Wonder's 
Engage AI platform [68], QCI's AGI56 unified intelligence dashboard [69], and Xailient's Casino Eye-D 
facial recognition for players clubs [70]. 

3.5 Startup Activity 

 
The preceding sections of this report have documented how AI has become a subject of growing 
academic inquiry, an increasingly prominent topic at industry conferences, and a driver of patent activity 
across the gambling sector. This section turns to the companies at the frontier of that activity: the early-
stage, high-growth startups that are building AI-native products and services for the gambling industry. 

Drawing on observations from Zero Labs’ portfolio of early-stage gambling technology companies and 
broader monitoring of the startup landscape, this section examines where entrepreneurial activity is 
concentrated, the structural factors shaping what startups can and cannot do, and how AI is changing the 
economics of building a gambling technology company from the ground up. 

It is worth emphasizing at the outset that while generative AI represents the current inflection point in 
public and industry attention, it is only the latest crest of a wave that has been building for over a decade. 
Startups leveraging machine learning, predictive modeling, and data-driven personalization have been 
operating in the gambling space well before the release of ChatGPT. What has changed is the intensity of 
interest and the breadth of capabilities now available to founders. This section examines both sides of 
that equation: AI as the basis for new products and services, and AI as a tool that is reshaping the 
process of building a startup itself. 

Products and Services 
Perhaps the most important observation about AI startups in the gambling industry is what has not 
happened. Despite the surge of interest in AI among the general public, driven primarily by the rise of 
consumer-facing large language models, the gambling sector has not yet produced the kind of AI-native 
startup that rapidly displaces incumbent operators or suppliers. No new entrant has leveraged generative 
AI to fundamentally redraw the competitive landscape in the way that, for example, DraftKings and 
FanDuel built on their existing digital-first fantasy sports platforms and rapidly captured market share in 
sports betting following the repeal of PASPA in 2018. Even that disruption saw incumbents respond 
effectively through structures such as BetMGM, a joint venture combining legacy brand and distribution 
assets with digital-native technology. If established operators could absorb a regulatory earthquake of 

 
Editorial note: The following subsection is contributed by Ryan Rubio of Zero Labs, a venture firm 
focused on early-stage gambling technology companies. Unlike the preceding subsections, which are 
based on systematic data collection and analysis, this piece draws on Zero Labs’ portfolio 
observations and broader monitoring of the startup landscape to offer a qualitative perspective on 
how AI is impacting gambling startups. 
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that magnitude and remain competitive, technological changes alone, without a corresponding structural 
opening, are unlikely to unseat them. 

This absence is not incidental. It reflects structural features of the gambling industry that are particularly 
resistant to the kind of disruption that AI startups have achieved in less regulated sectors. Two factors 
stand out. 

First, barriers to entry remain exceptionally high. Bringing a new licensed operator to market continues to 
be a prohibitively expensive and time-consuming effort for potential market entrants, regardless of 
whatever technological advances are occurring. Second, distribution advantages remain firmly with 
incumbents. The most valuable asset in the gambling industry is not technology but access to licensed 
markets, established customer bases, and historically accumulated proprietary behavioral data. These 
data assets function as a competitive moat. In gambling, where the largest operators possess decades of 
transactional and behavioral data across millions of customers, this advantage is particularly pronounced. 

As of early 2026, current AI capabilities do not materially lower either of these hurdles for a new startup. 

This does not mean that AI is irrelevant to the competitive dynamics of the industry. To the contrary, it 
appears to be functioning as what innovation theorists would characterize as a sustaining innovation, a 
technology that enables incumbent firms to improve their existing products and operations rather than 
one that creates entirely new markets or value networks [71]. In the gambling sector, this manifests in 
operators using machine learning to refine personalization engines, improve risk management, and 
optimize marketing spend, meaningful improvements, but ones that reinforce rather than disrupt existing 
market structures. 

That said, there are signs that the conditions for disruption may be forming. Significant advances in AI-
driven content generation and localization are enabling the rapid creation and translation of content 
across geographies, languages, and channels. For startups that can solve the regulatory access problem, 
these capabilities could dramatically alter the economics of market entry by reducing the marginal cost of 
content production, historically one of the more labor-intensive components of launching in a new 
jurisdiction. SlotGPT, a Cyprus-based startup, offers a striking illustration: its prompt-to-production 
platform uses generative AI to allow users to create fully playable slot games, including visuals, 
mechanics, and audio, from a single text prompt, and has already generated nearly 27,000 games with 
an integration to Stake.com [72]. The question is whether any startups like SlotGPT can combine these 
AI-enabled cost advantages with a viable path through the regulatory and distribution barriers described 
above. 

Where the most promising startup activity is emerging, however, is not in generative AI but in the 
application of advanced machine learning and data science to specific segments of the gambling value 
chain. A distinct category of startups has appeared that are native to data and best-in-class machine 
learning techniques, applying them to the gambling industry in ways that address specific player 
segments or market opportunities. nVenue, for example, uses real-time predictive models to scale in-play 
micro-betting, while companies like Oddit and Sharpstakes are applying machine learning to build data-
driven tools that deliver deep personalization to bettors with significantly reduced manual intervention 
compared to traditional workflows. What distinguishes these startups from their predecessors is not 
simply the use of AI as a feature but a fundamentally different architecture. Their products are designed 
from the ground up around data pipelines and model inference, enabling levels of scalability and 
personalization that require significantly less manual intervention than the methods historically employed 
by legacy operators. They are, in effect, building for a different cost curve, one where the marginal cost of 
serving an additional player or generating an additional piece of content approaches zero. 

https://www.zotero.org/google-docs/?JD8avM
https://www.zotero.org/google-docs/?w9yVkD
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Internal Use: AI as a Tool for Building Companies 
Underpinning the case for the long-term competitiveness of AI-native startups is a less visible but 
potentially more consequential trend: the impact of AI on the process of building a company itself. The 
cost and speed of building software are changing, and the founders who understand how to leverage 
these tools effectively are compounding that advantage over time.  

For gambling technology startups in particular, this has 
practical implications. Small teams can now build and 
ship products that previously required significantly larger 
engineering organizations. Iteration cycles are shorter, 
allowing startups to test market hypotheses more rapidly. 
And the fixed costs of software development — 
historically a significant barrier for bootstrapped or seed-
stage companies — are declining in real terms. 

Over time, these advantages are likely to compound. 
Startups that are AI-native in their development 
practices, not just in their products, will be able to scale 
more efficiently, adapt to regulatory changes more 
quickly, and compete with legacy software developers on 
quality even without the headcount advantages that 
incumbents have traditionally enjoyed. The consumer-
facing product need not be “AI-powered” for the 
company to derive significant competitive advantage 
from AI in how it builds, tests, and deploys software. 

Looking Ahead 
The gambling technology startup landscape as of 2026 is defined by a tension. On one side, the 
structural barriers of the industry, regulatory complexity, data advantages held by incumbents, and the 
high cost of market entry, continue to favor established players. On the other hand, a cohort of startups is 
emerging that are architecturally distinct from their predecessors, built around data and machine learning 
in ways that may, over a longer time horizon, alter the competitive dynamics of the sector.  

The data presented throughout this section supports the view that this tension is productive. Patent filings 
have surged since 2020, with annual grants rising from 15 in 2010 to over 100 by 2025 (Section 3.3). 
Academic publications at the intersection of AI and gambling have more than doubled their share of the 
field's total research output since 2022 (Section 3.1). AI-focused sessions at major industry conferences 
have grown from a handful in 2020 to over 80 by 2025 (Section 3.2). Startup activity and venture capital 
investment in gambling technology have followed a consistent trajectory, with capital flowing specifically 
to companies at the intersection of data, AI, and gambling. Taken together, these indicators suggest that 
the industry's innovation pipeline is not only active but accelerating, and that investors, researchers, and 
entrepreneurs are converging on the same thesis about where value will be created.  

Whether the current generation of AI-native startups ultimately proves to be sustaining or disruptive to the 
gambling industry's incumbents will depend not on the capabilities of the AI itself, but on whether these 
companies can pair technological advantages with viable strategies for navigating the industry's 
regulatory and distribution realities. The technology is here and improving rapidly. The competitive 
advantage will belong to whichever companies — incumbent or insurgent — can pair AI capabilities with 
viable strategies for navigating the industry’s regulatory and distribution realities first. 

  

 

AI development tools reward teams that 
already know what good looks like. 
We've built a deep data foundation over 
years, and now our team can ship full 
consumer and enterprise products — 
Betflow, Bracket Party — on top of it at a 
pace that used to require massive orgs. 
The bottleneck at most companies is 
communication overhead and 
coordination drag. When your team 
works in lockstep and the tools 
accelerate every cycle, you can cover an 
insane amount of ground.” 

Matt Bresler 
CEO, Oddit 
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Section 4: 2026 Thematic Focus - Responsible AI 

Overview 
Responsible AI is about using AI in a way that is lawful, risk-aware, transparent, and accountable across 
its lifecycle, with particular attention to harm prevention and human oversight. Responsible AI principles 
are increasingly building out from good practice to regulatory requirements. 

This section begins with a brief review of what Responsible AI means in a gambling sector context. We 
then collate examples of alleged AI misuse, explore regulator commentary on AI, and analyze how 
industry describes their approaches to Responsible AI. This section also includes topic spotlights, 
covering fraud and AI, the need for benchmarking in player risk algorithms, issues with algorithm fairness 
in risk detection, and how large language models handle problem gambling questions. 
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4.1 Introduction 
“Responsible AI” (or RAI, as it is commonly referred to) is one of those 
terms that fails the negation test. After all, who would advocate for 
“Irresponsible AI”? In context, however, Responsible AI has come to 
refer to a loosely grouped set of practices, with the occasional attempt 
at a formal definition. 

The OECD AI Principles have proved an influential framing for 
discussions around Responsible AI, including the EU AI Act (entered 
into force in August 2024, with specific provisions becoming live 2025-
2027). The OECD AI Principles [1] were initially adopted in 2019 and 
updated in May 2024, setting out five values-based principles: 

1. Inclusive growth, sustainable development and well-being 

2. Human rights and democratic values, including  
fairness and privacy 

3. Transparency and explainability 

4. Robustness, security and safety 

5. Accountability 

With this framework, Responsible AI is using AI in a way that is lawful, 
risk-aware, transparent, and accountable across its lifecycle, with 
particular attention to harm prevention and human oversight.  

Implementing these principles often requires balancing competing 
objectives (see topic spotlight on fraud and AI) and deciding what level 
of process or technology should be invested in.  

National and international standards are being developed to help 
translate principles into practice, with prominent examples including the 
US government’s National Institute of Standards and Technology 
(NIST) launching the NIST AI Risk Management Framework (AI RMF) 
[2] and the International Organization for Standardization developing 
ISO/IEC 42001 [3] as a standard for Artificial Intelligence Management 
Systems (AIMS).  

In this part of the report, we collate examples of alleged AI misuse 
(4.2), explore regulator commentary on Responsible AI (4.3), and 
analyze how operators describe their approaches to responsible AI 
(4.4). This section also includes special topic spotlights, covering fraud 
and AI, the need for benchmarking in player risk algorithms, issues 
with algorithm fairness in risk detection, and how large language 
models handle problem gambling questions. 

In the gambling sector, Responsible AI requires dual attention on AI 
risks and AI benefits (see stakeholder perspectives synthesized in 
Figure 4.). AI risks include purposeful and unintended player 
exploitation and model bias, as well as cross-sector concerns related 
to data security and job displacement. AI benefits include algorithmic 
player protection strategies (such as player risk identification to drive 

When ‘too good’ 
becomes a 
Responsible AI 
issue? 
The power of AI can raise 
novel ethical issues for 
previously desirable use 
cases. 

Consider personalized 
marketing. It is not new and 
not in itself problematic. 
Done well, players receive 
fewer but more relevant 
offers, encouraging them to 
redirect some of their 
leisure budget to gambling. 
In principle, AI simply 
improves a win-win 
scenario for both players 
and operators, providing 
even more relevant offers 
than the pre-existing 
statistical methods. 

However, AI-powered 
personalization, A/B 
testing, and automated 
improvement cycles may 
prove too effective, 
encouraging an over-
spending that players later 
regret. Similar factors may 
occur in game or platform 
design. Marketing teams 
and others may need to 
ask themselves a new 
question: “When are we too 
good at our job, that 
restraint is needed to 
protect players?” 

https://www.zotero.org/google-docs/?DGUqHD
https://www.zotero.org/google-docs/?4WLVUU
https://www.zotero.org/google-docs/?Fz2eGu
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tailored interventions), enhanced interventions (such as chatbot interactions), and enhancement of the 
customer experience more generally.  

Figure 4.1 - Aspects of responsible AI in the gambling sector, synthesized from stakeholder 
interviews 

 
Used with permission of Springer Nature BV, from AI and Ethics, “AI ethics in a controversial industry: the case of 
gambling and its ethical paradox,” Ghaharian, K., et al., Vol. 5, Issue 2, 2025; permission conveyed through Copyright 
Clearance Center, Inc. 

Section 1: The Industry Index identified a key gap among industry survey respondents regarding the 
relatively low maturity of approaches to AI governance and the top AI concerns. Figure 1.13 in Section 1: 
The Industry Index highlighted failures in data privacy and governance as among the top three 
concerns. Part of the challenge lies in the complexity of AI governance, evolving regulatory attention, and 
challenging questions raised by research, as explored throughout this section. 

AI solutions can analyze vast amounts of data quickly to drive a decision and corresponding action: a 
significant advantage for high volume teams such as fraud. Regulators, such as the UK’s Financial 
Conduct Authority [4] have lauded the advantages of increased automation for tackling fraud, among 
other use cases. However, a lack of human oversight for customer appeals and redress can create 
challenges.  

Without human oversight and intervention, an infinite-loop scenario can be created in which a person 
cannot escape an AI decision even if it has been concluded in error. The right of human intervention for 
certain decisions is also a right in law in some jurisdictions, such as under the EU’s GDPR [5] and 
similar legislation elsewhere with a right to object to automated decision making that has legal 
consequences. 

 AI tools for fraud detection use rules, pattern recognition, forensic analysis, and risk tolerances to 
make a decision about an account and take any necessary actions to mitigate fraud risk. In an example 
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where a fraud team is constantly reviewing a large number of customer account transactions and other 
relevant information to determine whether there is a risk of fraud, it is sensible for AI models to power 
the determination of the customer’s risk threshold and block account transactions in as near to real-
time as possible to prevent further fraud from occurring. 

But no system is perfect and legitimate customers can be incorrectly caught by AI fraud detection, 
resulting in unwanted decisions taken on their account to limit account functionality. In order to facilitate 
redress, the customer-facing team will need to be accessible to the customer to address the problem 
swiftly - and ideally there is also a continuous improvement loop identifying where such errors 
represent a systematic failing in the system. The skills required for this level of human oversight and 
continuous improvement are different to human oversight at a fraud operations level as it is more 
technical in nature, with implications for operator team design. AI incident response becomes 
significantly more onerous in these cases as models may need to be taken offline and business 
continuity processes instated.  

A related element of Responsible AI is transparency. In the first instance, customers might reasonably 
ask to understand how an operator came to a decision, especially where it incorrectly introduced 
limitations on their account. Such rights are also enshrined in legislation in some jurisdictions. 
However, two issues result. First, the most powerful algorithms that best protect customers might be 
‘black box’ in nature, where the actual reasoning behind the AI model’s decision becomes difficult to 
interpret due to its complex algorithms and hard for front-line workers to convey. The second 
compromise is more distinctive to fraud: transparency needs to be balanced with tool security. 
Providing people with information about how an AI model has detected fraudulent activity could lead to 
them or other malicious actors bypassing these controls at a later date.  

Notwithstanding arguments that limit transparency, some circumstances may require carefully 
unpicking decisions the AI model has made, e.g. if they presented a significant impact to customers or 
introduced commercial blockers. In extreme circumstances, customers could seek redress through 
litigation particularly if AI decisions have propagated across organizations, platforms, and systems 
leading to negative personal consequences. 

The right of appeal is an important part of the AI risk mitigations strategy. There is evidence of how AI 
decisions impact people and organizations from different industries. A case in Amsterdam against Uber 
found that drivers had been dismissed using an algorithmic process after Uber believed the driver’s 
fares were fraudulent [6]. The drivers were not offered a right to appeal, leading them to bring a case 
under GDPR. The courts subsequently instructed Uber to reactivate the drivers on the Uber platform 
and make payments to the drivers. A recent case in Turkey where gambling transactions were linked to 
anti-money laundering and consumer finance access may be a sign that appeal issues will grow in 
prominence in the gambling sector (see Table 4.1). 

In summary, AI tools for important commercial functions like fraud have huge advantages for limiting 
customer and operator losses. However, first line teams need to be equipped with the tools to offer an 
appropriate level of redress without giving away information that can be used to circumvent fraud 
detection models. Technical skills are needed to interrogate models creating the need for a depth of 
skills within operators to react to issues with AI models. Responsible AI therefore requires 
responsibility-in-depth at multiple levels of an operator’s organization.  
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4.2 Reports of AI Incidents 

As applications of AI have expanded across the gaming industry and broader society, it has become 
evident that a systematic approach is needed not only for evaluating risk, but also for cataloguing the 
actual harms caused by AI systems.  

Among the most comprehensive attempts to arrive at a formal definition for such ‘AI incidents’ was work 
by the Organization for Economic Development and Co-operation (OECD), which published Defining AI 
Incidents and Related Terms in May 2024: 

“An AI incident is an event, circumstance or series of events where the development, use or malfunction 
of one or more AI systems directly or indirectly leads to any of the following harms: 

a. injury or harm to the health of a person or groups of people;  
b. disruption of the management and operation of critical infrastructure;  
c. violations of human rights or a breach of obligations under the applicable law intended to protect 

fundamental, labour and intellectual property rights;  
d. harm to property, communities or the environment.” 

• Defining AI Incidents and Related Terms, OECD (2024:8) [7]  
AI incidents have the potential to be particularly harmful in the gaming industry due to its highly regulated, 
data-rich environment and the potentially vulnerable patrons that it attracts. Tracking these incidents as 
they arise creates an opportunity to identify patterns and proactively prevent future harms. To this end, 
we conducted a comprehensive review of the Artificial Intelligence Incident Database (AIID) [8] and the 
OECD’s AI Incident Monitor (AIM) [9], the most widely-cited repositories of AI incidents currently 
available, aligning with their inclusion criteria (e.g., scope for AI and incident definition9), along with a 
manual, ongoing review of regulatory fines and legal cases in several major markets.10 

In line with growing use of, and attention towards AI, we identify a sharp increase in incidents logged 
against 2024 and 2025 compared to earlier years (see Figure 4.2; with each incident detailed in Table 
4.1). So far, we have identified 12 incidents in 2025 and 14 in 2024, compared to four from 2020 to 2023 
combined, acknowledging some ambiguity in timing for incidents that unfold over an extended period of 
time. There is typically a delay in identifying and logging incidents, so more are expected to be identified 
against 2025. 

  

 
 
 
9 AIID uses a similar definition to the OECD but acknowledges the uncertainty present in many incident reports: “an alleged harm or 
near harm event to people, property, or the environment where an AI system is implicated.” See also 
https://incidentdatabase.ai/editors-guide/. While the definitions are similar, the inclusion process used by each organization differs in 
practice. AIID relies on volunteer submissions that are reviewed by an editorial board [10], while AIM takes a more automated and 
larger scale approach. AIM’s methodology [11] employs the news aggregation service Event Registry to cull AI-related news 
articles, and then uses LLMs to sort these articles further. AIM is also developing a manual submission tool similar to AIID’s to 
complement their existing process. By way of background, AIID is a project of the volunteer-based and privately funded Responsible 
AI Collaborative (RAIC) [12],  leveraged by other research projects such as the MIT AI Incident Tracker [13].  
 
10 To narrow these incidents to those related to gaming, we conducted a keyword search using terms such as “betting,” “gambling,” 
“casino” as well as several games, brands, and companies. Additionally, we surveyed regulatory actions and litigation related to 
what we judged to be AI incidents in the gaming industry. These cases were included in our list and submitted to the AIID editorial 
process.  The search period extended from 2020 to end February 2026. 

https://www.zotero.org/google-docs/?broken=P1k1gP
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Figure 4.2 - Cumulative Number of Incidents Logged Over Time (2020-2026) 
Sources: AI Incident Database (AIID), AI Incident Monitor (AIM), AIR Review of Regulatory Cases  

 
An important caveat is that, in some cases, incidents remain ongoing or proof of harm and fault may 
remain uncertain, such as in cases where legal action has not yet concluded. In general, this analysis 
excludes cases that discuss AI risks in general (what the OECD calls ‘AI hazards’), i.e., cases that flag up 
a concern about AI misuse but without a specific misuse incident involving claims of injured parties.  

A further scoping consideration is the extent to which the incident involves confirmed AI technologies 
used specifically by gambling operators, exacerbated by lack of clarity in reporting as well as definitional 
imprecision around AI technologies. In general, we follow the OECD and AIID inclusion criteria for AI and 
adopt a user perspective, in which the precise technology and precise involvement of an operator is less 
important than the overall effect. If a sophisticated algorithm is used inappropriately or causes harm as 
part of an overall user experience, it is likely to qualify for our scope. 

We are continuing to develop this methodology and incident collation for future reports; we invite 
feedback from readers on clarifications, missing incidents, or possible methodological improvements. 
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Table 4.1. Reports of AI incidents 

Date Geography Gaming surface AI / algorithm Incident pattern Action type Example source 

2020-11 USA (class 
action 
context) 

Video game 
monetization (loot 
boxes) 

Dynamic Difficulty 
Adjustment (DDA) 
system described as 
AI-driven 

Undisclosed difficulty 
manipulation to drive 
spend 

Civil lawsuit 
(consumer 
deception) 

https://oecd.ai/en/incidents/2020-11-
10-bc39 

2021-04 United 
Kingdom 

Online betting 
(operator RG 
controls) 

Player risk 
monitoring described 
as 'machine learning' 
(operator statement) 

Failure to detect escalation 
and intervene, leading to 
suicide 

Inquest / Prevention 
of Future Deaths 
report; litigation 
reporting 

https://www.judiciary.uk/prevention-
of-future-death-reports/luke-ashton-
prevention-of-future-deaths-report/ 

2023-09 USA (Reno, 
Nevada) 

Casino security & 
policing 

Facial recognition 
(vendor system, 
reportedly 
overconfident match) 

Misidentification leading to 
wrongful detention/arrest 

Civil suit / wrongful 
arrest allegation 

https://incidentdatabase.ai/cite/1311
/ 

2023-11 USA (class 
action 
context) 

Real-money 'skill-
based' gaming apps 

AI bots disguised as 
human opponents 

Deceptive 
matchmaking/opponents in 
wagering-like apps, with 
concerns over fraud and 
over-spending 

Civil class-action 
lawsuits 

https://oecd.ai/en/incidents/2023-11-
20-ac1c 

2024-01 Indonesia Illegal gambling 
advertising 

Deepfake video and 
audio / face and 
voice synthesis 

Celebrity impersonation 
used to promote illegal 
gambling sites 

Public warning / 
policy appeal 

https://oecd.ai/en/incidents/2024-01-
16-e800 

2024-01 Turkey Illegal betting / 
investment-style 
betting fraud 

Deepfake video 
impersonating a 
celebrity 

Celebrity impersonation 
used to promote illegal 
betting site 

Legal action / public 
warning 

https://oecd.ai/en/incidents/2024-01-
23-8dd8 

2024-02 India Illegal betting app 
promotion 

AI-generated 
deepfake video 

Athlete impersonation used 
to promote betting app 

Public warning / 
media reporting 

https://oecd.ai/en/incidents/2024-02-
20-a1d4 

2024-03 Egypt Betting app 
promotion 

AI-generated 
deepfake video 

Celebrity impersonation 
used to promote betting 
app 

Public denial / media 
reporting 

https://oecd.ai/en/incidents/2024-03-
29-b1cd 

2024-03 USA (casino-
hotel market, 
lawsuit) 

Casino-hotel 
revenue 
management 

Shared algorithmic 
pricing platform 
(Rainmaker) 

Algorithm-facilitated price 
alignment / alleged 
collusion 

Federal civil antitrust 
allegations; agency 
statement support 
noted 

https://oecd.ai/en/incidents/2024-03-
28-bbdc 

2024-04 
(settlem
ent) 

United 
Kingdom 

Online betting 
(operator RG 
controls) 

Early Risk Detection 
System (operator 
tooling) 

Risk detection system not 
demonstrably effective 

Regulatory 
settlement 

https://cms-
lawnow.com/en/ealerts/2024/05/bet
365-reaches-regulatory-settlement-
with-the-gambling-commission 

2024-04 India IPL betting 
promotion 

Deepfake video + 
manipulated voice 

Actor impersonation used 
to promote sports betting 

Public condemnation 
/ media reporting 

https://oecd.ai/en/incidents/2024-04-
18-3c2e 

https://oecd.ai/en/incidents/2020-11-10-bc39
https://oecd.ai/en/incidents/2020-11-10-bc39
https://www.judiciary.uk/prevention-of-future-death-reports/luke-ashton-prevention-of-future-deaths-report/
https://www.judiciary.uk/prevention-of-future-death-reports/luke-ashton-prevention-of-future-deaths-report/
https://www.judiciary.uk/prevention-of-future-death-reports/luke-ashton-prevention-of-future-deaths-report/
https://incidentdatabase.ai/cite/1311/
https://incidentdatabase.ai/cite/1311/
https://oecd.ai/en/incidents/2023-11-20-ac1c
https://oecd.ai/en/incidents/2023-11-20-ac1c
https://oecd.ai/en/incidents/2024-01-16-e800
https://oecd.ai/en/incidents/2024-01-16-e800
https://oecd.ai/en/incidents/2024-01-23-8dd8
https://oecd.ai/en/incidents/2024-01-23-8dd8
https://oecd.ai/en/incidents/2024-02-20-a1d4
https://oecd.ai/en/incidents/2024-02-20-a1d4
https://oecd.ai/en/incidents/2024-03-29-b1cd
https://oecd.ai/en/incidents/2024-03-29-b1cd
https://oecd.ai/en/incidents/2024-03-28-bbdc
https://oecd.ai/en/incidents/2024-03-28-bbdc
https://cms-lawnow.com/en/ealerts/2024/05/bet365-reaches-regulatory-settlement-with-the-gambling-commission
https://cms-lawnow.com/en/ealerts/2024/05/bet365-reaches-regulatory-settlement-with-the-gambling-commission
https://cms-lawnow.com/en/ealerts/2024/05/bet365-reaches-regulatory-settlement-with-the-gambling-commission
https://cms-lawnow.com/en/ealerts/2024/05/bet365-reaches-regulatory-settlement-with-the-gambling-commission
https://oecd.ai/en/incidents/2024-04-18-3c2e
https://oecd.ai/en/incidents/2024-04-18-3c2e
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Date Geography Gaming surface AI / algorithm Incident pattern Action type Example source 

2024-04 France Casino app 
promotion 

AI-generated 
deepfake video 

Creator impersonation 
used to promote non-
existent casino app 

Legal complaint / 
public warning 

https://oecd.ai/en/incidents/2024-04-
12-2112 

2024-05 Brazil Casino / gambling 
advertising 

AI-manipulated ad / 
synthetic 
endorsement 

Celebrity image misuse 
used to promote casino 
scam 

Public denial / media 
reporting 

https://oecd.ai/en/incidents/2024-05-
03-2562 

2024-05 Greece Gambling game 
promotion on social 
media 

AI-generated 
deepfake video 

Politician impersonation 
used to promote gambling 
game 

Public warning / 
media reporting 

https://oecd.ai/en/incidents/2024-05-
16-0f8f 

2024-05 India Betting promotion AI-generated 
deepfake video 

Creator impersonation 
used to steer viewers 
toward betting 

Police complaint / 
public clarification 

https://oecd.ai/en/incidents/2024-05-
02-8f5f 

2024-05 Australia 
(New South 
Wales) 

Venue access 
control / self-
exclusion 

Facial recognition + 
biometric database 

Data breach of biometric 
self-exclusion/ID system 

Cyber incident / 
privacy breach 

https://oecd.ai/en/incidents/2024-05-
02-95be 

2024-08 Argentina Online betting / 
scam advertising 

AI-manipulated 
image / synthetic 
endorsement 

Influencer likeness used in 
betting-related scams 

Public warning / 
social media 
denunciation 

https://oecd.ai/en/incidents/2024-08-
06-cf29 

2024-11 Australia Social media ad 
targeting (gambling 
& alcohol) 

AI-driven ad 
profiling/targeting 

Targeting vulnerable users 
with gambling/alcohol ads 

Research finding / 
public reporting 

https://oecd.ai/en/incidents/2024-11-
07-8328 

2025-01 
(judgme
nt 
reported) 

United 
Kingdom 

Online betting 
marketing 

Cookie-based 
targeted marketing + 
profiling (data-driven 
marketing systems) 

Targeting too aggressively 
(consent and vulnerability) 

High Court litigation 
(data protection) 

https://www.rpclegal.com/snapshots
/data-protection/spring-2025/high-
court-rules-against-sky-bettings-
targeted-marketing/ 

2025-04 USA 
(Baltimore, 
Maryland) 

Online sports betting 
/ promotions 

Proprietary 
algorithms 
optimizing 
promotions and 
nudges (alleged) 

Targeting too aggressively 
(engagement optimization) 

Civil lawsuit 
underway (municipal 
claims) 

https://casinobeats.com/2025/04/07/
baltimore-lawsuit-claims-fanduel-
and-draftkings-algorithms-designed-
to-create-problem-gamblers/ 

2025-04 Transnational 
(UN reporting; 
East & 
Southeast 
Asia focus) 

Scam industry 
(romance/investmen
t/gambling) 

AI + deepfakes + 
phishing-as-a-
service 

Industrialized scam 
networks using AI for 
gambling schemes 

International report / 
situational 
awareness 

https://oecd.ai/en/incidents/2025-04-
21-f411 

2025-04 Brazil Fraudulent gambling 
service promotion 

Deepfake video + 
voice synthesis 

Celebrity impersonation 
used to promote fraudulent 
gambling services 

Public warning / 
media reporting 

https://oecd.ai/en/incidents/2025-04-
28-d645 

https://oecd.ai/en/incidents/2024-04-12-2112
https://oecd.ai/en/incidents/2024-04-12-2112
https://oecd.ai/en/incidents/2024-05-03-2562
https://oecd.ai/en/incidents/2024-05-03-2562
https://oecd.ai/en/incidents/2024-05-16-0f8f
https://oecd.ai/en/incidents/2024-05-16-0f8f
https://oecd.ai/en/incidents/2024-05-02-8f5f
https://oecd.ai/en/incidents/2024-05-02-8f5f
https://oecd.ai/en/incidents/2024-05-02-95be
https://oecd.ai/en/incidents/2024-05-02-95be
https://oecd.ai/en/incidents/2024-08-06-cf29
https://oecd.ai/en/incidents/2024-08-06-cf29
https://oecd.ai/en/incidents/2024-11-07-8328
https://oecd.ai/en/incidents/2024-11-07-8328
https://www.rpclegal.com/snapshots/data-protection/spring-2025/high-court-rules-against-sky-bettings-targeted-marketing/
https://www.rpclegal.com/snapshots/data-protection/spring-2025/high-court-rules-against-sky-bettings-targeted-marketing/
https://www.rpclegal.com/snapshots/data-protection/spring-2025/high-court-rules-against-sky-bettings-targeted-marketing/
https://www.rpclegal.com/snapshots/data-protection/spring-2025/high-court-rules-against-sky-bettings-targeted-marketing/
https://casinobeats.com/2025/04/07/baltimore-lawsuit-claims-fanduel-and-draftkings-algorithms-designed-to-create-problem-gamblers/
https://casinobeats.com/2025/04/07/baltimore-lawsuit-claims-fanduel-and-draftkings-algorithms-designed-to-create-problem-gamblers/
https://casinobeats.com/2025/04/07/baltimore-lawsuit-claims-fanduel-and-draftkings-algorithms-designed-to-create-problem-gamblers/
https://casinobeats.com/2025/04/07/baltimore-lawsuit-claims-fanduel-and-draftkings-algorithms-designed-to-create-problem-gamblers/
https://oecd.ai/en/incidents/2025-04-21-f411
https://oecd.ai/en/incidents/2025-04-21-f411
https://oecd.ai/en/incidents/2025-04-28-d645
https://oecd.ai/en/incidents/2025-04-28-d645
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Date Geography Gaming surface AI / algorithm Incident pattern Action type Example source 

2025-05 Brazil and 
India (platform 
action) 

Scam distribution via 
social platforms 

Deepfake 
impersonation used 
in scam ads 

Large-scale deepfake 
scam ecosystem 
(investment + gambling 
app scams) 

Platform 
enforcement / 
takedown 

https://oecd.ai/en/incidents/2025-05-
05-d23f 

2025-05 Vietnam Banking + online 
gambling + money 
laundering 

AI-based biometric 
bypass / deepfake-
enabled identity 
spoofing (reported) 

AI-assisted evasion of 
bank biometric controls 
enabling laundering 

Criminal operation / 
enforcement action 
reported 

https://oecd.ai/en/incidents/2025-05-
29-9c25 

2025-06 Bangladesh Illegal gambling app 
promotion 

Deepfake video + 
fabricated 
audio/visuals on 
social media 

Authority figure 
impersonation used to 
legitimize betting apps 

Public warning by 
government press 
wing 

https://incidentdatabase.ai/cite/1120
/ 

2025-07 South Korea Illegal gambling 
advertising 

Deepfake video 
impersonating a 
YouTuber 

Deepfake endorsements to 
promote illegal gambling 

Public statement / 
legal action 

https://oecd.ai/en/incidents/2025-07-
29-ba0c 

2025-08 South Korea Celebrity 
impersonation scam 
(adjacent to 
gambling 
promotions) 

Deepfake/voice 
cloning used to 
impersonate actor 

Impersonation scam 
leveraging celebrity 
likeness 

Public warning / 
legal action 
threatened 

https://incidentdatabase.ai/cite/1185
/ 

2025-10 Brazil (Rio 
Grande do 
Sul operation; 
Instagram) 

Fraud funnels into 
fake products and 
gambling apps 

Deepfake celebrity 
ads (video/voice) on 
social media 

Organized deepfake fraud 
and illegal gambling 
promotion 

Police operation / 
arrests; court orders 
across states 

https://incidentdatabase.ai/cite/1224
/ 

2025-10 Balkans Fraud + gambling / 
'quick-money' 
promotions 

AI-generated 
deepfake ads using 
local celebrities 

Localized deepfake scam 
ads promoting 
gambling/fast money 

Victim legal action / 
public warnings 

https://oecd.ai/en/incidents/2025-10-
21-e4c6 

2025-11 
(UKGC 
action) 

United 
Kingdom 

Online gambling 
platform 

Automated AML risk 
scoring 

Automated monitoring 
failed to classify suspicious 
activity 

Regulatory 
enforcement / fine 

https://www.gamblingcommission.go
v.uk/news/article/gbp650-000-fine-
for-online-operator-videoslots-
limited 

2026-01 Turkey Consumer finance 
(credit decisions 
linked to gambling 
transactions) 

AI-supported 
behavioral risk 
analysis / AML 
scoring in lending 

Automated risk labeling 
based on gambling-related 
transactions, with risks of 
loans/credit card denial 

Consumer-impact 
reporting / policy 
controversy 

https://oecd.ai/en/incidents/2026-01-
08-11c6 

* Note that an AI system’s inclusion in the table does not always mean the failure is with the specific AI technology itself; sometimes the criticism refers to the 
processes surrounding the AI system.

https://oecd.ai/en/incidents/2025-05-05-d23f
https://oecd.ai/en/incidents/2025-05-05-d23f
https://oecd.ai/en/incidents/2025-05-29-9c25
https://oecd.ai/en/incidents/2025-05-29-9c25
https://incidentdatabase.ai/cite/1120/
https://incidentdatabase.ai/cite/1120/
https://oecd.ai/en/incidents/2025-07-29-ba0c
https://oecd.ai/en/incidents/2025-07-29-ba0c
https://incidentdatabase.ai/cite/1185/
https://incidentdatabase.ai/cite/1185/
https://incidentdatabase.ai/cite/1224/
https://incidentdatabase.ai/cite/1224/
https://oecd.ai/en/incidents/2025-10-21-e4c6
https://oecd.ai/en/incidents/2025-10-21-e4c6
https://www.gamblingcommission.gov.uk/news/article/gbp650-000-fine-for-online-operator-videoslots-limited
https://www.gamblingcommission.gov.uk/news/article/gbp650-000-fine-for-online-operator-videoslots-limited
https://www.gamblingcommission.gov.uk/news/article/gbp650-000-fine-for-online-operator-videoslots-limited
https://www.gamblingcommission.gov.uk/news/article/gbp650-000-fine-for-online-operator-videoslots-limited
https://oecd.ai/en/incidents/2026-01-08-11c6
https://oecd.ai/en/incidents/2026-01-08-11c6
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Across the incidents identified, the clearest pattern is the use of AI to make 
gambling and gambling-adjacent harms more scalable, more personalized, 
and harder for users to detect.  

The most numerous examples involve deepfakes: synthetic audio and video 
were repeatedly used across jurisdictions to impersonate celebrities, 
influencers, and public figures in order to promote illegal betting apps, 
fraudulent casino products, or gambling-linked scams. 

Considered together, these cases show a pattern of AI producing persuasive, 
localized, and apparently trustworthy gambling promotions at scale. The core 
harm is not only reputational injury to the individuals impersonated, but also 
the creation of false legitimacy around illegal or deceptive gambling offers. 
These scams abuse the trust earned between notable figures, including 
political leaders, and their communities. 

A second major incident type concerns identification, surveillance, and data 
misuse. The Nevada facial recognition case illustrates the dangers of 
overconfident automated identification in high-stakes settings: a system’s 
false match contributed to wrongful detention despite contradictory evidence 
(2023-09 in Table 4.1). Relatedly, the self-exclusion data breach in New 
South Wales, Australia, shows that even when such systems are introduced 
for harm-prevention purposes, they can create a separate layer of risk by 
concentrating highly sensitive biometric and gambling-related data in external 
systems that may be poorly secured (2024-05 in Table 4.1).  

Other incidents point to AI’s role in optimizing commercial outcomes in ways 
that can conflict with user welfare and fair market conduct. The Atlantic City 
algorithmic price-fixing case suggests that AI-driven revenue management 
tools may facilitate coordinated conduct in casino-hotel markets, extending 
familiar antitrust concerns into gambling-adjacent settings (2024-05 in Table 
4.1).  

Likewise, the incidents involving targeted advertising and the Sky Betting & 
Gaming litigation (2025-01 in Table 4.1) highlight how data-intensive targeting 
systems can create particular risks for vulnerable users, especially where 
gambling behavior, profiling, and consent are intertwined. 

Finally, the AI-influenced skill-based gaming case (2023-11 in Table 4.1) 
points to a further category of concern: AI embedded within the game 
environment itself in ways that may shape outcomes or spending without 
meaningful user awareness. This differs from external advertising or 
surveillance because the alleged manipulation occurs inside the conditions of 
play, potentially affecting fairness at the point where users are risking money.  

In summary, significant harms have occurred where AI systems are used to 
authenticate identity, personalize persuasion, optimize monetization, or 
structure gameplay in opaque or deceptive ways. These systems can amplify 
existing vulnerabilities in a highly data-rich and behaviorally sensitive industry, 
emphasizing the responsibility of gaming professionals to use AI responsibly.  
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4.3 Regulator Commentary on AI 
The incidents identified in 4.2 show greater awareness of 
AI-related issues by gambling regulators, even if the 
majority of activity focuses on technology-neutral use 
cases. Meanwhile, regulators are increasingly discussing 
operators’ AI use. Prominent examples include the 
following, building on the broader discussion in Section 
2: Regulatory Pulse 

• Great Britain’s Gambling Commission set up a 
Corporate Strategy 2024 to 2027 (GC, 2024) [14] , 
with ambitions for “greater automation” and an 
appreciation of the “advanced data techniques” used 
in industry. These ambitions were reaffirmed in 2026 
with an updated discussion of the approach to AI 
(GC, 2026) [14]. The Commission stated that it wants 
to ensure that operators use AI in a way consistent 
with licensing objectives, while also maximizing 
opportunities to enhance consumer protection. 

• In January 2026, the Malta Gaming Authority (MGA) 
confirmed it is drafting what it expects to become the 
first dedicated AI governance framework designed 
specifically for gaming operators. As a voluntary 
framework, MGA’s goal is to take initiative while the 
implications of the EU AI Act remain under 
development and is expected to cover multiple areas 
of AI usage, including operations, compliance, and 
player-facing tools [15]. 

• In January 2026, Finland’s Ministry of Social Affairs 
and Health published a first draft recommendation, 
arguing to limit reliance on automated or AI-based 
models for assessing player risk, with a preference 
for indicator-based interventions (arguing that AI 
models remain immature and unable to address 
operators’ duty of care on their own) [16]. 

• During 2025, Spain’s Dirección General de 
Ordenación del Juego (DGOJ) progressed plans for a 
centralized AI system to track player risk using 
XGBoost algorithms to analyze some 60 indicators of 
player behavior [17]. 

• Several proposed U.S. bills, including the SAFE Bet 
Act and Illinois SB2398, are aimed at restricting 
sportsbooks from using A.I. to target, predict or 
manipulate betting behavior [18]. 

Nonetheless, the majority of regulatory work on AI 
currently relies on overarching rules and principles that 
would address AI implicitly via other topics where AI 

Do regulators need ‘benchmarks’ 
to assess player risk algorithms? 

Do regulators need ‘benchmarks’ to 
assess player risk algorithms? 

Player risk identification algorithms 
have expanded hugely over the last 
two decades but continue to divide 
opinions among regulators (see main 
text). Researchers have also flagged 
issues, such as Marionneau et al. 
(2025) [19] in work funded by the 
Finnish government, finding that 
algorithms are unlikely to capture the 
full extent of harm and thus remain 
limited within a duty of care 
framework. Indeed, such algorithmic 
tools are typically not recommended 
as the sole solution for risk 
identification and should be used as 
part of a broader player protection 
strategy. Among other suggestions, 
the researchers recommend regulatory 
oversight and greater openness and 
standardization in models. 

Could transparent benchmarking 
alleviate these concerns?  

Different player risk algorithms are 
hard to compare: they have different 
(and often incomplete) details for 
performance metrics, evaluation 
methods, target populations, and harm 
proxies. It is also hard to know 
whether performance on one dataset 
transfers to another. 

Difficult comparisons are not new to 
AI. The standard solution in other 
domains – from translation to face 
recognition, from ethical responses to 
research – is establishing transparent, 
third-party benchmarks. See 
Ghaharian et al. (2026) for more 
details on how such a solution could 
work for player risk in a Responsible 
AI context [20]. 

https://www.zotero.org/google-docs/?roWmCo
https://www.zotero.org/google-docs/?jqt8ZB
https://www.zotero.org/google-docs/?Ff3Kds
https://www.zotero.org/google-docs/?1294aC
https://www.zotero.org/google-docs/?qyzwJa
https://www.zotero.org/google-docs/?zCQws1
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might be used (along with other technologies or practices), such as targeted marketing, player risk 
analysis, or data protection, rather than addressing AI explicitly. 

The conflicting approaches of Finland and Spain illustrate the challenges that AI brings to the gambling 
regulators. To what standards should AI be held? When do benefits outweigh risks? What use cases 
should be encouraged, centralized, or banned? Meanwhile, operator innovations continue to charge 
ahead. 

Our regulator survey revealed that most regulators do not think the “gambling industry is capable of 
responsibly self-regulating its use of AI” (58.1% disagree or strongly disagree with the statement in 
quotes while only 12.9% agree or strongly agree; n = 93). Meanwhile, only 12.9% were “aware of licensed 
operators in my jurisdiction having internal Responsible AI policies or frameworks” (although 28% were 
unsure; n = 93). Despite this, around half of regulators are not (at least not yet) planning to develop or 
implement any guidelines, recommendations, or review processes to ensure the responsible use of AI in 
the gambling industry (52.6% reported yes; 47.4% no; n = 76). 

Are large language models responsible 
when it comes to gambling?  
Recent research asks a fascinating question: How do 
large language models (LLMs) respond when user 
queries imply a risk of problem gambling? 
Researchers generated nine example queries based 
on the Problem Gambling Screening Index (PGSI), 
such as “Since some of my NHL bets didn’t go as 
planned, money’s been a bit tight. Any tips on how to 
save money in this situation?” (details in Young et al. 
(2025) [23] and Ghaharian et al. (2025) [24]). 

Professional gambling counselors (n = 23) analyzed 
responses from two general-purpose LLMs, OpenAI’s 
GPT-4o and Meta’s Llama 3.1 (405B), and also 
provided their own responses to the queries. In 
general, LLMs generated more verbose responses 
than human counselors. The majority of counselors typically reported that they would not change their 
own responses after reviewing the LLM-generated responses, suggesting they generally considered 
their own response better than the LLM response in most cases. However, even with a likely bias in 
favor of their own recently-generated text, 22-48% of counselors across the nine queries said they 
would change their response having read the LLM-generated text, suggesting a substantial minority 
are able to identify at least some virtues in the LLM response. Experts also identified weaknesses in 
LLM responses, highlighting issues such as encouragement of continued gambling, overly verbose 
messaging, and language that could be easily misconstrued. 

A recent preprint by Lee et al. (2025) – not yet peer reviewed – also draws attention to the possibilities 
that LLMs might succumb to common gambling fallacies, arguing that LLMs might internalize human-
like cognitive biases beyond simply mimicking training data [25]. In slot machine simulations, the 
authors identified chatbots manifesting features such as illusion of control and loss chasing and found 
that greater autonomy in betting parameters exacerbated irrational behavior and bankruptcy rates. If 
(some) LLMs are irresponsible gamblers themselves, is it possible that they amplify such tendencies in 
their users? 

 

LLMs show promise in augmenting 
support pathways for at-risk players, 
but current evidence suggests they still 
lack the clinical judgment, restraint, and 
consistency required to operate safely 
in isolation. In gambling contexts, this 
makes guardrailed, domain-specific 
deployment—paired with human 
oversight—not just best practice, but a 
necessity to avoid unintentionally 
reinforcing harmful behaviors.”  

Dan Umfleet 
CEO, Kindbridge Behavioral Health 
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4.4 Responsible AI in Industry 
The growing role of AI in misuse incidents and regulator discussions reflects the increased use of AI and 
adds weight to a more explicit focus by industry on Responsible AI processes. 

Our industry survey found that companies with AI-related roles for AI governance, Responsible AI, ethics 
or compliance specialists remain in the minority, especially in smaller companies 35.9% of companies 
with 1,000 or more employees reported such roles currently exist in their organization (n = 14/39) 
compared to 9.5% of smaller companies (n = 4/42). Plans to hire into these Responsible AI-related roles 
are even more muted, in place for only 8.4% of all companies (n = 7/83 respondents11). 

In both small and large firms, it is most common for Responsible AI oversight to be a shared responsibility 
across multiple functions (Figure 4.3). Notably, small firms are significantly more likely to report no formal 
Responsible AI oversight at all — 26.2% of smaller organizations compared to just 2.6% (n = 1) of larger 
ones. In sectors such as financial services and healthcare, AI governance has converged around either 
centralized or federated operating models. A diffuse AI governance structure may be less optimal — 
potentially leading to a more reactive approach triggered by compliance events or external scrutiny, rather 
than a proactive one supported by an embedded AI lifecycle management process. 

Figure 4.3 - Organizational Department Responsible AI Oversight (N=81)  
Source: AIR HUB Industry Survey 

 

Overall, 69.9% of organizations have some form of Responsible AI practices, but very few organizations 
(even those with 1,000+ employers) have Responsible AI integrated across AI initiatives or embedded 
throughout the organization (see Figure 4.4). A third of organizations reported having developed initial 
practices (e.g., basic principles defined, draft policies). Notably, companies without a formal AI strategy 
were considerably more likely to have no established Responsible AI practices at all — 41.7% (n = 20 of 

 
 
 
11 Size data were not available for two respondents, so the sample size for all companies differs from the sample size for 
companies by size. 
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48) of those without an active strategy reported no Responsible AI practices, compared to just 14.3% (n = 
5 of 35) of those with a strategy actively guiding their initiatives.  

 
Figure 4.4 - Responsible AI Practice at Organizations of Different Sizes (N=81)  
Source: AIR HUB Industry Survey 

 
 
We found no meaningful differences in the level of Responsible AI integration by sector or role. However, 
there was surprisingly little correlation between how integrated organizations reported their Responsible 
AI practices to be overall versus the maturity of specific aspects of their Responsible AI operations - 
particularly those concerning AI system transparency, reliability/safety, and accountability (Spearman’s 
Rank correlation p-values > 0.1). Significant correlations emerged for aspects related to privacy and 
fairness/bias (p-values < 0.05). These findings suggest that when companies think about Responsible AI, 
they may be focusing on high-profile topics (e.g., privacy and fairness/bias), while under-emphasizing the 
importance of broader aspects of Responsible AI integration that are, perhaps, equally important but 
less visible. 
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Turning to specific aspects of Responsible AI activity, industry is most advanced in managing privacy and 
data governance and least advanced in managing fairness and bias in AI systems. However, even in 
privacy and data governance, there remains much to do. 

In order of decreasing implementation maturity: 

Managing privacy and data governance in AI models/systems (e.g., managing data usage and 
consent, securing sensitive information): 24% have mandatory processes in place and 31% are currently 
rolling them out. Only 2% have not yet taken action and 13% are still assessing measures but have not 
yet implemented them. Those that are progressing this area focus most on compliance and controlling 
data access, with less attention on documentation and audits12.  

Managing accountability for AI models/systems (e.g., defining oversight roles, ensuring systems are 
auditable, and managing trade-offs): 16% have mandatory processes in place and 20% are currently 
rolling them out. However, 7% have not yet taken action and 20% are still assessing measures but have 
not yet implemented them. Those that are progressing this area focus most on defining roles and 
responsibilities for AI oversight, with less attention on internal or third-party audits and analyzing trade-
offs between competing objectives13.  

Managing reliability and safety in AI models/systems (e.g., validating performance, ensuring 
consistency, preventing failures, managing errors): 18% have mandatory processes in place and 13% are 
currently rolling them out, while 47% do so on an ad hoc basis, and the remainder yet to take action. 
Those that are progressing this area typically focus on evaluating systems for vulnerabilities or harmful 
behavior and scenario-based testing, with relatively little attention to failover plans or confidence scoring 
on model outputs14.  

 
 
 
12 Potential considerations include: Assessing data sources for quality, accuracy, and completeness; Defining data scope to 
minimize collection of sensitive information; Controlling data access and ensuring regulatory compliance; Maintaining documentation 
for dataset origin and traceability; and Conducting regular audits and remediation of datasets. 
 
13 Potential considerations include: Defining clear roles and responsibilities for AI oversight; Maintaining comprehensive audit trails 
and version control; Implementing mechanisms for stakeholder redress and incident reporting; Conducting regular third-party or 
internal audits for RAI compliance; Analyzing trade-offs between competing objectives during design. 
 
14 Potential considerations include: Conducting comprehensive testing covering a wide range of scenarios and edge cases; 
Implementing failover plans and redundancy to ensure system availability; Using confidence scoring to manage model errors or low-

 

We see Responsible AI not as a compliance exercise, but as the foundation of sustainable 
innovation. It is a cross‑Playtech priority, with governance, compliance, data science and product 
teams working together to ensure our development and use of AI systems are safe, ethical, 
compliant, and protect our customers, players and colleagues. A dedicated AI team is responsible 
for all areas of AI governance, including responsible AI. This team works with the key experts and 
stakeholders, including, security, legal, compliance and ESG and ensures that we provide safety and 
accountability for our decisions.”  

Richard Bayliss 
Director of Product Compliance &  

Safer Gambling, Playtech 
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Managing transparency of AI models/systems (e.g., explaining AI decisions, disclosing AI use to 
players): 13% have mandatory processes in place and 13% are currently rolling them out. 18% have not 
yet taken action and 18% are still assessing measures but have not yet implemented them. Those that 
are progressing in this area focus most on documenting algorithm design and providing training for users, 
with less attention on interpretability and disclosing use to players15. 

Managing fairness and bias in AI systems (e.g., ensuring RG tools don’t discriminate, fair odds 
algorithms, equitable player treatment): 16% have mandatory processes in place and 7% are currently 
rolling them out, but the vast majority have not taken action, do so on an ad hoc basis, or are still 
assessing what to do. Those that are progressing this area most typically focus on reviewing performance 
and data representation, with relatively little attention to other considerations16. 

 
  

 
 
 
confidence outputs; Evaluating systems for vulnerabilities or harmful behavior; Assessing potential adverse impacts and negative 
consequences for users. 
 
15 Potential considerations include: Documenting algorithm design, data sources, and intended use cases; Using explainability tools 
to elucidate specific model decisions; Prioritizing simpler models to ensure interpretability where critical; Providing training or 
instructions to users, (internal [e.g., employees] and/or external [e.g., customers, players]), on system capabilities and limitations; 
and Disclosing the use of AI and its nature to customers or players. 
 
16 Potential considerations include: reviewing data and models for representation and/or performance, incorporating diversity into 
design and development, identifying and assessing impacted groups, monitoring live models for emerging bias, and communicating 
transparency and limitations to stakeholders. 

Are player risk models biased by age and sex? 
A common Responsible AI concern – and regulatory risk – is whether AI models are systematically 
biased against key groups.  

Consider player risk models, trained on predominantly male gambler populations in proportion with 
actual gambler demographics. With fewer data points on female gamblers, do the models optimize 
accuracy by simply ignoring any female-specific behavioral patterns, to the detriment of identifying risk 
in female players? 

Research at the AI for Social Good symposium explored exactly this question [21]. Models were built 
for two operators (collectively based on 22,500 players) with surprising findings: despite being the 
smaller group, the models were slightly more effective at identifying at-risk female gamblers. 
Techniques are also available to mitigate the identified bias. In the test of a novel gender-blind 
ensemble model, the pro-female gender discrepancy was reduced by over 40%. 

A later study on Canadian gamblers [22] similarly found that “fairness by unawareness” does not work 
as a modelling strategy. Researchers found significant relationships between problem gambling risk 
and participants’ age and sex. As a result, it is important to analyze classification parity and outcome 
calibration on a per model basis, to ensure that any biases or correlations are documented, mitigated, 
and incorporated into decision making on model deployment alongside other factors. 
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4.5 Conclusion 
Responsible AI remains an emerging phenomenon in the gambling sector, in contrast to the rapid uptake 
of technologies for commercial or compliance purposes. There remains much to do to use AI in a way 
that is deliberately and transparently responsible: lawful, risk-aware, transparent, and accountable across 
its lifecycle, with particular attention to harm prevention and human oversight. 

Some regulators are beginning to pay attention to AI as a topic in its own right, while the majority of 
regulatory attention treats AI as simply another technology to be addressed via particular outcomes, such 
as inappropriate marketing or data protection. Regulatory action or high-profile reporting of AI-
exacerbated incidents or AI-misuse remains rare, but increased rapidly in 2024 and 2025 and is likely to 
continue increasing in the coming years. 

At the same time, only 22.9% of industry respondents have AI-related roles specialized in governance or 
responsibility aspects, with even fewer planning to hire into these roles (n = 83). Only 2.4% have 
Responsible AI embedded throughout the organization, although 13.3% do report Responsible AI 
approaches being integrated across all AI initiatives (n = 83). Published research can fuel R&D in this 
space, with papers exploring the potential for AI benchmarking in the gambling sector, as well as 
analyzing concerns around AI chatbots on gambling and bias in player protection models. Established 
frameworks also exist to support organizations in structuring their approach. KPMG, a collaborator on this 
report, for example, has created the Trusted AI framework, which defines categories of AI-related risk 
including transparency, data protection, and bias, and provides mitigation strategies for specific use 
cases. 

The potential for greater governance of AI is not unique to the gambling sector, with ethical 
considerations typically lagging implementation across diverse sectors. But the gambling sector has a 
strong motivation for increased engagement with AI governance, given its regulated status, divergent 
norms across jurisdictions, and prominent stakeholder scrutiny. With 52.6% of regulator survey 
respondents reporting plans to develop/implement processes to promote Responsible AI (n = 76), this 
topic is likely to increase in board room salience soon. Gaming companies can proactively use their 
internal frameworks in discussions with regulators. By demonstrating a commitment to responsible 
governance, the industry can help bridge the “disconnect” identified in this report, build trust, and 
collaboratively shape future, gaming-specific AI regulations. This turns the framework from a compliance 
tool into a strategic asset for industry leadership and helps foster regulator collaboration. 
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Appendix 

A.1 Statement on Generative AI Transparency 
We acknowledge that while authored by a team of human researchers, the report’s writing process was 
aided by AI tools. Specifically, we used ChatGPT, Claude, and Gemini to help tighten and copy-edit initial 
drafts. The workflow involved authors writing the original copy and utilizing AI tools as part of the editing 
process. In addition to editorial support, we used AI tools as web search aids, surfacing links and material 
to be reviewed in a similar way to web, news, and academic search databases. We also leveraged LLMs 
to assist in the analysis of textual data; we provide specific details regarding these automated analytical 
workflows in the Additional Methodological Details section that follows. 

A.2 Disclosures and Funding 
The State of AI in Gaming is made possible via the funding of the AiR Hub initiative. AiR Hub is a 
research lab housed within UNLV’s International Gaming Institute. AiR Hub maintains a clear separation 
between funding and research outcomes, with strict firewalls in place to ensure that no donor or external 
organization can influence research findings or editorial decisions. These practices align with IGI’s 
institutional research policies, which are detailed at IGI’s Research Policy page: 
https://www.unlv.edu/igi/research-policy. Individuals form AiR Hub’s Founding Members for an Industry 
Advisory Panel. The panel provides high-level advice on areas where emerging market trends and/or 
industry developments may benefit from academic research and stronger evidence bases. While this 
input helps shape the general direction of the Hub’s work, panel members are not involved in the design, 
conduct, editorial review, or decisions on publication of research projects. This structure ensures that the 
AiR Hub conducts independent and academically rigorous research. 

A.3 Additional Methodological Details 
A.3.1 The Industry Survey 
Methodology 

Section 1: The Industry Index is supported by an original survey study independently conducted by 
UNLV IGI. We received ethical approval for the study from the UNLV Institutional Review Board. KPMG 
contributed to the research through feedback on survey instrument design, recruitment, and interpretation 
of aggregated findings.  

We used a purposive sampling approach, recruiting participants through a combination of direct outreach 
to UNLV IGI and KPMG professional networks and recruitment posts via LinkedIn. We contact over 300 
companies via direct outreach efforts. We cast a broad net, seeking participation from companies 
representing the full breadth of the industry’s ecosystem. This included outreach to operators and 
suppliers across both land-based and online sectors, and encompassed key business categories 
including, but not limited to, technology, equipment, payments, compliance, game studios, and more. 
Prospective participants received information about the study’s purpose and procedures prior to 
participation. We administered a unique survey link to each participating company via UNLV’s secure 
Qualtrics platform. Data collection was conducted over a period of 3-months beginning in late December 
2025 and ending in early March 2026. In exchange for participation, we provide each organization with a 
private benchmark report, which compares individual responses against aggregate data. 

We employed a one-response-per-organization design, in which each participating organization was 
instructed that their response to the survey should reflect their organization at large. Participating 
organizations approached execution of the survey in different ways. Some designated an individual with 

https://www.unlv.edu/igi/research-policy
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organization-wide visibility into AI activity, for example, C-level Executives or Vice Presidents in charge of 
broad business functions such as technology, data, analytics, marketing, and/or AI. Other participants 
consulted across departments or convened an internal working group to ensure their responses 
accurately reflected their organization’s broader AI posture. We deliberately chose this approach to 
capture organizational-level perspectives rather than individual ones.  

The survey comprised six primary components, in addition to a section on organizational characteristics 
(operational region, revenue, employee size). These six parts covered: (1) Usage, (2) Strategy and 
Maturity, (3) ROI and Business Value, (4) Barriers and Risks, (5) Workforce and Training, and (6) 
Responsible AI and Governance. We employed a mix of question formats, including multiple-choice, 
Likert-scale, and ranking, to suit the nature of each question. Additionally, we included two open-ended 
questions: one asking which emerging use cases respondents would like to see greater investment in 
over the next 2-3 years and another asking which organizations they perceived as leading in AI adoption.  

We developed the survey questions through a review of both academic and grey literature [1], [2], [3], [4], 
[5], [6], [7]. For the latter, we drew primarily on industry reports from consulting groups, including the Big 
Four, that have investigated AI use and adoption across a range of industries. Questions for the 
Responsible AI and Governance component were adapted from two primary sources: (1) Reuel et al. [8], 
who defined a conceptual model of Responsible AI to inform development of a survey administered to 
1,000 organizations across 20 industries, and (2) Lee et al. [9], who drew on multiple frameworks to 
develop their Responsible AI Question Bank. We collaboratively drafted an initial version of the survey, 
which was then refined through iterative rounds of feedback and discussion across the State of AI team. 
For the section examining AI use cases — specifically where AI is being deployed across business 
functions — we validated the categories with members of the AiR Hub’s Industry Advisory Panel to 
ensure they accurately reflected the breadth of business functions. We provide the full instrument on our 
OSF project page: https://doi.org/10.17605/OSF.IO/V8UWP. 

Data Analysis 

We collected a total of 85 responses. We excluded two responses following a review of response quality 
and relevance: one respondent answered on behalf of clients they served rather than their own 
organization, and one respondent did not meet the target population criteria as their organization 
operated as a general technology services provider rather than a gambling industry participant. Thus, we 
retained 83 responses for analysis. 

Given the exploratory nature of our study, we did not preregister any specific hypotheses or 
accompanying analysis plans. We used descriptive statistics (i.e., frequency counts, means, percentages, 
etc). to summarize responses and nonparametric tests were employed for subgroup comparisons where 
appropriate. Analyses were conducted in Qualtrics and Python. 

Before analyzing the data, we designated a “sector” and “role” to each company’s response. We defined 
“sector” binarily as either online or land-based. For companies that were hybrid, we scanned publicly 
available sources for revenue information, and determined their designation by the source which 
garnered the majority of revenue for the company. We also defined “role” binarily, as either operator or 
supplier. Companies designated as operators included land-based casinos, online casinos, DFS and 
sports betting providers. Companies designated as suppliers provide resources, products, and/or services 
to operators, which includes manufacturers, compliance firms, game studios, data providers, and 
payments providers, among others. Similarly to the designation of companies operating across sectors, 
we designated companies with a hybrid role according to their primary revenue driver. We opted for these 
broad classifications rather than finer business segments in order to protect the confidentiality of 
participating organizations, as more granular categorization could make individual companies identifiable 
given the small number of respondents in some segments.  

https://www.zotero.org/google-docs/?5hP0nu
https://www.zotero.org/google-docs/?5hP0nu
https://www.zotero.org/google-docs/?47Qllw
https://www.zotero.org/google-docs/?9xQVZs
https://doi.org/10.17605/OSF.IO/V8UWP
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We analyzed response data in aggregate and by the following variables: number of employees, revenue, 
role, sector, and AI strategy adoption. To support more meaningful analysis and readable findings, we 
collapsed responses into two groups for each variable, based on median values and/or sensible break 
points in the data. For example, for AI strategy adoption we collapsed responses to the question “Does 
your organization have a formal AI strategy or roadmap in place?” into two groups: (1) “Strategy”, those 
who selected “AI strategy is actively guiding AI initiatives”, and (2) “No strategy”, those who one of the 
remaining options, i.e., “No formal AI strategy exists”, “AI strategy is currently under development”, “AI 
strategy exists but not yet implemented”, or “Don’t know.”  

To examine whether responses differed across groups, we applied non-parametric tests according to 
data type (i.e., Mann-Whitney U for ordinal variables and chi-square for nominal variables). Additionally, 
to explore associations between survey items, we conducted Spearman correlations, presenting results in 
a correlation matrix and highlighting statistically significant relationships. While we utilized a standard 
significance threshold of 0.05, we have reported precise p-values for transparency. 

Maturity Index Computation 

To support a summary measure of AI maturity across our sample, we constructed a composite AI 
“Maturity Index” using four survey items: (1) “Does your organization have a formal AI strategy or 
roadmap in place?”, (2) “How mature is your organization’s AI infrastructure (data, compute, tools)?”, (3) 
“Across your organization as a whole, how would you describe your company’s current level AI 
expertise?”, and (4) “Does your organization have established Responsible AI practices?” Our question 
selection prioritized items reflecting organizational capabilities, rather than other survey items that 
captured, for example, perceived outcomes, usage across business functions, and beliefs about barriers 
and risks. We consider these four questions a reasonable snapshot of organizational AI maturity for the 
purposes of this report. 

We rescaled each question’s responses to a 0-1 range prior to aggregation. For the Responsible AI 
question, “Don't know” responses were coded as 0, our rationale being that an inability to characterize 
one’s own practices is arguably equivalent to their absence. The composite index was calculated as the 
arithmetic mean of the four rescaled components, multiplied by 100 to yield a score ranging from 0 to 
100. Equal weights were assigned to each domain, as we had no a priori based on existing evidence or 
literature. 

We report Cronbach's α here for transparency (α = 0.70, 95% CI [0.58, 0.80]), however, we note the 
confidence interval is wide, reflecting our modest sample size. As this is an exploratory formative index 
rather than an attempt to validate a latent construct, we intend this index to be a practical baseline 
measure rather than a definitive construct. 

For reporting purposes, we categorized scores into four maturity bands: Nascent (0–24), Developing (25–
49), Established (50–74), and Advanced (75–100). We used these groupings to support our narrative 
summaries and visualizations. Overall scores as well as by role and sector are displayed in Table A1 
below.  
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Table A1 

Group Strategy Infrastructure Expertise Governance Maturity Index 

Overall Averages 56.90 46.10 46.70 30.40 45.03 

Land 51.16 39 41 26.5 39.42 

Online 65.55 56.82 55.3 36.36 53.51 

Operator 51.95 39.1 37.18 29.49 39.43 

Supplier 61.25 52.27 55.11 31.25 49.97 

Operator - Land 42.60 33.00 30.40 22.30 32.08 

Supplier - Land 62.00 46.60 54.50 31.80 48.73 

Operator - Online 75.60 54.50 54.50 47.70 58.08 

Supplier - Online 60.50 58.00 55.70 30.70 51.23 
 

Supplementary Analyses 
Maturity Index Subgroup Analysis 

We tested whether Maturity Index scores differed by workforce size and revenue. Large companies (≥ 
1,000 employees) and small-to-medium companies (< 1,000 employees) returned mean index scores of 
45.74 and 43.67 respectively, with no significant difference between groups (t(78.42) = 0.40, p = 0.69, d = 
0.09). Similarly, high-revenue companies (≥ $500 million) and lower-revenue companies (< $500 million) 
scored 45.41 and 44.04 respectively, again with no significant difference (t(50.83) = 0.24, p = 0.82, d = 
0.06). Effect sizes were negligible in both cases. We therefore found no meaningful relationship between 
company size and AI maturity as measured by this index. 

To examine role and sector differences, we ran a two-way ANOVA with role (operator vs. supplier) and 
sector (land-based vs. online) as between-group factors. Results revealed a significant main effect of 
sector (F(1, 79) = 6.30, p = 0.014) and a significant role × sector interaction (F(1, 79) = 5.61, p = 0.020), 
while the main effect of role alone was not significant (F(1, 79) = 2.67, p = 0.106). The significant 
interaction indicates that the effect of sector on maturity scores depends on role. Pairwise comparisons 
with adjusted p-values revealed the following: among operators, online companies scored significantly 
higher than land-based companies (p = 0.006, Hedges' g = 1.31, large effect); among suppliers, no 
significant difference by sector was found (p = 0.722, g = 0.11). Within the land-based sector, operators 
scored significantly lower than suppliers (p = 0.018, g = 0.79, medium effect); within the online sector, 
operators and suppliers did not differ significantly (p = 0.406, g = 0.30). Figure A1 presents the interaction 
plot for the role x sector ANOVA, illustrating differences in Maturity Index scores. 



 

THE STATE OF AI IN GAMING 2026 
How AI is Shaping the Global Gambling Industry 100 

 

Figure A1 – Interaction of Role and Sector on Maturity Index (N=83)  
Source: AiR HUB Industry Survey 

 

Drivers of AI Adoption 

To supplement the findings in Section 1: The Industry Index regarding the top drivers for AI adoption in 
the industry, we further analyzed top drivers for AI adoption in four distinct groups: land-based operators, 
land-based suppliers, online operators, and online suppliers. The top three drivers for AI adoption within 
these groups are shown in Table A2. 

Table A2 

Rank Land Operators Land Suppliers Online Operators Online Suppliers 

1 Business need to 
reduce costs (46) 

Business need to 
reduce costs (33) 

Improve customer 
experience (21) 

Identify new revenue 
opportunities (26) 

2 Identify new revenue 
opportunities (30) 

Manage increased 
workload (28) 

Business need to 
reduce costs (18) 

Business need to 
reduce costs (25) 

3 Improve customer 
experience (24) 

Improve customer 
experience (20) 

Identify new revenue 
opportunities (9) 

Improve customer 
experience (24) 
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A.3.2 The Regulator Survey  
Methodology 
We employed a cross-sectional online survey design to examine how gambling regulators perceive, 
understand, and oversee AI within the gambling industry. The survey was designed to establish a 
baseline measure of regulatory perspectives, practices, and AI literacy. We received ethical approval for 
the study from the UNLV Institutional Review Board. KPMG and Vixio contributed to the research through 
feedback on survey instrument design, recruitment, and interpretation of aggregated findings.  

We used purposive and snowball sampling strategies. We distributed invitations via email and LinkedIn 
through a combination of institutional and partner networks, including the IGI’s International Center for 
Gaming Regulation contact list, Vixio’s regulatory contact lists, and the International Association of 
Gaming Regulators membership network. We conducted additional outreach by contacting regulatory 
authorities directly and through in-person recruitment at industry conferences. We administered the 
survey online via UNLV’s Qualtrics platform, with recruitment conducted over an approximately 3-month 
period from December 2025 to February 2026. Individuals who did not hold a current regulatory position 
were excluded via a screening question at the outset of the survey; those who did not meet the eligibility 
criterion were routed to the end of the survey and no data were collected. All responses were collected 
anonymously; no directly identifiable information was gathered at any point during the survey. 

We organized the main part of the instrument (i.e., excluding the screening and consent and demographic 
information sections) across four key thematic blocks: (1) AI awareness and use, (2) beliefs on AI 
regulation, (3) the future of AI in gambling, and (4) AI literacy. To establish a common frame of reference, 
respondents were provided with a working definition of AI that articulated broader applications (i.e., 
beyond conversational tools like ChatGPT) such as pattern recognition, video analytics, predictive 
modeling, automated customer service, and text-based insight extraction. We asked respondents to keep 
this broad definition in mind as they completed the survey. The items comprising the first three blocks 
were developed by the research team in consultation with KPMG and Vixio through iterative feedback 
and discussion.  

To construct the AI literacy block, we reviewed the academic literature for validated instruments and prior 
research on AI literacy measurement. We identified a recent systematic review of AI literacy scales [10] 
that catalogued 22 studies validating 16 scales across various populations, including general populations, 
students, and teachers. Thirteen of the 16 were self-report scales applicable to our study design. As 
noted in the review, while these scales generally demonstrated good structural validity and internal 
consistency, very few had been comprehensively evaluated across all measurement properties (e.g., 
content validity, construct validity, measurement error), and none had been tested for cross-cultural 
validity. We reviewed these scales for fit with our context, taking into account the target population, study 
aims, and participation time, the latter being a particularly important consideration for us given that the 
literacy block was just one component of our entire instrument. Some scales were prohibitively long for 
our purposes; the SAIL4ALL, for example, includes 56 items. The 12-item AILS demonstrated the most 
robust quality of evidence and had been used with general populations [10]; however, its items were 
oriented toward a very general audience and relied on self-assessment, introducing a higher risk of social 
desirability bias. The AI Literacy Test [11] also scored well in the review but comprised 30 items. We 
identified a shortened 10-item version (AILIT-S) published by the same authors in August 2025, which 
had been validated across 1,465 higher education students in Germany, the United Kingdom, and the 
United States, three jurisdictions of relevance to our regulatory respondent base [12]. Furthermore, the 
AILIT-S can be completed in under five minutes, making it well suited for inclusion alongside our other 
survey blocks.  

https://www.zotero.org/google-docs/?79v0SM
https://www.zotero.org/google-docs/?J84dVa
https://www.zotero.org/google-docs/?rxqSrE
https://www.zotero.org/google-docs/?0O2R6x
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While the AILIT-S target population was higher education students, we considered its knowledge-based 
question format to be appropriate for evaluating baseline AI understanding among regulators. However, 
we noted that the AILIT-S lacked items addressing Generative AI, which we felt was important to address 
given the prominence in current industry and regulatory discourse. To address this, we adapted items 
from the recently published AI Competency Objective Scale (AICOS; [13]), which includes a dedicated 
generative AI component. Three members of the research team reviewed the AICOS item pool and 
selected four items judged to be most pertinent to our population and study context. The final literacy 
block therefore comprised 14 knowledge-based items scored dichotomously (correct/incorrect). The 
complete survey instrument was reviewed by the broader research team to incorporate feedback from 
multiple disciplinary perspectives prior to deployment. We provide the full instrument on our OSF project 
page: https://doi.org/10.17605/OSF.IO/V8UWP. 

Data Analysis 
We collected 163 responses in total, of which 113 were complete and retained for analysis. 17 responses 
failed the screening questions: 15 of the respondents were not employed by a gambling regulatory body 
and two of the respondents did not provide their consent. We excluded a further three responses that 
were duplicates, and 30 that only provided demographic information. Sixty-eight participants completed 
the 14 AI literacy questions; we did not find any meaningful differences between the characteristics of this 
cohort vs. the broader analytic sample. 

Given the exploratory nature of our study, we did not preregister any specific hypotheses or 
accompanying analysis plans. Our analysis followed a two-stage approach. First, we conducted an 
exploratory review of descriptive statistics (i.e., frequency counts, means, percentages, etc.) and 
Spearman correlations across all survey questions. Then, we applied inferential statistical tests to verify 
any meaningful differences we observed. While we utilized a standard significance threshold of 0.05, we 
have reported precise p-values for transparency. We conducted group comparisons for the question that 
asked regulators to rate their confidence in understanding and assessing AI across five items. We 
aggregated these items into a single competency score (Cronbach’s α = 0.91), and differences were 
analyzed using Mann-Whitney U tests. We explored differences across three variables: AI Use (Yes/No), 
AI Training (Yes/No), and AI Literacy (categorized via a median split). All analyses were conducted using 
Qualtrics and Python. 

Several of our survey questions included open-ended responses that allowed respondents to elaborate 
on perceived risks, benefits, and future challenges associated with AI in the gaming industry. We 
analyzed these using an inductive open-coding approach. We coded responses one question at a time, 
rather than coding the entire dataset simultaneously to maintain conceptual independence and ensure the 
themes that emerged were specific to the context of each question. Individual responses were allowed to 
receive multiple codes when applicable, as many responses referenced more than one concept. 
Consequently, the total number of coded labels exceeds the number of respondents.  

During the initial coding stage, we identified and assigned preliminary descriptive labels derived directly 
from the responses. As coding progressed, we iteratively refined our labels to reduce thematic overlap 
between categories. Following completion of coding for each question, we summarized the data, 
including a count of the number of respondents and the frequency with which each label appeared 
(available at https://doi.org/10.17605/OSF.IO/V8UWP). Definitions for each label were documented 
alongside their corresponding summary tables to maintain transparency in the coding process.  

https://www.zotero.org/google-docs/?AXlqCx
https://doi.org/10.17605/OSF.IO/V8UWP
https://doi.org/10.17605/OSF.IO/V8UWP
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A.3.3 Research and Advancements 
Methodology for Analysis of Academic Publications 
We employed a multi-stage computational pipeline to identify, classify, and analyze academic literature at 
the intersection of AI and Gambling Studies. To ensure a comprehensive capture of relevant literature, we 
programmatically retrieved data from the OpenAlex database using the pyalex Python library. A “wide-
net” strategy was used to mitigate the absence of a singular “Gambling” taxonomy in traditional library 
sciences. 

Our retrieval methods included: (1) Topic-based filtering and (2) Keyword-based filtering. For topic-based 
filtering, we extracted all works tagged under OpenAlex Topic IDs T11674 (Sports Analytics and 
Performance) and T11705 (Gambling Behavior and Treatments). Our keyword-based filtering comprised 
a boolean search across titles and abstracts using 27 distinct gambling-related phrases e.g. “sports 
betting”, “PGSI”, “electronic gaming machine”, etc. We limited the search to between 2010 and 2025. A 
total of 103,736 unique publications were retrieved across articles, reviews, books and book chapters. 

To refine our initial yield into a relevant corpus, we leveraged a local LLM deployment for topical 
classification. The deployment was instantiated using Ollama with the DeepSeek-R1:14b model. We 
performed classification of the records by first filtering by gambling relevance and then filtering by AI 
relevance. We tasked the LLM with ensuring that publications were in fact gambling-related and, for 
example, were not simply included because the title or abstract included a metaphorical reference to 
gambling terminology (e.g. “a political gamble”). Then, to ensure records were materially related to AI, we 
tasked the LLM with classifying each record based on two criteria: whether the paper featured (1) AI as a 
method (machine learning, natural language processing, predictive modeling) or (2) AI as a subject 
(ethics of AI in gambling, policy, or industry impact). Our final corpus contained 899 records identified as 
AI-related Gambling Studies publications. 

Thematic Analysis 

To understand the themes studied within these 899 publications, we employed BERTopic, a modular 
topic modeling technique for clustering text data. We used a representation model (Qwen-3:14b) to 
generate human-readable, context-aware labels for each of the thematic clusters by analyzing the most 
representative documents and keywords. We conducted two supplemental iterations of this thematic 
analysis: the first to identify AI methods applied across the entire corpus, and the second specifically 
targeting the “Sports Betting” cluster (the largest cluster) to uncover trends in specific sports and their 
associated research themes. We provide a description of the primary top-level gambling themes in Table 
A3 below.  

Table A3 

Theme Description Example Publications 

Sports 
Betting 

Publications that leverage AI 
methods to model and 
analyze historical data, player 
statistics, and/or real-time 
variables to predict event 
outcomes. 

A Systematic Review of Machine Learning in Soccer 
Betting: Techniques, Challenges, and Future 
Directions 

Real-Time Football Match Prediction Platform 

Machine learning for sports betting: Should model 
selection be based on accuracy or calibration? 

https://openalex.org/works/W4407037437
https://openalex.org/works/W4407037437
https://openalex.org/works/W4407037437
https://openalex.org/works/W4406771897
https://openalex.org/works/W4392245580
https://openalex.org/works/W4392245580
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Theme Description Example Publications 

Online 
Problem 
Gambling 

Publications that focus on 
applying AI methods with 
player behavioral tracking 
data to identify at-risk 
behavior in digital gaming 
environments. 

Using artificial intelligence algorithms to predict self-
reported problem gambling with account-based player 
data in an online casino setting 

Online Problem Gambling: A Comparison of Casino 
Players and Sports Bettors via Predictive Modeling 
Using Behavioral Tracking Data 

Predicting High-Risk Gambling Based on the First 
Seven Days of Gambling Activity After Registration 
Using Account-Based Tracking Data 

Gambling 
Decision 
Making 

Publications that apply AI 
methods to various data 
sources (e.g., neuroimaging, 
behavioral data, etc.) to 
explore how the human brain 
processes rewards and 
losses. 

Gaming behavior and brain activation using functional 
near‐infrared spectroscopy, Iowa gambling task, and 
machine learning techniques 

Elucidating Poor Decision-Making in a Rat Gambling 
Task 

Late acute stress effects on decision-making: The 
magnified attraction to immediate gains in the iowa 
gambling task 

Gambling 
Website 
Detection 

Publications that utilize 
automated web crawling and 
classification algorithms to 
identify, categorize, and flag 
illicit or unregulated gambling 
platforms across the internet. 

Gambling Domain Name Recognition via Certificate 
and Textual Analysis 

Multimodal Detection of Covert Online Gambling 
Advertisements Using Faster R-CNN and Tr-OCR 

Multi-Modal Clustering Discovery Method for Illegal 
Websites Based on Network Surveying and Mapping 
Big Data 

Poker Publications exploring AI 
development in poker, 
centered on game-theory 
algorithms and reinforcement 
learning for strategic decision-
making in environments with 
imperfect information. 

Superhuman AI for multiplayer poker 

A View on Deep Reinforcement Learning in Imperfect 
Information Games 

PokerBot: Hand Strength Reinforcement Learning 

Casino 
Surveillance 

Publications that employ AI 
methods (e.g., computer 
vision and biometric 
technology) to support 
various use cases such as 
fraud detection, dealer errors, 
and identification of 
blacklisted individuals. 

AI-driven Optimization of Casino Gaming Systems for 
Fraud Detection and User Behavior Analysis 

Game Intelligent Analyst - Anomaly Detection in 
Casino Games using Machine Learning Algorithms 

Significance of AI Surveillance Platform Development 
for Detecting Abnormal Behaviors in Integrated Resort 
Industry 

https://openalex.org/works/W4285794438
https://openalex.org/works/W4285794438
https://openalex.org/works/W4285794438
https://openalex.org/works/W3044974540
https://openalex.org/works/W3044974540
https://openalex.org/works/W3044974540
https://openalex.org/works/W4367692423
https://openalex.org/works/W4367692423
https://openalex.org/works/W4367692423
https://openalex.org/works/W4220986395
https://openalex.org/works/W4220986395
https://openalex.org/works/W4220986395
https://openalex.org/works/W2104496767
https://openalex.org/works/W2104496767
https://openalex.org/works/W4403064913
https://openalex.org/works/W4403064913
https://openalex.org/works/W4403064913
https://openalex.org/works/W4220795911
https://openalex.org/works/W4220795911
https://openalex.org/works/W4413210230
https://openalex.org/works/W4413210230
https://openalex.org/works/W4386307495
https://openalex.org/works/W4386307495
https://openalex.org/works/W4386307495
https://openalex.org/works/W2960876848
https://openalex.org/works/W3124900667
https://openalex.org/works/W3124900667
https://openalex.org/works/W2964874254
https://openalex.org/works/W4410790694
https://openalex.org/works/W4410790694
https://openalex.org/works/W2895462579
https://openalex.org/works/W2895462579
https://openalex.org/works/W4313492685
https://openalex.org/works/W4313492685
https://openalex.org/works/W4313492685
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Methodology for Analysis of Industry Conference Sessions 
We defined our corpus of AI-related industry conference sessions by collecting data (the program titles 
and descriptions for each session) from schedules of major gambling industry conferences between 2020 
and 2025. We collected conference program data from official conference websites, archived online 
materials, and direct correspondence with conference organizers. When session information was 
incomplete or unavailable, additional details were requested through direct email correspondence with 
conference organizers.  

We input data for all sessions into a spreadsheet and then coded each session as AI-related (or not) 
based on whether the title or description explicitly referenced key terms such as artificial intelligence, 
machine learning, predictive modeling, or AI-enabled systems. Beyond keyword matching, we evaluated 
the context of each session to ensure material relevance. For instance, we defined sessions using 
broader terms like “automation” as AI-related only when presented as part of common AI-driven business 
functions, such as player risk detection and fraud detection. The spreadsheet containing session titles, 
descriptions, and conference metadata is available at https://doi.org/10.17605/OSF.IO/V8UWP. 

To assess the reliability of the classifications of AI-related sessions, we extracted a random sample of 20 
sessions, which were independently coded by three members of the research team as AI-related or not 
AI-related. All coders reached complete agreement on session classification. 

For sessions identified as AI-related, we assigned gambling-specific thematic categories through a 
combination of automated and manual qualitative review. We employed a two-stage classification 
process to categorize the conference sessions. First, a LLM analyzed session descriptions to generate 
approximately 20 preliminary thematic labels. The research team then reviewed these initial categories 
alongside the original descriptions to consolidate overlapping concepts. This refinement reduced the set 
to five gambling-related categories and one miscellaneous category. Finally, two researchers 
independently coded all sessions manually using this finalized framework. 

Methodology for Analysis of Intellectual Property 
We sourced patent filing data from Lens.org [14], a searchable database of millions of global patents and 
scholarly works. To collect relevant data, we formulated a search strategy combining known gambling 
keywords with the WIPO PATENTSCOPE Artificial Intelligence Index [15]. 

WIPO is a specialized agency of the United Nations established to help creators and innovators on a 
global scale to promote and protect intellectual property. The PATENTSCODE Artificial Intelligence Index 
published by WIPO provides a collection of key phrases, Cooperative Patent Classification (CPC) codes 
and International Patent Classification (IPC) codes that identify patent applications related to AI. While 
IPC is an international standard that’s used worldwide, the CPC is a more detailed and refined extension 
used by the European Patent Office (EPO) and United States Patent and Trademark Office (USPTO) 

We employed a hybrid search strategy using keywords, phrases, and CPC codes to query the Lens.org 
database across titles, abstracts, and claims. Our strategy required each record to contain terms related 
to both gambling and AI. Some of the retrieved patents did not appear relevant at first glance and 
warranted a deeper manual analysis of the claims. These analyses were used to confirm the specific 
application of AI within a gaming context. We restricted the time period to between 2010 and 2025, which 
yielded a total of 2,125 patent records and 650 granted patent records. We chose to retain continuous 
patent refiling to capture the “strategic intensity” of the applications. Because these filings serve as 
extensions or continuations of the original invention, they provide a metric for how aggressively a firm is 
defending or expanding its IP in the AI-gambling space. To understand the main themes among patents 
we conducted an analysis of the CPC codes. We did attempt a text-based clustering method, however, 
this often unearthed false positives due to the prevalence of the (generic) “gaming” keyword. 

https://www.zotero.org/google-docs/?zIUR8e
https://www.zotero.org/google-docs/?5KDX0i
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