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Preface 

This book was written based on my doctoral dissertation, completed in September 
2024 at the Faculty of Law and Criminology, Department of Law & Technology 
at Ghent University, and the Centre for IP & IT Law at KU Leuven. In the four 
years of academic research, I was able to dive deep into the regulatory aspects 
related to gambling-like elements in videogames and children’s rights. More impor-
tantly however, the main aim of the research was to adopt an interdisciplinary 
approach, wherein the legal assessment was performed taking into account the 
insights from other fields of research, including psychology, behavioural economics 
and media studies. This interdisciplinary perspective was equally present within 
the ‘Gam(e)(a)ble’ research project, of which I was a member and which allowed 
me to engage with different stakeholders in the area of videogames and gambling, 
including policymakers at different levels, videogame industry representatives and 
workers, prevention workers, and of course parents and children. Ultimately, this 
allowed me to enrich the legal assessment with these insights from different fields 
of study, thereby hoping to convince regulators to adopt a similar approach in the 
future. 

Due to the book being based on my doctoral dissertation, it has a more ‘academic’ 
structure. The structure follows the main research question the underlying research 
aimed to address: to what extent does the current regulatory framework on gambling-
like elements realise children’s rights? In the changing videogame landscape where 
children are increasingly present, not much attention has been given specifically to 
the situation of children and how the different rights of children materialise in the 
videogame context. Over the four years of research, it was satisfying to see a steady 
increase in academic and wider regulatory attention for this issue, which further 
illustrates the relevance of the text. The narrative related to the main question is further 
divided into three separate arcs, which form the three parts of the book. Because the 
videogame environment is dynamic in nature and ever-changing, it is important to 
highlight that the text takes into account developments up until September 2024. 

The book is written to be accessible for interested readers with varying levels of 
prior experience with the topic. Readers who are new to the world of videogames, 
gambling and their convergence will find a step-by-step introduction and explanation

v



vi Preface

of relevant terms and concepts (both legal and technical) in the narrative. Readers who 
are more experienced will find a thorough legal analysis which identifies strengths 
and weaknesses of the current legal framework applied to gambling-like elements in 
videogames. Further, predominantly in the final chapters, the text includes several 
recommendations and other suggestions regarding the regulation of gambling-like 
elements from a children’s rights perspective for different actors. 

To end, I want to express my sincere gratitude to my two supervisors prof. Eva 
Lievens and prof. Peggy Valcke for their guidance throughout the research period. 
Additionally, I want to thank the members of my examination committee for their 
valuable insights and feedback which allowed me to elevate the quality of the disser-
tation which forms the basis of this book: prof. Simone van der Hof, prof. Bieke 
Zaman, prof. Bert Keirsbilck, prof. Reinhard Steennot, dr. Valerie Verdoodt and 
prof. Wolfgang Schulz. A final word of thanks goes to my colleagues and to the 
several academic researchers and professionals I had the privilege and opportunity 
to work with over the years. 

Brugge, Belgium 
February 2025 

Pieterjan Declerck
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