
ISSUE 20 

Mount Kelly’s Safeguarding Bulletin aims to provide parents and carers with the information needed to 
have informed and age-appropriate conversations with their children about potential risks and issues in 
the wider world and online. This week’s bulletin is on the topic of microtransactions and loot boxes. 

Microtransactions figure in the business model of many game and app developers, allowing them to bring 
in ongoing revenue as users continue to pay for extra features and content; even software that’s initially 
free to download can be monetised in this way. It’s a system which has featured in many of younger      
gamers’ perennial favourite franchises, from Fortnite to FIFA. 

As well as encouraging regular spending, however, microtransactions – especially the increasingly common 
use of loot boxes – have also been scrutinised for what many argue is a resemblance to gambling, with the 
potential to foster addictive behaviours. The first of our #WakeUpWednesday guides tells parents and    
carers what they need to know about microtransactions. 

 

 

 

 

 

 

The second of our #WakeUpWednesday guides takes a deeper dive into loot boxes. Marketed as increasing 
a player’s enjoyment of a game, loot boxes are usually purchased or given as rewards. When opened, they 
unlock items for use in the game, such as better weapons or new characters to play as. Loot boxes feature 
in many games and are therefore available to various age groups.  

One example is FIFA player packs, where you buy a ‘pack’ of players, but don’t know who you’re going to 
get when you make the purchase. They’ve often been criticised for emulating gambling: the odds of          
unlocking certain items can be astronomical, while the money being spent is often high compared to the 
potential reward. Regulator Pegi has been now been assigned to show a purchases label on video game 
boxes and digital platforms, similar to the age rating that is already on these games, but it’s still imperative 
that trusted adults understand the risks that loot boxes can pose.  






