
 

 

 

 

Risky Choice in Fantasy Sports 

 Daily fantasy Sports (DFS), the fresh, 
new, pay-for-play adaptation of fantasy 
sports, is seeing a rise in popularity. 
DraftKings and Fanduel are currently at the 
forefront of this new wave and there seems 
to be no signs of slowing down for either 
company. DFS is available across all major 
US sports including football, baseball, 
basketball, and hockey. After choosing a 
sport, fantasy players will draft athletes to 
fill a lineup they believe will post high 
performances, and the outcomes of the 
lineup of athletes selected is compared to 
those of other fantasy players.  In daily 
fantasy football, for instance, all eligible 
football players are put in to a pool and 
assigned a dollar value based on their 
potential performance and productivity.  
Fantasy football participants are given a 
salary cap of hypothetical money (e.g., 
$50,000) used to draft 9 players to fill a 
lineup, but the fantasy player is never 
provided a high enough salary cap to 
choose all of the top ranked players of each 
position and thus must attempt to predict 
which athletes will perform above 
expectations.  Participants can then enter 
lineups into a prize pool or head to head 
match up against another fantasy player.  
Depending on the sport or league rules, this 
process of selecting players may occur 
every week. 

There are various strategies on how 
to play in order to beat the competition.  
Some pick high-variance players who  

 

 

 

 

inconsistently post huge amounts of points 
in the hopes of getting lucky with a high 
payout for little salary cap cost.  Other 
fantasy players may go for low-variance 
players to achieve a sure score.  Players 
have developed more complex strategies 
over time to balance risk and reward in 
efforts to better maximize point potential 
while minimizing salary cost.  For example, 
choosing a receiver and quarterback from 
the same team is highly risky.  Points are 
earned from touchdown passes and 
touchdown catches, potentially netting 
double points if the players connect on 
multiple touchdowns, but may also 
devastate chances to win if the team they 
are on plays poorly as a whole. There are 
many different strategies to gain an edge 
with DFS, more of which are likely to 
develop.  How gambling contingencies 
select for risky choice over time will surely 
be an ongoing development interesting to 
behavior analysts. 

 

Contributed by Gino Hanna and Seth Whiting from 

Central Michigan University      

Adapted from: Bales, J. (2014). What’s needed to 

win on DraftKings?  Retrieved from: 

https://rotogrinders.com/articles/what-s-needed-

to-win-on-draftkings-368296 
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The Requisite Donald Trump 

Article  

After a long political season, Donald Trump 
has now been in news headlines for 
months.  Despite discussion surrounding 
the myriad of topics relating to his politics, 
some focus has now shifted to his stances 
on gambling legality, an ongoing issue in 
policy.  As stated by the Associated Press, 
Donald Trump will be the first United States 
President to have ever owned a casino. 

With Trump having experience in the 
gambling business, it is assumed that he is 
aware of many of the complications and 
difficulties with the legalities.  This 
assumption has led the gambling industry 
to send Trump their list of wishes, which 
include fewer overall regulations, legalized 
sports betting, severely decreasing illegal 
gambling, and policy reform aimed at 
maintaining or increasing the influx of 
oversea gamblers. 

As noted previously, Donald Trump has 
previously owned 3 casinos in Atlantic City 
and has thus stated that he has familiar 
contacts on both sides of the issues.  The 
authors hypothesized that Trump will most 
likely legalize sports betting because of the 
possible monetary benefit from taxing the 
bets, and they assume he will let the 
individual states make the call on the 
regulation of daily fantasy sports betting, 
which has recently emerged with significant 
popularity.  

While little is perfectly clear and nothing is 
set in stone, behavior analysts interested in 
gambling may wish to follow developments 
in Trump's stance on gambling.  As of right 
now, and with many of the president elect's 
affairs, the future is up to speculation.  
Simply because he previously owned 
casinos doesn’t mean that he will lax 

regulations on the industry.  If sports 
betting and daily fantasy sports betting 
become entirely legal and more popular, it 
could open up an entirely new area of 
research for the analysis of gambling 
behavior.  If Trump does change gambling 
laws, it will be of interest to follow the 
stances of state officials on issues of 
gambling as well.  Despite the myriad of 
issues a new president faces, those 
surrounding gambling have materialized in 
the media and, with Donald Trump's history 
in the industry, purport to be an issue of 
significance.  Considering financial, mental 
health, and behavioral implications of 
changes, whether gambling opportunities 
increase or decrease will likely have a large 
impact on our community. 

 

Contributed by Brian Davis and Seth 
Whiting from Central Michigan University 

Adapted from:  Associated Press (2016, 
December 20). Gambling industry bets big 
on Trump's support. CBS Money Watch. 
Retrieved from 
http://www.cbsnews.com/news/gambling-
industry-bets-big-on-trumps-support/ 

  

 

 

 

 

 

 

 

 

 

 



Gambling in Video Games Gets 

Real 

Popular multiplayer online game EVE Online 
recently saw a large-scale ban of players 
and seizing of in-game currency. The in-
game currency was being traded for real 
money in an unsanctioned manner, and a 
gambling site was a key piece of the money-
trading network. The service allowed 
players to gamble their in-game currency in 
a digital casino. 

The company that owns EVE Online has 
banned gambling outright and confiscated 
about $620,000 worth of in-game currency. 

The money from the in-game casino 
allowed for the player network that 
controlled the casino to have resources in-
game that skewed the in-game economy 
and narrative. The money gained from this 
network was used to pay for in-game 
resources that gave the network a sizable 
advantage in the game.  

The new policy by CCP prevents the 
exchange or transfer of in-game assets in 
relation to games of chance. This prevents 
any and all casino networks from 
functioning within the game or in any way 
related to the game. Without casinos to 
launder dirty money it has become 
exponentially harder for players to real 
money trade in-game currency for real 
currency without being easily spotted by 
the CCP security team.  

The relationship between online gambling 
and online gaming is an area of potential 
interest to behavior analysts, as both 
systems involve reinforcement to keep 
players invested. As events like those in EVE 
Online become more common, 
relationships between the potential 

reinforcement pathologies may become 
more evident. 

Contributed by Aaron Bongart, Hamilton NJ 
and Mack S. Costello, Rider University 
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