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When ChatGPT exploded into the world, reaching over 100 million users in January 2024, it 
became a focus of multiple experiments for Joel Barker’s Strategic Exploration Tools.  
Because Joel’s concepts and tools, speciƱcally paradigms, T.I.P.S. Tracking, and the 
Implications Wheel, are based on diversity of input and a “Wisdom of Crowds” approach, 
the challenge of testing ChatGPT’s “Wisdom of the World” was evident. 

The Ʊrst experiments included a strategic exploration using ChatGPT on the same “center” 
as one conducted by I-Wheel-trained facilitators.  Joel’s comment, “That’s amazing!” 
summarizes the results best.  Further experiments tested all the Strategic Exploration 
Tools.  More information on these experiments is detailed at the end of this report. 

An Implications Wheel exploration typically contains 12 or more “Ʊrst-orders” and “arcs,” 
resulting in over 300 speciƱc implications, with Desirability and Likelihood scoring.  For 
these “12 - 2 - 60” Scouting Journeys, Chat GPTs, custom developed for the Strategic 
Exploration Tools, are prompted to: 

• Create a “center” using structured questions from a T.I.P.S. Tracking “Interrogation.” 

• Generate 12 “Ʊrst-order” implications (with some “experimental” alternatives). 
• Based on the selection of at least one “positive” and one “negative” Ʊrst-order 

implication, generate complete “arcs” containing Ʊve “second-order” and Ʊve 
“third-order” implications for each “second-order” (An “arc” with 31 implications).  

• Suggest several possible “points-of-view” for scoring. 
• The number of “arcs” included is based on the topic and experimental options.  

The end of this report includes more information on the Chat GPTs, including references 
to the other experiments. Responses from the Chat GPTs included here are 
presented unedited (Exceptions Noted). 



I.  Create a “Center” 

Evaluate the trend of the Continuing Risk of the Gaming – Gambling Convergence: 

 

The convergence of online sports gambling and online gaming continues to accelerate, 
driven by technological innovation, shifting consumer behavior, and evolving digital 
entertainment ecosystems. What was once a relatively clear boundary between “gaming” 
as play and “gambling” as wagering has become increasingly porous. Today, many digital 
experiences combine elements of both, creating hybrid engagement models that blend 
competition, chance, monetization, and social interaction. This convergence presents 
signiƱcant implications for consumers, regulators, industry stakeholders, and public 
health systems, particularly for youth and young adults. 

At the technological level, advances in data infrastructure, mobile computing, and artiƱcial 
intelligence have enabled seamless integration between live sports content and interactive 
wagering. Real-time data feeds, low-latency streaming, and automated risk management 
systems allow sportsbooks to oƯer increasingly granular betting options embedded 
directly within broadcasts, apps, and social platforms. These capabilities mirror those 
used in modern video games, where continuous feedback, rapid iteration, and 
personalized experiences are core design principles. 

One of the most signiƱcant recent developments is the rise of micro-betting, also known as 
ultra-fast in-play wagering. Unlike traditional bets placed before a game or during extended 
breaks, micro-bets resolve in seconds, on the outcome of the next pitch, play, or 
possession. This design dramatically compresses the decision–reward cycle, closely 
resembling the rapid feedback loops found in mobile and social games. The result is a form 
of wagering that feels less like a discrete Ʊnancial decision and more like moment-to-
moment gameplay, increasing engagement frequency and time-on-platform. 

GamiƱcation strategies further reinforce this convergence. Sports betting platforms 
increasingly incorporate features long associated with gaming, such as points systems, 
achievement badges, streaks, leaderboards, avatars, and personalized challenges. These 
mechanics shift user focus away from monetary outcomes and toward progress, status, 
and mastery, reframing betting as a skill-based or entertainment-driven activity. While 
these features can increase user enjoyment, they also obscure risk and may encourage 
sustained or repetitive play. 



The convergence is especially evident in youth and young adult engagement pathways. 
Many individuals are Ʊrst exposed to gambling-like mechanics not through traditional 
casinos or sports books, but through video games. Loot boxes, skin economies, and 
chance-based rewards introduce probabilistic outcomes, variable reinforcement, and 
monetized uncertainty within gaming environments. A growing body of research continues 
to demonstrate strong associations between engagement with these mechanics and 
indicators of problem gambling. More recent longitudinal Ʊndings suggest that early 
exposure to gambling-like features in games may predict later gambling involvement, 
strengthening concerns about gaming as a developmental on-ramp to gambling behaviors. 

Streaming platforms and inƲuencer culture play an increasingly central role in this 
ecosystem. Sports betting and gambling-adjacent content are frequently embedded within 
entertainment streams on platforms popular with younger audiences. InƲuencers may 
demonstrate betting strategies, share real-time odds, or promote sign-up bonuses with 
personalized referral codes. These practices normalize wagering as part of fandom and 
social participation, reducing psychological and practical barriers to entry. The blending of 
entertainment, peer endorsement, and Ʊnancial risk makes it diƯicult for viewers, 
especially adolescents, to distinguish between play, promotion, and persuasion. 

Regulatory responses have struggled to keep pace with these developments. Gambling 
regulations were largely designed for an earlier era of clearly deƱned products and venues, 
while gaming regulations typically focus on consumer protection, age ratings, and content 
moderation rather than Ʊnancial risk. As a result, hybrid products often fall into regulatory 
gray areas. Legal deƱnitions, such as whether virtual items constitute “money or money’s 
worth,” or whether indirect cash-out mechanisms qualify as gambling, vary widely across 
jurisdictions. These inconsistencies create exploitable seams that allow gambling-like 
experiences to operate outside traditional oversight. 

Self-regulation and platform-level governance have been promoted as partial solutions, 
but their eƯectiveness remains uneven. While some platforms have introduced restrictions 
on certain forms of gambling content, sports betting, fantasy wagering, and gambling-
adjacent promotions often remain permissible. Enforcement is inconsistent, and policies 
frequently focus on the most visible or controversial practices while leaving subtler forms 
of convergence largely intact. This approach limits the eƯectiveness of platform-led harm 
reduction eƯorts. 

ArtiƱcial intelligence adds another layer of complexity. AI-driven personalization allows 
platforms to tailor content, oƯers, and incentives to individual users based on behavioral 
data. While personalization can improve user experience, it also raises concerns about 
targeted risk exposure, particularly for vulnerable individuals. Adaptive systems can 



optimize engagement by identifying when users are most likely to place bets, respond to 
promotions, or increase spending, capabilities that echo concerns previously raised 
regarding gaming addiction and social media use. 

Looking forward, the trajectory of convergence suggests that online sports gambling will 
continue to evolve toward more immersive, game-like experiences. As technologies 
mature, betting is likely to become increasingly embedded within broader entertainment 
ecosystems, rather than existing as a standalone activity. This shift has important 
implications for prevention, education, and policy. Traditional responsible gambling tools, 
such as deposit limits or self-exclusion, may be less eƯective when gambling is framed as 
play, skill-building, or social participation rather than Ʊnancial risk-taking. 

The convergence of online sports gambling and online gaming, therefore, represents not 
just a technological or commercial trend but a paradigm shift in how risk-based activities 
are experienced and understood. Addressing its implications will require coordinated 
eƯorts across regulatory bodies, platforms, educators, researchers, and public health 
professionals. Early intervention, clear deƱnitions, adaptive policy frameworks, and youth-
focused education will be essential to mitigate harm while acknowledging the realities of a 
rapidly evolving digital entertainment landscape. 

  



II. Generate “First-Order” Implications 

What are the possible implications of the Continuing Risk of the Gaming – Gambling 
Convergence? 

 

Here are 12 possible implications of the Continuing Risk of the Gaming – Gambling 
Convergence: 

1. One possibility is that online gaming ecosystems evolve into fully monetized 
entertainment-Ʊnancial platforms, where youth engagement directly fuels speculative 
micro-economies. 

2. One possibility is that adolescent users experience accelerated conditioning to Ʊnancial 
risk behaviors, as variable reward systems in games embed real-money consequences. 

3. One possibility is that developers integrate betting interfaces directly into gameplay 
streams, transforming traditional spectator games into interactive wagering environments. 

4. One possibility is that regulators redeƱne digital gambling to include loot boxes, tokenized 
wagers, and virtual economies, forcing gaming companies to adopt compliance structures 
similar to Ʊnancial institutions. 

5. One possibility is that youth identity formation becomes increasingly linked to digital 
Ʊnancial performance—measured through wins, trades, and speculative successes rather 
than gameplay mastery. 

6. One possibility is that algorithmic personalization engines continuously adapt betting 
odds and oƯers to individual player behavior, creating self-reinforcing cycles of engagement 
and expenditure. 

7. One possibility is that new data privacy controversies emerge as behavioral analytics 
derived from gaming sessions are sold to betting companies for predictive targeting of 
young users. 

8. One possibility is that educational systems introduce early digital risk literacy programs to 
counter normalization of gambling within youth culture. 

9. One possibility is that gaming inƲuencers become de facto gambling aƯiliates, using 
entertainment-based trust to promote betting products disguised as gameplay 
enhancements. 



10. One possibility is that the line between competitive gaming skill and chance dissolves, 
eroding traditional moral and legal distinctions that separate eSports from gambling. 

11. One possibility is that digital platforms deploy AI-based early-warning systems to detect 
problem gambling behaviors among youth, integrating real-time intervention prompts or 
spending limits. 

12. One possibility is that immersive VR and AR environments create new forms of experiential 
gambling, where risk-based behavior feels indistinguishable from gameplay immersion. 

A second, workplace-centered set of Ʊrst-order implications was generated.  This set focused 
on how the convergence of online youth gambling and online gaming may directly aƯect 
organizations, workforce composition, management, and policy frameworks. 

 

1. One possibility is that employers encounter increased cases of attention fragmentation 
and compulsive digital engagement among younger employees conditioned by reward-loop 
mechanics from gaming and gambling platforms. 

2. One possibility is that workplace wellness programs expand to include digital risk and 
gambling literacy, reframing addictive gaming behaviors as occupational health concerns. 

3. One possibility is that recruitment processes begin screening for impulsivity and risk-
preference indicators associated with high engagement in gambling-style gaming 
environments. 

4. One possibility is that human resource policies evolve to restrict or monitor gambling-style 
applications on company networks and mobile devices, especially during work hours. 

5. One possibility is that organizations integrate AI-based behavioral analytics into employee 
assistance systems to identify digital risk-taking patterns related to online betting or 
gaming. 

6. One possibility is that workplace learning platforms adopt gamiƱed reward systems 
modeled on gambling mechanics, inadvertently replicating the same reinforcement 
patterns that drive addictive engagement. 

7. One possibility is that corporate compliance divisions confront new ethical challenges as 
employees engage in workplace betting pools, fantasy sports, or tokenized competitions 
tied to digital currencies. 

8. One possibility is that leadership training programs address the inƲuence of algorithmic 
persuasion and reward conditioning, preparing managers to guide digitally conditioned 
generations entering the workforce. 

9. One possibility is that Ʊnancial stress and absenteeism increase as employees experience 
monetary losses through digital gambling integrated into social gaming networks. 



10. One possibility is that companies within entertainment, sports, and tech industries adopt 
gambling-style revenue models, redeƱning workplace performance metrics around 
engagement monetization rather than creative output. 

11. One possibility is that ethical codes expand to cover oƯ-duty online conduct when 
employee gambling activities intersect with company-sponsored gaming or promotional 
content. 

12. One possibility is that intergenerational tension in workplaces intensiƱes as older 
employees interpret gamiƱed and speculative digital norms as irresponsibility rather than 
cultural adaptation. 

This workplace-focused lens highlights how convergence phenomena extend beyond youth 
behavior into organizational design, culture, and employee well-being. 

 

III.  Generate “Second- and Third-order” Implications (for one “positive” and one “negative” 
“Ʊrst-order.)” 

The “arcs” presented here are generated by the Implications Wheel “Arc” Explorer GPT.  
They were then entered into the Implications Wheel software to generate the “arc” graphic 
presentation. Minor edits were made to these implications to increase clarity and 
compliance with Implications Wheel rules for speciƱcity. For example, words like “will,” 
“may,” and “might” have been deleted because all implications are presumed to be 
preceded by: “One possibility is…” 













IV. Identify Scoring Possibilities 

The Implications Wheel features scoring for desirability and likelihood from a speciƱed 
"point of view." What are some possible "points of view" for scoring this exploration? 

ChatGPT said: 

 

When using the Implications Wheel to evaluate the desirability and likelihood of outcomes, 
identifying appropriate "points of view" is critical for contextualizing the scoring. These 
points of view depend on the stakeholders or entities most aƯected by or interested in the 
exploration. Here are some possible perspectives: 

Core Youth & Family POVs 

1. Youth / Adolescent User 

Evaluates desirability based on engagement, autonomy, identity, excitement, and 
perceived skill; likelihood based on lived digital habits and peer norms. 

2. Young Adult (18–25) Transitional User 

Scores through Ʊnancial independence, risk experimentation, and normalization of 
betting-like mechanics; likelihood shaped by platform accessibility. 

3. Parents / Guardians 

Judges desirability via child safety, development, and Ʊnancial harm; likelihood via 
visibility, control tools, and enforcement realism. 

4. Extended Family / Caregivers 

Focuses on social and emotional consequences rather than platform mechanics; 
likelihood informed by generational distance from technology. 

 

Education & Development POVs 

5. Teachers / Educators 

Evaluates desirability based on attention, learning outcomes, and student behavior; 
likelihood through classroom spillover eƯects. 



6. School Administrators 

Scores implications through policy enforceability, student well-being, and reputational 
exposure; likelihood via institutional constraints. 

7. Youth Development / Child Psychology Professionals 

Judges desirability via cognitive development and addiction risk; likelihood based on 
behavioral evidence and exposure pathways. 

 

Industry & Platform POVs 

8. Gambling Industry 

Evaluates desirability through market expansion, customer acquisition, and engagement 
depth; likelihood via regulatory tolerance and technology readiness. 

9. Gaming Industry 

Scores through monetization potential, retention, and competitive diƯerentiation; 
likelihood via platform economics and player demand. 

10. Streaming & InƲuencer Platforms 

Judges desirability via audience growth and monetization; likelihood through creator 
incentives and content norms. 

11. Technology Infrastructure Providers (AI, Blockchain, APIs) 

Evaluates desirability through adoption and data leverage; likelihood via integration 
demand and scalability. 

 

Regulatory & Institutional POVs 

12. Government / Policymakers 

Scores desirability via public welfare, political acceptability, and economic tradeoƯs; 
likelihood through legislative speed and enforcement capacity. 

13. Regulators (Gambling, Consumer Protection, Digital Safety) 

Judges implications through deƱnitional clarity, oversight feasibility, and harm mitigation; 
likelihood via jurisdictional reach. 

  



14. Law Enforcement / Compliance Authorities 

Evaluates desirability through clarity of violations; likelihood via detectability and resource 
constraints. 

 

Health, Ethics & Civil Society POVs 

15. Public Health Community 

Scores desirability via population-level harm and prevention; likelihood through exposure 
rates and longitudinal evidence. 

16. Mental Health & Addiction Advocates 

Evaluates implications through normalization of addictive mechanics; likelihood via 
observed comorbidity patterns. 

17. Child Advocacy Organizations 

Judges desirability through rights, protection, and exploitation concerns; likelihood through 
platform accountability. 

18. Digital Ethics Community 

Scores implications via consent, manipulation, and algorithmic inƲuence; likelihood 
through governance gaps. 

 

Cultural & Societal POVs 

19. Society-at-Large / Cultural Norms 

Evaluates desirability through shifting deƱnitions of play, risk, and maturity; likelihood via 
generational value change. 

20. Media & Public Discourse 

Scores implications through narrative framing and moral panic dynamics; likelihood 
through visibility and controversy cycles. 

 

  



Application in the Implications Wheel 

Choosing multiple points of view ensures a holistic exploration of the desirability and 
likelihood of various outcomes, highlighting potential trade-oƯs and conƲicts among 
diƯerent stakeholders. Each perspective will prioritize certain outcomes diƯerently, 
enabling nuanced and actionable insights. 

 

Note:  An Implications Wheel Scoring experiment (on new AI Legislation) was conducted with 
“arcs” from an exploration scored by the Chat GPT, trained I-Wheel Facilitators, and an AI Expert. 
The results, summarized in a report noted at the end of this report, demonstrated that ChatGPT 
could score implications from a speciƱed point of view. 

  



V.  Scoring 

The Implications Scorer GPT was asked to score the Ʊrst-order implications for this 
exploration.   For this 12 - 2 – 60 Scouting Journey, scoring from a parent and student point 
of view is presented to demonstrate the latest in the GPTs ability to analyze and present 
results.  A scoring of the workplace Ʊrst-orders is also included. 

Point-of-View: Parents 

# Implication Desirability Likelihood Rationale (Parents’ View) 
1 Online gaming evolves into 

monetized entertainment-

financial platforms fueled by 

youth engagement 

-5 8 Parents would find this deeply 

concerning—youth being drawn into 

speculative economies—but 

recognize it as highly probable given 

current trends. 

2 Adolescents are conditioned 

to financial risk behaviors 

through variable reward 

systems 

-5 9 Extremely undesirable; parents fear 

addiction and financial 

irresponsibility. Almost certain given 

design patterns. 

3 Betting interfaces are 

integrated into gameplay 

streams 

-4 7 Very negative, but not yet 

universal—still emerging. 

4 Regulators redefine digital 

gambling to include loot 

boxes and tokenized wagers 

+3 6 Parents would welcome regulation as 

protective, though uncertain how 

quickly it will arrive. 

5 Youth identity formation 

tied to digital financial 

performance 

-5 7 Parents strongly oppose equating self-

worth with virtual wealth metrics. 

Fairly likely trend. 

6 Algorithms personalize 

betting odds to each player 

-5 8 Highly manipulative and exploitative; 

parents see it as very harmful and 

likely. 

7 Data privacy controversies 

from selling behavioral 

analytics to betting firms 

-4 8 Strongly negative due to exploitation 

of minors’ data. 

8 Schools introduce digital 

risk literacy programs 

+4 6 Very positive; parents would strongly 

support proactive education. 

9 Gaming influencers promote 

betting disguised as 

gameplay 

-5 9 Parents would see this as extremely 

unethical and dangerous, and already 

widespread. 

10 Line between skill and 

chance dissolves in gaming 

-4 7 Undesirable; erodes understanding of 

fair play and effort. 

11 AI-based systems detect 

youth problem gambling and 

intervene 

+4 5 Desirable preventive measure, though 

still emerging. 

12 VR/AR environments create 

immersive gambling 

experiences 

-5 6 Parents dread this future—high 

emotional manipulation and realism, 

but not yet mainstream. 

 



Point-of-View: Students 

# Implication Desirability Likelihood Rationale (Student View) 

1 Online gaming evolves into 

monetized entertainment-

financial platforms 

+2 8 Students may see this as 

exciting—chance to earn or 

trade—but also recognize risks and 

volatility. 

2 Adolescents are conditioned to 

financial risk behaviors via 

variable reward systems 

-1 9 Some might enjoy the thrill, but 

most dislike losing control or 

money; still, it feels inevitable. 

3 Developers integrate betting 

interfaces into gameplay 

streams 

+1 8 Perceived as adding excitement or 

“stakes,” though students aware of 
danger might see it as slightly 

negative. 

4 Regulators redefine digital 

gambling to include loot boxes 

and tokenized wagers 

-2 6 Seen as restrictive—less “fun,” 
even if it protects them. 

5 Youth identity formation linked 

to digital financial performance 

-2 7 Many would feel pressure to 

“perform” online; social 
comparison makes this unpleasant. 

6 Algorithms personalize betting 

odds to each player 

-3 8 Unfair manipulation undermines 

trust; most students would dislike 

being “played” by algorithms. 
7 Data privacy controversies 

from gaming data sold to 

betting firms 

-3 8 Loss of privacy bothers digital 

natives, especially when profits are 

made off their habits. 

8 Schools introduce digital risk 

literacy programs 

+3 6 Generally appreciated as useful—
helps protect peers and foster 

smarter digital decisions. 

9 Gaming influencers promote 

betting disguised as gameplay 

-4 9 Students resent being manipulated 

by influencers they trust; already 

happening and widely disliked. 

10 Line between skill and chance 

dissolves in gaming 

-2 7 Reduces sense of merit or 

mastery—students value skill, not 

luck, in competition. 

11 AI-based systems detect youth 

problem gambling and 

intervene 

+2 5 Helpful but mixed feelings—seen 

as “monitoring” or “parental” 
interference. 

12 Immersive VR/AR gambling 

becomes indistinguishable from 

gameplay 

+1 6 Some excitement over realism, but 

many would view it as dangerous 

or too consuming. 

 

 

  



The latest version of ChatGPT has demonstrated new possibilities for analyzing and 
interpreting the results generated by, in this instance, the speciƱc training of the Scoring 
GPT. 

Perception Gap: Youth vs. Parents 

# Implication 
(shortened) 

Youth 
Desirability 

Parent 
Desirability 

Gap Youth 
Likelihood 

Parent 
Likelihood 

Key Insight 

1 Gaming becomes 

monetized 

financial platform 

+2 -5 +7 8 8 Youth see 

opportunity; parents 

see exploitation. 

2 Conditioning to 

financial risk 

behaviors 

-1 -5 +4 9 9 Students 

underestimate harm; 

parents see major 

danger. 

3 Betting interfaces 

integrated into 

gameplay 

+1 -4 +5 8 7 Excitement vs. 

corruption of play. 

4 Regulators 

redefine gambling 

(loot boxes, 

tokens) 

-2 +3 -5 6 6 Youth view as 

restriction; parents 

view as protection. 

5 Identity tied to 

digital financial 

performance 

-2 -5 +3 7 7 Both dislike it, but 

youth less alarmed. 

6 Personalized 

betting algorithms 

-3 -5 +2 8 8 Both view as 

harmful; parents 

more intensely so. 

7 Data privacy sold 

to betting firms 

-3 -4 +1 8 8 Shared disapproval; 

parents slightly 

stronger. 

8 Schools add 

digital risk 

literacy programs 

+3 +4 -1 6 6 Both support; parents 

slightly more 

enthusiastic. 

9 Influencers 

promote betting 

disguised as 

gameplay 

-4 -5 +1 9 9 Both very negative; 

youth feel betrayed, 

parents fear 

exploitation. 

10 Line between skill 

and chance 

dissolves 

-2 -4 +2 7 7 Youth dislike loss of 

skill; parents see 

moral erosion. 

11 AI detects 

problem gambling 

and intervenes 

+2 +4 -2 5 5 Youth ambivalent 

about “being 
watched”; parents 
welcome protection. 

12 VR/AR 

immersive 

gambling 

environments 

+1 -5 +6 6 6 Youth intrigued by 

immersion; parents 

horrified by realism. 

  



Perception Gap Summary 

Type of Implication Avg. 

Youth 

Score 

Avg. 

Parent 

Score 

Avg. 

Gap 

Interpretation 

Risk/Monetization Trends 

(#1–3, #6–7, #9–10, #12) 

–1.4 –4.7 +3.3 Youth see these as more normal 

or even exciting; parents see 

major harm. 

Protective/Regulatory Trends 

(#4, #8, #11) 

+1.0 +3.7 –2.7 Parents value safeguards more; 

students view them as restrictive. 

Identity & Psychology Trends 

(#5) 

–2.0 –5.0 +3.0 Youth less alarmed by digital 

self-worth measures, though still 

negative. 

Key Insights 

• Largest Gaps: 

o #1 and #12 — Youth enthusiasm (+2, +1) vs. parental alarm (both -5). 

o #3 — Students see “fun” where parents see moral and financial danger. 
• Alignment: 

o #6, #7, #9, #10 — Both groups perceive manipulation and harm. 

o #8, #11 — Shared belief in the value of education and intervention, though 

students are warier of control. 

• Policy Takeaway: 

o Education and ethics messaging must bridge optimism with awareness—
students see empowerment where parents see exploitation. 

 

There are interesting and valuable examples here.  I have facilitated hundreds of 
Implications Wheel explorations, often de-brieƱng results with senior leaders of an 
organization or community.  I have produced dozens of detailed reports.  While all of the 
information is presented as “decision-enhancing information for leaders,” the new 
analysis oƯered by the Scoring GPT oƯers insights for discussion and leadership decision-
making.  The time-saving ability to generate scores from diƯerent points of view is an 
important “value-added” feature.  Normally, in live scoring, there is little time for 
discussion, while the Scoring GPT includes brief explanations for each score. This is a 
valuable addition to the exploration and may be part of the “When the Scouts Return” 
campƱre discussion with leadership. 

  



Bonus: Workplace First-Orders Scoring  

 

# Implication Desirability Likelihood HR Rationale 

13 Employers encounter increased 

attention fragmentation and 

compulsive digital engagement 

among younger employees 

-4 8 Highly undesirable—reduces 

productivity, increases safety risk, and 

demands intervention. Unfortunately, 

already evident in many workplaces. 

14 Workplace wellness programs 

expand to include digital risk and 

gambling literacy 

+4 7 Very desirable—prevention and early 

education align with HR wellness 

objectives. Growing recognition makes 

it increasingly likely. 

15 Recruitment begins screening for 

impulsivity and risk-preference 

indicators 

0 6 Neutral overall—can aid job-fit 

assessment but raises discrimination 

and privacy concerns. Moderate 

adoption likelihood. 

16 HR policies restrict or monitor 

gambling-style applications on 

company networks 

+3 7 Desirable protective measure that 

enhances focus and compliance; 

already seen in some digital-policy 

updates. 

17 Organizations integrate AI-based 

behavioral analytics into employee 

assistance systems 

+2 6 Mildly positive if used ethically; 

supports early intervention. Moderately 

likely but contingent on privacy 

compliance. 

18 Workplace learning platforms adopt 

gamified reward systems modeled 

on gambling mechanics 

-3 7 Undesirable; could backfire by 

fostering addictive behaviors and 

undermining intrinsic motivation. 

19 Corporate compliance faces ethical 

challenges as employees join 

workplace betting pools or 

tokenized competitions 

-4 8 Very undesirable—raises liability and 

reputational risk. High likelihood as 

digital collaboration tools blur 

personal/work boundaries. 

20 Leadership training programs 

address algorithmic persuasion and 

reward conditioning 

+4 6 Very desirable—builds awareness and 

adaptive leadership for digital-native 

workers. Growing but not yet standard. 

21 Financial stress and absenteeism 

increase due to employee gambling 

losses 

-5 8 Extremely undesirable—directly 

affects productivity, morale, and 

benefits costs. Highly likely without 

preventive measures. 

22 Companies adopt gambling-style 

revenue models linking engagement 

to speculative metrics 

-4 6 Negative from HR’s ethical and 
retention standpoint; fosters burnout 

and misaligned incentives. 

23 Ethical codes expand to cover off-

duty online gambling tied to 

company activities 

+3 6 Desirable—clarifies boundaries and 

protects brand integrity; moderately 

likely as policies mature. 

24 Intergenerational workplace tension 

intensifies as older employees 

misinterpret digital norms 

-2 7 Somewhat undesirable; impedes 

cohesion and mentorship but 

manageable through culture initiatives. 

  



VI. Scoring Exercise 

 

In 12 – 2 – 60 Scouting Journey reports, an opportunity to interact with the exploration will 
be included.   

 

This is an exercise frequently conducted with audiences during an 
introduction to the Implications Wheel.  It also introduces participants to 
evaluating the implications of an exploration. 

 

1. Review the “arcs” included earlier in this report. 
 

2. Select a scoring “point-of-view” from the list of suggestions generated by ChatGPT 
or… 

 

3. Point-of-View: 
 

4. Identify, based on the “point-of-view” and your assessment, the three most 
important negative implications and the three most important positive 
implications. 
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