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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, specifically 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 first 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 “first-orders” and “arcs,” 
resulting in over 300 specific implications.  Examples on the website include five 
completed “arcs” with Desirability and Likelihood scoring.  For these “12 - 2 - 60” 
Scouting Journeys, Chat GPTs, 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 “first-order” implications (with some “experimental” alternatives). 
• Based on the selection of one “positive” and one “negative” first-order implication, 

generate a complete “arc” containing five “second-order” implications and five 
“third-order” implications for each “second-order” (An “arc” with 31 implications). 

• Suggest several possible “points-of-view” for scoring. 

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



I.  Create a “Center” 

Evaluate the possible implications of the continuing growth, challenges, and newest trends 
and innovations related to youth engaging in online sports betting. 

 

 

Background on Youth and Online Sports Betting 

1. Rapid Market Expansion: 

Online sports betting has seen exponential growth due to technological advances, 
legalization trends, mobile access, and aggressive marketing. Youth—particularly males 
aged 15–24—are increasingly targeted through gamified interfaces, sports influencer 
promotions, and social media integration. 

2. Accessibility and Anonymity: 

Unlike traditional gambling, online platforms offer 24/7 access with minimal regulatory 
friction. Young users often bypass age restrictions using fake IDs or shared accounts. 

3. Cognitive and Developmental Vulnerability: 

Adolescents and young adults are more susceptible to impulsive decision-making and 
addictive behaviors due to ongoing brain development, particularly in regions responsible 
for risk evaluation and self-regulation. 

4. Regulatory and Ethical Dilemmas: 
Governments and platforms are struggling to balance economic incentives with rising 
public health concerns. Regulation is often patchy, reactive, or under-resourced, especially 
when it comes to cross-border digital operations. 

5. Emerging Trends and Innovations: 

• Micro-betting (wagering on small, real-time game events) increases engagement 
and risk. 

• Cryptocurrency integration allows semi-anonymous transactions. 

• Machine learning algorithms optimize user engagement, potentially exacerbating 
addictive behavior. 

• Esports betting and fantasy sports are drawing younger, tech-native demographics. 



6. Challenges and Controversies: 

• Underage access and lack of identity verification. 

• Normalization through mainstream sports and celebrity endorsements. 

• Mental health crises linked to financial loss, addiction, and social isolation. 

• Insufficient education on gambling harms in school curricula. 

  



II. Generate “First-Order” Implications 

What are the possible implications of the continuing growth, challenges, and newest 
trends and innovations related to youth engaging in online sports betting? 

 

Here are first-order implications of the continuing growth, challenges, and emerging trends 
and innovations surrounding youth engagement in online sports betting: 

 

1. One possibility is increased revenue volatility for online sportsbooks due to the high 
churn rates and inconsistent betting patterns associated with youthful, impulsive users. 

2. One possibility is the emergence of adolescent-specific gambling addiction treatment 
services within public and private mental health sectors, reflecting rising clinical demand. 

3. One possibility is the erosion of traditional sports integrity due to increased 
susceptibility of young bettors to engage in match-fixing or insider exploitation via peer 
networks. 

4. One possibility is the accelerated development of AI-powered behavioral risk analytics 
by betting platforms, ostensibly for harm reduction, but potentially also used to deepen 
engagement among at-risk youth. 

5. One possibility is the normalization of gambling behaviors within digital youth culture, 
particularly through memes, influencer content, and esports affiliations, shifting peer group 
norms around risk and money. 

6. One possibility is backlash-driven legislative crackdowns introducing age-gating 
technology, advertisement bans during live sports, and legal penalties for platforms 
enabling underage betting. 

7. One possibility is the proliferation of underground or decentralized betting ecosystems 
using blockchain to evade national gambling restrictions, disproportionately attracting 
tech-savvy youth. 

8. One possibility is deteriorating academic performance and educational engagement 
among high school and university students due to chronic betting-related distractions and 
financial stress. 



9. One possibility is a rise in financial product innovation targeted at recovering youth 
losses, such as microloans or "gambling recovery" fintech tools—creating new ethical and 
regulatory grey zones. 

10. One possibility is reputational damage to professional sports leagues that permit or 
promote betting partnerships, especially in light of youth-related harm revelations. 

11. One possibility is increased intergenerational tensions within families as parents 
struggle to understand and manage their children's digital betting behaviors, leading to 
family system strain. 

12. One possibility is the co-opting of educational and mental health institutions by 
betting operators through “responsible gambling” campaigns that subtly reinforce platform 
legitimacy. 

 

Prompt: Let’s look at this from the point of view of teenagers. 

ChatGPT said: 

Excellent. Viewing this phenomenon from the Point of View of Teenagers, we’ll explore 
implications that reflect their motivations, constraints, values, and lived realities. Here are 
direct, first-order implications of online sports betting growth, trends, and challenges as 
they may manifest for youth themselves: 

 

1. One possibility is the gamification of betting blurs the distinction between 
entertainment and financial risk, causing teenagers to conflate gambling with skill-based 
play. 

2. One possibility is increased peer status associated with betting knowledge and wins, 
creating microcultures of informal expertise and hierarchies based on perceived risk 
mastery. 

3. One possibility is exposure to volatile emotional cycles—rapid wins and losses—
contributes to mood instability and emotional dysregulation during key developmental 
stages. 

4. One possibility is teenagers begin to use gambling wins as a primary source of income, 
especially in economically precarious settings, reinforcing precarity with illusionary 
financial autonomy. 



5. One possibility is digital identity formation becomes entangled with betting platforms, 
particularly as teens use avatars, leaderboards, and shareable wins to perform social 
capital online. 

6. One possibility is adolescents experience increased anxiety related to hiding their 
gambling activity from parents, educators, or authority figures, intensifying secrecy and 
isolation. 

7. One possibility is false perceptions of control emerge due to algorithmic design that 
simulates predictability, leading teens to believe betting success can be reliably replicated. 

8. One possibility is casual exposure to cryptocurrency through betting platforms creates 
premature confidence in high-risk, decentralized financial systems without foundational 
literacy. 

9. One possibility is a growing distrust of adult-led narratives around gambling harm, as 
teenagers perceive those warnings as out of touch with their personalized, digital-native 
experiences. 

10. One possibility is the formation of betting-related trauma narratives among teens, 
including financial loss, relational breakdown, and compulsive behavior, shaping early 
adult identity and worldview. 

11. One possibility is teenagers begin to associate specific sports, teams, or players not 
with athletic excellence but with betting performance, altering how they engage with 
fandom. 

12. One possibility is that educational disengagement intensifies among youth who 
mentally prioritize betting outcomes over academic achievement due to real-time 
engagement and dopamine feedback loops. 

 

  



III. Generate “Second- and Third-order” Implications 

Note:  One “positive” and one “negative” first-order was selected from the original ChatGPT 
first-orders AND then from the second set generated from the “teenage” point-of-view.) 

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 editing for these implications was done to increase clarity and 
compliance with Implications Wheel rules for specificity. For example, words like “will,” 
“may,” and “might” have been deleted because all implications are presumed to be 
preceded by: “One possibility is…” 



Youth Engaging in Online Sports
Gambling

4.1.1
Betting sessions

become significantly
longer as emotional
triggers are used to

sustain
engagemen

t

4.1.2
Digital consent

frameworks are questioned,
especially regarding

minors’ capacity to opt into
emotionally

manipulative
algorithms

4.1.3
Some youth develop

higher digital self-
awareness, using emotion

tracking to monitor and
resist unhealthy

habits

4.1.4
Regulatory scrutiny
intensifies around AI

“empathy modeling” as
a form of

psychological
exploitation

4.1.5
Competing platforms

without AI profiling lose
market share,

consolidating power
among tech-

advanced
operator

s

4.2.1
Public awareness

campaigns significantly
increase youth literacy

around algorithmic
manipulation

4.1
Betting platforms

increasingly use real-
time emotional profiling

to personalize bets
and offers for
youth users

4.2.2
: Platforms establish
“youth ethics boards”

as a PR response, with
limited real authority

or impact

4.2.3
Youth activists use

AI-generated data logs
to document personal
harms, fueling lawsuits

and policy debates
4.2.4

Governments impose
mandatory third-party

audits of betting
algorithms, but

enforcement proves
inconsistent

4.2.5
Some schools ban

students from participating
in sports tied to gambling
sponsorships, fracturing

sports culture

4.3.1
Relapse rates

increase significantly,
undermining the

efforts of recovery
communities

4.2
Schools and youth

advocacy groups demand
algorithmic transparency
and digital harm audits
from betting platforms

4.3.2
"Digital relapse loops"
become a recognized

harm pattern, leading to
inclusion in clinical

diagnostic
frameworks

4.3.3
Some platforms

face civil suits for
knowingly re-targeting
vulnerable ex-users

with relapse
stimuli

4.3.4
App stores and
browsers start

labeling platforms
with psychological

hazard scores

4.3.5
A small number of
startups emerge

offering AI-powered
relapse blockers as

protective tools

4.4.1
Advertisements
become hyper-

personalized, with tone
and content dynamically

adjusted to a youth’s
emotional state

4.3
AI systems begin to

predict when youth are
most likely to relapse

after quitting, triggering
re-engagement

nudges

4.4.2
Legislative

frameworks redefine
such targeting as “digital

grooming,” prompting
criminal

investigations

4.4.3
Some advertisers
divest from betting

partnerships to avoid
association with
exploitative AI

scoring

4.4.4
A new black market
for vulnerability data

emerges, appealing to
less regulated

gambling
operators

4.4.5
Select platforms

voluntarily implement “red
zones” where no

marketing is triggered if
risk scores exceed a

threshold

4.5.1
Youth trust in

mental health support
significantly erodes
when tied to profit-

driven platforms

4.4
Betting platforms use
risk analytics to create

internal “youth
vulnerability scores” to

guide marketing
intensity

4.5.2
Some users

experience genuine
improvement through

micro-interventions like
mood journaling or

sleep nudges

4.5.3
Therapists report

confusion as youth
clients blur the lines
between care and

manipulation in
digital spaces

4.5.4
Mental health apps
adopt features from
betting platforms,

gamifying recovery in
ways that draw

criticism

4.5.5
Universities pilot

joint support programs
combining addiction
treatment with tech
literacy education

4.5
Mental health tech

firms begin partnering
with betting platforms
to offer “in-app well-

being
intervention

s.”

4
Accelerated

development of AI-
powered behavioral risk

analytics by betting
platforms, ostensibly

for harm
reduction

page 4 of 24



Youth Engaging in Online Sports
Gambling

5.1.1
Youth who don’t

gamble feel socially
excluded or out of

sync with peer
discourse online

5.1.2
Linguists and

sociologists begin
analyzing gambling-speak

as an emergent youth
vernacular with real

cultural influence

5.1.3
Teachers and parents
struggle to understand

coded language,
increasing the

generational gap in
media literacy

5.1.4
A subset of youth

creators parody gambling
culture, producing satirical

content that sparks
critical reflection

5.1.5
Marketers

increasingly use this
dialect in ads,
reinforcing its

legitimacy as part of
youth identity

5.2.1
Platforms reward

high-performing gambling
influencers with

monetization tools,
accelerating visibility

and influence

5.1
Gambling slang and

emojis become embedded
in youth digital language
and humor, creating a

shared subcultural
dialect

5.2.2
Critics push for

influencer accountability
laws, citing

disproportionate
impact on underage

audiences

5.2.3
Some influencers

pivot to “gambling harm
awareness” content after

facing backlash, but
retain audience

through personal
storytelli

ng

5.2.4
Social media

algorithms begin clustering
gambling content with
general entertainment,
weakening age-based

firewalls

5.2.5
A minority of

influencers collaborate
with educators to launch

counter-narratives
around financial
literacy and risk

5.3.1
Online watch parties
for esports integrate

live betting interfaces,
creating immersive,

high-stakes
environmen

ts

5.2
Influencers who

promote gambling rise in
youth status hierarchies,
becoming aspirational

figures in digital
spaces

5.3.2
Esports teams sign

sponsorship deals with
betting companies,

normalizing gambling
through brand

affiliation

5.3.3
Some youth esports

leagues introduce age-
gating or refuse betting

sponsors, sparking
debates about ethics

vs. revenue

5.3.4
A subgenre of esports
commentary emerges

focusing on betting odds
and outcomes rather

than gameplay
analysis

5.3.5
Betting outcomes

begin influencing how
teen fans support or

criticize players,
undermining the spirit

of sportsmanship

5.4.1
Social cohesion

increases among youth
involved in shared

betting rituals,
reinforcing group

identity

5.3
Esports betting

becomes a mainstream
social activity for teens,
blurring lines between

fandom and
gambling

5.4.2
Conflicts arise within
groups over losses,

creating micro-drama
cycles that mirror
addictive social

dynamics

5.4.3
Platforms begin

policing group chats and
hashtags associated with

betting coordination,
sparking freedom of

speech debates

5.4.4
Group administrators

face pressure to moderate
or disband communities

after members suffer
severe gambling

losses

5.4.5
Some youth-led

groups evolve into peer
support networks, using
their community bonds

to promote harm
reduction
strategie

s

5.5.1
Youth begin crafting

“betting highlight reels”
for platforms like TikTok

and Instagram,
gamifying identity

expression

5.4
Peer-based betting

groups form on social
platforms, with teens
coordinating bets and

celebrating wins
communally

5.5.2
Loss-related content

gives rise to new forms
of performative
vulnerability and

internet clout

5.5.3
Digital mental health

professionals see a rise in
self-worth issues linked to

online performance of
gambling success

5.5.4
Schools and youth

organizations struggle
to address the

normalization of risk-
based identity

metrics

5.5.5
Some platforms

create “gambling mode
off” options that

suppress such content
from feeds and
discovery tools

5.5
Gambling becomes a

normalized part of digital
identity construction, with
betting wins and losses

featured in content
and bios

5
Normalization of

gambling behaviors within
digital youth culture,
particularly through
memes, influencer

content, and esports
affiliations
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Youth Engaging in Online Sports
Gambling

14.1.1
Peer followers

begin copying betting
strategies, fostering

imitation over
critical thinking

14.1.2
Some teens gain early

entrepreneurial
confidence, using betting
knowledge to sell tips or

start Discord-based
“consulting.”

14.1.3
Jealousy and status

envy drive social
conflict, including

bullying, exclusion, or
sabotage among

peers

14.1.4
Teachers notice

classroom distractions
as betting influencers

draw attention
during school

hours

14.1.5
A handful of students

monetize betting-related
fame into influencer

partnerships, normalizing
gambling visibility on

mainstream youth
platforms

14.2.1
Digital slang (“lock of

the day,” “units,” “green
screen”) becomes

culturally embedded
among teen
subgroups

14.1
Teens with

consistent betting
success become digital

micro-influencers in
their social groups

or schools

14.2.2
Linguistic

anthropologists begin
documenting this

emergent betting dialect
as a new form of

youth self-
expressi

on

14.2.3
Parents and

educators misunderstand
or miss signals entirely,

widening communication
gaps on risk behavior

14.2.4
Platforms capitalize
on the slang trend,
integrating it into

promotional language
and algorithmic

tagging

14.2.5
A small number of

creators repurpose the
slang for harm

awareness campaigns,
flipping it into satire

or critique

14.3.1
Youth post

exaggerated or
fabricated wins to boost

reputation, creating
performative risk

culture

14.2
A new youth lexicon

develops around betting
success, complete with

coded references,
emojis, and memes

14.3.2
Online dares and
challenges around
betting escalate,

pushing some teens
into financial harm

for status

14.3.3
Digital counseling

services see an uptick
in referrals related to

reputation-based
gambling
pressure

14.3.4
Some platforms

introduce “risk score”
visibility features,

gamifying risk tolerance
as a competitive

metric

14.3.5
Youth who resist risk-

based hierarchies form
alternative peer groups
that prioritize skepticism

and emotional safety

14.4.1
Some youth

experience genuine
cognitive growth from

learning odds,
analytics, and game

theory

14.3
Youth social status

becomes increasingly tied
to risk-taking bravado,
especially around high-

stakes bets and
public wins

14.4.2
Risk of misinformation

spreads quickly,
especially when “intel” is
based on superstition,
rumors, or unverified

sources

14.4.3
Betting success

becomes a proxy for
intelligence, skewing
academic self-image

among some
students

14.4.4
Teachers find it

difficult to redirect
students’ intellectual

curiosity toward
formal education

channels

14.4.5
Educational startups

begin gamifying financial
and probabilistic literacy
to redirect engagement

more constructively

14.5.1
Mental health

providers report
increased anxiety and
identity issues linked to

betting-based social
comparison

14.4
Peer knowledge-

sharing networks form
around “betting intel,”

functioning like informal
mentorship or
apprenticeship

models

14.5.2
Youth internalize

losses as personal
failures, leading to

secrecy, denial, and
deeper debt

cycles

14.5.3
Some develop

compulsive gambling
behaviors not for thrill,
but to restore social

credibility

14.5.4
A few countercultures

emerge promoting “non-
betting pride,” reclaiming

status through digital
minimalism or humor 14.5.5

Schools and platforms
launch peer-led resilience
programs to help students

deconstruct harmful
social dynamics

14.5
Losers in these social
hierarchies often feel
shame, exclusion, or

pressure to take bigger
risks to “prove”

themselves

14
Increased peer status
associated with betting
knowledge and wins,

creating microcultures of
expertise and hierarchies

based on perceived
risk mastery
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Youth Engaging in Online Sports
Gambling

21.1.1
Satirical content on

platforms like TikTok
goes viral, using humor

to ridicule adult fear-
based messaging

21.1.2
Some educators

respond by co-designing
curriculum with students

to make prevention
more relevant

21.1.3
Government

campaigns adapt by
recruiting teen

influencers, raising
questions about
authenticity and

tokenism

21.1.4
Youth forums

generate their own
“underground guides” to

gambling risks, often
more realistic and

nuanced

21.1.5
A divide grows

between youth and
institutional messaging,
reducing the credibility
of all adult-led digital

safety campaigns

21.2.1
Some teens adopt

harm reduction mindsets
drawn from other
subcultures (e.g.,
vaping, crypto, or

gaming)

21.1
Youth begin mocking

public service
announcements and school

presentations, viewing
them as disconnected

from real digital
behavior

21.2.2
Online youth

communities generate
their own slang for risk

categories, such as “soft
bet,” “rage stake,” or

“black spiral.”

21.2.3
Therapists and

prevention specialists
struggle to catch up with

these evolving
vocabularies and
framing models21.2.4

Youth-designed
gambling literacy games
emerge, competing with

state-sponsored
educational tools

21.2.5
Misunderstandings
between youth and
professionals widen
unless new cross-

generational bridges
are built

21.3.1
Interactive

documentaries, choose-
your-own-path stories,

and gamified simulations
become common
prevention tools

21.2
Teenagers develop

alternative frameworks
for understanding

gambling risk based
on lived digital
experiences

21.3.2
Some efforts

backfire, appearing
patronizing or co-opted

by corporate design
aesthetics

21.3.3
A few genuine

collaborations between
teens and public health

experts produce
impactful campaigns

with viral reach

21.3.4
Trust is partially

restored in spaces
where youth have
creative control or

narrative
ownership

21.3.5
Influencer-led

initiatives begin to replace
institutional voices entirely

as primary sources of
prevention messaging

21.4.1
Youth-produced

video essays, memes,
and short films explore
gambling harm through

personal lens and
social critique

21.3
Institutional actors try
to regain trust through
more interactive and

media-savvy outreach
efforts

21.4.2
A teen-led digital zine
movement emerges

around gambling realism,
critical media literacy,
and capitalist critique

21.4.3
Activists resist

platform censorship by
using coded language

and metaphors to
critique gambling

21.4.4
Some youth skeptics
gain recognition as

public intellectuals or
advocates on digital

safety panels

21.4.5
Intergenerational

alliances form around
shared values (e.g., anti-
exploitation), bypassing

traditional authority
structures

21.5.1
Youth disengage

from digital citizenship
programs, believing
them to be naïve or

hypocritical

21.4
Some teens

become vocal gambling
skeptics, but reject
adult narratives in
favor of peer-led

storytelling

21.5.2
Online movements

grow around
“decentralized wisdom,”
privileging peer review

over expert
consensus

21.5.3
Some teens adopt

techno-libertarian views,
opposing regulation

altogether and equating
control with
oppression

21.5.4
Education systems
grapple with how to

teach media skepticism
without fueling

nihilism or
disinformati

on

21.5.5
A new genre of

digital civics emerges,
focused on peer

governance, mutual
accountability, and

collective care

21.5
Mistrust spills over

into other domains of
digital regulation,
undermining adult
credibility in tech

governance

21
Growing distrust of

adult-led narratives around
gambling harm, as

teenagers perceive those
warnings as out of

touch with
experiences
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IV. Identify Scoring Possibilities 

The Implications Wheel features scoring for desirability and likelihood from a specified 
"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 affected by or interested in the 
exploration. Here are some possible perspectives: 

    Societal Points of View 

1. Teenagers  

Focuses on identity, risk behavior, peer pressure, emotional impacts, and digital 

literacy. 

2. Parents and Families 

Looks at implications through the lens of family dynamics, supervision struggles, 

trust erosion, and emotional strain. 

3. Educators and Schools 

Considers impacts on academic focus, school discipline, social interactions, and 

curriculum needs for digital and financial literacy. 

4. Mental Health Professionals 

Evaluates implications around diagnosis, treatment trends, service demand, and 

youth-specific addiction patterns. 

5. Policy Makers / Regulators 

Scores implications based on legislative urgency, enforceability, public health 

ethics, and cost-benefit analysis of interventions. 

     Economic Points of View 

6. Online Sports Betting Industry 

Scores implications based on revenue, user acquisition, brand risk, and long-term 

regulatory viability. 



7. Youth as Emerging Economic Agents 

Focuses on the economic precarity, consumption habits, and entrepreneurial spin-

offs (e.g., crypto use, side hustles). 

8. Insurance and Financial Sectors 

Evaluates from the lens of financial risk modeling, fintech innovation, debt 

exposure, and youth default rates. 

 

   Ethical & Cultural Points of View 

9. Digital Rights Advocates / Tech Ethics 

Looks at autonomy, algorithmic manipulation, and rights to online safety and 

informed choice. 

10. Sports Fans and Cultural Purists 

Considers how betting disrupts the traditional meanings of sport, fandom, and 

collective rituals. 

 

   Broader Systemic Points of View 

11. Global Public Health Organizations 

Evaluates large-scale patterns of addiction, youth development, international 

cooperation needs, and prevention strategies. 

12. Tech and Data Ethics Communities 

Focuses on how data-driven engagement systems intersect with minors' cognitive 

vulnerabilities. 

 

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-offs and conflicts among 
different stakeholders. Each perspective will prioritize certain outcomes differently, 
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 the Chat GPT 
could score implications from a specified point-of-view.  Different scoring views and examples were 
also part of the February and March 12-2-60 Reports. 



V.  Scoring 

For this 12-2-60 report, the Implications Scorer GPT was asked to score the 24 “first-order” 
implications from three different “points of view:” Teenagers, Parents, and Sportsbooks. 

The Implications Wheel Scoring for “Desirability” (D) is from +5 to -5 and for “Likelihood” (L) 
from 1 to 9. 
 

Scoring Summary: First-Order Implications 

# Implication 
Summary 

Teen 
D 

Teen 
L 

Parent 
D 

Parent 
L 

Sportsbook 
D 

Sportsbook 
L 

1 
Volatile sportsbook 
revenue 

+1 7 +1 7 -2 7 

2 
Youth addiction 
services emerge 

+3 6 +5 6 -1 6 

3 
Sports integrity 
erodes  

-3 4 -4 4 -4 4 

4 
AI behavioral 
tracking 

-2 8 -3 8 +4 8 

5 

Gambling is 
normalized in youth 
culture 

+2 9 -5 9 +5 9 

6 

Legislative 
crackdowns on 
platforms 

-3 6 +4 6 -5 6 

7 
Underground crypto 
betting rises 

+2 5 -4 5 -3 5 

8 
Academic 
disengagement 

-4 7 -5 7 0 7 

9 
Fintech tools to 
recover losses 

+1 6 0 6 +1 6 

10 
League reputation 
suffers 

-1 5 +1 5 -3 5 



11 
Family conflict over 
gambling 

-4 8 -5 8 -2 8 

12 

“Responsible 
gambling” 
campaigns 

-2 7 -3 7 +3 7 

13 
Gamification of 
gambling 

+3 9 -4 9 +5 9 

14 
Peer status from 
betting knowledge 

+2 8 -3 8 +4 8 

15 
Emotional volatility 
from betting 

-3 8 -5 8 +2 8 

16 
Gambling as primary 
income 

-2 5 -5 5 0 5 

17 
Digital identity linked 
to betting 

-1 7 -4 7 +3 7 

18 
Anxiety and secrecy 
around gambling 

-4 8 -5 8 -2 8 

19 
False perception of 
control 

-3 7 -4 7 +2 7 

20 
Early crypto 
exposure via betting 

+2 6 -3 6 +3 6 

21 
Teens distrust anti-
gambling adults 

-1 7 -4 7 +1 7 

22 
Gambling trauma in 
youth 

-5 6 -50 6 -50 6 

23 
Fandom becomes 
betting-focused 

-2 7 -3 7 +4 7 

24 

School 
disengagement 
intensifies 

-4 8 -5 8 -3 8 

 

There are several interesting observations here, particularly differences in the “Teenage vs. 
Parents vs. Sportsbook “points-of-view.”  This is a valuable component to an exploration 
and part of the “When the Scouts Return” campfire discussion with leadership. 



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 four “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. 

  



VII. Special Reports 

This topic was chosen for the April 12-2-60 Report series for several reasons including 
multiple strategic explorations on gambling issues and particularly: 

• A presentation at the WCPG 2025 Annual Conference. 
• A WCPG Webinar on Sports Gambling 

• A Special Paradigm Parables report on “Online Sports Gambling and Online 
Gaming” 

 

These presentations and reports are available at hr-tracks.com 

 



 The Implications Wheel® will give 
you a substantial advantage in 

finding, recognizing, and securing 
your future.

Joel Barker

A 12 - 2 - 60
Scouting Journey

Report #25-05

What are the possible implications of 
the emerging trend and identified issue 
of an AI Skills Gap and Digital Divide?



This report compares an exploration developed by I-Wheel 
facilitators to the same topic explored by ChatGPT. 

Key observations include the identification of identical and 
similar implications plus the need to actively “facilitate” the 
work of ChatGPT. 

 
This special publication contains  
multiple examples of paradigms, 
paradigm shifts, and applications 
of the paradigm curve.

There are six Chat “GPTs” developed and trained based on Joel Barker’s Strategic Exploration Tools.

This special publication contains  
experiments and examples of how 
ChatGPT works with Joel’s Strategic 
Exploration tools.

 
SCAN TO REQUEST
MORE INFORMATION!


