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The objective of this project is to design,

Online gambling is booming, but needs
innovation to keep users engaged. Quiz-based
gambling combines the thrill of gambling
with trivia, potentially appealing to a wider
audience. Studies show people gamble more

when they see a skill element involved. This house edge and player engagement. It also
format might be particularly interesting for features an online quizzing platform with a
those who enjoy intellectual challenges. "Beat the ChatGPT Challenge," aiming to
However, for the gambling company to make | |create an innovative, engaging, and profitable
money, they need a house edge. gambling experience.

evaluate, and develop quiz-based gambling
models that merge gambling excitement with
intellectual challenges. Using Monte Carlo
simulations, the project ensures a sustainable

We aim to the design a sustainable house
edge quiz gambling model while ensuring
fairness and an enjoyable quizzing experience.
Through Monte Carlo simulations, we
evaluate various probability distribution
models (Tambola, Uniform, Exponential,
Real-world data) to assess their viability. The
"Beat the ChatGPT Challenge" makes the
gameplay interesting. The project also details
the development of a quizzing platform.
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The Tambola model offers a straightforward approach to quiz-based

gambling with a predetermined number of winners and corresponding

fixed prize amounts. We studied the effectiveness of the time limit

factor in regulating winners and winning amounts within this model.
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We employed Monte Carlo simulations to evaluate the Tambola
model's behavior under varying time constraints. By simulating
numerous games with different time Llimits, we observed how the time
factor influences the number of players who successfully answer e
within the allotted time and ultimately become winners. Overall, the S
Tambola model demonstrates the feasibility of a controlled quiz-
based gambling environment with a fixed number of winners.
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The time of response from ChatGPT was recorded and the analysis
i At onmhotolrunds ~elmoutoamnt, 13 oo was carried out. The average time taken by ChatGPT to answer any
(Numbatof Raunde) =4 question was 1.177 seconds. The highest time taken by ChatGPT was
11.054 seconds on the question “Which of the American states
- ~N below does not have part of the Yellow Stone National Park in it?”
Exponential Probabilit ChatGPT was able to answer it correct-Ly. This might be an outlier or
g P y / there might be some issue with the api response server that causes
the delay of the response time.
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/" 1 The next highest time is 3.598 seconds on the question “The ghost of

B F the Roman Emperor Caligula was said to haunt this place.” The
- Y answer given by ChatGPT was incorrect as ChatGPT provided with a
o & more generalized answer and could not give the correct answer. This

shows that the ChatGPT is unable to answer questions that involve

/,/" high precision and in depth analysis of facts.
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This project explored quiz-based gambling, evaluating models for a
fun and profitable online experience. Simulations assessed house

edge and player engagement for various probability models
(Tambola, Uniform, etc.). An "Al Challenge" concept explored user

interaction with Al. We also built a quizzing platform for further
development and testing.

Future work includes refining models for engagement, exploring
: , advanced question design, and implementing platform features like
Cramse M leaderboards and live events. User testing will be crucial for
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