
 
 

What this article is about 

Problem gambling (PG) occurs more often among 
teenagers than adults. PG is repetitive gambling 
behaviour that leads to negative consequences. There 
are many different types of gambling education 
programs that teach people how to make safe 
gambling decisions. Gambling education programs for 
teenagers and young adults are usually designed to 
prevent them from experiencing gambling harms. 
These programs talk about the severe consequences 
of gambling. They are often delivered in schools.  

Research suggests that gambling education programs 
increase teenagers’ gambling knowledge, change their 
attitudes, and reduce their misconceptions about 
gambling. Gambling misconceptions are errors in 
thinking. For example, gamblers may believe that wins 
are more likely after they have lost several times. Or 
they may think they can control gambling outcomes 
even though the outcomes are based on chance.  

Gambling education programs have limited success in 
changing teenagers’ gambling behaviour or 
preventing them from developing PG in the future. 
These programs may be ineffective because teenagers 
do not find them interesting or relevant. Teenagers 
may not relate to or be engaged with the information 
delivered in the programs. 

In this review, the authors provide recommendations 
for how gambling education programs could be 
delivered so they are more effective at changing 
teenagers’ gambling behaviour. They explain why 
education programs should use a cognitive-
developmental framework to teach teenagers about 
gambling misconceptions. 

What was done? 

The authors explored research studies from 
psychology, public health, and educational fields.  

What you need to know 

The authors make four recommendations for how to 
improve gambling education programs for teenagers. 
First, they recommend that gambling education 
programs shift from focusing on explaining the 
negative consequences of gambling to teenagers. 
Instead, programs could explain how and why people 
develop problem gambling (PG). Teenagers may find 
information about PG development more relevant 
and relatable. As such, they may be more engaged 
with the program and learn more about gambling.  

Second, the authors recommend that gambling 
education programs use a cognitive-developmental 
approach to correct teenagers’ misconceptions about 
gambling. People who have misconceptions about 
gambling are more likely to develop gambling 

Why is this article important? 

Problem gambling rates are higher in teenagers 
than adults. Further, gambling education programs 
are not effective at changing teenagers’ gambling 
behaviour. In this article, the authors provide four 
recommendations for delivering gambling 
education programs so that they are more 
effective at changing teenagers’ gambling 
behaviour. This review is intended for researchers 
and problem gambling prevention service 
providers. The recommendations provided in this 
review could be evaluated to confirm whether 
they improve the effectiveness of gambling 
education programs. 
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problems. Evidence suggests that a cognitive 
approach is better than other approaches at 
influencing gambling behaviour. Cognitive-
developmental approaches teach people strategies to 
replace their unhelpful thoughts and beliefs with 
useful ones. Gambling misconceptions may arise 
because of a lack of understanding of specific 
concepts in mathematics. Thus, it is important to 
teach teenagers mathematical concepts related to 
gambling, such as probability and randomness. 

Third, the authors recommend that gambling 
education programs teach teenagers about gambling 
misconceptions first and then teach them gambling 
mathematics. Research suggests that teaching 
teenagers about gambling misconceptions can 
encourage them to rethink their beliefs about 
gambling outcomes. As teenagers rethink their 
beliefs, they may be more willing to accept the 
mathematical concepts that underlie gambling games. 
Some evidence suggests that people who understand 
gambling mathematics may be less likely to develop 
gambling problems. 

Fourth, the authors suggest that gambling education 
programs use technologies to teach teenagers about 
complex mathematical concepts related to gambling. 
Specifically, programs could use computer-generated 
visualizations and animations. Research suggests that 
visual formats help people learn complex science 
concepts. Computer visualizations can also 
demonstrate that gambling losses are inevitable over 
a long period of time. Teenagers who see how 
gambling outcomes play out over time may be less 
likely to be harmed by gambling.   

Who is it intended for? 

Prevention service providers and policy makers could 
use this review for ideas on how to improve gambling 
education programs. Researchers could evaluate 
whether the recommendations provided in this 
review improve the effectiveness of gambling 
education programs. 
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Gambling Research Exchange Ontario (GREO) 

Gambling Research Exchange Ontario (GREO) has 
partnered with the Knowledge Mobilization Unit at 
York University to produce Research Snapshots. GREO 
is an independent knowledge translation and 
exchange organization that aims to eliminate harm 
from gambling. Our goal is to support evidence-
informed decision making in responsible gambling 
policies, standards, and practices. The work we do is 
intended for researchers, policy makers, gambling 
regulators and operators, and treatment and 
prevention service providers.   

Learn more about GREO by visiting greo.ca or emailing 
info@greo.ca. 
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