
 
 

What this research is about 

Young people under the age of 18 may choose to 
engage in gambling illegally. But some legal gambling 
opportunities also exist for young people in some 
countries. As a result, the prevalence rates of youth 
gambling are quite high.  

In the UK, there are a number of gambling products 
that youth can engage with legally. For example, slot 
machines known as ‘category D fruit machines’ are 
legal for any age. They are usually located in 
amusement centres and seaside resorts. Machines 
like ‘coin push’ and ‘crane grab’ are also legal for any 
age. With a coin push machine, a child can insert their 
coin to see how many other coins may fall as a result 
of their coin pushing the other ones out of the ledge. 
Any coins falling down can be collected as their win. 
With a crane grab, a child can insert their money and 
move a crane to pick up a plush toy or other prizes. 
However, the crane usually drops the toy right before 
reaching the collection tray. This makes it similar to 
the ‘near-miss’ effect of slot machines. However, 
crane grab machines differ from other gambling 
products in that they do not give out monetary wins. 
The UK also has two gambling products for those who 
are 16 years of age or older: The National Lottery and 
National Lottery scratchcards. 

A question remains whether engagement with these 
gambling products during childhood is linked to adult 
gambling problems. The researchers found only one 
past study that examined this link. The goal of this 
research is to add to previous literature by exploring 
this link in people who recalled the use of these legal 
gambling products as youth and their level of 
gambling problems presently.  

What the researchers did 

The researchers recruited 1,057 UK adult gamblers 
between the ages of 18 and 40. All participants were 
born in the UK and had gambled online. Participants 
completed an online survey with three blocks of 
questions in random order. They recalled their use of 
legal gambling products during childhood and 
adolescence, answered the Problem Gambling 
Severity Index (PGSI), and provided demographics.  

The researchers focused on the legal use of five 
gambling products: category D fruit machines, coin 
push machines, crane grab machines, the National 
Lottery, and National Lottery scratchcards. For each 
product, the researchers presented to the 
participants a photo and a description. Participants 
recalled how often they used each product when they 
were young (between 16 and 17 for the lottery and 
scratch cards, and under 18 for the other products).  

What you need to know 

This research examined whether there was a link 
between recalled engagement with legal gambling 
products for youth and gambling problems as an 
adult. The researchers recruited 1057 UK adult 
gamblers to complete an online survey. Results 
revealed that the two most recalled gambling 
activities included coin push and crane grab 
machines. The least recalled activity was category 
D fruit machines, although 50% of participants 
recalled playing on those machines as a child. 
Overall, the more often participants recalled using 
these products, the higher was their risk of having 
gambling problems as an adult. 
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What the researchers found 

Results showed that 7.6% of the participants were 
experiencing problem gambling according to the 
PGSI. Almost everyone recalled using coin push 
(96.6%) and crane grab (93.8%) machines. The 
majority also recalled playing the National Lottery 
(71.6%) and National Lottery scratchcards (68.5%). 
Participants were least likely to recall using category 
D fruit machines (50.9%).  

The more often participants recalled engagement 
with crane grab machines, coin push machines, 
category D fruit machines, the National Lottery, and 
National Lottery scratch cards, the higher the risk was 
for them to experience gambling problems as an 
adult. Recalled use of category D fruit machines had 
the strongest association with adult gambling 
problems. This was followed by scratch cards.  

Overall, results revealed that higher level of recalled 
use of legal gambling products when under the age of 
18 was linked to higher risk for developing gambling 
problems as an adult.  

How you can use this research 

This research could be used by policy makers, service 
providers, and researchers. Policy makers could 
change the law with respect to legal gambling 
products for youth. The UK government has recently 
proposed increasing the legal age for National Lottery 
scratch cards to 18. Similar considerations could be 
given to other gambling products. Service providers 
could develop prevention (educational) programs at 
schools to address the effects of gambling during 
childhood and adolescence on adult lives. Future 
studies could examine this link using longitudinal 
data, which would follow a group of youth to 
adulthood.  
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About Gambling Research Exchange (GREO) 

Gambling Research Exchange (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 safer 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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