
 
 

What this research is about 

Online gambling allows people to gamble at any time 
and anywhere. Many studies have found that people 
who gamble online have more gambling problems 
than people who gamble offline only. However, 
according to one study, this is because people who 
gamble online tend to be involved in a greater 
number of gambling activities. The aims of this study 
were to investigate changes in gambling from 2013 to 
2019 in Norway and predictors of online gambling. 
This study also explored if online gambling is 
associated with video gaming. In recent years, there 
are concerns that playing video games with elements 
of gambling may increase the interest in gambling. 

What the researchers did 

The researchers used data from three national 
surveys about gaming and gambling problems in 
Norway. The surveys occurred in 2013, 2015, and 
2019. Participants were randomly selected from the 
Norwegian Population Registry and were between the 
ages of 16 and 74. In this study, the researchers only 
focused on those who had gambled in the past 12 
months. In total, there were 15,096 participants.  

The surveys asked participants about the following: 

• Gambling involvement – participants selected 
which gambling activities they played out of 17 
gambling activities. If participants gambled online,  
they were asked if they used desktop computer, 
laptop, tablet, or mobile phone to do so.  

• Gambling problems – Participants completed the 
Problem Gambling Severity Index (PGSI). The 
researchers categorized participants into four 
groups: non-problem gambling, low-risk gambling, 
moderate-risk gambling, and problem gambling.   

• Video gaming – participants were asked if they 
played video games in the past six months. The 
Game Addiction Scale for Adolescents (GASA) was 
used to assess if they had video gaming problems.  

• Sociodemographic characteristics – participants 
reported their marital status, number of children 
in the household, educational level, occupational 
status, and country of birth. In 2013 and 2015, 
participants also provided their gender and age. 
This information was provided by the Norwegian 
Population Registry for the 2019 survey.  

What the researchers found 

Based on the PGSI, about four in five participants 
were considered non-problem gambling. Rates of 
moderate-risk gambling were 3.9% to 4.9% from 2013 
to 2019. Rates of problem gambling were 1.1% to 
2.1%. Less than half of the participants had played 

What you need to know 

This study examined changes in gambling and 
predictors of online gambling in Norway from 
2013 to 2019. The researchers used data from 
three national surveys. They only focused on 
people who had gambled in the past 12 months. 
The results showed that online gambling increased 
from 2013 to 2019, especially on mobile phone. 
Predictors of having ever gambled online and 
frequent online gambling were being male, high 
income, not working full time (e.g., unemployed, 
on disability pension), engaging in more gambling 
activities, and having a gambling problem. Video 
gaming was associated with a greater likelihood of 
having ever gambled online, but not with frequent 
online gambling.  
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video games in the past six months. Over 90% of 
participants did not have video gaming problems. In 
2013, 43.6% of participants had gambled online at 
least once in the past 12 months. This increased to 
48.2% in 2015 and 84.6% in 2019. In 2013, more 
people used a laptop to gamble online. By 2019, 
mobile phone was the most common mode.  

Predictors of online gambling 

Men were more likely than women to have ever 
gambled online and to gamble online frequently (at 
least once per week). Younger people were more 
likely than older people to have ever gambled online. 
People with high school or bachelor’s degree were 
more likely to have ever gambled online than those 
with mandatory school or not completing mandatory 
school. People with three children or more in the 
household were less likely to have ever gambled 
online than those with no children.  

People with higher incomes were more likely to have 
ever gambled online and to gamble online frequently 
than those with the lowest income. Compared to 
people with full-time jobs, those who were not 
working full time (e.g., unemployed, retired, 
homemakers, on disability pension, or on work 
assessment allowance) were more likely to have ever 
gambled online and to gamble online frequently.  

People with low-risk, moderate-risk, and problem 
gambling were more likely to have ever gambled 
online and to gamble online frequently than those 
with non-problem gambling. People who engaged in 
more gambling activities were more likely to have 
ever gambled online and to gamble online frequently. 
People who played video games were more likely to 
have ever gambled online than those who did not. 
But, video game participation was not associated with 
frequent online gambling. Having problems with video 
gaming was not associated with online gambling. 

How you can use this research 

This study can inform gambling providers, regulators, 
and treatment service providers. Responsible 
gambling initiatives can be targeted to people who 
are vulnerable to harm related to online gambling.  
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