
 

 

 

 
 

 
RESEARCH QUESTIONS 

Is video-game playing a risk factor for pathological 
gambling in Australian adolescents? If so, is video-
game play related only to electronic gambling or to all 
gambling behaviours? 
 
PURPOSE 

Although the legal gambling age in many countries 
including Australia is 18 years, approximately 50–
60% of young people aged 15–17 years gamble at 
least once per year, and 3–4% experience many of 
the symptoms of pathological gambling. The recent 
convergence of gambling and digital media, including 
gambling on cell phones and personal computers, has 
led researchers to investigate the potential 
association between gambling and video-game 
playing among adolescents. Video-games and 
gambling share many characteristics, including 
interaction between player and technology, a variable 
reinforcement pattern, the accumulation of points, 
credits, or money, and the goal to remain at the 
machine for as long as possible without losing. The 
current study investigated the association between 
video-game play and adolescent gambling in a large 
sample of Australian adolescents. 
 
HYPOTHESIS 

Pathological gambling will be positively associated 
with a greater involvement in video-game playing. 
Video-gaming will be related to gambling in general, 
not just gambling using electronic gaming machines. 
 
PARTICIPANTS 

Participants were 2,669 Australian students (51% 
male, average age = 15 years). Participants were 
recruited from 6 co-educational Australian high 
schools. 
 
PROCEDURE  

Self-report questionnaires of video-game play and 
gambling-related behaviours and problems were 
administered by teachers in classes at 6 high schools 
in Australia.  
 
 

 
MAIN OUTCOME MEASURES 

Gambling habits were assessed via self-report of how 
often participants had engaged in several gambling 
activities in the past 12 months. Responses were 
scored on a five-point scale ranging from 1 = ‘never’ 
to 5 = ‘weekly or more often.’ Pathological and at-risk 
gambling was assessed using the DSM-IV-J criteria 
which is used to distinguish between pathological and 
non-pathological adolescent gamblers. Video-game 
playing was assessed via self-report of how often they 
played different types of video-games on a five-point 
scale ranging from ‘never’ to ‘daily.’ Participants were 
also asked to indicate how many hours they usually 
played each type of game. 
 
KEY RESULTS 

The majority of participants (56%) had gambled in the 
past 12 months, and male participants were more 
likely to have gambled in the past 12 months than 
female participants. Approximately 2% of the sample 
was classified as pathological gamblers, and 
approximately 6% of the sample was classified as at-
risk gamblers. Male participants were much more 
likely to play video-games than were female 
participants. As predicted, pathological and at-risk 
gamblers were more likely to play video-games than 
those not at risk. As predicted, the frequency of 
various forms of video-game play was not uniquely 
related to any particular type of gambling (e.g., 
electronic gambling machines). However, after 
statistically controlling for gender, the relationship 
between gambling and video-game playing became 
very small.  

 
LIMITATIONS 

This study relied entirely on self-report measures. It is 
possible that participants may not have provided 
accurate assessments of their own behaviour. In 
addition, the design of the study was cross-sectional. 
Therefore, results can only be used to examine 
associations between behaviours at one point in time, 
and cannot provide insight into the development of 
behavioural patterns. 
 
CONCLUSIONS 
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The results of this study suggest that there is an 
association between all forms of gambling and video-
game playing. However, this relationship may be due 
to the fact that boys are much more likely than girls to 
gamble and to play video-games. It is possible that 
there may be factors that contribute to boys’ greater 
participation in gambling and video-game play. For 
example, gambling and playing video-games may 
both fulfill similar motivations, such as providing the 
opportunity to test one’s skills. Another possibility is 

that those who gamble and play video-games share 
certain features such as less parental supervision at 
home, more disposable income, or peers who engage 
in these activities. Future research could further 
examine the connection between gambling and video-
game playing. 
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