
 
 

What this article is about 

Online gambling is an easily accessed form of 
gambling. People who wish to gamble online typically 
only need access to the Internet. Age restrictions can 
often be bypassed by clicking a box that asks if the 
user is over the age of 18. This ease of access means 
that adolescents can gamble despite not being of legal 
age. There are also free online games that simulate 
gambling, as well as social casino games which use 
virtual currency. Furthermore, many popular video 
games have features where in-game items can be 
purchased for money. These features of video games 
are thought to introduce elements of gambling to 
underage people. It may make them more familiar 
with and willing to gamble. The aim of this review is to 
examine how age restrictions can best be used in the 
context of online gambling and video gaming. 
Warning messages and other approaches to reduce 
gambling harms in adolescents are also discussed. 

What was done? 

Research related to the use of age restrictions and 
warning labels in adolescent gambling was collected 
in a rapid review process. Seven databases were 
searched for studies related to this topic. The authors 
considered “adolescents” to be people not of legal 
age to gamble. However, they also included articles 
related to young adults (up to age 25). The initial 
search was conducted during two weeks in February 
2020, later additional articles published between 
March and November 2020 were also included for this 
perspective paper. 

What you need to know 

Adolescents are vulnerable to gambling-related 
harms. They often underestimate the consequences 

of gambling and other risk-taking behaviours. Young 
adults (between the ages of 18 and 24) are also at-
risk, as decision-making skills are not fully developed 
by this age. The growing popularity of online gambling 
may increase the risk of developing a gambling 
problem for adolescents and young adults.  

The differences between gambling and video games 
have been blurred. Video games may have features 
that are reminiscent of gambling. It has been 
proposed that these features may normalize or 
encourage gambling in adolescents. Additionally, 
people who play video games in a problematic way 
are more likely to gamble online. It is recommended 
that online gambling companies work towards 

Why is this article important? 

Adolescents can access gambling products via the 
Internet despite not being of legal age to gamble. 
There are also features of popular video games 
that are similar to gambling. There is growing 
concern over how online gambling and video 
gaming affect adolescents. This article is a rapid 
review of research related to online gambling and 
video gaming in adolescents. The aim is to explore 
age restrictions and other approaches that can 
discourage gambling in adolescents and prevent 
gambling-related harms. Several 
recommendations are made. Age restrictions in 
online gambling sites need to be more strictly 
enforced. The use of warning labels and pop-up 
messages may be effective in discouraging 
gambling. Also, gambling advertisements could 
not include any references to adolescents.  
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recognizing and excluding adolescents from using 
these gambling-like features.  

Research that examines the efficacy of age restrictions 
is limited. There is little motivation on the part of 
gambling and video gaming companies to limit the 
reach of their products. It is difficult to enforce age 
restrictions, and they are not effective unless 
stringently enforced. There is not enough being done 
to ensure that adolescents cannot access gambling 
products. One study from Finland found evidence that 
raising the minimum legal age to gamble reduced 
negative consequences of gambling. However, more 
research is required into the long-term effects of 
raising age limits. 

There is little research on the effect of warning labels 
on adolescent gambling. It may be beneficial to 
increase exposure to these types of messages. 
However, some research found that warning labels 
about the odds of winning did not affect gambling 
behaviours. 

Reducing advertisements about online gambling are 
advised. The use of warning messages on gambling 
advertisements and promotions are also 
recommended. Finally, efforts could be made to 
ensure that gambling ads do not target or feature 
adolescents. Large educational campaigns that 
describe the negative consequences of gambling 
could be considered. 

Who is it intended for? 

Policy makers could use this review to identify and 
help remedy issues related to adolescents’ access to 
gambling products. The authors make a number of 
recommendations, including a strict enforcement of 
age limits, the use of warning labels on gambling 
and/or gaming products, education about the harms 
of gambling, and more regulations around the 
advertisement of gambling products.  

Gambling researchers could study the effects of 
raising age limits for gambling. Additionally, more 
research that examines how to best display warning 
labels and the use of pop-up messages to deter 
adolescent gambling is warranted.  
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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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