Do video games lead to
gambling?
What this research is about
Gambling and video games are rapidly
developing. Many online venues even offer access to
both. Continuous involvement in either of these
activities can lead to harm. Examples of harm include
lost finances and stress in personal relationships.
However, little is known about the relationship
between problem gambling and video gaming. The
aim of this study was to explore the direction of this
relationship to determine if one activity leads to the
other.
What the researchers did
Participants included 4,601 residents of Norway. Their
ages ranged from 16 to 74 years. All participants had
played video games during the past 6 months or had
gambled during the past year.
In 2013 and 2015 the participants completed
measures that assessed the severity of their video
gaming and gambling involvement. Comparisons
were made between the 2 sampling years.
What the researchers found
Overall, participants reported low involvement in
video gaming and gambling. Their level of
involvement did not change much over 2 years. Men
were more likely to report gambling during both years
of study. They were also more likely to report video
gaming. However, this was only true during the first
year of the study. Younger participants also reported
more severe involvement in video gaming and
gambling. Finally, playing video games was identified
as a risk factor for problem gambling. Problem
gambling, however, was not a risk factor for problem
video gaming.

What you need to know
This study examined participant’s video gaming
and gambling involvement over 2 years. The
findings suggest that their involvement in either
activity did not change much overtime. Playing
video games was identified as a risk factor for
problem gambling. Problem gambling was not
found to be a risk factor for video gaming.
Researchers could explore this relationship further
by conducting longitudinal studies.
How you can use this research
Gambling prevention and treatment providers could
consider video gaming when screening for problem
gambling. Researchers could also continue to study
the longitudinal impact that gambling and video
gaming have on one another.
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