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PUBLISHED RESEARCH SNAPSHOTS 

 

The following is a list of research and report summaries that GREO published in October 2020 in the 

Research Snapshot programme supporting the Gambling Commission’s National Strategy to Reduce 

Gambling Harms. Snapshots are organised below according to topics in the National Strategy, and 

other priorities indicated by the Gambling Commission. 
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SNAPSHOTS OF NEWEST RESEARCH (AUGUST–OCTOBER 2020)  

GAMBLING-RELATED HARM: WORK AND EMPLOYMENT 

Assessing gambling disorder among veterans in the United States 

August 2020 

United States  

 

• Purpose: To investigate the proportion of veterans that have gambling disorder (GD); and, 

to explore whether veterans with GD are more likely to have other physical and mental 

health issues.  

• Methodology: The researchers reviewed the electronic medical records of 260 veterans 

who had attended the Bedford VAMC Primary Care Behavioral Health clinic for the first 

time.  

• What you need to know: About one-third of the veterans gambled in the past year. There 

were no differences in mental health, medical issues, or drug and alcohol addictions 

between veterans who gambled in the past year and veterans who did not gamble. About 

2% of the veterans were at risk of or had GD. 

• How you can use this research: Policy makers could use this research to work with 

treatment service providers to ensure veterans at high-risk are screened for GD (e.g., 

people with alcohol addiction, PTSD, relationship, and money problems). Researchers 

could also explore whether the Brief Biosocial Gambling Screen is useful in identifying 

veterans and active military personnel experiencing problem gambling. 

 

 

TREATMENT AND SUPPORT 

How gambling cravings, self-efficacy, and gambling episodes are linked to 

subsequent gambling episodes  

January 2021 

Australia 

 

• Purpose: To explore how changes in cravings and self-efficacy affect gambling behaviour, 

and how gambling behaviour in turn affects cravings and self-efficacy. 

• Methodology: The researchers analysed data from the fourth Social and Economic 

Impact Study of Gambling in Tasmania, Australia. The researchers then recruited 97 study 

participants who gambled at least once a month on any gambling activity aside from the 

lottery for phone interviews and surveys.  

https://www.greo.ca/Modules/EvidenceCentre/Details/assessing-gambling-disorder-among-veterans-in-the-united-states
https://www.greo.ca/Modules/EvidenceCentre/Details/assessing-gambling-disorder-among-veterans-in-the-united-states
https://www.greo.ca/Modules/EvidenceCentre/Details/how-gambling-cravings-and-self-efficacy-are-linked-to-subsequent-gambling-episode
https://www.greo.ca/Modules/EvidenceCentre/Details/how-gambling-cravings-and-self-efficacy-are-linked-to-subsequent-gambling-episode
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• What you need to know: Participants with lower craving self-efficacy (i.e., limited 

confidence in their ability to resist gambling cravings) spent more money gambling. If 

cravings were infrequent, then high gambling self-efficacy (i.e., increased confidence in 

one’s ability to limit or stop themselves from gambling) reduced gambling episodes. 

However, if cravings were frequent, then craving and gambling self-efficacy did not reduce 

gambling. Participants who gambled to cope spent more money gambling if they had low 

gambling self-efficacy. Finally, participants who gambled for positive reinforcement and 

those with substance use issues were more vulnerable to gambling. 

• How you can use this research: Clinicians and treatment providers could use this 

information. For example, treatment interventions could aim to reduce gambling cravings 

and increase self-efficacy.  

 

 

INDUSTRY-BASED HARM MINIMISATION 

Casino employees’ experiences with GameSense, an onsite responsible 

gambling programme 

August 2020 

United States 

 

• Purpose: To investigate casino employees’ experiences with a safer gambling 

programme called GameSense. 

• Methodology: The researchers recruited 258 employees of Plainridge Park Casino for 

their study. The employees completed a survey. 

• What you need to know: Many employees had casual conversations with GameSense 

Advisors. However, few employees talked to Advisors about problem or safer gambling. 

Less than half of employees knew that they could use the GameSense programme 

themselves. Many employees thought that GameSense had potential positive impacts. 

Employees in security and surveillance were more likely to talk with Advisors and to refer 

people to GameSense than other employees. Employees in food/beverage/retail were the 

least likely to refer people to GameSense.  

• How you can use this research: Casinos with on-site safer gambling programmes could 

use these findings to improve upon casino employees’ understanding of and engagement 

with such programmes. For example, gambling operators could deliver more frequent and 

detailed training about on-site safer gambling programmes to their employees.  

 

 

https://www.greo.ca/Modules/EvidenceCentre/Details/casino-employees-experiences-with-gamesense-an-onsite-responsible-gambling-prog
https://www.greo.ca/Modules/EvidenceCentre/Details/casino-employees-experiences-with-gamesense-an-onsite-responsible-gambling-prog
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People with gambling disorder have distinct neural responses to gambling 

cues during decision-making tasks 

August 2020 

Germany  

 

• Purpose: To test whether people with gambling disorder (GD) have different neural 

responses during a gambling task compared to people without GD. 

• Methodology: The researchers recruited participants with potential GD and participants 

with little or no gambling experience (“healthy controls” or HC). Participants completed the 

German short questionnaire for gambling behaviour (KFG) to test if they had GD. In total, 

30 GD and 30 HC participants participated in the study. They completed a gambling 

decision-making task while viewing either gambling-related, positive, negative, or neutral 

images. 

• What you need to know: Participants with GD were more likely to gamble when the 

images were gambling-related, positive, or negative. During the gambling decision-making 

task, the neural responses of people with GD were different than those of people without 

GD. The researchers therefore concluded that GD is linked to distinct neural responses 

during gambling decision-making. 

• How you can use this research: Clinicians could use these study findings to examine 

neural Pavlovian-to-instrumental transfer (PIT) signatures to help identify people with 

gambling disorder. 

 

 

YOUNG PEOPLE 

The link between recalled engagement with legal gambling products for youth 

and adult gambling problems 

August 2020 

United Kingdom  

 

• Purpose: To examine whether there is a link between recalled engagement with legal 

gambling products for youth and problem gambling as an adult. 

• Methodology: The researchers recruited 1,057 UK adults 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, and provided demographic information. 

• What you need to know: The study results indicated that the two most recalled gambling 

activities included coin push and crane grab machines. The least recalled activity was 

https://www.greo.ca/Modules/EvidenceCentre/Details/people-with-gambling-disorder-have-distinct-neural-responses-to-gambling-cues-dur
https://www.greo.ca/Modules/EvidenceCentre/Details/people-with-gambling-disorder-have-distinct-neural-responses-to-gambling-cues-dur
https://www.greo.ca/Modules/EvidenceCentre/Details/the-link-between-recalled-engagement-with-legal-gambling-products-for-youth-and-a
https://www.greo.ca/Modules/EvidenceCentre/Details/the-link-between-recalled-engagement-with-legal-gambling-products-for-youth-and-a
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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 their risk was of experiencing problem gambling as an adult. 

• How you can use this research: Policy makers and service providers could use these 

research findings. For example, policy makers could change the laws that govern legal 

gambling products for youth. Service providers could develop prevention and education 

programmes at schools to address the effects of gambling during childhood and 

adolescence on their adult lives.   
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SNAPSHOTS OF OTHER TOPICAL RESEARCH (JULY 2020 AND OLDER)  

GAMBLING-RELATED HARMS: MONEY AND DEBT 

People with problem gambling may frantically withdraw money so they can 

keep gambling 

July 2020 

Australia   

 

• Purpose: To explore the behaviour of people with problem gambling (PG) when they are 

in “the zone” and completely focused on their gambling game; and, to examine the frantic 

behaviour that people with PG display when they are looking for money during a gambling 

episode. 

• Methodology: The researchers analysed data from a study conducted in Australia about 

gambling relapse which explored the experiences and views of 29 participants. 

Participants included people who had a gambling relapse and had sought treatment, self-

help programme, or counselling, as well as those who were not in treatment. 

• What you need to know: Many participants frantically withdrew small amounts of money 

from ATMs, credit cards, and their bank accounts while gambling. Having easy to access 

to money from ATMs and credit cards encouraged them to keep gambling. The 

researchers discussed a model of how people with PG use all their money and then use 

credit to gamble while in a cycle of relapse. 

• How you can use this research: Policy makers could use these research findings to put 

policies in place that encourage banks to identify patterns of frantic use of money and 

credit among their clients, and to then intervene to prevent further harm. 

 

 

TREATMENT AND SUPPORT 

Exploring the topics on an online gambling support forum   

July 2020 

United Kingdom 

 

• Purpose: To explore the topics that people who gamble talk about on an online support 

forum.  

• Methodology: The researchers reviewed the first posts that people made in 2,298 

conversation threads on a UK forum called “My Journal”. They analysed the text from the 

https://www.greo.ca/Modules/EvidenceCentre/Details/people-with-problem-gambling-may-frantically-withdraw-money-so-they-can-keep-gamb
https://www.greo.ca/Modules/EvidenceCentre/Details/people-with-problem-gambling-may-frantically-withdraw-money-so-they-can-keep-gamb
https://www.greo.ca/Modules/EvidenceCentre/Details/exploring-the-topics-on-an-online-gambling-support-forum
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threads using a method called topic modelling. The researchers identified 10 topics that 

people regularly discussed on the forum and organised these topics into four themes.  

• What you need to know: The first theme the researchers identified consisted of posts 

about the negative emotions that gambling caused people. The second theme included 

discussions about resources available to help people recover from their problem gambling. 

Conversations about gambling products and their consequences comprised the third 

theme. Lastly, the fourth theme included posts about money and financial support to pay 

for gambling. 

• How you can use this research: Treatment service providers could incorporate this 

research into their gambling treatment programmes. For example, they could revise their 

programmes so that they use language that people understand and connect with. They 

could also ensure their programmes help people cope with their negative emotions, 

provide them with helpful resources, explore their gambling behaviour, and discuss the 

effects that gambling has on family and friends.  

 

Three patterns of recovery after cognitive behavioural therapy among young 

men with gambling disorder 

April 2020 

Spain  

 

• Purpose: To investigate whether there are subgroups of young adults with gambling 

disorder (GD) who respond differently to cognitive behavioural therapy (CBT); and, to 

explore whether specific sociodemographic or clinical characteristics are associated with 

different recovery patterns.  

• Methodology: This study included 192 patients who were seeking treatment for GD at a 

hospital in Barcelona, Spain. All participants were men between the ages of 18 and 35 

who were diagnosed with GD and were attending a 16-week CBT programme. The 

researchers tracked their gambling behaviour and psychological state for six months after 

the CBT treatment ended. 

• What you need to know: Participants fit into three distinct groups based on their level of 

GD upon entering treatment and how they responded to the CBT. In two of these groups, 

participants responded well to CBT and their GD levels decreased and stayed low for the 

six months following CBT. In the third group, participants’ GD improved somewhat with 

CBT. However, this improvement did not last after the CBT sessions ended. Participants in 

this group had higher harm avoidance (e.g., being overly worried, shy, and pessimistic) 

and lower self-directedness (e.g., less able to regulate and adapt their behaviour) which 

could make them more vulnerable to relapse. 

https://www.greo.ca/Modules/EvidenceCentre/Details/three-patterns-of-recovery-after-cognitive-behavioural-therapy-among-young-men-wi
https://www.greo.ca/Modules/EvidenceCentre/Details/three-patterns-of-recovery-after-cognitive-behavioural-therapy-among-young-men-wi
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• How you can use this research: Clinicians could use these study findings to inform their 

knowledge of patient characteristics that may hinder GD recovery.  

 

 

MARKETING AND MESSAGING 

Gambling advertisements are commonly shown on television during male live 

sports games in Ireland 

July 2020 

Ireland 

 

• Purpose: To explore the characteristics of gambling advertisements shown during popular 

live sports games in Ireland that men commonly watch. 

• Methodology: The researchers randomly chose 65 live sports games that were 

broadcasted between December 2018 and July 2019. The games included football, rugby, 

Gaelic football, and hurling. The researchers watched all the advertisements shown 30 

minutes before each game started, during half-time, and 30 minutes after each game 

ended. They sorted each advertisement into one of 20 categories based on the type of 

product it was promoting. 

• What you need to know: Advertisements promoting gambling were the seventh most 

common type of televised advertisement, which appeared in about 75% of sports games. 

Most gambling advertisements included age limits and safer gambling messaging, but 

none presented safer gambling tools.  

• How you can use this research: Policy makers could use this research to restrict when 

television networks in Ireland can show gambling advertisements during sports games. 

Based on these research findings, policy makers could also make it mandatory for 

television networks to show safer gambling advertisements during sports games.  

 

 

YOUNG PEOPLE 

Exploring the relationship between gambling and delinquency in youths 

July 2020 

Australia 

  

• Purpose: To examine how parental gambling affects the relationship between 

delinquency and gambling in children. 

https://www.greo.ca/Modules/EvidenceCentre/Details/gambling-advertisements-are-commonly-shown-on-television-during-male-live-sports
https://www.greo.ca/Modules/EvidenceCentre/Details/gambling-advertisements-are-commonly-shown-on-television-during-male-live-sports
https://www.greo.ca/Modules/EvidenceCentre/Details/exploring-the-relationship-between-gambling-and-delinquency-in-youths
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• Methodology: The researchers analysed data from Cohort K of the Longitudinal Study of 

Australian Children. Participants were 3,089 youths who participated in the Wave 7 survey 

during 2016 which collected information about gambling. All participants were aged 15 to 

18 years old at the time of the survey.  

• What you need to know: The results indicated that having a gambling role model in the 

home (e.g., parents who gambled) increased the likelihood that children got involved with 

gambling, especially if they had a tendency towards delinquency. 

• How you can use this research: Service providers could use this research to develop 

prevention programmes that support youths who have a history of delinquency and/or 

parents who gamble. Service providers could also develop family therapy sessions for 

youths who present with these risk factors. For example, they could teach parents how to 

reduce the likelihood that children witness their gambling activities.  

 

How parental attachment and difficulty with emotions shape gambling and 

other addictive behaviours  

July 2020 

Spain  

 

• Purpose: To explore whether young people with and without problem gambling differed in 

addictive behaviours; and, to investigate whether alexithymia (i.e., a personality trait where 

people show difficulties in identifying, describing, and understanding their own and others’ 

emotions) could explain the relationship between attachment and addictive behaviours. 

• Methodology: The researchers recruited 599 adolescents and young adults from Spain. 

Participants were aged 12 to 21 years old. The researchers asked them to complete a 

survey. 

• What you need to know: Young people who experienced problem gambling were more 

likely to display other addictive behaviours (e.g., videogame use, drug use, compulsive 

spending). Gambling and other addictive behaviours were related to higher alexithymia as 

well as being associated with insecure attachment to parents. Alexithymia helped explain 

why those with insecure attachment engaged in addictive behaviours. 

• How you can use this research: Service providers could use this research to develop 

prevention programmes to support youths who experience difficulties with alexithymia. For 

example, service providers could deliver initiatives to promote secure attachment during 

early years. Intervention programmes could target youths who present with several co-

occurring concerns. For example, youths with alexithymia and problem gambling could 

benefit from programmes that enhance emotion regulation and reduce gambling 

behaviours. 

https://www.greo.ca/Modules/EvidenceCentre/Details/how-parental-attachment-and-difficulty-with-emotions-shape-gambling-and-other-add
https://www.greo.ca/Modules/EvidenceCentre/Details/how-parental-attachment-and-difficulty-with-emotions-shape-gambling-and-other-add
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Individual and parental strategies to limit spending on loot boxes  

July 2020 

New Zealand   

 

• Purpose: To investigate how gamers self-control their loot box spending. 

• Methodology: The researchers systematically searched the Internet. Online sites were 

included if they were in English, listed at least one self-control strategy, and the strategy 

was used by gamers or the parents of gamers. A total of 192 sources were found with 777 

self-control strategies. The most common sources were online discussion forums such as 

Reddit. 

• What you need to know: Overall, the researchers identified two main themes: 1) self-

control strategies to reduce loot box spending for people who play video games; and 2) 

strategies that parents could use to help their children control their loot box spending. 

Common behavioural change self-control strategies included avoiding loot boxes, 

uninstalling the game, and using settings to hide games with loot boxes. The most 

common behavioural change strategies for parents included enabling parental controls 

and blocking access to money, persuasion, monitoring, and providing information about 

loot boxes. 

• How you can use this research: People who play video games could use this research 

to help control their loot box spending. Parents could also use this research to help their 

children control their loot box spending. The research findings could also be used by 

gaming companies to provide a safer gaming environment. 

 

Narrative review of adolescent gambling research in the last 20 years 

July 2020 

Italy   

 

• Purpose: To review research studies on adolescent gambling conducted in the past 20 

years. 

• Methodology: The authors conducted a narrative review. They searched various 

databases for articles about adolescent gambling. Articles that were published between 

1998 and 2008 and written in English were selected. The authors found 1,067 articles in 

their initial search. The authors selected 107 articles as being relevant for their review. 

• What you need to know: Overall, gambling during adolescence is a complex issue that 

involves gender and age differences. Technology can contribute to gambling addiction, in 

addition to other risk factors such as impulsive and sensation-seeking tendencies.  

https://www.greo.ca/Modules/EvidenceCentre/Details/individual-and-parental-strategies-to-limit-spending-on-loot-boxes
https://www.greo.ca/Modules/EvidenceCentre/Details/a-narrative-review-of-adolescent-gambling-research-in-the-last-20-years
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• How you can use this research: Policy makers could use these research findings to 

create safer gambling campaigns for youth. Clinicians could use this research to develop 

prevention and intervention programmes for adolescents who may display risk factors 

associated with gambling. For example, prevention programmes could target young men 

and those who experience issues with impulse control or have higher risk-taking 

tendencies.  

 

The role of emotion control and gambling motivations in problem gambling 

among young adults 

July 2020 

Canada   

 

• Purpose: To investigate how coping and enhancement motivations affect the relationship 

between emotion regulation and problem gambling (PG) among young adults. 

• Methodology: The researchers recruited participants by posting flyers on university 

campuses and notifications on online discussion boards. They also recruited participants 

using university participant pools and Amazon’s Mechanical Turk. Participants included 

919 young adults who were 18 to 27 years old and had gambled at least once in the past 

year. The participants completed an online survey. 

• What you need to know: Participants who were less aware of and less able to identify 

their emotions were more likely to develop PG if they gambled to cope with negative 

emotions. Specifically, young people who used gambling as a goal to escape negative 

emotions were more likely to develop PG.  

• How you can use this research: Service providers could use this research to create 

programmes that focus on young adults’ specific emotion regulation difficulties and 

gambling motivations. For example, young adults who are not clear about their emotions 

and who gamble to avoid negative emotions could be shown how to recognise their 

emotions and deal with them by developing emotion regulation skills.  

 

 

GAMBLING REGULATION, RESEARCH, AND POLICY 

Exploring how local governments develop and implement EGM policies 

July 2020 

Australia 

 

• Purpose: To explore how Local Government Authorities (LGAs) develop and implement 

policies to address harm from electronic gambling machines (EGMs). 

https://www.greo.ca/Modules/EvidenceCentre/Details/the-role-of-emotion-regulation-and-gambling-motivations-in-problem-gambling-among
https://www.greo.ca/Modules/EvidenceCentre/Details/the-role-of-emotion-regulation-and-gambling-motivations-in-problem-gambling-among
https://www.greo.ca/Modules/EvidenceCentre/Details/exploring-how-local-governments-develop-and-implement-egm-policies
https://www.greo.ca/Modules/EvidenceCentre/Details/exploring-how-local-governments-develop-and-implement-egm-policies
https://www.greo.ca/Modules/EvidenceCentre/Details/exploring-how-local-governments-develop-and-implement-egm-policies
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• Methodology: The researchers interviewed 16 employees from 15 metropolitan LGAs in 

Melbourne, Victoria, Australia. All participants worked in social planning, policy, health 

promotion, or advocacy roles concerning EGMs. All worked for an LGA that had an EGM 

policy or was in the process of developing or reviewing an EGM policy. 

• What you need to know: The researchers identified three main themes from the 

interviews. First, participants discussed how EGM policies had started to become a priority 

issue that has shifted to using a public health approach. Second, there is a need to 

engage a range of stakeholder groups. Third, there are many factors that could facilitate or 

hinder the process of EGM policy implementation.  

• How you can use this research: This research could be used by policy makers to better 

understand how EGM policies have been developed and implemented in Victoria, 

Australia.  

 

 

GAMBLING TYPES 

Exploring who uses custom sports betting products 

July 2020 

United Kingdom 

 

• Purpose: To examine whether people with problem gambling were more or less likely to 

use custom sports bets (CSB) products (which allow people to create their own bets); and, 

to explore whether people had more illusion of control biases, and whether they 

experienced more gambling-related harms. 

• Methodology: The researchers recruited 789 participants from the UK to complete a 

survey. All participants reported that they had gambled online on sports or horse racing 

before. All participants indicated that they were a fan of a Premier League soccer team. 

This question was used to best target people who bet on soccer online, which is a group 

that has been offered an increasing number of CSB products in recent years. 

• What you need to know: The majority of participants (62%) used CSB products. They 

were younger and tended to be men. More participants who used CSB products 

experienced PG compared to participants who did not use such products. Those who used 

CSB products had higher illusion of control and experienced more gambling harms. CSB 

usage was strongly related to gambling consumption. More specifically, gambling 

consumption was the strongest predictor of using CSB products.  

• How you can use this research: Policy makers could use this research to investigate 

whether CSB products warrant further regulation. Service providers could use this 

information to develop programmes for people who need help with problem gambling, 

particularly regarding CSB usage.  

https://www.greo.ca/Modules/EvidenceCentre/Details/exploring-who-uses-custom-sports-betting-products
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Gambling-like practices in video games are linked to problem gambling and 

disordered gaming 

July 2020 

United Kingdom 

 

• Purpose: To investigate how common gambling-like activities are in video games; and, to 

explore the link between these activities and problem gambling and disordered gaming.  

• Methodology: The researcher conducted an online survey with 1,081 UK adults aged 18 

and older. The participants were recruited from Prolific Academic, an online panel 

provider. The study sample was designed to be representative of the age, gender, and 

ethnicity of the UK population.  

• What you need to know: A total of 71.3% of participants reported gambling in the past 

year. A total of 18.5% of participants reported engaging in gambling-like activity in the past 

year. Overall, 2.2% of participants met the criteria for problem gambling and 7.3% met the 

criteria for disordered gaming. All forms of gambling-like practices were associated with 

both problem gambling and disordered gaming. However, gambling-like practices had a 

stronger relationship with disordered gaming than problem gambling. 

• How you can use this research: Policy makers could use this information to examine the 

potential regulation of gambling-like video game activities beyond loot boxes.  

 

 

 

GAMBLING SETTING 

Regions with high gambling exposure and vulnerability to harm overlap in 

Quebec  

June 2020 

Canada  

 

• Purpose: To propose a method to characterise different gambling environments in 

Quebec; and, to create a tool that helps decision-making about gambling exposure and 

provides criteria for reducing health inequalities related to gambling exposure.  

• Methodology: This study measured levels of exposure to gambling in Quebec areas by 

creating a tool called the Gambling Exposure Index. The researchers also measured how 

vulnerable populations in Quebec areas are to gambling harm. They then looked for 

overlap in areas with high gambling exposure and high vulnerability to gambling.  

• What you need to know: About 9% of Quebec’s population were found to live in areas 

where they are both exposed to gambling and vulnerable to gambling harms.  

https://www.greo.ca/Modules/EvidenceCentre/Details/gambling-like-practices-in-video-games-are-linked-to-problem-gambling-and-disorde
https://www.greo.ca/Modules/EvidenceCentre/Details/gambling-like-practices-in-video-games-are-linked-to-problem-gambling-and-disorde
https://www.greo.ca/Modules/EvidenceCentre/Details/regions-with-high-gambling-exposure-and-vulnerability-to-harm-overlap-in-quebec
https://www.greo.ca/Modules/EvidenceCentre/Details/regions-with-high-gambling-exposure-and-vulnerability-to-harm-overlap-in-quebec
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• How you can use this research: Policy makers and gambling operators could use these 

results since they suggest that exposure and vulnerability to gambling should be 

considered when determining the locations of gambling venues to reduce social and 

health inequalities. 
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UPCOMING RESEARCH SNAPSHOTS  

GAMBLING-RELATED HARMS  

DEFINING, MEASURING, AND MONITORING GAMBLING-RELATED HARM 

• Evaluating the reliability and validity of the short gambling harm screen: Are binary scales 

worse than Likert scales at capturing gambling harm? (2020) 

• Gambling harm as a global public health concern: A mixed method investigation of trends 

in Wales (2020) 

• The nature of gambling-related harm for adults with health and social care needs: An 

exploratory study of the views of key informants (2020) 

 

MENTAL HEALTH 

• A family study of trauma and coping strategies in gambling disorder (2020)  

• Risk, compensatory, and protective factors in problem gambling: The role of positive 

mental health characteristics (2021) 

• Schizophrenia symptom severity and motivations for gambling in individuals with 

schizophrenia or schizoaffective disorder (2020) 

 

PSYCHOLOGICAL DISTRESS AND SUICIDE 

• Psychological distress and problem gambling in elite athletes during COVID-19 

restrictions—A web survey in top leagues of three sports during the pandemic (2020) 

TREATMENT AND SUPPORT 

• A randomised clinical trial exploring gambling attitudes, barriers to treatment, and efficacy 

of a brief, motivational intervention among ex-offenders with disordered gambling (2020) 

• Feasibility, acceptance, and safety of metacognitive training for problem and pathological 

gamblers (Gambling-MCT): A pilot study (2020) 

• Non-invasive brain stimulation for gambling disorder: A systematic review (2020) 

• Non-invasive brain stimulation targets and approaches to modulate gambling-related 

decisions: A systematic review (2020) 

• Reaching out to big losers: How different types of gamblers are affected by a brief 

motivational contact initiated by the gambling provider (2020) 

• Using deliberate mind-wandering to escape negative mood states: Implications for 

gambling to escape (2020) 
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PREVENTION AND EDUCATION 

• Moving on from responsible gambling: A new discourse is needed to prevent and minimise 

harm from gambling (2020) 

• Training gamblers to re-think their gambling choices: How contextual analytical thinking 

may be useful in promoting safer gambling (2020) 

 

MARKETING AND MESSAGING 

• Direct marketing experiences among individuals with current and lifetime gambling 

disorder (2020) 

• Embedded gambling promotion in football: An explorative study of cue-exposure and urge 

to gamble (2020) 

• Exposure to gambling and alcohol marketing in soccer matchday programmes (2020) 

 

CHANGES IN GAMBLING OVER TIME 

• Examining change in self-reported gambling measures over time as related to socially 

desirable responding bias (2020) 

 

YOUNG PEOPLE 

• Chasing the desire: An investigation on the role of craving, time perspective, and alcohol 

use in adolescent gambling (2020) 
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