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SNAPSHOTS OF NEWEST RESEARCH (JANUARY 2020–MARCH 2021)  

GAMBLING RELATED HARMS 

DEFINING, MEASURING, AND MONITORING GAMBLING RELATED HARM 

The history of gambling harm as a public health issue 

January 2021 

Canada, Australia 

 

• Purpose: To review how public health views of gambling harm have changed over time. 

• Methodology: The authors reviewed 47 published peer-reviewed studies and unpublished 

materials that were released between 1990 and 2020. They also assessed what 

governments and other organisations did to prevent and reduce gambling harm over the 

years. 

• What you need to know: The need for a public health approach to address gambling 

harm first appeared in the 1990s. Over time, public health efforts to address gambling 

problems have emphasised health promotion. Most specifically, the focus is on 

responsible gambling. This focus has been criticised for placing most responsibility on 

individuals. There are also health protection measures (e.g., age restriction policy) and 

prevention efforts to prevent or reduce gambling problems. In contrast, there is not much 

focus on health assessment aside from a few gambling prevalence studies. There is also 

little attention given to surveillance to monitor risk over time. 

• How you can use this research: Researchers, policy makers, and prevention and 

treatment service providers could work together to advocate that gambling harm is a public 

health issue. The authors also suggest more collaboration to gather data for health 

assessment and surveillance. 

 

 

PREVENTION AND EDUCATION 

How can we reduce harm from gambling and whose responsibility is it? 

January 2021 

Canada 

 

• Purpose: To review recent research on gambling to help researchers and other 

stakeholders understand how to prevent and reduce gambling harm. 

https://www.greo.ca/Modules/EvidenceCentre/Details/the-history-of-gambling-harm-as-a-public-health-issue
https://www.greo.ca/Modules/EvidenceCentre/Details/how-can-we-reduce-harm-from-gambling-and-whose-responsibility-is-it
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• Methodology: The researchers conducted a mapping review of recent gambling research. 

They searched for peer-reviewed articles written in English, published between 2014 and 

2018, and from Australia, Canada, New Zealand, the UK, and the USA. 

• What you need to know: The authors reviewed 1292 relevant studies. Most of the 

studies suggested creating educational and awareness programmes to reduce harm from 

gambling. They also suggested further restrictions on gambling advertising and that 

clinicians screen for comorbid problems when treating people for problem gambling. The 

studies considered health services and policy makers to be the most responsible for 

reducing harm from gambling. The reviewed studies also suggested that schools, 

colleges, and universities hold some responsibility. 

• How you can use this research: This review is intended for gambling harm researchers 

and other stakeholders. It aims to help them prevent or reduce gambling harm by 

summarising the most common solutions suggested in empirical studies. 

 

 

YOUNG PEOPLE 

The link between problem gambling and suicidality among young people in 

Great Britain 

January 2021 

United Kingdom  

 

• Purpose: To explore the link between suicidality and problem gambling among men and 

women aged 16 to 24 years old in Great Britain; and, to investigate how different factors, 

such as engagement in social media, video gaming, alcohol use, anxiety, and impulsivity 

could affect this link. 

• Methodology: The researchers analysed data from the Emerging Adults Gambling 

Survey. The survey recruited 3549 participants aged 16 to 24 from Great Britain. To 

assess suicidality, the researchers used questions from the Adult Psychiatric Morbidity 

Survey. 

• What you need to know: The results revealed that suicidality and gambling were 

prevalent among men and women. Across both genders, there was a relationship between 

problem gambling and suicide attempts. In other words, those who admitted attempting 

suicide were more likely to have problem gambling. Even after taking other factors into 

consideration such as anxiety, impulsivity, life satisfaction, and loneliness, this relationship 

was still strong. These results suggest that young people who display problem gambling 

are at risk for suicide. 

https://www.greo.ca/Modules/EvidenceCentre/Details/the-link-between-problem-gambling-and-suicidality-among-young-people-in-great-bri
https://www.greo.ca/Modules/EvidenceCentre/Details/the-link-between-problem-gambling-and-suicidality-among-young-people-in-great-bri
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• How you can use this research: Service providers could use this information to develop 

better prevention and treatment programmes for young people who display gambling 

problems. It could also help them to identify young people at risk for suicidality. 

 

 

UNDERSTANDING PROBLEM GAMBLING 

Gambling disorder and comorbid PTSD: A systematic review of empirical 

research 

March 2021 

United States 

 

• Purpose: To review previous studies to understand the relationship between gambling 

disorder (GD) and post-traumatic stress disorder (PTSD), as well as other types of 

gambling problems and trauma; and, to provide clinical suggestions based on the findings. 

• Methodology: The researchers performed a systematic review following PRISMA 

guidelines. They found 191 studies, of which 74 were included in the review after 

screening. 

• What you need to know: Overall, the studies supported the idea that stress, trauma, and 

PTSD symptoms were linked to problem gambling and GD. In particular, PTSD symptoms 

were most strongly linked to GD compared to trauma alone. Many studies supported the 

idea that people with PTSD gambled to escape negative emotions. 

• How you can use this research: When clinicians treat people with pathological gambling 

or GD, they could consider that their patients may be gambling to cope with other 

psychiatric symptoms. Clinicians could also consider that people with both GD and PTSD 

tended to find treatments targeting PTSD more helpful than those targeting GD. 

 

 

EGM use and other factors that predict gambling and problem gambling in 

Canada  

January 2021 

Canada  

 

• Purpose: To examine who experiences problem gambling in Canada and what factors are 

most strongly linked to problem gambling. 

• Methodology: The researchers analysed a short gambling survey in the 2018 Canadian 

Community Health Survey. It asked people how often they engaged in eight different types 

of gambling in the past year, and whether they gambled mostly online, in person, or a 

https://www.greo.ca/Modules/EvidenceCentre/Details/the-relationship-between-gambling-disorder-and-ptsd-a-systematic-review
https://www.greo.ca/Modules/EvidenceCentre/Details/the-relationship-between-gambling-disorder-and-ptsd-a-systematic-review
https://www.greo.ca/Modules/EvidenceCentre/Details/egm-use-and-other-factors-that-predict-gambling-and-problem-gambling-in-canada
https://www.greo.ca/Modules/EvidenceCentre/Details/egm-use-and-other-factors-that-predict-gambling-and-problem-gambling-in-canada
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combination of both. Participants who said they gambled at least once per month 

answered the questions from the Problem Gambling Severity Index (PGSI). The 

researchers analysed data from 23,952 people aged 18 and older. 

• What you need to know: Many factors were linked to gambling and problem gambling. 

However, electronic gaming machine (EGM) use was the strongest factor linked to 

problem gambling. Additionally, provinces with more EGMs had higher rates of problem 

gambling. The researchers suggest restricting access to EGMs to reduce harm from 

gambling. 

• How you can use this research: Policies could restrict the availability of EGMs to reduce 

gambling harms and have the greatest public health benefit. 

 

How co-occurring mental health disorders are connected with changes in 

gambling activity 

January 2021 

United States  

 

• Purpose: To examine the association between gambling and co-occurring mental health 

disorders over time. 

• Methodology: Participants (between 18 to 40 years old or over 60 years old) were 

selected from the Iowa Longitudinal Follow-up Study of Problem Gambling. They rated the 

severity of their gambling and other mental health disorders every week. All participants 

met the criteria for pathological gambling. 

• What you need to know: Anxiety, mood, and impulse control disorders were the most 

problematic in both groups. Having more severe depression and post-traumatic stress 

disorder was linked with increased gambling activity in both groups. For older adults, 

agoraphobia and social phobia were linked with lowered gambling activity. For younger 

adults, increases in alcohol use and compulsive computer use were connected with 

lowered gambling activity. The results suggest that co-occurrence of other mental 

disorders may increase or decrease gambling behaviour over time. However, these 

changes may differ for younger and older adults. 

• How you can use this research: This research could be used by clinicians to assess for 

and treat co-occurring mental health disorders in people with gambling disorder. 

 

 

 

 

 

 

https://www.greo.ca/Modules/EvidenceCentre/Details/how-co-occurring-mental-health-disorders-are-connected-with-changes-in-gambling-a
https://www.greo.ca/Modules/EvidenceCentre/Details/how-co-occurring-mental-health-disorders-are-connected-with-changes-in-gambling-a
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COVID-19  

Problem gambling during COVID-19: The effects of reduced exposure to 

gambling venues during lockdown 

January 2021 

Italy  

 

• Purpose: To compare the gambling behaviour, symptoms, and cravings from before and 

during lockdown in Italian adults who were receiving treatment for gambling disorder. 

• Methodology: The researchers interviewed 135 adults (109 men and 26 women, aged 22 

to 78 years old) in Italy who were receiving treatment for gambling disorder. Participants 

reported on their living conditions, emotional state, and gambling behaviour, symptoms, 

and cravings before and during lockdown. 

• What you need to know: Overall, participants showed less gambling behaviour, fewer 

gambling disorder symptoms, and lower cravings during lockdown. Many felt the restricted 

access to gambling during lockdown helped to improve their quality of life. The results 

suggest that restricting access to gambling could benefit those experiencing problem 

gambling. 

• How you can use this research: Policy makers could consider restricting access to 

gambling to reduce harms. This might include limiting the number of gambling venues and 

slot machines in a region, among other measures. 

 

 

 

  

https://www.greo.ca/Modules/EvidenceCentre/Details/problem-gambling-during-covid-19-the-effects-of-reduced-exposure-to-gambling-ven
https://www.greo.ca/Modules/EvidenceCentre/Details/problem-gambling-during-covid-19-the-effects-of-reduced-exposure-to-gambling-ven
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SNAPSHOTS OF OTHER TOPICAL RESEARCH (DECEMBER 2020 AND OLDER)  

GAMBLING RELATED HARMS 

DEFINING, MEASURING, AND MONITORING GAMBLING RELATED HARM 

Problem gambling led to substantial costs in Sweden in 2018 

December 2020 

Sweden 

  

• Purpose: To conduct a cost-of-illness study to estimate the societal costs of problem 

gambling in Sweden in 2018. Cost-of-illness studies determine how much a disease costs 

a society. 

• Methodology: The researchers used data from the Swedish Longitudinal Gambling Study 

(Swelogs) to determine how many Swedish people had gambling problems in 2018. They 

compiled a list of costs by searching previous studies and reports. 

• What you need to know: Their estimates showed that the costs of problem gambling 

were substantial (1.42 billion euros in 2018). Over half of the costs (59%) came from 

indirect costs such as reduced work performance, job loss, and death. Intangible costs, 

such as physical violence and distress, were also a large part of the total costs (28%). 

Direct costs for problem gambling, such as prevention and treatment, were the smallest 

(13%). 

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

money in creating useful prevention and treatment programmes. These programmes could 

help reduce the indirect and intangible costs of problem gambling in the future. 

 

PSYCHOLOGICAL DISTRESS AND SUICIDE 

Co-occurring substance use and gambling disorders increase the risk of 

suicide 

November 2020 

Sweden 

 

• Purpose: To examine if substance use disorders increased the risk of suicide among 

people with a diagnosis of gambling disorder. 

• Methodology: The researchers used data from the Swedish nationwide patient register. 

The study included 2,099 people (474 women) aged 18 and older who had a diagnosis of 

gambling disorder at some point from 2005 to 2016. 

https://www.greo.ca/Modules/EvidenceCentre/Details/problem-gambling-led-to-substantial-costs-in-sweden-in-2018
https://www.greo.ca/Modules/EvidenceCentre/Details/co-occurring-substance-use-and-gambling-disorders-increase-the-risk-of-suicide
https://www.greo.ca/Modules/EvidenceCentre/Details/co-occurring-substance-use-and-gambling-disorders-increase-the-risk-of-suicide
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• What you need to know: Half of the patients with both alcohol and drug use disorders 

had attempted suicide. In patients with a drug use disorder, 36% had attempted suicide. In 

patients with alcohol use disorder, 20% reported a suicide attempt. In patients with just 

gambling disorder, the rate of suicide attempt was 10%. After taking into consideration 

age, gender, and other mental health disorders, having a co-occurring substance use 

disorder remained a significant predictor of suicide attempts. 

• How you can use this research: This research could be used to enhance screening for 

substance use disorders and suicide risk in gambling treatment centers. The results also 

highlight the importance of screening for gambling problems in specialised mental health 

and addiction treatment centers. Screening in primary care settings could also help to 

detect gambling problems at an early stage. 

 

 

 

TREATMENT AND SUPPORT 

An overview of cell phone apps for people with problem gambling in Australia 

November 2020 

Australia 

 

• Purpose: To describe cell phone apps that people in Australia can use to help them deal 

with their problem gambling. 

• Methodology: The researchers searched three app stores in Australia. They included any 

app that was free, available in English, and meant to help reduce, stop, or control a 

person’s gambling behaviour. The researchers used the Mobile App Rating Scale (MARS) 

to assess how engaging each app was, how it functioned, what it looked like, and what 

quality of information it provided. 

• What you need to know: The researchers assessed 42 apps that met their criteria. Most 

of the apps were not created specifically for problem gambling. Many apps were created 

by developers who did not have a relationship to addiction services. Most apps focused on 

helping people stop gambling but did not use a known treatment strategy. The quality of 

the apps varied. Apps that were affiliated with a government or non-government 

organisation had higher quality. More research is needed to create useful apps for people 

with problem gambling that are easy to find in app stores. 

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

this research to recommend specific apps to patients that help them with their PG 

symptoms.  

 

 

https://www.greo.ca/Modules/EvidenceCentre/Details/an-overview-of-cell-phone-apps-for-people-with-problem-gambling-in-australia
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Exploring family members' experiences with and reasons for wanting online 

gambling treatment services  

November 2019 

Australia  

 

• Purpose: To explore families’ experiences with an online gambling treatment service and 

their reasons for wanting online help. 

• Methodology: The researchers surveyed 62 family members of people with problem 

gambling (PG) from an internet counselling service in Australia. 

• What you need to know: Half of the participants wanted gambler-focused treatment to 

better support their family member with PG. Almost one-third wanted family-focused 

treatment to have someone listen to their story and needs, to know more about support 

options, and to manage the impacts of PG. Some participants (22%) wanted a blend of 

both. 

• How you can use this research: Service providers could create a variety of treatment 

services for family members that target the specific gambling harms that families are 

facing. They could use both gambler-focused and family-focused approaches since 

families have different needs. 

 

An evaluation of a project to reduce gambling harm in the criminal justice 

system 

April 2019 

United Kingdom  

 

• Purpose: To evaluate the relevance, appropriateness, effectiveness, efficiency, impact, 

and sustainability of a project by EPIC Risk Management and commissioned by 

GambleAware, aimed at reducing gambling harms in the UK criminal justice system.  

• Methodology: Chrysalis Research reviewed the evidence that EPIC Risk Management 

collected during the project. They also gathered evidence by interviewing people involved 

in the project. 

• What you need to know: Chrysalis Research encountered several challenges in 

evaluating the project. This was in part because EPIC Risk Management did not clearly 

define the project aims, outcomes, and outputs. They also did not collect data on all target 

groups. Despite these and other issues, the training sessions increased prisoner’s and 

staff’s awareness of gambling harms and how to prevent and minimise them. Additionally, 

some prisoners with problem gambling who attended the training and additional 

counselling sessions improved greatly. 

https://www.greo.ca/Modules/EvidenceCentre/Details/exploring-family-members-experiences-with-and-reasons-for-wanting-online-gamblin
https://www.greo.ca/Modules/EvidenceCentre/Details/exploring-family-members-experiences-with-and-reasons-for-wanting-online-gamblin
https://www.greo.ca/Modules/EvidenceCentre/Details/an-evaluation-of-a-project-to-reduce-gambling-harm-in-the-criminal-justice-system
https://www.greo.ca/Modules/EvidenceCentre/Details/an-evaluation-of-a-project-to-reduce-gambling-harm-in-the-criminal-justice-system
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• How you can use this research: This report is intended to help GambleAware, EPIC 

Risk Management, and other groups who commission or perform similar projects. 

 

An evaluation of a self-directed online gambling treatment programme called 

GamblingLess 

March 2018 

Australia 

 

• Purpose: To explore whether the GamblingLess programme, an online self-directed 

cognitive behavioural programme for problem gambling, is more useful if it includes 

professional help; and, whether treatment providers could use the GamblingLess 

programme in their practice. 

• Methodology: The researchers randomly placed 206 participants over 18 years old into a 

group that either received no professional support or some professional support from a 

guide for 14 weeks, at a maximum of 20 minutes once a week.  

• What you need to know: Participants who received some professional support during the 

GamblingLess programme developed more confidence in their ability to stop gambling 

than participants who did not receive support. There were no other differences between 

the two groups. Participants from both groups gambled less often two months after they 

completed the programme. Both groups maintained their decrease in gambling after three 

months.  

• How you can use this research: The report lists several aspects to consider before 

treatment providers include it in their regular practice. These include reviewing the 

programme content and revising it as needed, undergoing training on GamblingLess 

before they become involved in the programme, and requesting more information about 

GamblingLess users to tailor their support. 

 

 

INDUSTRY-BASED HARM MINIMISATION 

A framework for stakeholder actions to minimise harms from online gambling 

December 2020 

Australia 

 

• Purpose: To present a framework to minimise harms from online gambling based on 

behavioural science principles.  

https://www.greo.ca/Modules/EvidenceCentre/Details/an-evaluation-of-a-self-directed-online-gambling-treatment-program-called-gamblin
https://www.greo.ca/Modules/EvidenceCentre/Details/an-evaluation-of-a-self-directed-online-gambling-treatment-program-called-gamblin
https://www.greo.ca/Modules/EvidenceCentre/Details/a-framework-for-stakeholder-actions-to-minimize-harms-from-online-gambling


11  

• Methodology: The authors use a customer journey map to illustrate the hypothetical 

journey of a user, which leads to increasing harms from online gambling. The authors 

describe the actions that different stakeholders can take at each step of the journey to help 

lower the risk of harms. 

• What you need to know: The authors suggest that people should inform themselves 

about the features and tools of gambling websites. Community groups can provide people 

with up-to-date information about the risks of gambling and strategies to prevent harms. 

The gambling industry should make sure that their products and marketing are designed to 

help people gamble at a level that they can afford. Policy makers and regulators should 

commission research and review evidence to guide policy options. Banks and credit 

providers can provide people with tools to set spending limits, and block or notify people 

when they are approaching their limits. Researchers can work together to identify which 

elements of online gambling cause harms.  

• How you can use this research: The authors recommend that stakeholders work 

together to co-design and co-evaluate projects to reach shared goals. 

 

 

The phrasing of gambling payout messages affects how well people 

understand them 

December 2020 

Australia, England  

 

• Purpose: To compare people’s understanding of return-to-player and house-edge 

messages; and, to test if they understood the message better when it included information 

about a gambling machine’s volatility. 

• Methodology: The researchers recruited 2025 participants from the UK who gambled 

online and had gambled in the past year. In an experiment that involved reading product 

messages, participants chose what they thought messages meant and rated what they 

thought their chances of winning were. 

• What you need to know: Overall, participants understood the “house-edge” messages 

better than the “return-to-player” ones. Having information about volatility improved 

understanding of the return-to-player message. It had no effect on their understanding of 

the house-edge message. However, participants felt they had a lower chance of winning if 

the message included information about volatility. This occurred for both return-to-player 

and house-edge messages. Thus, gambling products should use house-edge messages 

with volatility statements to help people understand the risk of gambling. 

• How you can use this research: Policy makers could require gambling operators to 

include house-edge messages on gambling products. 

https://www.greo.ca/Modules/EvidenceCentre/Details/the-phrasing-of-gambling-payout-messages-affects-how-well-people-understand-them
https://www.greo.ca/Modules/EvidenceCentre/Details/the-phrasing-of-gambling-payout-messages-affects-how-well-people-understand-them
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Phase 1 evaluation of the multi-operator self-exclusion schemes in Great 

Britain 

July 2020 

United Kingdom  

 

• Purpose: To explore whether people who gamble are aware of the of the multi-operator 

self-exclusion schemes in Great Britain, their thoughts about the schemes, and barriers to 

use. The schemes cover five sectors: casinos, bingo, betting shops, arcades, and online 

gambling. 

• Methodology: The data were collected from multiple sources in 2019, including interviews 

with each of the six scheme providers, a telephone survey with 1,500 public members to 

explore awareness and attitudes, and five online focus groups with people who gamble, 

and 42 interviews with users of the schemes.  

• What you need to know: The findings suggest that users find the promotional materials 

and sign-up process easy to understand. Identifying people who try to breach their self-

exclusion works well for venues that require people to show their membership. But there 

are many areas that need improvement. These include stronger promotion, improved 

communication with users, more staff training, and identifying people in non-membership 

venues. 

• How you can use this research: This report is intended for the scheme providers, the 

Gambling Commission, GambleAware, and other stakeholder organisations. The findings 

will inform a Phase 2 evaluation on the impacts of the schemes. 

 

 

Evaluation of Gamgard: A tool that identifies the risk levels of gambling 

games for vulnerable individuals 

March 2018 

Canada, United Kingdom 

 

• Purpose: To evaluate how well Gamgard identifies and reduces risk in games. Gamgard 

is an online tool for gaming companies and regulators that creates a total risk score for the 

games based on 10 risk factors for gambling harm and four responsible gambling features. 

• Methodology: The researcher interviewed people who represent corporate customers of 

Gamgard or regulatory bodies. He also searched for relevant information from support 

documents for Gamgard, the risk scores for different games, service provider reports 

about gambling vulnerabilities, and research reports about Gamgard’s evidence base. 

• What you need to know: Overall, Gamgard meets its aims. The people who were 

interviewed felt that it has helped start conversations about responsible gambling. Some 

https://www.greo.ca/Modules/EvidenceCentre/Details/phase-1-evaluation-of-the-multi-operator-self-exclusion-schemes-in-great-britain
https://www.greo.ca/Modules/EvidenceCentre/Details/phase-1-evaluation-of-the-multi-operator-self-exclusion-schemes-in-great-britain
https://www.greo.ca/Modules/EvidenceCentre/Details/evaluation-of-gamgard-a-tool-that-identifies-the-risk-levels-of-gambling-games-f
https://www.greo.ca/Modules/EvidenceCentre/Details/evaluation-of-gamgard-a-tool-that-identifies-the-risk-levels-of-gambling-games-f
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said it has become part of the game design. Many regulators value Gamgard’s 

assessments. However, a few interviewees do not believe it covers all the relevant risk 

factors and gambling environment issues. 

• How you can use this research: One recommendation from this report is for Gamgard 

developers to continue to look for research on risk features and responsible gambling 

strategies. Another recommendation is for Gamgard developers to encourage customers 

and regulators to sponsor research on risks and responsible gambling. 

 

An evaluation of the Don't Gamble with Health pilot project 

December 2017 

United Kingdom  

 

• Purpose: To describe an evaluation of the Don’t Gamble with Health (DGWH) pilot project 

in 2017. DGWH is based in Islington, London, UK. It offers gambling support and 

treatment to people who suffer gambling harm. It also offers training for betting shop staff 

on gambling harm and how to support their customers. A gambling support service called 

BetKnowMore UK runs the project, and GambleAware is the sponsor. 

• Methodology: Members of Chrysalis Research reviewed documents and policies from the 

DGWH project team. They also interviewed staff from BetKnowMore, senior staff from 

betting shop operators, senior staff from the Association of British Bookmakers, and staff 

from two organisations who worked with people at risk of gambling harm. 

• What you need to know: Staff from various organisations thought that the project was 

very useful. Almost all staff in licensed betting offices said they understood gambling harm 

better after they took training from the DGWH team. They also felt more confident in their 

ability to identify and help people with gambling problems. Clients were better able to 

manage their gambling behaviour and had better health and wellbeing after they 

completed their treatment with the DGWH team. However, there was a lack of data about 

whether the DGWH project helped clients who used the service for a short period of time. 

There was also a lack of data on process. This made it difficult to know which aspects of 

the service were truly helpful and which aspects could be improved. 

• How you can use this research: One of the recommendations from the report is for the 

DGWH project team to explore ways to be more cost-effective and systematic in 

monitoring the project. It recommends that the team collect more data about clients who 

use their services for a short period of time. 

 

 

 

https://www.greo.ca/Modules/EvidenceCentre/Details/betknowmore-dont-gamble-with-health-pilot-project
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CHANGES IN GAMBLING OVER TIME 

Gambling and problem gambling rates among Canadian adults in 2018 and 

changes since 2002 

December 2020 

Canada 

 

• Purpose: To provide an update on gambling and problem gambling rates among 

Canadian adults; and, to describe changes in gambling patterns since 2002. 

• Methodology: The researchers analysed data from 23,952 adults who completed the 

2018 Canadian Community Health Survey Problem Gambling module. This included a set 

of questions about gambling and problem gambling. 

• What you need to know: Most participants (66.2%) reported gambling in the past year, 

mainly on lottery and raffle tickets. About 0.6% of the participants experienced problem 

gambling. Another 2.7% experienced at-risk gambling. Problem gambling rates did not 

differ markedly across the provinces. Gambling participation and problem gambling rates 

had declined in 2018 when compared to 2002. However, people with problem gambling 

may contribute more to gambling spending. Further, problem gambling rates do not take 

into account people who are harmed by another person’s gambling. 

• How you can use this research: This study could inform researchers, policy makers, and 

service providers. 

 

 

YOUNG PEOPLE 

Predictors of gambling over a one-year period among adolescents in Spain 

December 2020 

Spain  

 

• Purpose: To examine the predictors of gambling (personal, relational, sociodemographic, 

and environmental factors) in young people aged 13 to 18 years old over a one-year 

period to inform preventative interventions for gambling disorder. 

• Methodology: The researchers recruited 13 to 18-year-olds from 15 high schools in 

Alicante, Spain for two consecutive years. A total of 1,074 students completed the study in 

both time 1 and time 2. Just over half (55.12%) were girls.  

https://www.greo.ca/Modules/EvidenceCentre/Details/gambling-and-problem-gambling-rates-among-canadian-adults-in-2018-and-changes-sin
https://www.greo.ca/Modules/EvidenceCentre/Details/gambling-and-problem-gambling-rates-among-canadian-adults-in-2018-and-changes-sin
https://www.greo.ca/Modules/EvidenceCentre/Details/predictors-of-gambling-over-a-one-year-period-among-adolescents-in-spain
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• What you need to know: By year 2, 42.0% of participants reported having gambled, with 

the largest increase among those between 13 and 14 years old. Boys were 2.7 times more 

likely to have gambled than girls. The rates of problem and at-risk gambling were 2.87% 

and 4.76% respectively. The factors most associated with gambling were male gender, 

gambling at time 1, and perception that gambling has low risk. 

• How you can use this research: The results could be used to help design prevention 

initiatives to reduce the risk of gambling in teenagers between 13 to 18 years old. In 

particular, the initiatives could target boys and those under 15 years old to prevent 

gambling onset. 

 

 

Young adults' perceptions and experiences of gambling advertising in the UK 

December 2020 

United Kingdom, Australia  

 

• Purpose: To explore how gambling advertising affects young adults. The researchers 

explored young adults’ self-reported perceptions and experiences of being exposed to 

gambling ads in the UK. 

• Methodology: The researchers recruited 62 participants ages 18 to 29 years old to 

complete an online survey with open-ended questions. Most participants (79%) were men. 

• What you need to know: The results revealed that young people were highly exposed to 

gambling ads and were aware of their effects and dangers. They also spoke about 

gambling advertising’s function in normalising gambling and making it seem fun and an 

easy way to make money. Finally, some participants commented that responsible 

gambling messages shown in gambling ads were superficial and ineffective. They 

suggested a need for tighter regulation of gambling advertising in the UK. 

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

gambling advertising regulation and responsible gambling messages. Service providers 

could develop preventative initiatives for young people that show how gambling ads might 

affect them. 

 

 

 

 

 

 

https://www.greo.ca/Modules/EvidenceCentre/Details/young-adults-perceptions-and-experiences-of-gambling-advertising-in-the-uk
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ETHNIC MINORITIES 

BREAK IT: Gambling harm prevention with culturally and linguistically 

diverse communities 

June 2019 

Australia  

  

• Purpose: To evaluate the extent to which the BREAK IT project by the Ethnic 

Communities’ Council of Victoria (ECCV) achieved stated outcomes. The aims of the 

project were to raise awareness, and support culturally and linguistically diverse 

communities in dealing with gambling harm; and, to reduce shame and stigma associated 

with gambling. The project took place in Victoria, Australia between 2017 and 2019. 

• Methodology: This report is based on several data sources, including: a survey with 117 

respondents; interviews with key informants; advisory group meeting minutes, audit, and 

evaluation forms; and forum activity logbook and evaluation forms.  

• What you need to know: Most people involved in the project agreed that it had increased 

their understanding of gambling harm. Many people also said that it helped their 

organisation to prevent and respond to gambling harm in the community. Key learnings 

included the value of the ECCV’s genuine consultation and participation, the project’s 

strategic vision, the project manager’s approach, and the advisory group’s capacity 

building function. The public health approach had great value and could shift the blame 

away from the individual. Tailored and multiple strategies to raise awareness about 

gambling harm were important. 

• How you can use this research: Some of the recommendations of the report are to: 

continue to engage organisations using a strengths-based and participatory approach; 

establish working groups with key target groups; and support organisations in the 

development of gambling harm policies. 

 

 

GAMBLING TYPES 

Poker players' attitudes about harm reduction strategies 

December 2020 

Poland, Switzerland, Canada  

 

• Purpose: To investigate poker players’ attitudes about harm reduction strategies. They 

explore if players’ attitudes vary depending on what types of games they play, how much 

debt they have, and how serious their gambling problems are. 

https://www.greo.ca/Modules/EvidenceCentre/Details/break-it-gambling-harm-prevention-with-culturally-and-linguistically-diverse-com
https://www.greo.ca/Modules/EvidenceCentre/Details/break-it-gambling-harm-prevention-with-culturally-and-linguistically-diverse-com
https://www.greo.ca/Modules/EvidenceCentre/Details/poker-players-attitudes-about-harm-reduction-strategies
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• Methodology: The researchers analysed data from a study published in 2017 which 

recruited 584 adults who gamble online by posting advertisements in poker forums and on 

websites.  

• What you need to know: Many participants thought that setting money limits and getting 

online support from a specialist would help them to control their gambling. Participants 

who played poker and other games were more likely to have debt from gambling than 

participants who played only poker. They were also more likely to think that information on 

excessive gambling and its consequences would help them. Participants with severe 

gambling problems were more likely to have debt from gambling than those with moderate 

or no gambling problems. They were also more likely to think that receiving information on 

specialised healthcare centres would be unhelpful. 

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

understand which harm reduction strategies may be most useful to their patients. 

Researchers could use this research to investigate which types of online treatments are 

best at helping people with gambling problems. 

 

Defining the esports bettor: Evidence from an online panel survey of 

emerging adults 

October 2020 

United Kingdom  

 

• Purpose: To examine the demographic/economic profiles of esports bettors aged 16 to 

24; and, to compare the profiles of esports bettors to traditional sports bettors and young 

adults who did not gamble. 

• Methodology: The researchers used data from the Emerging Adult’s Gambling Survey. 

This data set includes 3,549 young people aged 16 to 24 years old living in Britain. 

• What you need to know: A total of 2.9% of participants had bet on esports. People who 

bet on esports had similar profiles to people who bet on traditional sports. Compared to 

people who bet on sports and those who did not gamble at all, people who bet on esports 

were more likely to be men from non-white ethnic groups. People who bet on esports were 

more likely to be heavily involved in playing digital games and gambling games, and to 

experience problem gambling. Loot box purchase and skins betting, but not the frequency 

of playing video games, predicted betting on esports. The results suggest that participating 

in gambling-like activities in video games is predictive of gambling on esports 

• How you can use this research: This research could be used by regulators to identify 

and protect young adults who may be vulnerable to betting on esports. 

 

https://www.greo.ca/Modules/EvidenceCentre/Details/characteristics-of-young-adults-who-bet-on-esports
https://www.greo.ca/Modules/EvidenceCentre/Details/characteristics-of-young-adults-who-bet-on-esports
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UPCOMING RESEARCH SNAPSHOTS  

GAMBLING RELATED HARMS  

MONEY AND DEBT 

• A qualitative study of gambling, deprivation and monetary motivations (2021) 

 

PHYSICAL HEALTH 

• The effect of recreational gambling on health and well-being (2021) 

• How do people with intellectual disability engage with and understand gambling? A 

qualitative study of adults in Victoria, Australia (2020) 

 

MENTAL HEALTH 

• Gambling in COVID-19 lockdown in the UK: Depression, stress, and anxiety (2021) 

 

PSYCHOLOGICAL DISTRESS AND SUICIDE 

• The association between problem gambling and suicidal ideations and attempts: A case 

control study in the general Swedish population (2021) 

• Gambling disorder symptoms, suicidal ideation, and suicide attempts (2021) 

 

TREATMENT AND SUPPORT 

• A review of family-focused interventions for addictions (2021) 

• Affected others responsivity to gambling harm: An international taxonomy of consumer-

derived behaviour change techniques (2021) 

• Efficacy of a voluntary self-exclusion reinstatement tutorial for problem gamblers (2021) 

• Graded exposure therapy for online mobile smartphone sports betting addiction: A case 

series report (2021) 

• Is an e-mental health programme a viable way to reach affected others of disordered 

gamblers? A feasibility study focusing on access and retention (2019) 

 

PREVENTION AND EDUCATION 

• A gambling primary prevention programme for students through teacher training: An 

evidence-based study (2021) 

• Gambling self-control strategies: A qualitative analysis (2021) 
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INDUSTRY-BASED HARM MINIMISATION 

• Effectiveness of a voluntary casino self-exclusion online self-management programme 

(2021) 

• Should I stay or should I go? A comparative exploratory analysis of individuals electing to 

continue or discontinue self-exclusion from land-based gambling venues (2021) 

• Gambling despite nationwide self-exclusion–a survey in online gamblers in Sweden (2020) 

 

PATTERNS OF PLAY 

• Overconfidence in understanding of how electronic gaming machines work is related to 

positive attitudes (2020) 

 

YOUNG PEOPLE 

• Exposure of adolescents and youth to gambling advertising: A systematic review (2021) 

• Lottery-purchasing adolescents: Gambling perceptions, problems, and characteristics 

(2021) 

• Online identities and social influence in social media gambling exposure: A four-country 

study on young people (2021) 

 

UNDERSTANDING PROBLEM GAMBLING 

• Applicability of the four-factor personality vulnerability model for substance misuse in 

understanding gambling behaviour and gambling problems (2021) 

• Coping with shame mediates the association between depression and gambling severity 

and frequency (2021) 

• Evaluation of risk behaviour in gambling addicted and opioid addicted individuals (2021) 

• Frequent gamblers' reasons for and against completing a problem gambling screener 

(2021) 

• Is subtyping of gamblers based on the Pathways Model of Problem and Disordered 

Gambling valid? A systematic review (2021) 

• Self-compassion buffers impaired decision-making by potential problem gamblers in a 

casino setting (2021) 

• The prevalence and clinical and sociodemographic factors of problem online gambling: A 

systematic review (2021) 

 

GAMBLING REGULATION, RESEARCH, AND POLICY 

• Opportunity costs or not? Validating the Short Gambling Harm Screen against a set of 

"unimpeachable" negative impacts (2021) 
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GAMBLING TYPES 

• Sleep or play online poker? Gambling behaviours and tilt symptoms while sleep deprived 

(2021) 

 


