Cannabis
and Gambling
40%

BACKGROUND
Problem gambling commonly co-occurs with
cannabis use. With a more relaxed legal
framework for cannabis on the horizon, policy
makers need research evidence to inform
health policy and programming, especially
because the impact of cannabis on gambling
behaviour is not well understood.

WHY IS THIS
IMPORTANT?

of Canadians have used
cannabis in their lifetime
and 10% in the past year
(Health Canada, 2013)

Gambling problems have been found to be associated
with cannabis use across multiple studies

Among transitional-aged
youth 41% of 16-19 year
olds and 45% of
20-24 year olds have used
cannabis in the past year
(Government of Canada, 2017)

(Barnes et al., 2009; Dowling et al., 2017; 29 Engwall, Hunter, & Steinberg, 2004)

SECTION 2:

• Problem gamblers are significantly more
likely than non-problem gamblers to
report being high or drunk while gambling
(Martins et al., 2010)

• Co-morbid use of addictive substances
could serve as triggers for problem
gambling relapse (Nower et al., 2013)

• Research has suggested that cannabis users
may process wins and losses differently
which may make them more vulnerable to
pathological gambling (Cousijn et al., 2012)
• Online gamblers are significantly more likely
to use cannabis (Elton-Marshall, 2017)

CONNECTING

COLLABORATING
PRIORITY PARTNERSHIP PROJECT:

Lena Quilty, CAMH

Gambling and Cannabis
This collaborative project has GREO and CAMH working with RGC to
provide evidence base to build cannabis education into existing RGC
programs (e.g., BrainGame)

BUILDING CAPACITY
BET SYSTEM IMPACT:

Wellington-Dufferin-Guelph Public Health

Preventing Cannabis Harms Through a
Youth-driven Campaign
This project is using a population health approach to address harms
related to cannabis use among youth. It will build on a campaign to
improve youth and community well-being by embedding strategies to
support informed decisions.
SEED GRANT:

Youth Gambling Awareness Program (YGAP) at YMCA
YGAP is conducting a review of existing youth cannabis education/
prevention programs and materials to inform development of a
gambling and comorbidities (particularly substance use/Cannabis)
awareness module.

Adolescent Gambling
and Cannabis Use
ENVIRONMENT

• 39% of adotlescents who had gambled
online used cannabis in the past year
• 36% of adolescents who gambled
exclusively offline used cannabis in
the past year

WHAT ARE WE DOING?
Co-hosted a Problem Gambling & Cannabis Use in Ontario Youth
Forum with the Ontario Centre of Excellence for Child and Youth
Mental Health. The forum brought together scientists, youth
practitioners, and Ontario policy makers to explore relevant research
on the relationship between these risk behaviours.

MEASURING UNDERSTANDING

FREQUENCY

WHAT ARE THE
IMPACTS?
Forums provided
foundational information
to guide future research,
and provide immediate
implications for prevention,
targeted early intervention
and treatment.
The funded projects
will create evidenceinformed programing
and prevention strategies
for targeted populations
such as youth.

• 21% of online gamblers used cannabis
once a week or more
• 13% of exclusively offline gamblers use
cannabis once a week or more
• 7% of non-gamblers use cannabis once a
week or more

SEVERITY
SECTION 2:

UNDERSTANDING
•MEASURING
50% of high problem
gamblers used
cannabis once per week or more
• 23% of low problem gamblers used
cannabis once per week or more
• 9% of no problem gamblers used cannabis
once per week more

RESOURCES:

Where Can I Learn More?
Contact:
Erika Veri Levett - erika@greo.ca
Knowledge Broker
NOTE: these stats can be found on this site as well:
www.camhx.ca/Publications/OSDUHS/2017/index.html

