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This document provides an overview of Chapter 3.2 Targeted Safer Gambling Campaigns 
for Children, Youth, and Older Adults, in Section 3.0 Selective Measures of the research 
report, Prevention and Education Review: Gambling-Related Harm. The result of a multi-
year collaboration with top international safer gambling experts, this report establishes a 
comprehensive and up-to-date evidence base for policies, programmes, and practices that 
aim to reduce gambling harm through prevention and education strategies.
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Young adults have the highest risk of experiencing gambling problems, especially 
young men. There is also evidence that many adults with gambling problems began 
gambling at ages as young as 9 or 10. At the other end of the age spectrum, older 
adults may also be attracted to gambling. This could be due to a loss of friends 
and loved ones, coping with loneliness, poorer physical health, and living on a fixed 
income.

This chapter is a review of safer gambling initiatives and programmes to prevent and 
minimise gambling harms in three age groups: 1) young adults between 18 and 25; 2) 
children and adolescents; and 3) older adults aged 60 and over.

W H A T  T H I S  C H A P T E R  I S  A B O U T
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A U T H O R

C I T A T I O N

C O N T A C T

The chapter is a scoping review, which describes the existing literature, both peer-
reviewed and non-peer-reviewed. From an initial group of 509 publications identified, 
the author reviewed and summarised 45 studies and reviews published from 2015 to 
2020. The author also incorporated an additional 233 studies, reviews, book chapters, 
and other publications to provide context.

W H A T  Y O U  N E E D  T O  K N O W

Key findings for this chapter of the review are outlined on the pages that follow, 
organised by:

 → Children and adolescents

 → Young adults

 → Older adults 

Suggestions for future research and guidance for prevention and education planning 
are also outlined.

W H A T  W A S  D O N E

https://doi.org/10.33684/2021.006
mailto:jeffrey.derevensky%40mcgill.ca?subject=


4Chapter Summary: Targeted Safer Gambling Campaigns for Children, Youth, and Older Adults

Prevention and Education Review: Gambling-Related Harm

Worldwide, up to 80% of children and adolescents have gambled in their lifetime 
despite being under the legal age to gamble. Gambling at an early age increases 
the risk for experiencing gambling problems in the future. In the U.K., 11% of youths 
aged 11 to 16 years old reported gambling in the past seven days. It is estimated that 
between 3% to 12.3% of children and adolescents in the general population have 
gambling problems. Boys are more likely to gamble and have gambling problems than 
girls. Despite the growth in gambling opportunities in recent years, rates of problem 
gambling among youth have not increased.

Most gambling prevention and education programmes for children and adolescents 
are based in schools. They educate children and adolescents about different forms of 
gambling and their risks, correct misbeliefs about gambling, and improve understanding 
about the chances of winning. Most programmes were designed for youth in general, 
but programmes that target youth with gambling problems are needed.

Five reviews suggested that education programmes could improve children and 
adolescents’ knowledge of gambling and reduce their misbeliefs about gambling. 
Children and adolescents who participated in the programmes also had more negative 
attitudes about gambling. However, little is known about the long-term effects of the 
programmes. It is unclear whether the changes in gambling knowledge and beliefs 
can lead to changes in gambling behaviours.

Several studies suggested a need for more theory-driven and evidence-based 
content in education programmes. Recommendations included: (a) increase youth’s 
participation in other leisure activities; (b) apply an approach that is based on youth 
developmental stages; (c) provide education about gambling mathematics, such as 
odds of winning; and (d) use technologies, such as videos and online modules, as well 
as classroom activities and discussions.

Children and adolescents
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The age at which youth can legally gamble varies across countries. Lotteries, 
electronic gaming machines (EGMs or slot machines), Internet casino gambling, 
sports betting, and poker are popular among young adults. Most studies that involve 
young adults have focused on college students. It is estimated that overall, between 
3% to 32% of college-age students have gambling problems, with an average rate of 
10%. One review has estimated that 5 to 7% of college students experience gambling 
disorder. In addition, 15 to 16% of college students experience some gambling problems 
even though they do not meet the criteria for gambling disorder.

Most of the harm minimisation prevention programmes for young adults have 
incorporated the use of Personalised Normative Feedback (PNF). PNF consists of 
messages that inform people about their gambling behaviour and how it compares to 
others of similar ages. These programmes have shown positive results in reducing the 
amount of time and money spent gambling. Several of these studies have reported 
changes in level of gambling severity. However, there could be a “boomerang effect”. 
This is when people who gamble occasionally increase their gambling frequency or 
money spent gambling to reach what they think is the average level. The impacts of 
most PNF programmes for young adults are unknown.

In the U.S., the International Centre for Responsible Gambling has a task force on 
college gambling policies. The task force suggests establishing committees to develop 
gambling policies, ensuring that messaging is consistent with alcohol policies and 
messaging, and routine surveys that assess student attitudes, behaviours, and 
problems. Several organisations have developed best practices for minimising harms 
from lottery gambling, including the World Lottery Association, the European Lottery 
Association, and the National State and Provincial Lottery Association in the U.S. 
These include that gambling operators must not target vulnerable groups like youth. 

Young adults
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Between 26.6% to 85.6% of older adults engage in some form of gambling. Casino 
gambling and bingo halls are popular among older adults. Recreational gambling can 
have positive effects for older adults, who may have limited choices for leisure and 
social activities. However, similar to other age groups, excessive gambling can lead 
to severe harms for older adults. It is estimated that between 0.01% to 10.6% of older 
adults have gambling problems.

Older adults may be attracted to gambling due to factors related to the aging process. 
Many older adults live on fixed incomes and face chronic physical health problems. 
They may also have mobility issues that limit their ability to engage in other leisure 
activities. Therefore, older adults may gamble as a way to pass time and to socialise 
with others. Some older adults gamble to escape from depression and loneliness. 
Using gambling as a way to cope with negative moods increases the risk of problem 
gambling. Further, casinos often target older adults by offering free bus rides, free 
meals, and promotional items.

There are few gambling harm prevention programmes developed for older adults. 
Programmes that have been developed for adults in general can also be relevant 
to older adults. However, education programmes and messaging could target older 
adults specifically.

Older adults
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A recent study recommended that education programmes for older adults could:

 →  Consider “stage-of-life” concerns (e.g., fixed incomes, loneliness), cultural 
differences, co-occurring health conditions, and cognitive ability

 →  Consider the stigma associated with seeking help for gambling problems

 →  Consider older adults’ social networks and family supports

 →  Inform older adults about the risks of excessive gambling, how to self-diagnose 
using screening tools, and gambling knowledge and beliefs

 →  Adjust messages for older adults who may be less technologically savvy

 →  Provide industry staff training programmes with information about the gambling 
patterns and risk factors specific to older adults

 →  Provide primary care professionals (e.g., family doctors) with training in prevention 
strategies

 →  If necessary, monitor older adults’ frequency of visits to casinos

A systematic review suggested several industry strategies that could be useful in 
reducing time and money spent gambling among adults of all ages. These strategies 
included: (a) use of pop-up messages that are designed to encourage people to reflect 
on their gambling behaviours; (b) decreasing the maximum bets on EGMs to $1.00; (c) 
removing ATMs and machines that accept large bills in gambling venues; (d) reducing 
the hours of operation; and (e) banning smoking in gambling venues. However, the 
usefulness of these strategies needs further investigation. Another review suggested 
that reducing the hours of operation may have limited effects. Limit setting, self-
exclusion, and Personalised Normative Feedback could also be helpful.
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S U G G E S T I O N S  F O R  F U T U R E  R E S E A R C H

There is a need for more research on the long-term impacts of non-school based 
education and prevention programmes for children and adolescents. Further 
research is also needed to understand the impacts of loot boxes and social casino 
games on youth gambling.

G U I D A N C E  F O R  P R E V E N T I O N  A N D  E D U C A T I O N  P L A N N I N G

Programmes could consider environmental, social, familial, and individual factors 
that affect children and adolescents’ gambling behaviours. There is also a need for 
programmes that are targeted specifically to youth who are at risk or are already 
experiencing problem gambling. Further, more attention could be paid to the 
impacts of gambling advertising.

Other suggestions are:

Verify people’s age before they gamble to prevent underage youth from gambling

Monitor and enforce gambling advertising to follow responsible or safer gambling 
guidelines

Involve schools and families in educating children and adolescents about the risks of 
gambling

Promote the use of gambling helplines and self-help groups for all age groups

Use technologies to deliver messages about the risks of gambling and how to 
minimise harms

Offer self-exclusion as part of a multi-operator programme

Encourage greater cooperation between stakeholders in different sectors to raise 
awareness of and minimise harms from gambling
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