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Thank you for being 
here! 
• Especially now with all you have going 

on

• Online-learning fatigue is real.  Please 
feel free to stretch!

• References are included.  The full slide 
deck will be made available to you. 

Image source: memezila.com



Objectives

Gain a 
foundation of 
basics about 
gambling and 
gaming

1

Understand the 
overlap of 
gambling and 
gaming

2

Understand how 
to game 
responsibly

3

State several 
preventive 
measures that 
young people 
can take

4
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Poll 
Question:

What about 
you, what do 
you want 
today?

A. I want to learn more about video gaming and 
gambling in general.

B. I want to be able to know if a friend has a problem 
with gaming or gambling.

C. I want some guidance on how to game responsibly.

D. I want to know how this could be a prevention 
project for my team.

E. I just don’t want to be bored.

F. Other



Part 1: Building the 
Foundation

Let’s build it….with a game.

Basics about gambling and gaming. 



What makes 
a game a 
gambling 
game?

A. If you place a bet on who will 
win

B. If it costs you money

C. If there’s an element of 
complete chance

D. If there’s a prize



What makes 
a game a 
gambling 
game?

A. If you place a bet on who will 
win

B. If it costs you money

C. If there’s an element of 
complete chance

D. If there’s a prize

1. PRIZE: Anything of value the sponsor 
awards in a promotion.

2. CHANCE: A process beyond the 
participants direct control determines the 
outcome.

3. CONSIDERATION (INVESTMENT): 
Requires money or serious effort. (investing 
money, property, time, etc.)



What is the 
diagnostic
name of a 
gambling 
addiction?

A. Compulsive Gambling

B. Gambling Disorder

C. Pathological Gambling

D. Degenerate Gambling

E. Problem Gambler



What is the 
proposed
diagnostic 
name of a 
video game 
addiction?

A. Compulsive Gaming

B. Video Game Addiction

C. Internet Gaming Disorder

D. Pathological Gaming

E. Problem Gamer



True or False: 
Online 
Gambling is 
illegal in 
Washington 
State

A. TRUE

B. FALSE

But what about all those gambling apps in my 
app store?  Stay tuned!  We’ll get to that….



True or False: 
Video games 
are not 
regulated in a 
similar way 
that gambling 
is regulated

A. TRUE

B. FALSE



How old do 
you have to 
be to gamble 
in WA state?

•A. 18

•B. 19

•C. 20

•D. 21

Prevention of underage gambling messages 
slimilar to prevention of underage drinking. 



True or False: 
Higher value 
skins won’t 
help you win 
a game. 

A. TRUE

B. FALSE



Research shows: 

Average age of gamers = 33

Source: Entertainment Software Association, 2019

https://www.theesa.com/wp-content/uploads/2019/05/ESA_Essential_facts_2019_final.pdf

Under 18: 

21%

Over 18: 

79%
54% 46%

https://www.theesa.com/wp-content/uploads/2019/05/ESA_Essential_facts_2019_final.pdf


COVID-19 GAMING TRENDS
• 30% growth in gamers playing > 5hrs/week 1

• 39% growth in money spend 1

• Permanent 21% increase in monthly spend by gamers

• 11% increase in time spent gaming

Source: Simon-Kucher & Partners, Global Gaming Study, 2020

Gamers, Pre-COVID: Gamers, During COVID

This Photo by Unknown Author is licensed under CC BY-SA-NC

https://fortnite.gamepedia.com/Peely%E2%80%99s_Banana_Stand
https://creativecommons.org/licenses/by-nc-sa/3.0/


Part 2: The Blurring 
lines of gambling and 

gaming
How the worlds have merged



What are two 
ways that 
gambling 
occurs in 
video 
gaming?

A. Purchasing skins

B. Loot boxes

C. Playing for long hours

D. Betting with in-game items

And so much more…but we’ll get to that 
shortly…



What is the 
difference 
between 
fantasy 
sports vs. 
esports?

A. Fantasy sports is the sport people 
dream to play in real life, esports is 
playing that game online 

B. Fantasy sports is based on traditional 
sports, esports is competitive video 
gaming

C. Fantasy sports is about actual team 
players, esports isn’t even real

D. Fantasy sports betting is done at a 
live game, esports betting is done 
online



What is the difference between fantasy sports 
vs. esports?

TRADITIONAL SPORTS ESPORTS

https://overwatchleague.com/en-us/?utm_source=Google%20US&utm_medium=Search&utm_content=23027325&utm_campaign=BLZ_OWL_L_Launch_SEM_Phase_1_Q4_2017_NA


But is there such a thing as Fantasy Sports for 
eSports?  YES! 

Source: https://esportsone.com/

Santa Monica, CA

https://esportsone.com/


What is a 
social casino?

A. A casino where they have a lot of 
parties

B. A party that has a casino theme

C. An app game that looks like a casino 
game, usually hosted by social media 
sites

And here is where online gambling ends up in 
people’s pockets….It’s called “gaming”…because 

players can’t win back their money. 



What is a 
social casino?

A. A casino where they have a lot of 
parties

B. A party that has a casino theme

C. An app game that looks like a casino 
game, usually hosted by social media 
sites

Big Fish recently lost a lawsuit 
for operating “unlawful 
gambling devices”.  They had 
to pay back players over $155 
million and agreed to 
implement “addiction-related 
resources” and a “self-
exclusion policy”. But they are 
still able to operate, based in 
Seattle, WA. 



& TO… EVERYONE.

97% of social casino 

games are accessible to 

under 12

Source: Zendle & Scholten (2020, 3/23/20, in press)

Screenshot: Hynes / Google Play Store



GAMES WITH 
SLOT-BASED 
MECHANICS 

ARE 
EVERYWHERE

(i.e., games like this are not 

considered social casino games)

Screen shot: Duo Lingo



SIMULATED 
GAMBLING GAMES.

Adolescents playing simulated gambling 
games are more likely 
to later move to real gambling… 

…and are also more likely to have later 
gambling problems.

28
Sources: Gainsbury, Hing, Delfabbro, & King, 2014;

Hollingshead, Kim, Wohl, & Derevensky, 2016



WHAT ABOUT “FREEMIUM” VIDEO GAMES?

Fortnight made $1 million in the first hours of launching



Name 5 ways 
that “free-to-
play” 
games/apps 
can end up 
making 
millions off 
consumers
(put it in the chat)

Advertising

Microtransactions

Virtual currencies

Putting items “on sale”

Extreme discounts for first time buyers

Battle bundles and booster packs

Loot boxes

Time-limited offers

Anchoring

Gachas

Wealthy in-game economies

Impulse purchases

Vanity items

Power enhancements

Consumables (one time or limited use items)

Multiple payment methods

Player retention strategies

Add-ons

Pay-walls (game is free for a limited time of initial play)

Subscriptions

….and more



Part 3: Healthy Gaming
The guidelines of responsible gaming behaviors for youth 

(and adults)



Guidelines on 
making 
healthy 
choices with 
video games
From the Problem Gambling 
Institute of Ontario

Center for Addiction and Mental 
Health 
https://learn.problemgambling.ca/P
DF%20library/problem-tech-use-
video-gaming-healthy-choices.pdf

https://learn.problemgambling.ca/PDF%20library/problem-tech-use-video-gaming-healthy-choices.pdf


Guidelines on 
making 
healthy 
choices with 
video games
From the Problem Gambling 
Institute of Ontario

Center for Addiction and Mental 
Health 
https://learn.problemgambling.ca/P
DF%20library/problem-tech-use-
video-gaming-healthy-choices.pdf

https://learn.problemgambling.ca/PDF%20library/problem-tech-use-video-gaming-healthy-choices.pdf


Name 3 
positive 
experiences 
that video 
game play (in 
moderation) 
can provide.

EXAMPLES: 

Learning and education

Quality time with friends/family 

Coordination and reflex development

Learning how to work as part of a team

Learning how to strategize

Relaxation, hobby, recreation



How do we 
make sure it 
does not get 
out of hand? 

Make sure responsibilities come first (homework, 
jobs, chores, etc)

Avoid tactics targeted at squeezing time and 
money out of players (including the gambling 
elements)

Make time for outdoor activities 

Play non-screen-based games

Prioritize relationships

Set a budget for game spending, stick to it

Set a time limit for game playing, stick to it

Don’t get “sucked in” (the game, the culture, the 
marketing, the peer pressure, etc.)

Don’t game alone at night in the bedroom

EXAMPLES: 



Name 5 
“Healthy 
behaviors”

Sticking with a healthy diet

Getting exercise

Playing sports

Gaming in moderation (appropriate for 
the individual’s life)

Playing musical instruments

Listening to music to self-sooth

Journaling

Creative expression

Quality time with close relationships

EXAMPLES: 



What are 
some clues 
that indicate 
someone 
might be 
engaging in 
unhealthy 
gaming 
behaviors?

A. They play a lot

B. They are irritable when they 
can’t/aren’t playing

C. It’s basically their only coping skill

D. They get angry when they play 
sometimes

E. They keep playing even though it’s 
causing problems



What happens when gaming and gambling 
become “unhealthy” or “problematic”?

• Loss of control (the “off switch” is broken)

• Brain changes

• Mood changes

• Interferes with relationships

• Gets expensive

• Physical health issues and sleep issues

• Interferes with 
work/school/opportunities/productivity/perf
ormance

• Re-prioritizes their life and activities

• Thoughts of suicide
This Photo by Unknown Author is licensed under CC BY

https://www.flickr.com/photos/csc1950/5264140934
https://creativecommons.org/licenses/by/3.0/


Guidelines for concern:
Proposed Internet Gaming Disorder criteria:

Tolerance

Withdrawal

Unable to quit/cut back

Preoccupation

Use of gaming to relieve negative moods

Continue to game despite problems

Deceiving family members or others

Jeopardizing relationships/job

Giving up other activities 

Multiple screen-use (playing, 
streaming, chatting, other)

Amount of money spent within 
gaming

Indirect gaming (gaming-
related activities other than 
direct game play)



Diagnostic Criteria compared (DSM-5)
Gambling Disorder = 4 or more of the following:

Tolerance

Withdrawal

Unable to quit/cut back

Preoccupation

Gambles when distressed

Chasing losses

Lying/concealing

Jeopardizing relationships/job/education

Bail-outs

Proposed Internet Gaming Disorder criteria:

Tolerance

Withdrawal

Unable to quit/cut back

Preoccupation

Use of gaming to relieve negative moods

Continue to game despite problems

Deceiving family members or others

Jeopardizing relationships/job

Giving up other activities 



Part 4: So what? 
What young people can do to help 
prevent problem gaming and gambling 
in their communities.

Can this be a prevention project?



What can I do right 
away?

Set healthy habits and limits for 
yourself

Set

Practice self-awarenessPractice

Adopt an attitude of compassion and 
non-judgement toward those who 
struggle with gaming and gambling

Adopt

Be a role-model (set an example by 
sticking with your own healthy limits)

Be



What can I 
learn? 

Learn what help resources are 
available locally

Learn what help resources are 
available online



How might this 
information be used in 
a prevention project?



What kind of 
help is out 
there?

Self-Help and 12-step

• Call the Problem Gambling Helpline to find 
services near you: 1-800-547-6133

Outpatient treatment and counseling

• Gaming: reSTART Life (WA)

• Gambling: Free by the Sea (WA) / Bridgeway 
(OR)

Residential treatment 



Fantastic Resources

• Evergreen Council on Problem Gambling (ECPG)

• National Council on Problem Gambling (NCPG)

• Problemgambling.ca (CAMH) (great workbooks)

• Brain Connections (how problem gambling affects 
the brain)

• reSTART Life

https://www.evergreencpg.org/
https://www.ncpgambling.org/
https://www.problemgambling.ca/gambling-help/HomePage.aspx
https://brainconnections.ca/
https://www.restartlife.com/


Recovery Support (Self-Help and 12-step)

• Gamblers Anonymous (GA)

• Gam-Anon

• Gamblersinrecovery.com

• Gamequitters

• Online Gamers Anonymous (OLGA / OLG-Anon)

• Computer Gaming Addicts Anonymous (CGAA)

https://www.gamblersanonymous.org/ga/
https://www.gam-anon.org/
https://gamblersinrecovery.com/
https://gamequitters.com/
https://www.olganon.org/home
https://cgaa.info/


Fact Sheets 

Problem Gambling and SUD

Health Impacts of PG

PG and Public Health

Problem Gambling and MH

https://www.evergreencpg.org/wp-content/uploads/2020/06/ECPG-Fact-Sheet-PG-and-SUD-062020_rm1.pdf
https://www.evergreencpg.org/wp-content/uploads/2020/06/ECPG-Fact-Sheet-Physical-Health-062020_rm1.pdf
https://www.evergreencpg.org/wp-content/uploads/2020/06/Fact-Sheet-PG-and-Public-Health-062020_rm1.pdf
https://www.evergreencpg.org/wp-content/uploads/2020/09/ECPG-Fact-Sheet-PG-and-MH.pdf


Contact me any time 
if you have questions

Tana Russell, SUDP, NCTTP, WSCGC-II

Assistant Director

Evergreen Council on Problem Gambling

www.evergreencpg.org

trussell@evergreencpg.org

http://www.evergreencpg.org/
mailto:trussell@evergreencpg.org

