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THANKS FOR BEING HERE!

Especially now with all you
have going on.

@ Please feel free to stretch!

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

@




OBJECTIVES

State several trends
and impacts of
youth gaming and
gambling

| |
\/

Understand
prevention science
connecting problem
gambling with other
behavioral health
outcomes

3

Use evidence-based
prevention
strategies to help
address youth
gaming & gambling.
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CAVEAT & MYTHBUSTING.

Average age of gamers = 3 3

Under 18: Over 18:
21 O/o 79% °
54%’“‘

B s



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/iveek !
* 39% growth in money spend '
* Permanent 21% increase in monthly spend b

* 11 percent increase in time spent gaming

Gamers, Pre-COVID: Gamers, During COVID

V_J_,_,Casual Gamers (1-5h) 37%

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



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

TOP GROSSING iPHONE MOBILE
GAMING APPS IN U.S., JUNE 2020

$3,000,000
$2,500,000
Ranked by Daily Revenue in U.S. $
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. 1 11 »

Roblox Fortnite Candy Crush  Coin Master PUBG Gardenscapes Pokémon GO Homescapes Toon Blast Clash of Clans

q . ) Saga MOBILE - 2nd
Source: Statista.com / Think Gaming Anniversary






GAMBLING TRENDS

* Legalized sports wagering (WA: pending)
* In-game wagering

* Fantasy sports

* Social casino games

* Casinos

* Lottery and paper games

* Most start gambling with family/friends at a young age



DEFINITION: GAMBLING

RiSkingsomething of value

hopes smebtaining

somethlng of greater wvalue.

Source: American Psychiatric Association - DSM-5 (2013). 2020 WA Prevention Summit | Hynes & Russ



DEFINING GAMBLING LEGALLY.

. Anything of value the sponsor
N ]' PRIZE: awards in a promotion.

%o

"

2020 WA Prevention Summit | Hynes & Russ

Rose, 2006



DEFINING GAMBLING LEGALLY.

OQutcome 1s beyond the
m@ 2' CHANCE: particlipant’s direct

control.

2020 WA Prevention Summit | Hynes & Russ



DEFINING GAMBLING LEGALLY.

3. CONSIDERATION: [52ii5o money or



Of Gaming and Gambling....in a nutshell



REAL MONEY FOR PRETEND MONEY / PRIZES

AJACKPOT

!B"gﬁ

__TOTAL WIN




N ame 5 Advertising

Microtransactions
Virtual currencies
w that
ays a Putting items ‘“‘on sale”
Extreme discounts for first time buyers
Battle bundles and booster packs
Loot boxes

79
p I (o y Time-limited offers

Anchoring
games/apps Gachas

Wealthy in-game economies

can end Up Impulse purchases

Vanity items

mao ki N g Power enhancements

Consumables (one time or limited use items)

m i I I i ONs off Multiple payment methods

Player retention strategies
Add-ons
consumers Pay-walls (game is free for a limited time of initial play)

(put it in the chat) Subscriptions
....and more

“free-to-



THE
CONVERGENCE

ISN'T ALWAYS

OBVIOUS.

Leading Android apps in the Google Play Store in the United States in March 2020, by
revenue (in million U.S. dollars)

Coin Master 64.42
Candy Crush Saga

Gardenscapes

Pokémon GO

PUBG MOBILE - 2nd Anniversary
Slotormania™ Slots Casino: Slot Machine
Games

Rise of Kingdoms: Lost Crusade
Homescapes

Roblox

Pandora - Streaming Music, Radio & Podcasts

0 10 20 30 40 50 60 70 80
Revenue in million U.5. dollars
Source Additional Information:

Priori Data United States; March 2020; total revenue in Google Flay Stome
@ Statista 2020


https://www.statista.com/statistics/692344/top-apps-in-google-play-by-revenue-usa/

Sometimes maybe it’s not “REAL gambling,”
but it sure looks similar!

You won your wager!

GAMES WITH
SLOT-BASED
MECHANICS
ARE
EVERYWHERE.

(i.e., games like this are not
considered social casino games)

to make ancther wager?
GO TO STORE

P
~ SPIR

Screen shot: Duo Lingo

Screen shot: Coin Master




& TO... EVERYONE. ;

o

social casino games

y \ Lightning Link Casino — Free Vegas Slots!
Ad - Product Madness
Win Big on Tiki Fire.

4.1 %

Rock N' Cash Casino Slots -Free Vegas Slot G...
Ad - Flysher Inc
for Best Holidays

Live! Social Casine

Live! Interactive

13 %
SLOTS Slots Social Casino
K Lk} Playport Co., Ltd
? 4.0 %
( (
c c s Seminocle Hard Rock Entertainment, Inc
4.3 %

Stars Casino Slots - Free Slot Machines Vega...
Huuuge Games - Play Together

games are accessible to

Wgames Inc.
4.4 %

U n d e r ] Cash Storm Casino - Online Vegas Slots Gam...
2 TRIWIN

48 %

Seminole Social Casino

Seminole Gamina Administration

Source: Zendle & Scholten (2020, 3/23/20, in press)
Screenshot: Hynes / Google Play Store




RESEARCH: SIMULATED
GAMBLING GAMES.

Adolescents playing simulated
gambling games more likely
to later move to real gambling...

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

Sources: Gainsbury, Hing, Delfabbro, & King, 2014;
Hollingshead, Kim, Wohl, & Derevensky, 2016
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COVID:
CATALYZING ESPORTS BETTING

TRADITIONAL SPORTS ESPORTS

]

— LEGENDS —

YN /|
¥

DVERWATCH

etc... and new games keep coming...


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
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

Canada

3 HSEL *

High School Esports League

* K *

Camirripgh

Students: 21,700 - SChGG|5 1,107

Source: https://www.highschoolesportsleague.com/starter—-packet



https://www.highschoolesportsleague.com/starter-packet

OK, BUT WHAT ABOUT ESPORTS
& IN-GAME BETTING?

ESPORTS: With Real-Life Games Halted, Betting
* Direct competition World Puts Action on E-Sports

* Fanta sy Computer-vs.-computer games of FIFA livestream to gamblers
on Twitch. Fantasy contests carry League of Legends lineups. In
the coronavirus age, video games have grown into a darling for

OTHER: casinos.
 Skins

e Loot boxes & other
microtransactions

By Seth schiesel  €he New Hork Eimes

June 8, 2020 f L4 ad H ‘_%J_|

https://www.nytimes.com/2020/06/08/sports/coronavirus-esports-sports-betting.html



https://www.nytimes.com/2020/06/08/sports/coronavirus-esports-sports-betting.html

As of Aug. &, 2020

g @ Legal (19 states) Passed bill (4) Active bills (%)
® Failed legislation (12) MNe bills in 2020 (7)
AK

Only a few
states say
anything
about esporits.

Nope.

H _ TX FL

Data sources:
Image source:


https://www.thelines.com/esports-betting-states-legal/
http://www.legalsportsreport.com/
https://www.axios.com/sports-betting-legalized-what-states-4a26bb27-d88f-4adf-a908-6e10441ed855.html
http://www.americangaming.org/

“MICROTRANSACTIONS”

REAL $,
VIRTUAL PRIZES

(BTW, this game earned $18M in
May 2020.)

Data source: sensortower.com





https://doi.org/10.1111/add.14973
https://www.forbes.com/sites/insertcoin/2019/01/29/ea-surrenders-in-belgian-fifa-ultimate-team-loot-box-fight-raising-potential-red-flags/#1f87db2e3675
https://www.youtube.com/watch?v=tAFFiGymEMc




LOOT BOX RESEARCH

* Paying for loot boxes linked to

problem gambling (Zendle &
Cairns, 2018)

* Over 90% of gamers had

opened a loot box (Brooks &
Clark, 2019 —adult gamers)

* Rare loot box opening triggers
arousal & rewards responses,
greater urge to open more (Larche

et al., 2019)

Lure of the 'loot box' looks a lot like

gambling

UNIVERSITY OF BRITISH COLUMBIA

[£] [+] [«] [#]

An increasingly popular feature of modern
video games is attracting gamers who share
the beliefs and behaviours of problem
gamblers, new UBC research has found.

Gamers who are drawn to "loot boxes"--
randomly generated prizes of undisclosed
value that can be attained or purchased
within a game--bear a closer resemblance to
problem gamblers than they do to problem
gamers, according to the study published
April 16 in Addictive Behaviors.

"Our study is among the first to investigate
the links between loot boxes and gambling,”
said Gabriel Brooks, a PhD student from
UBC's Centre for Gambling Research and

8 PRINT & E-MAIL

IMAGE: GABRIEL BROOKS IS A PHD STUDENT IN
CLINICAL PSYCHOLOGY AT THE UNIVERSITY OF
BRITISH COLUMBIA. view more >

https: //link.springer.com/article /10.1007 /s10899-019-09913-5

Larche et al., 2019


https://link.springer.com/article/10.1007/s10899-019-09913-5

EVERYONE 10+

Cartoon Violence

ESRB RATING
4/.I 3/20 ERE Comic Mischief

- In-Game Purchases -
e

Language
Violence
This new Interactive Element, In-Game Purchases (Includes Random Items), will be assigned to any game
that contains in-game offers to purchase digital goods or premiums with real world currency (or with virtual ' = In-Game Purchases
(In

coins or other forms of in-game currency that can be purchased with real world currency) for which the cludes Random ltems)

player doesn’t know prior to purchase the specific digital goods or premiums they will be receiving (e.q., loot

boxes, item packs, mystery awards).

In-Game Purchases (Includes Random Items) will be assigned to all games that include purchases with any
randomized elements, including loot boxes, gacha games, item or card packs, prize wheels, treasure chests,
and more. Games that have the In-Game Purchases (Includes Random Items) notice may also include other

non-randomized paid elements.

https:/ /www.nintendolife.com/news/2020/04 /esrb ratings will now warn players about loot boxes and other random items



https://www.nintendolife.com/news/2020/04/esrb_ratings_will_now_warn_players_about_loot_boxes_and_other_random_items

“SKINS” : CONSIDER THEM LIKE VIRTUAL
SNEAKERS

2 “SKINS:”
ewo Weapons collectable
m Cloth: items not
t
S typically
"g".a‘ Dances / emotes helpful in

game play

Skins exam ples:

https: //www.legalsportsrepor t.com/espor
ts-betting/ Image source: https: //images.app.goo.gl/T6KuZsTZk6T2i7cN8



https://images.app.goo.gl/T6KuZsTZk6T2i7cN8
https://www.legalsportsreport.com/esports-betting/

SKINS

Among gamblers, those who bet skins had
higher rates of at-risk and problem _— 400,00

gambling than those who did not (23% vs. K
8%). s;f‘.t

-2809; * M9 Bayonet

Wardle, H. (2019, December). The same or different¢ Convergence of skin gambling and other gambling among children. Journal of
Gambling Studies, 35, 1109-1125. https://link.springer.com/article /10.1007 /s10899-019-09840-5



https://link.springer.com/article/10.1007/s10899-019-09840-5



https://csgoempire.com/




Gametiop

PO LR TO THE PUTERE

[BONLINE

Saeteede B drke

Photo source: Hynes, Jan 2020




GIFT CARD
3

PlayStation Store

SKINS & -
R Ll N ]
Buy games, music, movies and TV shows, "‘"""".ﬁ.'-".‘:'-‘T"":'I'“"T'“."" 2 e"' “ngmE.E.nx
Xbox Gift Card (Digital) PlayStation Store Gift Card Roblox Gift Card (Digital)
Abox [D i gita I} Raoblox
$15.00 - $50.00 c £10.00 - $100.00
Buy 1 get 1 10% off gaming gift cards B ! Buy 1 get 1 10% off gaming gift cards

“XBOX,” ETC.
520

st STEAM

Nintendo systems’

Download and play
thousands of your favorite games

Screenshot SoUrce: PC | MAC | STEAMOS SUPPORTS ALL FORTNITE DEVICES I

PLATEYHTIONS, AR . AW APESO ETRON-, PL AL
. P, SRR

https:/ /www.target.com/s2searchTerm=
Video+q0me+Qiff+CQ rdS Nintendo eShop (Digital) Steam Gift Card

Qo

Nintendo InComm


https://www.target.com/s?searchTerm=video+game+gift+cards




KEY COVID CONSIDERATIONS & WHY GAMING
WILL ONLY RISE

Isolation
Boredom
Less opportunity for connection/competition

Young people:
parents often working,
fewer activities / school

Adults:

unemployment / busy

i




GAMING/GAMBLING & DOPAMINE
It’s NOT about the money!

Paotential losseas Potential gains

ﬁ@ ﬁﬂ
a (o I a
@@ Q%

Dopamine not released when expecting a loss.

Flooded with dopamine when expecting a win.
\ Source: Brain Briefings (2007, October), Society for Neuroscience, Washington, DC /




PROBLEM GAMBLING AS ON A
CONTINUUM.

o T

Recreational

Problems can occur

Unable to stop

2020 WA Prevention Summit | Hynes & Russ



WHAT WE KNOW:

6C51 Gaming disorder

Parent
Disorders due to addictive behaviours

Show all ancestors (¥

Description
Gaming disorder is characterized by a pattern of persistent or recurrent gaming behaviour {digital gaming’ or 'video-
gaming’), which may be anline (.t er the internet) or offline, manifested by: 1) impaired control aver gaming (e.g.
onset, frequency, intensity, duration, termination, context); 2) increasing pricrity given to gaming to the extent that
gaming takes precedence over other life interests and daily activities; and 3) continuation or escalation of gaming despite
the occurrence of negative consequences. The behaviour pattern is of sufficient severity to result in significant
impairment in personal, family, ial, educational, occupational or other important areas of functioning. The pattern of
gaming behaviour may be continuous or episodic and recurrent. The gaming behaviour and other features are normally
evident over a period of at least 12 months in arder for a diagnesis to be assigned, although the required duration may
be shortened if all diagnostic requirements are met and symptoms are severe.

Exclusions
* Hazardous gaming (C
» Bipolar type [ disorder
s Bipolar type I disorder |

http://www.who.int/features/ga/gaming-disorder/en/



http://www.who.int/features/qa/gaming-disorder/en/

GUIDELINES FOR CONCERN:




DIAGNOSTIC CRITERIA COMPARED (DSM-5)
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GAMBLING & ADVERSE CHILDHOOD
EXPERIENCEs

Self-medicating
w/substance use,
eating, gambling,

etc.

4
Associated w/ ADHD, personality disorders

&... Disordered gambling

Source: Poole et al., 2017;
Other data on childhood trauma & gambling: Hodgins et al. 2010; Kraus et al. 2003; Najavits et al. 2010; Petry & Steinberg 2005; Taber et al. 1987



YOUTH RISKY BEHAVIORS DATA

Youth who report gambling also report engaging in these risk behaviors

sexual

._ behavior
l;ﬁ’:.'.-j_ﬁ'-_-ﬁ-' = g

43.3
38.5 ? r .:;:E
|J.l:." . il L
L R ; i .
| drinking smoking
e Pl _:'
» . % ~ Problem
15.3 ey ~ ’,:\_-E"idp -
a3 Behaviors

Alcohol Binge Marijuana Tobacco Suicidal .
Drinking Ideation gamhhn g

2015 Oregon Healthy Teen Survey

. Bth Grade . 11ith Grade

Data Source: Oregon Health Authority;
report at http://oregoncpg.org/wp-content/uploads/2018/01/OCPG Handbook 3-12-18.pdf
There is no current collection of youth gambling data on WA State Healthy Youth Survey



http://oregoncpg.org/wp-content/uploads/2018/01/OCPG_Handbook_3-12-18.pdf

RISK & PROTECTIVE FACTORS

P

rnmniy

A

1

Note: The following

three slides are
provided to you as a

¢

resource to digest and R
use in your own

- Nt
practices. m!l“' WRIT

2020 WA Prevention Summit | Hynes & Russ



COMMON RISK & PROTECTIVE FACTORS
INDIVIDUAL & PEER

- Male

- Early initiation o

- Early big wins ah

- Greater confidence of winning + Female

- Impulsivity + Prosocial involvement
- Competitiveness

- Interaction w/ antisocial peers + Early losses

- Friends’ use/pressure + Boredom

- ATOD use + Awareness of risk

- Time spent (gaming)
- Psychological distress, mental health issues (gaming:

anxiety)
Gupta & Derevensky, 2001; Gupta & Derevens ky, 2000; Hayatbakhsh et al., 2006; Johansson et al., 2009; King & Delfabbyo 16; Raylu & Oei, 2002; Rho, et al.,. 2018; Scholes-
Balog et al., 2014; Shead et al., 2010; Volberg, 2008; Winters et al., 2002 EO%% WA lgreventlon Summit ? %ynes & Russ



COMMON RISK & PROTECTIVE FACTORS
FAMILY
- Family conflict

- Family history antisocial behavior m

- Parental involvement + Encouragement of
- Parental history prosocial behavior

(&)
Gupta & Derevensky, 2001; Gupta & Derevens ky, 2000; Hayatbakhsh et al., 2006; Johansson et al., 2009; King & Delfabbyo 16; Raylu & Oei, 2002; Scholes-Balog et al., 2014;
Shead et al., 2010; Volberg, 2008; Winters et al., 2002 EO%% WA ]Sreventlon umml% | H'ynes & Russ



YOUTH GAMBLING RISK 2 PROTECTIVE FACTORS BY DOMAIN

&2 COMMUNITY By SCHOOL

- Exposure - Academic failure &
- Avdailability & accessibility poor school performance
- Mediq por-l-rqyal = LOW SChOOI Commifmenf

(&)

+ Connection

Gupta & Derevensky, 2001; Gupta & Derevensky, 2000; Hayatbakhsh et al., 2006; Johansson et al., 2009; King & Delfabbyo 16; Raylu & Oei, 2002; Scholes-Balog et al.,, 2014;
Shead et al., 2010; Volberg, 2008; Winters et al., 2002 F02Y WK BLTVEII G BSHmIT T “yReY & Russ






YOU CAN DO THIS!

Using same strategies effective
already in your work (i.e., you don’t
have to know all of the details of
skins & who won the COD

tournament!)



Spending on Problem Gambling Prevention

600
500 Ll Ll oo
Total spending: state agencies $16.6M | affiliates $854K
Average spending: state agencies $347K | affiliates $17K
400 $577 Million
")
3
o= 300
= SUD (substance abuse disorder) funding data source:
= National Association of State Alcohol and Drug Abuse
é Directors (NASADAD) (2017, March). Substance Abuse
v Prevention and Treatment (SAPT) Block Grant Fact Sheet.
S 200
o
(&)
100
$17.45 Million
O r

SUD Prevention PG Prevention (combined, states)

Source: Marotta, Hynes, Whyte, Rugle, & Scanlan, 2017; https: //www.apgsa.org/wp-content /uploads /2018 /01 /2016 Survey of PGS USA.pdf



https://www.apgsa.org/wp-content/uploads/2018/01/2016_Survey_of_PGS_USA.pdf

2020: We Tend To Know
What Not To Do.

:ﬁd,
| DO o<, conmeone dies as the result of
eSS |aw aleohol related collision.

Today, died, and | never got the chance to tell you . . .

The National Every 15 Minutes Organization



WHAT WE DO USE:
FEDERAL PREVENTION STRATEGIES

Information Dissemination and Community Awareness
Education and Skill Development
Alternative Activities

Community-based Processes Development, Capacity Building
and Institutional Change

Environmental (Social Policy)

Problem ldentification & Referral



CONTINUUM OF CARE

Pr OMmotion

. 2020 WA Prevention Summit | Hynes & Russ
samsha.gov/prevention



When you see this
icon, it means we
have included
resources on that
slide for you.

2020 WA Prevention Summit | Hynes & Russ



GREAT RESOURCES IN YOUR BACKYARD!

Evergreen Council
on Problem Gambling

www.evergreencpJd.org

EVERGREEN

| Problem Gambling Awareness Month | Cart

Treatment Training Awareness

Youth Programs

When Gambling Becomes a Problem, There's Hope Help Staris Here 1-800-547-6133

Si el juego esta creando problema
a usted y a su familia,
hay ayuda y esperanza.

| Recuerda que no estas solo |

Treatment >

Problem gambling
(addiction) is a complex
health issue that often
requires treatment.

Training >

AR

Home | Resources | News & Events | Blog | Membership | About ECPG | Contact Us | Donate

Gaming Industry

Problem gamblers have

specialized needs that
require properly trained
professionals.

Awareness »

The Good News: Problem

: ¥ 5’:, “ ol

Gambling is treatable and " &

preventable.

2020 WA Prevention Summit |

Hynes & Russ


http://www.evergreencpg.org/

AWARENESS/EDUCATION

P
ARENTS, EDUCATORS, KIDS
!nclude gambling B

Most gambling gites don’ t have strict age yerification-
ANY Kids are being marketed to 8% young a8 6 years old-
lem gnmbling among

AGE There are higher rates of pr
ST8  adolescents ‘who gamble on the internet-

IN .
conversa 'll ons - ot LS e =S R ®
about alcohol &

other drugs, AND

e (Tl SRR R
ALONE and friends-

-

Fantasy sports sites are considered gambling, and therefore are currently illegal,in several states

Why It's \mpor\ar\t i i How to Help: )



CHANGETHEGAMEOHIO.ORG

®
-

Brought toyou by: .. ..;u%rs

GAMBLING PROBLEM? 1-800-589-9966 LIVE CHAT

OUR MISSION THE ISSUE EDUCATION CHANGE GET INVOLVED CONTACT
. LE=GAME (e

= UNLOCKTHE REAL 7,
VF YOUTHGAMBL NG ”

It can start before kids
are teens.

The earlier a person is introduced to
gambling, the more likely they are to
develop problems as adults.

. Children who gamble
before age 12 are at 4x
greater risk.

( FOR EDUCATORS ) ( \WATCH VIDEO )




PREVENTION CONSIDERATIONS

@ For <25, talk brain development. For all:
set (game-oriented) limits, monitor.

I Keep devices (consoles) in open areas.
Set location / time rules for laptop,
mobile devices.

m Moderation. Keep talking.
Plan for post-COVID.

Talking: https: //www.beforeyoubet.org /how-to-talk-to-kids-about-gambling /;
https: / /www.starttalkingnow.orq /find-resources#conversations



https://www.beforeyoubet.org/how-to-talk-to-kids-about-gambling/
https://www.starttalkingnow.org/find-resources#conversations

RESOURCES FOR MONITORING

> How to set up parental controls on Xbox,
Windows 10 and Android

. Turn off autoplay:
w STEAM https: / /www.businessinsid y Henty & Leger Margh 30, 2000

er.com/how-to-turn-off-

autoplay-on-youtube

https://support.steampowered.com/kb arti
cle.php?ref=5149-eo0pc-9918

(%) Qustodio

https: //www.qustodio.com/
https: //bark.us & other apps

<>z
— A

hﬂ'ps://WWW.DIOYSTClﬁon.Com/en- hﬂ'ps://Supporf-qpple.com/en_
us/network /legal /ratings/ us/HT201304

(Image: © Epic Games)

https://www.techradar.com/how-to/xbox-parental-controls-
console-windows-10-and-android-tools-explained



https://www.techradar.com/how-to/xbox-parental-controls-console-windows-10-and-android-tools-explained
https://support.steampowered.com/kb_article.php?ref=5149-eopc-9918
https://www.playstation.com/en-us/network/legal/ratings/
https://support.apple.com/en-us/HT201304
https://www.businessinsider.com/how-to-turn-off-autoplay-on-youtube
https://www.qustodio.com/
https://bark.us/

APPS

* Mindfulness apps — all those ones you
already know about © (Calm, Headspace,
etfc.)

* Stress reducers (e.g., Sanvello)

* Exercise apps —natural dopamine release
and reduce stress.

* Mix it up & use moderation!

Image: Hynes / screenshot of Google Play store



INTERVENTION CONSIDERATIONS

<{®> Watch for signs: Irritability/restlessness,
Hiding phone/device, Unusual money

issues, less interest in outside activities
(even for COVID times).

Intervene: gamequitters.com &
W ncpgambling.org for screening
resources.

Gambling Disorder: https://www.ncpgambling.org /help-treatment /screening-tools /; Help: 1-800-589-9966, TEXT 4HOPE TO 741741
Gaming Disorder: https: / /gamequitters.com /video-game-addiction/



https://www.ncpgambling.org/help-treatment/screening-tools/
https://gamequitters.com/video-game-addiction/

HELP FOR GAMERS:

Programs. Videos. Resources. Support Groups. And so much more!

NAVIGATING ‘SCREENTIME’ AND ‘GAMING’ .
DURING CORONAVIRUS CRISIS

GAME ” O

B o “m e @O0

https: / /www.youtube.com/watch2v=91

www.gamequitters.com VEwoMDYKO&I=69s



https://www.youtube.com/watch?v=91VfwoMDYK0&t=69s
http://www.gamequitters.com/

NEW CERTIFICATION!

* International Gaming Disorder Cerificate (IGDC) with the
International Gambling Counselor Certification Board (IGCCB)

* Evergreen Council will soon be providing trainings:
Stay tuned!



https://www.igccb.org/igdc-certification.html
https://www.igccb.org/
https://www.evergreencpg.org/

“We are hardwired to connect with others;
it’s what gives purpose and meaning to our lives.”
— Brené Brown
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THANK YOU! =4

Let’s stay in touch.
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