
Julie M. Hynes, MA, CPS
Tana Russell, SUDP, NCTTP, WSCGC-II
2020 Washington State Prevention Summit

COVID's Acceleration 
of Public Health Need

THE NEXT LEVEL OF PREVENTION



THANKS FOR BEING HERE!

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

Image source: memezila.com

Especially now with all you 
have going on.

Please feel free to stretch!



OBJECTIVES

State several trends 
and impacts of 
youth gaming and 
gambling

1

Understand 
prevention science 
connecting problem 
gambling with other 
behavioral health 
outcomes

2

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

3
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TRENDS, DEFINITIONS 
& IMPACTSPART



VIDEO GAMING TRENDS



CAVEAT & MYTHBUSTING.

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 percent 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/


TOP GROSSING iPHONE MOBILE 
GAMING APPS IN U.S., JUNE 2020
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Source: Statista.com / Think Gaming



GAMBLING TRENDS



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



2020 WA Prevention Summit | Hynes & Russe

DEFINITION: GAMBLING

________ something of value

in the   

______________________

something of greater value.

hopes of obtaining
Risking

Source: American Psychiatric Association - DSM-5 (2013). 
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DEFINING GAMBLING LEGALLY.

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

Rose, 2006
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DEFINING GAMBLING LEGALLY.

1. PRIZE: 

2. CHANCE:

Anything of value the sponsor 
awards in a promotion. 

Outcome is beyond the 
participant’s direct 
control.

Rose, 2006
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DEFINING GAMBLING LEGALLY.

1. PRIZE: 

2. CHANCE:

3. CONSIDERATION: Requires money or 
significant effort.  

Rose, 2006

Anything of value the sponsor 
awards in a promotion. 

Outcome is beyond the 
participant’s direct 
control. 



CONVERGENCE.

Of Gaming and Gambling….in a nutshell



REAL MONEY FOR PRETEND MONEY / PRIZES



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



THE 
CONVERGENCE 
ISN’T ALWAYS 
OBVIOUS.

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

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


GAMES WITH 
SLOT-BASED 
MECHANICS 
ARE 
EVERYWHERE.
(i.e., games like this are not 
considered social casino games)

Screen shot: Duo Lingo

Screen shot: Coin Master

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



& 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



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

23
Sources: Gainsbury, Hing, Delfabbro, & King, 2014;
Hollingshead, Kim, Wohl, & Derevensky, 2016



TRADITIONAL SPORTS

COVID: 
CATALYZING ESPORTS BETTING

etc… etc… and new games keep coming…

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
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


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

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


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

ESPORTS:

• Direct competition

• Fantasy

OTHER:

• Skins

• Loot boxes & other   
microtransactions

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


UNC Training Series | Hynes, J., 2020

BUT IS IT LEGAL? 
Only a few
states say 
anything 
about esports.

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

Nope.

Yep.

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/
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“MICROTRANSACTIONS”

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

Data source: sensortower.com



LOOT BOXES
Loot boxes (or “packs” or 
“crates”) are in 58% of top 
games on the Google Play 
iPhone stores

>93% of the Android & iPhone 
games that featured loot boxes 
were deemed suitable for 
children aged 12+.

Data source: Zendle, et al. (2020, Jan.) https://doi.org/10.1111/add.14973; 
Image sources: https://www.forbes.com/sites/insertcoin/2019/01/29/ea-surrenders-in-belgian-fifa-ultimate-team-loot-box-fight-raising-potential-red-
flags/#1f87db2e3675 ; Target.com (FIFA Points)

Image source: https://www.youtube.com/watch?v=tAFFiGymEMc

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)

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


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

ESRB RATING
4/13/20NEW

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

Image source: https://images.app.goo.gl/T6KuZsTZk6T2i7cN8

Skins examples:
https://www.legalsportsreport.com/espor
ts-betting/

Weapons

Clothing

Dances / emotes

“SKINS:” 
collectable 
items not 
typically 
helpful in 

game play

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 
gambling than those who did not (23% vs. 
8%).

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

SKINS: REAL $  CHANCE FOR COINS  SKINS

https://csgoempire.com/





Photo source: Hynes, Jan 2020

HOW ARE KIDS ABLE TO 
GET/SPEND THE MONEY?



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

SKINS & 
LOOT BOX 
PURCHASES 
SHOW UP ON 
BILLS AS 
“XBOX,” ETC.

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



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

GAMING



Source: Brain Briefings (2007, October), Society for Neuroscience, Washington, DC

GAMING/GAMBLING & DOPAMINE

Dopamine not released when expecting a loss.
Flooded with dopamine when expecting a win.

It’s NOT about the money!
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PROBLEM GAMBLING AS ON A 
CONTINUUM.

No Gambling Casual Gambling Serious Social Harmful Disorder

Recreational 
Problems can occur

Unable to stop



WHAT WE KNOW: 
2019 WHO - ICD-11: Gaming Disorder

Source: World Health Organization. (2019). http://www.who.int/features/qa/gaming-disorder/en/

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


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 



TRAUMA.



GAMBLING & ADVERSE CHILDHOOD 
EXPERIENCEs

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

Adverse 
Childhood 

Experiences 
(ACEs)

Emotional 
dysregulation

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

etc.

Substance use 
disorders, eating 

disorders, 
disordered 
gambling



YOUTH RISKY BEHAVIORS DATA

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
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Note: The following 
three slides are 
provided to you as a 
resource to digest and 
use in your own 
practices.

RISK & PROTECTIVE FACTORS
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c

- Male
- Early initiation 
- Early big wins
- Greater confidence of winning
- Impulsivity
- Competitiveness 
- Interaction w/ antisocial peers
- Friends’ use/pressure
- ATOD use
- Time spent (gaming)
- Psychological distress, mental health issues (gaming: 

anxiety)
Gupta & Derevensky, 2001; Gupta & Derevensky, 2000; Hayatbakhsh et al., 2006; Johansson et al., 2009; King & Delfabbro, 2016; Raylu & Oei, 2002; Rho, et al., 2018; Scholes-
Balog et al., 2014; Shead et al., 2010; Volberg, 2008; Winters et al., 2002

+ Female
+ Prosocial involvement
+ Early losses
+Boredom
+Awareness of risk

COMMON RISK & PROTECTIVE FACTORS
INDIVIDUAL & PEER
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c

FAMILY
- Family conflict
- Family history antisocial behavior

- Parental involvement
- Parental history

+ Encouragement of 
prosocial behavior

Gupta & Derevensky, 2001; Gupta & Derevensky, 2000; Hayatbakhsh et al., 2006; Johansson et al., 2009; King & Delfabbro, 2016; Raylu & Oei, 2002; Scholes-Balog et al., 2014; 
Shead et al., 2010; Volberg, 2008; Winters et al., 2002

COMMON RISK & PROTECTIVE FACTORS
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c

c

YOUTH GAMBLING RISK & PROTECTIVE FACTORS BY DOMAIN

- Exposure
- Availability & accessibility
- Media portrayal

COMMUNITY SCHOOL

Gupta & Derevensky, 2001; Gupta & Derevensky, 2000; Hayatbakhsh et al., 2006; Johansson et al., 2009; King & Delfabbro, 2016; Raylu & Oei, 2002; Scholes-Balog et al., 2014; 
Shead et al., 2010; Volberg, 2008; Winters et al., 2002

- Academic failure & 
poor school performance

- Low school commitment 

+ Connection
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TOOLS TO 
ADDRESS 
THE ISSUESPART



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

0
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SUD (substance abuse disorder) funding data source:  
National Association of State Alcohol and Drug Abuse 
Directors (NASADAD) (2017, March). Substance Abuse 
Prevention and Treatment (SAPT) Block Grant Fact Sheet.
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$577 Million

$17.45 Million

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

Total spending: state agencies $16.6M | affiliates $854K
Average spending:  state agencies $347K | affiliates $17K

$ 0
FEDERAL

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


2020: We Tend To Know 
What Not To Do.



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 Identification & Referral  
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CONTINUUM OF CARE

samsha.gov/prevention
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When you see this 
icon, it means we 
have included 
resources on that 
slide for you. 
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GREAT RESOURCES IN YOUR BACKYARD!

Evergreen Council 
on Problem Gambling
www.evergreencpg.org

http://www.evergreencpg.org/


AWARENESS/EDUCATION

Include gambling 
in conversations
about alcohol & 
other drugs, AND
technology.

PARENTS, EDUCATORS, KIDS.



CHANGETHEGAMEOHIO.ORG



PREVENTION CONSIDERATIONS

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

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

Moderation. Keep talking. 
Plan for post-COVID.

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

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


RESOURCES FOR MONITORING

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

https://support.steampowered.com/kb_arti
cle.php?ref=5149-eopc-9918

https://www.playstation.com/en-
us/network/legal/ratings/

https://support.apple.com/en-
us/HT201304

Turn off autoplay: 
https://www.businessinsid
er.com/how-to-turn-off-
autoplay-on-youtube

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

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, 
etc.) 

• 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 & 
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:

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

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

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


NEW CERTIFICATION!

• International Gaming Disorder Certificate (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/


THE HEART 
OF IT ALL.

“We are hardwired to connect with others; 
it’s what gives purpose and meaning to our lives.”

– Brené Brown



Julie Hynes, MA, CPS
Executive Director
Oregon Council on Problem Gambling
Julie@oregoncpg.org | 971.361.9333
@oregoncouncil

Tana Russell, SUDP, NCTTP, WSCGC-II
Assistant Director
Evergreen Council on Problem Gambling
trussell@evergreencpg.org | 360.352.6133 x104
@evergreencpg

Image: https://imgflip.com/memegenerator/36584403/Skeleton-Computer

THANK YOU!
Let’s stay in touch.

THAT 2020 FEELING

mailto:Julie@oregoncpg.org
mailto:trussell@evergreencpg.org
https://imgflip.com/memegenerator/36584403/Skeleton-Computer
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