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1 | INTRODUCTION 
 

Gambling is the activity of betting money or any item of value, with the 

intention of winning over an activity that involves an uncertain outcome 

(Winter et al., 2012). It is inherently a risk-taking behavior (of higher or 

lower risk, depending on the value of the bet), practiced since ancient 

times, almost by all societies of humans. Due to its risky nature, although 

it may be practiced for recreational reasons, it can prove destructive to the 

gambler, their family, their community and to society in general. 

 

This handbook is designed for people with personal experience about 

gambling harms. It will equip you with the information needed to 

effectively interact with and inform young people about the risks 

connected to gambling by utilizing your own experiential knowledge 

and insights.  

 

The contents of this handbook have been created to cover a number of 

significant topics of gambling harm reduction. You will be provided with 

an in-depth understanding of the reasons and fundamental problems that 

lead young people to gambling while also emphasizing the potential 

implications of frequent gambling. You will gain knowledge of methods 

and interventions that are successful in preventing and decreasing 

gambling-related harms among youth through interactive sessions and 

hands-on activities. Along with emphasizing the value of early 

intervention, the handbook will equip you with the knowledge and skills 

necessary to help young vulnerable people. 

 

This handbook includes in-depth information on various gambling-

related subjects, and also the skills, information, and tools required to 

successfully educate young people of the harms linked to gambling 

utilizing your own personal experience. 
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In recent years, the frequency of youth participation in gambling activities 

has increased as a result of the accessibility of online gambling platforms 

and a lack of knowledge about its potential negative effects. Despite the 

fact that gambling has an impact on people of all ages, young people are 

more likely to participate in risky gambling (Monaghan & Wood, 2010) 

 

Studies show that young people between the ages of 18 and 24 gamble 

more frequently than older adults, especially by online gambling (Calado 

et al., 2017, Monaghan & Wood, 2010). Given the popularity of the online 

market, it can be a big temptation for young people, and increased 

attention and tailored efforts should be used to prevent youth from 

participating in gambling-related activities.   

 

Frequent Gambling may create long-term impacts on the life of young 

individuals and may have numerous negative consequences, including 

economic problems, strained relationships, issues in education and the 

workplace, and even mental health illnesses. We can reduce these 

potential dangers and put young people on a healthy path by getting 

involved early and giving them the appropriate knowledge and skills to 

prevent systematic gambling at an early stage. (Messerlian et al, 2005) 

 

Gambling prevention in youth encourages thoughtful decision-making 

and aids in the development of positive habits. By educating young 

people about the dangers and possible consequences of gambling, we 

give them the power to make wise decisions and adopt a responsible 

mindset towards gambling. 

 

Therefore, it is essential to train Experts by Experience with the knowledge 

and abilities needed to successfully avoid or reduce the harms associated 

with gambling among young individuals with the goal of addressing this 

issue. Due to the increa

develop early strategies that can prevent the rise of pathological 

gambling. 
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Our program is a collaboration of partners from four EU countries: Finland, 

Spain, Cyprus, and Portugal. Below, we present the different legislations 

and regulations of gambling in each country. 

 

First, we start by presenting the age restriction for participation in 

gambling activities and the methods used to monitor those. 

 

Finland: the age restriction for participating in any gambling activity is 18 

(THL, 2020). The practice of applying age restriction is monitored through 

supervision and checking of age at entry points to special gambling 

facilities like mini casinos  or at lottery selling stations by personnel. 

There is mandatory identification on all individually distributed slot 

machines. 

 

Spain: the age restriction is also 18.  In all premises where gambling takes 

place, it is compulsory to inform of the prohibition of access to minors. In 

addition, various control systems are in the casino or bingo venues for the 

identification of the person in order to avoid minors or vulnerable 

persons.  

 

Cyprus: the age restriction for casino entrance and gambling is 21. It is 

mandatory that every person entering the casino has their ID available for 

verification of their age, if required. For other gambling agencies that 

include online & offline gambling activities, the age restriction is 18 y.o.a. 

Also, online casinos are not legal in Cyprus. 

Portugal: according to the SRIJ (Games Regulation and Inspection Service, 

from the Ministry of Economy) the legal age to gamble is for people over 

18 years of age, for onsite and online gambling. In this way, it is indicated 
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that only adults can participate in games of chance of any kind. When it 

comes to online gambling, this is usually verified by the age that the 

person provides upon registration.  also a law which led to the 

creation of a platform that, at the time of registration, allows the operator 

to verify the player's age, through existing public databases. In terms of 

onsite gambling, the person must show their ID before entering. 

 

 

 Finland Spain Cyprus Portugal 

Age 

restriction 

18  18 18 & 21 (for 

casino) 

18 

How is it 

checked? 

Supervision & 

checking of 

age through 

ID 

Identification, 

supervision 

and checking 

of age 

through ID 

Checking of 

age through 

ID 

Checking of 

age through 

ID (onsite 

games) and 

registration 

forms (online 

games)  

 

 

 
 

There are a lot of games available for gambling, organized in offline or 

online venues, as well as non-organized, not monitored activities, which 

in most countries are considered to be against the law, or they are freely 

available as non-regulated. According to the International Gambling 

Studies (2017), there is no universally accepted classification of gambling 

games. Below we describe some popular games, but the list is by no 

means comprehensive. 

 

- Number games/ lotteries or instant lotteries: in most European 

countries there are organized lotteries (such as Lotto, Joker) for 

which people choose a set amount of numbers and when the raffle 

happens the more numbers, they had scored the higher amount 

they earn. Instant lotteries are similar, but the raffle happens at real 

time with a preset table of chosen numbers to match the raffle 

(Kino, Bingo). Most of these games are played in offline venues, 

although some might offer the opportunity to submit bets online. 

 

- Scratch Cards: Mostly offered by approved agents, scratch cards 

offer the opportunity to earn money by finding the same symbols, 

numbers or any other media. 

 

- Roulette or dice: Games that use prompts to exercise your luck 

against other people, or against the venue. 

 

- Slot machines: Betting money and winning if a certain pattern of 

symbols of any sort appears after you click a button or pull a lever. 

Popular casino games, which are available online and in illegal 

venues. 

 

- Card games: Played primarily in casinos (land or online), or in other 

venues (mostly illegally), games such as blackjack or poker are 

popular card games. 
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- Sport betting: The betting of money over the forecasting of the 

outcome of an athletic event. 

 

- Animal races: Betting money on races of animals, mostly horses 

guided by a jokey. 

 

- Animal fights: Illegal in most developed countries, animal fights 

have been popular betting opportunities. 

 

- Informal games: in occasions you might encounter gambling 

opportunities for which you win not money, but a novelty item, or 

items of value and is available to everyone as they are non-

regulated (e.g. rolling a ball and winning a doll if the ball lands on a 

number you had previously declared; Christmas raffles for a big 

prize). Such gambling opportunities might appear more innocent 

as there is no winning of money, but the same emotions occur when 

you are in the act and they might lead people, especially younger 

ones to normalize gambling, or develop attitudes more accepting 

of it, which makes the vulnerable for gambling in the future. 

 

 

 
 

One classification of games, which might lead to certain fallacies 

regarding gambling, is the distinguish between pure luck and skills 

games. Although every gambling event depends on luck, for some games, 

people have higher chances if they are more skillful or more 

knowledgeable. 

 

 
The rolling of a coin or a dice is a game that depends only on luck and the 

laws of probability as in every single event of rolling you have the same 

chance of scoring one particular outcome. Slot machines, roulettes, 

scratch cards, lotteries, raffles, are all pure lack games, as regardless of 

what you do, you always have the same probability of winning or losing. 

For example, if you roll a coin, every single time of a roll the probability of 

rolling heads is 50%. Some people fall into the fallacy of believing that if 

the outcome is heads for a number of times the probability of rolling tails 

the next time is higher, which is never the case. The probability is always 

50%. Similarly, many people believe that if they stay at a slot machine long 

enough, the machine will eventually give them a lot of money. This is 

never the case. You have the same probability of winning at a slot machine 

on your first bet as on your 1000th bet. 

 

 
Skills games are also based on the element of luck, but the probability of 

winning is higher in case you are more skillful on the subject of the bet. 

For example, for animal races or sports events, a person who knows the 

sport and the power of each competing team/person has higher chance 

of winning, compared to a person who does not know much about a sport 

event and randomly choose one result over the other. Similarly, for poker 

players, a person who can read other  expression, or who can bluff 

will have a higher chance of winning over people who are not skillful on 

that, or a person who can memorize cards may be able to compute 

whether a high or low number card will roll next on a blackjack table.  
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Having explained that, we need to clarify that it is never sure what the 

outcome will be as in sports events, every event is unique and a 

sportsperson, or an animal might have a bad day, or an accident. Thus, the 

result is never guaranteed. Similarly with card games that involve skills, it 

is never sure what cards you will receive and what cards your playmates 

will have. That is pure luck, which needs to be accounted for and this is the 

biggest fallacy skilled players fall into. They believe that they know all it is 

to know about sports, or have great confidence in their skillset, so that 

they discount the element of luck, or they build a false belief that they can 

manipulate luck. 

 

 

 
 

In Finland, 15 17-year-olds engage in lottery games despite the age limit 

(THL, 2020). Veikkaus lottery games mean both card-board scratch cards 

and online lotteries. Amongst all age groups, the weekly lottery games 

and/or Joker are the most popular ones, followed by scratch cards and slot 

m machine games outside the casino. 

 

In Spain young people prefer sports betting, instant lotteries (scratch 

cards) and casinos, slots, poker, roulette and other games, offered in 

online venues (PNSD, 2020). 

 

In Cyprus the most preferable games among young people are number 

games/lotteries such as lotto, joker, or kino, both for adults and for minors 

(ages 15 to around 18) (NAAC, 2019 r). 
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prevalent are   sports bets and lotteries (EuroMillions and scratch cards), 

(SRIJ, 2023).  

 

 

 

 
 

Finland: 36% of all Finnish gamblers are playing online and overall, minors 

prefer online games i.e., games that can be played without identifying 

yourself (THL,2020). Six per-cent played non-exclusive gambling games 

on the internet either abroad or in Aland (part of Finland but with special 

autonomous status). 5% were gambling on entirely foreign platforms in 

2019. The majority of those playing outside the exclusive system were 

young and male. 
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Spain: Offline gambling predominates online (PNSD, 2020). 

 

Cyprus: Students (ages 15 to 18 or 19) prefer offline gambling at 33% and 

online at 16% of the population (NAAC, 2019 r). 

 

Portugal: Online gambling is more prevalent than onsite (SRIJ, 2023). 

According to SICAD (2023), online betting has also increased in recent 

years  going from 15% in 2015, to 18.3%, in 2021. The prevalence of 

gambling on the internet is increasing with age and, at the age of 13, 

around 5% of young people already bet online, while, at 18, the 

percentage is 21%. 13.9% of users being treated for addiction to gambling 

are under 24 years of age. 

 

  

 
 

  
In Finland it is generally differentiated between minors and adults as the 

legislation sets the age limit at 18 to allow gambling (THL, 2020). A survey 

conducted in 2019 suggests that 78.4% of the Finnish population engages 

in some sort of gambling activities. Minors gamble as well, despite the age 

limit, due to weak age control measures. According to the survey, 41% of 

15 17-year-olds had gambled regardless of the age restriction (18 y.o.a.). 

The prevalence of problematic gambling was the highest in the age 

groups 18 to 24 (5.3%) and 25 to 34 (4.8%). 
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Spanish youth and young adults are one of the age groups most affected 

by gambling addiction. According to various studies, the average age of 

onset of gambling is around 18 years old and gambling addiction has 

been found to particularly affect people between 18 and 35 years old. 

This may be because young people are more likely to seek out new 

experiences and take risks, they may also be exposed to gambling 

advertising and promotions more frequently on TV, social media, etc. 

(Spanish Observatory on Drugs and Addictions. Government Delegation 

for the National Plan on Drugs, 2022). 

 

In Cyprus the following percentages refer to how many people in each age 

group presented have gambled at least once during the last 12 months: 

Age group 15-17: 5%; Age group 18-35: 31%; Age group 36-50: 25%; Age 

group 51-64: 24%; Age group 65+: 15% (NAAC, 2018). Regarding students 

in Cyprus (that is people from 15 to about 18 y.o.a) 33% had gambled 

offline at least once the past year. In online gambling, 16% of students had 

gambled the past year (ESPAD, 2020). Of the underaged male gamblers, 

9.3% are classified as problematic gamblers (NAAC, 2019). The percentage 

of gambling in the general population was found at 23% of all Cypriots 

and of those, 3.2% had gambled intensively (2-3 times per week) during 

the last year (NAAC, 2019). 

 

In Portugal the percentage for 15  24 years old was found at 41% and for 

25  34 years old at 44.7%. In the population aged 15 to 34, the prevalence 

of gamblers is lower than that of the total population (41.6%), remaining 

stable in relation to 2017 (42.8%) but lower than that recorded in 2012 

(61.7%). In this population, women demonstrate patterns which are closer 

to men, when compared to the total population: In 2022 there were 82.5 
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women for 100 men who play, a ratio that has been decreasing (SICAD, 

2023).  

 

 

 
In Finland, in 2019 problematic gambling prevalence was the highest 

amongst unemployed and people who had been laid off work (THL, 2020). 

Amongst minors, digital gaming is more common than offsite gambling. 

However, problematic gambling, digital gaming, excessive alcohol 

consumption and mental problems often co-occur amongst young adults 

between 18-24 years of age. 

 

In Spain, gambling addiction has been a major problem in recent decades. 

According to recent studies regarding the Spanish Observatory on Drugs 

and Addictions (2022), approximately 0.3% of the Spanish population has 

a problem with pathological gambling and other studies suggest that 

between 1.5% and 2% of the population has some kind of gambling-

related problem. In Spain, there is a link between social inequalities and 

gambling addiction. Studies show that people with low socio-economic 

and educational levels have a higher prevalence of problem gambling 

compared to those with a higher standard of living.  

Ethnic minorities, especially immigrants, have also been found to have a 

higher rate of addiction compared to the general population. This may be 

due to factors such as lack of social support networks and lack of access to 

mental health and addiction prevention services. 

  

In Portugal, according to SICAD (2015, p.32), divorced/separated people 

gamble more for cash when compared to those who are married or living 
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gamble more for cash when compared to those who are married or living 

in a union of fact (71% vs 69%) Gingle (60%) and widowed (51%) had the 

lowest percentages.  

 

Native portuguese (p.33) people also gamble more than migrants (6.3% 

vs 54.4%). When it comes to region of residence (p.34), people from the 

south of the country gamble more (Lisbon with 72%, Alentejo with 71%, 

etc.).  

 

When it comes to formal education of the population (n=942, p.35): 1.4% 

did not attend school; 23.7% have the 1st cycle; 31.1% have the 2nd and 

3rd cycle; 26.8% have secondary education; and 17% have higher 

education. As such, people with higher levels of education tend to gamble 

for money more.  

 

Plus, employed people gamble (p.37) for cash more (73%). The prevalence 

of gambling among the unemployed (69%) is also slightly higher than that 

seen for the total population (66%). The lowest prevalences are recorded 

among students (45%), for example.  

 

In Cyprus, the demographic background of the people who gamble, 

according to research by the Cyprus National Betting Authority that was 

conducted in 2022 (n=2950), among the high rate of 55.3% of gamblers in 

Cyprus, are most likely to be male aged 18-34 y.o.a. Unfortunately, at the 

moment we  have other information like the employment, marital, 

educational status etc.   
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In Finland 74.5% of women and 82.2% of men engaged in gambling 

activities, 4.0% of men and 2.1% of women engaged in problematic 

gambling in 2019, as well as 1.9% of men and 0.9% of women suffered 

from probable pathological gambling (THL, 2020). The prevalence of 

online gambling in 2019 was 36.3% (women 27.2%, men 46.0%).  

 

In Spain, a higher percentage of men than women are affected by the 

disorder. According to the latest DGOJ study, men continue to be the main 

gambling players in Spain, accounting for 63.8%, while women account 

for 36.2%. Although the gender gap has narrowed compared to previous 

years, there is still a clear difference in the participation of women and 

men in gambling.  

 

Cyprus: During the period of one year prior 49% of boys and 22% of girls 

had gambled at least once in offline gambling venues and 29 % of boys 

versus 7.3 % of girls had gambled at least once in online platforms (ESPAD, 

2020). 

 

When it comes to Portugal, the prevalence is higher in men (62.7%) than 

in women (49%), with the women/men ratio being the same in 2012 and 

2022 (78/100), after an increase in 2017 (88.6), according to SICAD (2023). 

Besides when it comes to young people, boys gamble more than girls.  
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The gambling industry has been using advertisements to impact attitudes 

of adolescents, young people and adults towards gambling. This is 

achieved by direct advertising (TV, roadside board, etc.) or through 

indirect advertising and gambling content on social media (e.g., through 

influencers or celebrities). Gambling advertisement through social media 

platforms in particular, has been found to exercise higher appeal to 

adolescents and young adults compared to older adults (Rossi & Nairn, 

2021). The advertisements seem to work their purpose, as younger people 

(ages 11 to 24), who are exposed to gambling ads and develop higher 

brand recognition have increased chances to actively gamble or declare 

that they will gamble in the future (MacGregor et al., 2020). For the 

protection of minors, the countries participating in this project have 

placed protection measures that are described below. 

 

 
  

In Finland, gambling may not be marketed to minors and marketing may 

not be used to attribute a positive image to heavy and frequent gambling. 

Information may however be provided about betting events, locations, 

terms and fees, the probability of winning, and the winnings relating to 

such games (THL, 2020). A lot of young people probably use lottery cards, 

as information about the wins is allowed and often directed towards 

young people. 

 

In Spain, there is a law that establishes a limitation and regulation on 

advertising both in time slots for the protection of children and in the 

different commercial communications. Advertising on social media and 

other virtual platforms remains to be defined and legislated, (ESTUDES, 
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EDADES, 2022). 18 years of age, the age of majority. In all premises, it is 

compulsory to inform about the prohibition of access to minors under 18 

years of age. In addition, various control systems are in place for the 

identification of the person in order to avoid minors or vulnerable 

persons. 

 

 

 

20



21

EDADES, 2022). 18 years of age, the age of majority. In all premises, it is 

compulsory to inform about the prohibition of access to minors under 18 

years of age. In addition, various control systems are in place for the 

identification of the person in order to avoid minors or vulnerable 

persons. 

 

 

 

 

 

 

 

 
 

 

21



22

 

 

 

 

 

22



23

 

 

 

 

 

 

 

 

 

 

23



24

 

 

 
 

 

 

 

 
 

 

24



25

 

 

 
 

 

 

 

 
 

 

 

 

 

 

 

 

25



26

 

 

 

3| THEORETICAL BACKGROUND OF GAMBLING HARMS 
 

 

 

 
 

26



27

 

 

 

3| THEORETICAL BACKGROUND OF GAMBLING HARMS 
 

 

 

 
 

 

 

 
 

 

 

 

 

 

 

 

 

27



28

 

 

 

 

 

 

 

28



29

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

29



30

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

30



31

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 

Gambling is a process which excites  mentally and physically, 

following the same mechanism as stimulant substances - causes 

stimulation to the central nervous system, through the process of 

gambling, rather than the insertion of a chemical into the blood flow. As 

the same mechanism is involved, people who continue gambling reach 

the point of addiction, or gambling disorder (APA, 2013 r). 

 

Licensed mental health professionals can diagnose a person with 

gambling disorder, if the people exhibit a constellation of gambling harms 

and related behaviours for a certain period of time, as described below 

(APA, 2013, pg. 585 & 586): 

 

Persistent and recurrent problematic gambling behavior leading to 

clinically significant impairment or distress, as indicated by the individual 

exhibiting four (or more) of the following in a 1 2-month period:  

 

1. Needs to gamble with increasing amounts of money in order to 

achieve the desired excitement. 

2. Is restless or irritable when attempting to cut down or stop gambling. 

3. Has made repeated unsuccessful efforts to control, cut back, or stop 

gambling.  

4. Is often preoccupied with gambling (e.g., having persistent thoughts 

of reliving past gambling experiences, handicapping or planning the 

next venture, thinking of ways to get money with which to gamble). 

5. Often gambles when feeling distressed (e.g., helpless, guilty, anxious, 

depressed). 
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6.  After losing money gambling, often returns this day to get even 

("chasing" one's losses).  

7. Lies to conceal the extent of involvement with gambling. 

8. Has jeopardized or lost a significant relationship, job, or educational or 

career opportunity because of gambling. 

9. Relies on others to provide money to relieve desperate financial 

situations caused by gambling. 

10. The gambling behavior is not better explained by a manic episode.  

 

Specifications: 

- Episodic: Meeting diagnostic criteria at more than one time point, 

with symptoms subsiding between periods of gambling disorder 

for at least several months. 

- Persistent: Experiencing continuous symptoms, to meet diagnostic 

criteria for multiple years.  

- In early remission: After full criteria for gambling disorder were 

previously met, none of the criteria for gambling disorder have 

been met for at least 3 months but for less than 1 2 months. 

In sustained remission: After full criteria for gambling disorder were 

previously met, none of the criteria for gambling disorder have been met 

during a period of 1 2 months or longer.  

 

- Severity: Mild: 4-5 criteria met. Moderate: 6-7 criteria met. Severe: 8-

9 criteria met. 
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Gambling involves the risk of losing money, paired with the possibility of 

  if luck is on your side. It is a risky and exciting activity. When 

people engage in gambling, we put ourselves through the anticipation of 

a big reward. This experience affects our body functions, specifically the 

Central Nervous System (CNS - the brain and the spinal cord) and in 

repeated activity it results to disordered functioning of it, as described 

below. 

 

 
The reward system of the mammal brain is a circuit of hormonal activity, 

which makes us feel good or bad according to the experience we have in 

our daily endeavors (Miller & Carroll, 2006). If we engage in an activity and 

we have a positive reward (internal or external), there is dopamine release, 

which translates to the emotions of joy, happiness, excitement, or 

euphoria, according to the gratitude of our reward. The person who 

experiences this tends to repeat the action that brought about the 

positive result. On the contrary, if one of our activities causes some form 

of pain or dysphoria, we tend to avoid those actions. Examples of 

behaviours that trigger dopamine release are eating, exercising, having 

intercourse, any social activities that make other people accept us (being 

kind, offering help), any activities that show recognition (e.g., being the 

best student, earning a reward, receiving your salary etc.). Behaviours that 

lower dopamine are any actions that cause us pain (touching a hot 

surface, eating excessively), exclusion from a community (being rude or 

violent to people), and other painful social or emotional situation (being 

embarrassed or abused in some way) and so on. The reward system is used 

in teaching methods when a person (human or of other species) is 
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rewarded with any sort of treatment after a positive action or is punished 

after a bad deed.  

 

 
Gambling, as described above, excites the reward system through the 

release of an excessive amount of dopamine and people tend to repeat it, 

to experience the same effect. After the passage of sometime of the 

engagement in the activity, the dopamine levels of the brain return to 

their normal balanced state and the person goes about with their day. No 

harm caused so far. However, with repeated exposure to the gambling 

activity and the analogous release of dopamine, the brain eventually 

learns to function on higher levels of dopamine and the amount of 

dopamine released by healthy and adaptive daily activities is not enough 

for the brain to function properly - higher amount is needed. At that point 

we understand that the brain has formed a habit to function on higher 

levels of dopamine that are released by the activity of gambling and the 

receptors of the hormone are suppressed and not reacting to lower, 

balanced level of the hormone. After this point a person can seize their 

gambling activity and recover, but if they continue, they might have 

different reactions and the experience of withdrawal (Miller & Carroll, 2006 

& Scottish Gambling Education Hub, 2022). 

 

 

 
 

 
When a person has formed the habit of functioning on higher levels of 

dopamine released through gambling, we observe what we describe as 
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When a person has formed the habit of functioning on higher levels of 

dopamine released through gambling, we observe what we describe as 

tolerance. Continuing with gambling (similar to the use psychotropic 

substances), the same amount of gambling is not enough to give the 

same release of dopamine. The person needs to bet a bigger amount, 

gamble more often, or take higher risks (at the bet, or environmentally) to 

reach the same level of excitement. This is called tolerance. Along with the 

tolerance people may start to experience losing of money, engage in 

unethical or illegal means to obtain money to gamble and suffer the 

consequent relationship and social friction, along with negative emotions 

of guilt, sadness, feeling of lack of control and the need to chase the loses 

(Miller & Carroll, 2006 & Scottish Gambling Education Hub, 2022). 

 

 

 
Tolerance and the associated negative emotions make the dopamine 

release and the associated euphoria less prominent. Rather, the person 

experiences an activation of the stress reaction on the CNS, which is 

associated with emotions and sensations of irritability, restlessness, loss of 

motivation, disappointment, guilt, sadness/ hopelessness, loss of control, 

anxiety and possible panic symptoms. To release this negative 

emotionality the person experiences the urge to gamble again, called 

craving. Motivators for the craving vary. People need to feel some sort of 

excitement, to release the stress, to have some joy, to make up for the lost 

amount of money, to return money to family or people they owe, etc. 

Craving is an intense, almost irresistible urge to engage in the activity, so 

as to relieve this intense emotional state, the state of withdrawal (Miller & 

Carroll, 2006 & Scottish Gambling Education Hub, 2022). 

 

35



36

 
As the person experiences withdrawal symptoms, along with continuous 

stress and inability to take pleasure from other activities, they may 

become preoccupied with gambling and the majority of their time is 

spent to gamble or obtain means to gamble (Scottish Gambling Education 

Hub, 2022, 2022). 

 

 
By this time, the majority of people with gambling disorder have tried to 

stop this activity, or somehow control it, but may do not succeed. One 

reason, besides the withdrawal symptoms, is the impairment of a second 

brain circuit, the inhibition system, which is responsible for impulse 

control (Miller & Carroll, 2006). The inhibition system is a series of 

executive functions processes, which lead to the person effectively 

stoping an urge (or impulse) from becoming a behavior. One example of 

inhibition control is the following: Imagine returning home at 2am after a 

night out and craving a piece of your favorite cake. Do you eat it or not? 

What do you think about making your decision? The inhibition system at 

that point will run a number of executive processes: scaling pros and cons, 

reminding of a  health or weight goal, think of how it will affect 

 stomach right before bed, remember the taste of it and decide 

whether to experience that taste right now, or tomorrow and so on. This 

is a healthy and very quick process and whether you end up eating the 

cake or not is irrelevant at this point. However, when it comes to gambling 

(or any other form of addiction), this is more important. Through brain 

imaging research we know that an addicted  brain cannot carry 

that activity of the inhibition system, as the area of the brain involved 

(prefrontal cortex) is not activated appropriately. Thus, the process of 
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is a healthy and very quick process and whether you end up eating the 

cake or not is irrelevant at this point. However, when it comes to gambling 

(or any other form of addiction), this is more important. Through brain 

imaging research we know that an addicted  brain cannot carry 

that activity of the inhibition system, as the area of the brain involved 

(prefrontal cortex) is not activated appropriately. Thus, the process of 

decision making does not take place appropriately and the person has 

much bigger trouble resisting the urge to gamble again.  

 

Additionally, any forms of triggers reminding of gambling (advertisement, 

gambling paraphernalia, walking past a place one used to gamble, seeing 

a gambling partner) activates the habit seeking system and slows down 

the inhibition system, thus making it much for difficult for people to resist 

the activity, even after having stoped their engagement for  a period of 

time (Miller & Carroll, 2006; Scottish Gambling Education Hub, 2022). 

 

The experience of the person who has developed gambling disorder has 

been schematically described as the gambling disorder cycle (Scottish 

Gambling Education Hub, 2022, 2022). Starting by gambling activity, 

leading to withdrawal, when one tries to control their actions, which leads 

to preoccupation/anticipation of gambling and returns the person back 

to gambling, withdrawing and so on. 
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4 | GAMBLING HARMS AMONG YOUNG PEOPLE 
 

Adolescents and younger adults who gamble, have been found to have a 

higher probability of experiencing gambling related harms, compared to 

older adults (Scottish Gambling Education Hub, 2022), with a quarter of 

the people aged 11 through 26, who had gambled reporting some impact 

in their life from that activity 

Gambling related harms can be present 

in many areas of a young  life. 
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amily (Afifi et al., 2010; Hardoon & Derevensky, 

2002 r) 

 

 

 

 

Hardoon & 

Derevensky, 2002

Physical health (Afifi et al., 2010): 

 Problems caused by poor sleep hygiene, poor diet while gambling, 

using of substances, hours of limited movement and so on 

 Poor self - hygiene (Triantafillou, 2012) 

 Physical health problems also occur in members of the family of the 

person who gambles (Afifi et al., 2010)

Wardle & McManus, 2021

Wardle & McManus, 2021)

Wardle & McManus, 2021)
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Wardle & McManus, 2021)

Hardoon & Derevensky, 

2002

 
 

 

In most societies, young people are exposed to gambling content and 

become less and more inclined to gamble themselves. The following are 

factors which influence young  involvement in gambling. For 

classification purposes, we distinguish these factors into motivators (what 

leads the person to want to gamble) and facilitators (what makes it easier 

for the person to gamble, even if they  have any special interest). We 

describe findings from research: 

 

 
• Need for entertainment (Fisher, 2003 r; Walker, 1992 r): gambling is a way 

to have fun on many levels - maybe you play games with friends so you 
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for the person to gamble, even if they  have any special interest). We 

describe findings from research: 

 

 
• Need for entertainment (Fisher, 2003 r; Walker, 1992 r): gambling is a way 

to have fun on many levels - maybe you play games with friends so you 

engage in social activities; in skills games you exercise your knowledge 

and skills; certain attributes of certain facilities are exciting (e.g. casinos 

normally offer free drinks and food). 

• Need for excitement and novelty: winning, or near missing are factors of 

risk taking that excite the brain and cover for the need of novelty. 

Tempting music, flashing light, or other mechanisms of certain activities 

also excite the  physiology. 

• Need for competition (Fisher, 2003; Cotte, 1997): a valid human need, 

competition can be expressed in adaptable ways, e.g., sports, studying 

or working towards an award, running for an office. However, for people 

lacking these opportunities otherwise, gambling may serve as a risky 

outlet, which may give some fulfilment initially, but it is destructive 

long-term. 

• Testing  skills (Gambling Commission, 2022): while luck is always a 

big element of the outcome of any gambling event, certain games 

require a skillset (betting on athletic events, poker, etc.). In those games, 

the need to test  skills and the belief in  skills will motivate 

people to gamble more often. 

• Escape from reality (Fisher, 2003; Papadimas, 2003; Walker, 1992): 

gambling can get you involved in it, so as it can destruct you from 

negative thoughts, problems, or longer standing psychological 

difficulties (e.g., a past trauma). 

• Psychosocial difficulties (Anagnostopoulos, et al., 2014): similarly, people 

with such mental health struggles might gravitate towards gambling. 

• Social engagement (Fisher, 2003; Aasved, 2003; Walker, 1992): group 

games, or competitive games might serve as a way to engage with 

others. People with limited social interactions, or impaired social skills 

are more vulnerable to exercise gambling as a way to make friends, have 
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company, or receive admiration for their skills; in some cases, it has been 

described as a way to  friends, love, and  (Salpistis, 

2013) 

• Feeling of importance (Cotte, 1997): when one wins, it is a way to prove 

they important, or powerful to others, or that they have the ability to 

control their fate (Cotte, 1997) 

 

 
• Awareness: the mere knowledge of gambling venues and variety of 

games and brands can influence people towards gambling (Beynon et 

al., 2021 r) 

• Acceptability (Evans & Cross, 2021 r): if gambling is accepted and 

considered a normative behaviour in  society or community, it is 

more likely one will engage in it. For instance, people whose religion 

forbids such engagement are less vulnerable to engaging in it or 

experiencing harms from gambling. 

• Belief that it is a way to earn money (Fisher, 2003; Papadimas, 2003): this 

is a common fallacy around gambling. While most people know that it 

is unlikely to win, many still support the belief that they will win, a belief 

that it is reinforced by storytelling of people who have won (e.g., movies, 

books, etc.). 

• Other false information and belief of fallacies: lack of awareness of the 

dangers of gambling (Papadimas, 2003), along with thinking that you 

may control an event of chance and possibilities; lack of knowledge of 

the laws of possibility and probability; beliefs that it is a way to relax and 

other fallacies make young people more prone to gamble beyond 

control. 
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may control an event of chance and possibilities; lack of knowledge of 

the laws of possibility and probability; beliefs that it is a way to relax and 

other fallacies make young people more prone to gamble beyond 

control. 

• Gender (Gay, Grill & Corboy, 2016 r): male young and older people are 

more vulnerable to gambling 

• Age (Gambling Commission, 2019 r): older people are more likely to 

have 

•  involvement in gambling: Young people who perceived their peers 

as gambling more often, would exhibit higher levels of problematic 

gambling (Gay, Grill & Corboy, 2016 r) and any sort of other gambling 

related harms (Dowling et al., 2016 r). That could function as a way of 

getting the approval of their friends, or it could demonstrate as a fear of 

missing out on an activity so many people other seemingly enjoy. 

• Parental involvement in gambling: Parental engagement with gambling 

and the level of the perception of such, makes adolescents more likely 

to exhibit higher problematic gambling (Gay, Grill & Corboy, 2016 r). 

• Fear of regret or feeling lucky: As many gambling games are socially 

acceptable and seemingly many people engage in those, it is easy to 

experience the consideration of being  at a particular time point 

and worry that one might miss out if they fail to follow that inspiration. 

• Ease of access (Desai et al.,2005; Evans & Cross, 2021): Availability of 

gambling facilities might encourage people to  try it  Online 

availability makes it even easier and faster for people. 

• Advertisement (MacGregor et al. ,2020 r): Happy people have changed 

their life after winning the jackpot. The more often you see that, the 

higher the possibility to gamble. No advertisement will ever show the 

tens or hundreds of thousands of people who never win the jackpot. 
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Binde (2013) has suggested a theoretical categorization of a motivational 

model for gambling among -primarily- recreational gamblers. He 

suggests five dimensions of motivation: 

1. Jackpot: the person decides to gamble, with the wish of winning a 

great amount of money which will transform their lives for the 

better. They might gamble only when there is a jackpot amount, but 

not that frequently. 

2. Social rewards: as described above, gambling allows people to 

connect with others, thus bringing the feeling of companionship, 

covering feelings of loneliness. Otherwise, people might receive 

recognition by their ability on skills games, or the opportunity to 

show off their wealth (what they can bet, or what they earn), and so 

on 

3. Intellectual challenge: pertains mostly to skills games, where you are 

challenged especially by other skillful players. 

4. Mood change induced by playing everything that gambling offers to 

cover negative emotionality  

5. Chance of winning: it is the fundamental and most common 

motivator. It differs from jackpot in that it does not aim for the same 

huge amount  any win is a motivator. 

 

 

 
Chantal and colleagues (1994) suggested seven motivations of gambling, 

based on the self-determination theory. These are the following: 

1. Learning the game 
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model for gambling among -primarily- recreational gamblers. He 

suggests five dimensions of motivation: 

1. Jackpot: the person decides to gamble, with the wish of winning a 

great amount of money which will transform their lives for the 

better. They might gamble only when there is a jackpot amount, but 

not that frequently. 

2. Social rewards: as described above, gambling allows people to 

connect with others, thus bringing the feeling of companionship, 

covering feelings of loneliness. Otherwise, people might receive 

recognition by their ability on skills games, or the opportunity to 

show off their wealth (what they can bet, or what they earn), and so 

on 

3. Intellectual challenge: pertains mostly to skills games, where you are 

challenged especially by other skillful players. 
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cover negative emotionality  

5. Chance of winning: it is the fundamental and most common 
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huge amount  any win is a motivator. 

 

 

 
Chantal and colleagues (1994) suggested seven motivations of gambling, 

based on the self-determination theory. These are the following: 

1. Learning the game 

2. Feeling competent 

3. Experiencing excitement 

4. Socializing 

5. Feeling important 

6. Win money 

7. Continuing gambling aimlessly 

 

These seven motivators pertain mostly to gamblers, deeper involved into 

their engagement, although some motivators might pertain to 

recreational gamblers as well. 

Shinaprayoon and colleagues (2018) have restudied the GMS and through 

novel statistical analyses have suggested a six-factor model: 

1. Experiencing intellectual challenge (combined motivations to learn 

and to feel competent) 

2. Experience excitement 

3. Socializing 

4. Feeling important 

5. Winning money 

6. Continuing gambling aimlessly 

 

 

 
 

Interventions to prevent gambling harms among young people are 

classified in three levels: individual, community, society. We follow these 

three main levels of intervention. The individual level of frameworks 

includes interventions targeting specifically on occasional/recreational 

youth gamblers and youth who are at risk at personal levels. The 

45



46

community level frameworks include interventions focusing on broader 

level of youth who are at risk (e.g., colleague students) and instead of 

working individually with youth, community level interventions adopt 

their goals at the group level. The society level of frameworks 

encompasses harm prevention interventions/policies endorsed at the 

societal level. Examples are presented below. 

 

 

 

 

 
 

Individual Level 

Interventions 

Community Level 

Interventions 

Society Level 

Interventions 

Personalized Normative 

Feedback Intervention 

(PNFI) 

Psychoeducational 

Prevention 

Programs/Comprehensiv

e Psychoeducational and 

Skills Training Prevention 

Programs 

Demand Reduction 

Strategies 

Web-based Intervention 

for Youth 

Community-based 

Awareness Campaigns 

Supply 

Reduction Strategies 

Implementation 

Intentions 

Inoculation Theory  Age Restriction Strategies 

46



47

community level frameworks include interventions focusing on broader 

level of youth who are at risk (e.g., colleague students) and instead of 

working individually with youth, community level interventions adopt 

their goals at the group level. The society level of frameworks 

encompasses harm prevention interventions/policies endorsed at the 

societal level. Examples are presented below. 

 

 

 

 

 
 

Individual Level 

Interventions 

Community Level 

Interventions 

Society Level 

Interventions 

Personalized Normative 

Feedback Intervention 

(PNFI) 

Psychoeducational 

Prevention 

Programs/Comprehensiv

e Psychoeducational and 

Skills Training Prevention 

Programs 

Demand Reduction 

Strategies 

Web-based Intervention 

for Youth 

Community-based 

Awareness Campaigns 

Supply 

Reduction Strategies 

Implementation 

Intentions 

Inoculation Theory  Age Restriction Strategies 

 

 

PNFI attempts to intervene in correcting such normative misperceptions 

by making the discrepancy between the  perception and reality 

overtly visible. By doing so it allows people to self-evaluate their behavior 

(Celio & Lisman, 2014). It  is done through three simple steps. 

 

Step 1: Questionnaires are given to people that assess their gambling 

behavior (e.g., frequency) and their perceptions of their peers  gambling.  

 

Step 2: Participants are presented with personalized feedback that 

contrasts: a. his/her gambling behavior; b. his/her perception of how 

much peers gamble; c. how much peers gamble in reality.  

 

Step 3: Participants are provided with feedback in text and in graphical 

forms that illustrates their own gambling behavior and compares the 

discrepancy between their perception of  gambling and  

actual gambling.  

 

Throughout PNFI intervention, youth are expected to raise their 

awareness regarding their own gambling behaviour and correct 

47



48

misperceptions by detecting the real patterns about  gambling 

behaviour. PNFI has proven beneficial in decreasing alcohol consumption 

among college students (Dimeff et al., 1999) and has promising results 

regarding gambling (Marchica & Derevensky, 2016; Neighbors et al., 

2015). A warning should be made in terms of PNFI having been developed 

to tackle alcohol consumption, which is a subsance use. Gambling is a 

behaviour and thus the same interventions might not have the same 

results. 

 

Advantages Disadvantages 
Low cost: few resources are 
required to apply 
 
Time efficient: immediate 
feedback to the person 

Personalized feedback should be 
reminded: not always the case 
with online methods 
 
Hard to check long-term 
effectiveness: attrition 
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Web-based approaches have a series of advantages against the above 

concerns. First, anonymity immediately reduces fear of judgement and 

stigmatization. Second, non-judgmental delivery of information enables 

youth to ask for future feedback associated with gambling behaviors 

(Chiauzzi et al., 2005; Griffiths & Cooper, 2003). Third, use of graphics 

appeal to youth more and facilitates stronger emotional response than 

the mere texts used in educational settings (Canale et al., 2016). Therefore, 

higher levels of awareness and harm prevention are expected to be 

evident through the implementation of web-based intervention. Indeed, 

there is a wide range of research displaying the effectiveness of web-

based intervention in reducing high-risk behaviors (e.g., alcohol use). 

Specifically, a study showed that the implementation of web-based 

intervention led to decrease in at risk gambling behavior among high-

school students (Canale et al., 2016).    

 

Step 1. Online evaluation of  gambling behavior at three main 

areas: 1. frequency of gambling; 2. expenditure related to gambling; 3. 

feelings associated with gambling through questionnaires. 

Step 2. Provision of online feedback based on the responses. Feedback 

includes: 1. summary of scores and 2. assignment to one of three 

categories (i.e., non-problematic gambling, at risk gambling, and problem 

gambling) 

Step 3. Presentation of a list of consequences of gambling for health and 

quality of life 
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Step 4. Provision of tips for lowering risks in the form of an online training 

with QnA. For example, the user is asked do you know the difference 

between luck-based and skill-based  and then an answer appears.  

 

Advantages Disadvantages 
Inexpensive 
 
Easy implementation and 
provision of feedback 
 
Accessible in various settings 
(home, school, etc.) and to all 
people with internet access 

Categorization no problem, at risk, 
dangerous might be 
misunderstood and anxiety 
provoking as a label and in the 
absence of a professional who can 
clarify questions. 

 

 

 

Implementation intentions: Implementation intentions is a framework 

based on health psychology. It has emerged as a result of the gap 

between intention and behaviour. Although people honestly intend to 

make a change (in our case that change is to stop, or reduce gambling), 

often they fail to take the appropriate action, or they relapse back to their 

initial behaviour (Gollwitzer, P. M. 1993). That happens because setting a 

goal although necessary, is not a sufficient condition for behavioural 

change, a goal-directed plan is also necessary. Implementation intentions 

are such goal-directed plans. It is important to highlight that this 

framework is particularly designed for youth who wish to limit their 

gambling behaviour (Gollwitzer, P. M. 1993). 

 

Implementation intentions are formed by integrating what, when, where, 

and how the behaviour in reference will be performed. Through the 
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initial behaviour (Gollwitzer, P. M. 1993). That happens because setting a 

goal although necessary, is not a sufficient condition for behavioural 

change, a goal-directed plan is also necessary. Implementation intentions 

are such goal-directed plans. It is important to highlight that this 

framework is particularly designed for youth who wish to limit their 

gambling behaviour (Gollwitzer, P. M. 1993). 

 

Implementation intentions are formed by integrating what, when, where, 

and how the behaviour in reference will be performed. Through the 

process of forming implementation intentions, three important aspects 

need to be considered. First, people recognize situations and cues that 

trigger unwanted behaviour. For example, feelings of anger might be a 

cue triggering the young person to gamble. Second, conditional 

responses to situations are formed. For example, and person examines 

what they will do when they get angry (e.g., if I am feeling angry, I will be 

going out for a walk instead of gambling). Third, behavioural responses 

are chosen based on the conditional plan. For example, walking is the 

behavioural response to the above scenario (see the next table for 

examples): 

 

Situation/Cues If/Then Plan Appropriate 

Behaviour 

Anger If I am feeling angry, 

I will go out for a 

walk instead of 

gambling. 

Walking 

Friend If my friend asks me 

to gamble, I will 

indicate my 

intention to limit my 

gambling and 

politely say no. 

Polite Refusal 
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This plan can be created either by the young person who wishes to limit 

their gambling activities or by the guidance of a health professional. 

 

Advantages Disadvantages 
Concrete predetermined plans  
youngsters know what to do 
when the craving moment comes, 
instead of trying to figure it out 
then 
 
Recognition of cues and triggers  
promotion of self-understanding 

Ineffective to those not 
recognizing gambling as 
problematic or harmful 

 

 

 
 

 

 

Psychoeducational Prevention approaches aim is to increase 

knowledge on gambling and at-risk gambling, functioning on the idea 

that the lack of knowledge about gambling is what leads to pathological 

gambling (Blaszczynski & Nower, 2022). As a result, it is contemplated that 

Boredom If I will boredom, I 

will watch Netflix 

instead of gambling.  

Watching Netflix 

Location If my route is along 

with the casino, I will 

find alternative 

routes to go the 

place I want.  

Alternative Route 
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Psychoeducational Prevention approaches aim is to increase 

knowledge on gambling and at-risk gambling, functioning on the idea 

that the lack of knowledge about gambling is what leads to pathological 

gambling (Blaszczynski & Nower, 2022). As a result, it is contemplated that 

Boredom If I will boredom, I 

will watch Netflix 

instead of gambling.  

Watching Netflix 

Location If my route is along 

with the casino, I will 

find alternative 

routes to go the 

place I want.  
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if people correct maladaptive gambling-related cognitions through 

education, their likelihood of developing pathological gambling will be 

lessened to a greater extent. 

Psychoeducational prevention programs include the following topics 

among others: definition of gambling, gambling fallacies, game odds and 

probabilities, information on problematic gambling, and negative 

consequences associated with problematic gambling. For example, one 

gambling related fallacy is the belief that individuals can control the 

outcomes of a bet, if they follow certain rituals or routines. If a young 

person does not know this, they might carry the same false belief and lean 

towards gambling more than if they believed that the outcome is purely 

based on luck. Such fallacies are corrected or pointed out through 

psychoeducational programs, promoting responsible gambling, or 

abstinence. 

 

The comprehensive psychoeducational and skills training prevention 

programs are in their basis the same as the above programs with an 

addition of a socioemotional skills training component. The 

socioemotional skills training involves activities that increase self-esteem, 

interpersonal skills, healthy coping skills, problem-solving abilities, 

decision making processes, and peer-pressure refusal skills. 

 

Advantages Disadvantages 
Can reach a wide audience 
 
Easily performed in schools, thus 
everyone gets to hear the 
message even if they  wish to 
engage much 
 

Lack of efficacy studies. 
 
Needs a lot of tailoring to the 
audience for the message to be 
effectively delivered 
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Can increase bystander and peer 
support 

 

 

Community-based awareness campaigns: Community-based 

awareness campaigns are education-based approaches that aim to raise 

awareness about gambling harms not only among youth, but also among 

their families and members of the community. The approach promotes a 

more integrative approach to yield comprehensive gambling harm 

prevention. The underlying assumption behind this approach is similar to 

psychoeducational prevention approaches.  

The difference lays in methodology, as a broader age and group audience 

is reached and through a bigger variety of means (e.g., posters, digital 

channels, social media pages and so on). Messages shared through 

community-based awareness campaigns pertain information on 

gambling harms, statistics and so on. They also illustrate how online 

games, popular among youth, mimic gambling (e.g., loot boxes) and they 

offer guidance how parents or professional groups can approach and 

discuss with young people regarding their involvement in gambling, 

along with giving references to prevention and therapy centers. 

 

In terms of implementation of community-based campaigns, there are 

several principles that need to be applied to design the content of such 

awareness programs (Blaszczynski & Gainsbury): 

1. Clear objectives from the beginning, clear outcomes and metrics in 

short- and long- term application of the project. 

2. Content derived from reliable, scientific research. 
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In terms of implementation of community-based campaigns, there are 

several principles that need to be applied to design the content of such 

awareness programs (Blaszczynski & Gainsbury): 

1. Clear objectives from the beginning, clear outcomes and metrics in 

short- and long- term application of the project. 

2. Content derived from reliable, scientific research. 

3. Psychological, environmental, and social determinants of gambling 

harm prevention arranged according to the given community 

4. Content such as to enable youth to question their standing on 

gambling continuum 

5. Unbiased messages free of stigma and stereotypes 

6. Motivational messages that inspire audience to minimize harms 

 

Advantages Disadvantages 
Online  easily accessible 
 
Wide scope of audiences  every 
member of the community 

Lack of evidence on effectiveness 
 we cannot know how many 

have reduced gambling due to 
visiting the campaign 

 

 

The inoculation-theory: The inoculation-theory based approaches were 

developed in response to the awareness campaigns. According to the 

inoculation theory, the current awareness campaigns merely provide 

information about gambling-related risks and present responsible 

gambling to avoid these risks. The inoculation theory suggests that 

awareness campaigns overlook an important element: gambling 

advertisements (Messerlian & Derevensky, 2006).  

 

Inoculation theory connects advertisment with the tendancy to gamble. 

Numerous studies show that gambling advertisements create a positive 

image of gambling (with the use of big promises and excited winners), 

particularly among youth. This in turn triggers youth to further engage in 

gambling (Compton, J., & Pfau, M., 2005) 
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The theory suggests that youth need to be provided with information that 

counter attacks the claims of gambling advertisements and compares the 

process with the idea of vaccination. With vaccination with insert a small 

dosage of a virus in our bodies so as our immune systems fights it and 

creates necessary anti-bodies to be used in bigger attacks in the future. 

Analogously, young people are presented with gambling advertisements 

along with a clear rationale why it is wrong and thus, people are more 

prepared to counterattack future claims of false promises. 

 

Three main steps consist of the process of the inoculation theory: 

1. Youth are provided with a threat (e.g., gambling might lead to 

serious financial loss ) 

2. Youth are exposed to a gambling advertisement (e.g., you are 

going to need a bigger ). The selected gambling 

advertisement should be one that the person is familiarized with 

and has clear reference of what it pertains to, so they can relate the 

message. 

3. You are provided with refutations. For example, the gambling 

industry claims that you will need a bigger wallet for your earnings. 

but in fact, the truth is that the probability of you winning is 

1/13,983,816. You are more likely to be hit by a   

 

 

 

Advantages Disadvantages 
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Advantages Disadvantages 

Ground on how to persuade 
people to avoid persuasion 
 
Protective guard against 
enormous financial economy of 
gambling and its advertisement 

IT has high efficacy results, but 
that applies to youth with high 
self-efficacy. Less confident youth 
might not benefit that well (Pfau 
et al., 1992). 
 
Lack of evidence on the duration 
of the effectiveness of inoculation 

 

 

 
 

Demand Reduction Strategies: Demand Reduction Strategies aim to 

reduce the desire to gamble. This is achieved through preventive and 

warning messages and through modification of gambling features and 

venues. Suggested methods are the following: 

• Enforcement of policies requiring casinos to use clocks and 

windows, so people  lose track of time (current practice). 

• Banning of offering free drinks, food, tobacco in casinos 

• Banning of the presence of an ATM near betting houses 

• So forth 

 

Advantages Disadvantages 
Implementation of such strategies 
minimize harm 

Applicable only for onsite venues, 
not online betting areas. 
 
Not many approaches to minimize 
demand of online betting 
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Examples of supply reduction strategies: 

1. Reduction of the density and distribution of casino venues and 

booking houses 

2. High taxation and increase of price for casinos/betting houses 

3. Limiting opening hours of venues 

 

Advantages Disadvantages 
Potential to minimize harm Requires long-term consistency to 

work 
 
High pricing and taxation might 
lead to illegal venues 
 
Little application to online legal 
gambling 

 

 

 

The age restriction strategies are usually practiced by verifying the age of 

users through their ID  checking at the entrance of casinos or bet houses. 

Online it is more complicated to ensure restriction of access to minors. 

While there is software that matches ID with face, many online gambling 

venues simply ask you to only click a box to verify you are above 18, which 

is very easy to cheat and enter.  

The age verification system sounds like a promising approach as they have 

the potential to prevent underage gambling. However, there are serious 

issues that need to be considered to assure the effectiveness of age 

restriction strategies especially when it comes to online gambling. There 
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The age restriction strategies are usually practiced by verifying the age of 

users through their ID  checking at the entrance of casinos or bet houses. 

Online it is more complicated to ensure restriction of access to minors. 

While there is software that matches ID with face, many online gambling 

venues simply ask you to only click a box to verify you are above 18, which 

is very easy to cheat and enter.  

The age verification system sounds like a promising approach as they have 

the potential to prevent underage gambling. However, there are serious 

issues that need to be considered to assure the effectiveness of age 

restriction strategies especially when it comes to online gambling. There 

might be cases where youth might lie about their age in websites that use 

only age indicating approaches. Also, even with the stricter approaches, it 

is still open to discussion since youth can easily find older adults who can 

age verify on behalf of them. 

 

 

5 | EARLY IDENTIFICATION OF PROBLEMATIC GAMBLING 
ENGAGEMENT OF YOUNG PEOPLE  

  

Early identification of problematic gambling engagement in young 

people is crucial for preventing the development of severe gambling 

related issues later in life. Problematic gambling refers to the behaviour of 

gambling that disrupts various aspects of an individual´s life, such as their 

financial situation, relationships, mental health, and overall well-being. 

Here are some key points to consider when it comes to early identification 

of problematic gambling engagement in young people: 

1. Awareness and Education: It´s essential to raise awareness about 

the potential risks and negative consequences associated with 

gambling, especially among young people. Education programs 

can help young individuals understand the difference between 

recreational gambling and problematic gambling.  

2. Warning Signs: knowing the warning signs of problematic 

gambling can aid in early identification. Some common indicators 

include an increasing preoccupation about gambling, frequent 

thoughts about past gambling experiences, attempting to conceal 

gambling activities, using gambling as a means of escape, 

borrowing money to gamble, and experiencing negative 

consequences due to gambling.  
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3. Screening tools: several screening tools and questionnaires are 

available to assess gambling behaviour and identify potential 

problems. For instance, the Canadian Adolescent Gambling 

Inventory (CAGI) (Tremblay J., Stinchfield R., Wiebe J., et al, 2010) 

and the South Oaks Gambling Screen (SOGS) (Lesieur H. R., Blume S. 

B., 1987) are widely used tools to assess gambling involvement and 

identify at risk individuals.  

4. Family and Peer Observation: Family members and close friends 

may notice changes in behaviour, mood swings, increased secrecy, 

financial difficulties, or other signs indicating problematic 

gambling. Maintaining open lines of communication and 

encouraging discussions about gambling can help identify issues at 

an early stage. 

5. Mental Health Assessment: Problematic gambling is often 

associated with mental health problems, such as depression, 

anxiety, or substance abuse (Bhullar N, Simons L, Joshi K, et al., 

2012). Conducting mental health assessments, either through self-

reporting or with the help of professionals, can shed light on 

underlying issues that may contribute to or result from problematic 

gambling.  

6. Collaboration and Intervention: Schools, parents, healthcare 

professionals, experts by experience and community organizations 

can collaborate to identify and address problematic gambling in 

young people. Early intervention programs, counselling services, 

and peer support groups can help those showing signs of 

gambling-related issues.  
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professionals, experts by experience and community organizations 

can collaborate to identify and address problematic gambling in 

young people. Early intervention programs, counselling services, 

and peer support groups can help those showing signs of 

gambling-related issues.  

7. Responsible Gambling Measures: Promoting responsible gambling 

practices, such as setting limits on time and money spent gambling, 

can help mitigate the risk of developing gambling problems.  

Encouraging young individuals to engage in other hobbies, 

maintain healthy relationships, and have a balanced lifestyle can 

also serve as a protective factor. 

It´s important to remember that early identification alone it not 

sufficient. Once problematic gambling is identified, appropriate 

support and intervention should be provided to young individuals 

to help them overcome their challenges and develop healthier 

behaviours.  

 

 

 
 

One aspect that deserves attention is the misconceptions or fallacies 

surrounding gambling and its potential harms. These misconceptions can 

contribute to risky gambling behaviour and hinder the recognition of 

problematic gambling engagement. In this response, we will explore 

some common misconceptions and fallacies associated with gambling.  

 

1.  

Many young people perceive gambling as purely luck-based, assuming 

that if they win once, they can continue to win consistently. This belief can 

lead to an underestimation of the risks and unpredictability of gambling 

outcomes, contributing to excessive gambling and potential harm.  

 

2.   
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Some young people may view gambling as an easy and fast way to gain 

wealth. This fallacy can lead to unrealistic expectations, financial losses, 

and a cycle of chasing losses to recoup money. The reality is that gambling 

is designed to favour the house, making it statistically unlikely to 

consistently profit. 

 

 

3.  

Many young people consider gambling as a harmless form of 

entertainment, similar to playing video games or watching movies. 

However, excessive gambling can lead to financial difficulties, emotional 

distress, relationships problems and even addiction. It´s important to 

recognize the potential risks and harms associated with gambling, 

especially for vulnerable populations. Most forms of gambling are 

designed to get you hooked and gambling is always harmful. Little 

everyone can become addicted, not just those with certain preconditions. 

 

4.  

believing that if they continue gambling, their chances of winning will 

increase over time. This belief disregards the random nature of gambling 

outcomes and can lead to persistent gambling despite mounting losses.  

It´s essential to address these misconceptions and fallacies through 

educational initiatives, public awareness campaigns, and early 

interventions. By providing accurate information and promoting 

responsible gambling behaviours, we can help young people make 

informed decisions and reduce the risk of problematic gambling 
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is designed to favour the house, making it statistically unlikely to 

consistently profit. 

 

 

3.  

Many young people consider gambling as a harmless form of 

entertainment, similar to playing video games or watching movies. 

However, excessive gambling can lead to financial difficulties, emotional 

distress, relationships problems and even addiction. It´s important to 

recognize the potential risks and harms associated with gambling, 

especially for vulnerable populations. Most forms of gambling are 

designed to get you hooked and gambling is always harmful. Little 

everyone can become addicted, not just those with certain preconditions. 

 

4.  

believing that if they continue gambling, their chances of winning will 

increase over time. This belief disregards the random nature of gambling 

outcomes and can lead to persistent gambling despite mounting losses.  

It´s essential to address these misconceptions and fallacies through 

educational initiatives, public awareness campaigns, and early 

interventions. By providing accurate information and promoting 

responsible gambling behaviours, we can help young people make 

informed decisions and reduce the risk of problematic gambling 

engagement, like preventive speeches in high schools, universities, 

teaching them about responsible gambling practices, etc.  

 

 

 
 

Recognizing signs and symptoms of youth developing problematic 

gambling behaviour is crucial in order to provide early intervention and 

support. Problematic gambling behaviour can have serious consequences 

on the mental, emotional, and financial well-being of young individuals. 

Here are some signs to look out for: 

1. Increased Preoccupation with Gambling: If a young person 

constantly talks about gambling (at least with their friends), 

frequently mentions betting or casinos (as a normal way of 

spending time), or seems overly focused on gambling-related 

activities, it could be a warning sign.  

2. Borrowing money or Financial Troubles: Struggling with money is a 

typical sign of gambling issues. Youth may start borrowing or 

stealing money, or frequently ask for financial help. Persistent 

request for money without a clear explanation of how it will be 

used, or unexplained financial problems without even being 

independent economically, may indicate a gambling issue.  

3. Emotional Distress and Changes in Behaviour: Problematic 

gambling can lead to emotional distress. If a youth is experiencing 

anxiety, depression, or increased irritability related to their 

gambling activities, it may indicate a problem. Also, sudden mood 
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swings in behaviour, such as becoming secretive, moody, irritable, 

or distant from friends and family.  

4. Decline in Academic or Work Performance: A drop in grades, 

frequent absences, or decreased productivity at work can be linked 

to gambling distractions and the time spent on gambling activities.  

5. Neglecting responsibilities: If a young person starts neglecting 

important responsibilities, such as household chores or personal 

commitments, gambling could be a contributing factor.  

6. Withdrawal from Social Activities: A youth with developing 

gambling issues may withdraw from activities they previously 

enjoyed spending more time gambling.  

7. Chasing losses: trying to recoup losses by gambling more is a 

warning sign. It can lead to a vicious cycle of increasing bets and 

losses. 

8. Hiding gambling activities: Secretive behaviour, such as hiding or 

lying about their whereabouts, can indicate a problem.  

9. Relationship issues: Problem gambling can strain relationships with 

family and friends due to lies, financial troubles, or neglect. 

If you notice theses signs in a youth, it´s essential to address the issue 

sensitively and supportively. Encourage open communication, express 

your concerns, and offer to help them seek professional assistance. 

Additionally, familiarize yourself with local resources, such as helplines or 

support groups, that specialize in dealing with gambling-related issues.  
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The best way to approach a young person who presents harmful 

gambling behaviour is to speak in a calm, positive and non-judgemental 

way. It may be good to start by asking them what they think about 

gambling, in general, to learn/discover the degree of their consciousness 

of their problem. The risks and consequences of gambling behaviour are 

an important topic of discussion; for example, how it might affect their 

social and economic life. The use of questions is a good method for the 

person to be able to arrive to his/her own conclusions about their 

gambling problem. Different solutions can be presented to the person, 

not in a mandatory way, however. The person must make their own 

decisions about what to do about their gambling behaviour. 

 

 

 
 

 

Psychoeducation is essential for acquiring awareness about the problem 

and it goes beyond the mere transmission of information. It is an 

intervention that tries to provide a theoretical and practical framework in 

which the gambler can understand and deal with the disorder and its 
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possible consequences. The main goals of psychoeducation include 

promoting disease awareness and improving compliance with treatment 

guidelines. 

It is good to help the person weigh the decisional balance: balancing the 

advantages and disadvantages of the gambling behaviour and the 

change; promoting intrinsic motivation; examining personal values in 

relation to a change. 

 

 

 
 

Early identification and intervention are crucial when it comes to 

addressing problematic gambling engagement in young people. By 

identifying the signs of gambling related issues early on, appropriate 

support and referral can be provided to prevent the problem from 

escalating further. Here are some key steps for early intervention and 

referral in case of more serious gambling behaviour in young people: 

1. Awareness and Education: schools, parents and community 

organizations should focus on educating young people about the 

potential risks and consequences of gambling, without forgetting 

to educate themselves first. They should be made aware of how 

gambling can become problematic and how to recognize the signs 

of excessive gambling behaviour.  

2. Screening and Assessment: Professionals in healthcare, schools, or 

youth organizations should be trained to identify potential 

gambling problems through screening and assessment tools. These 
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1. Awareness and Education: schools, parents and community 

organizations should focus on educating young people about the 

potential risks and consequences of gambling, without forgetting 

to educate themselves first. They should be made aware of how 

gambling can become problematic and how to recognize the signs 

of excessive gambling behaviour.  

2. Screening and Assessment: Professionals in healthcare, schools, or 

youth organizations should be trained to identify potential 

gambling problems through screening and assessment tools. These 

tools can help identify individuals at risk or already experiencing 

gambling-related issues. 

3. Open Communication and Supportive Environment: Creating an 

environment where young people feel comfortable discussing their 

concerns about gambling is vital. Encourage open communication 

with parents, teachers, counsellors, or other trusted adults who can 

provide support and guidance. 

4. Counselling and Therapy: For young people showing signs of 

problematic gambling, counselling or therapy sessions with 

qualified mental health professionals can be beneficial. Cognitive-

behavioural therapy (CBT) and motivational interviewing are 

commonly used approaches to address gambling issues.  

5. Peer Support Groups: Encourage participation in support groups 

specifically tailored to young individuals struggling with gambling 

problems. Peer support can be a powerful tool in helping them 

realize they are not alone, and that recovery is possible.  

6. Family Involvement: Involving the family in the intervention 

process can have positive outcomes. Family members can learn 

how to support the young person effectively and create a more 

supportive home environment.  

7. Referral to Specialised Services: In more serious cases, it may be 

necessary to refer the young person to specialized services such as 

addiction treatment centres or gambling helplines. These services 

have professionals experienced in dealing with gambling-related 

issues and can provide tailored support.  

8. Gambling Self-Exclusion Programs: Encourage the use of self-

exclusion programs that restrict young people´s access to gambling 
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establishments or online platforms. This can be useful measure to 

prevent further engagement in problematic gambling behaviours.  

9. Monitoring and Follow-up: Regular monitoring and follow-up are 

essential to gauge the effectiveness of the intervention and provide 

ongoing support to the young person. 

10. Policy and Legislation: Advocating for comprehensive policies and 

legislation that address youth gambling and protect young people 

from exposure to gambling activities can also contribute to early 

identification and intervention efforts.  

 

Summing up, early intervention is crucial in preventing gambling risks 

from worsening and having long-term negative impacts on young 

people´s lives. The collaboration of parents, educators, healthcare 

professionals, and community members is vital in supporting those in risk 

or affected by problematic gambling behaviour.  

 

 
Self  prohibition, Phishing alert, parental controls (Qustodio), GAMBAN 

app  

In Spain, early intervention and support for problem gambling are 

available through various organizations and government initiatives. Some 

of the key resources include: 

The Institute of Youth (Institute de la Juventud, INJUVE) has been involved 

in promoting responsible gambling and offering assistance to those 

struggling with gambling-related issues.  
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In Portugal, efforts have been made to address problem gambling, and 

there are several resources available for early intervention and referral: 

- SICAD is the Portuguese government agency responsible for 

coordinating and implementing strategies related to addictive 

behaviours, including gambling addiction. Also, the General-Directorate 

for Intervention on Addictive Behaviours and Dependencies provides 

support, prevention, and treatment programs for gambling addiction.  

- "Jogo Responsável" (It is a registered trademark that provides several 

resources related to gambling and the need to practice it consciously. To 

do so, it essentially focuses on disseminating of information and raising 

people's awareness towards the gambling practice and how to do it 

responsibly. It is a brand that explains how people can get support in cases 

of fraud, criminal acts, technical problems and addiction, without 

forgetting their respective rights and duties, both of the person and of the 

entities that "operate" gambling in Portugal). 

-Self-Exclusion and Prohibition Services (These services are requested 

autonomously by the person when they feel that they have developed 

some kind of problem with gambling. They are available at licensed 

operators and at a regulator level). 

 

 
Finland has a unique approach to gambling, as the gambling market is 

mostly controlled by a government monopoly. There are several entities 

involved in promoting responsible gambling and offering support to 

those with gambling problems.  
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The National Institute for Health and Welfare in Finland is actively involved 

in researching and preventing gambling-related harm. They provide 

information and support for individuals struggling with gambling 

addiction.  

The Finnish Gambling Therapy Centre offers specialized counselling and 

treatment for problem gamblers.  

 

 
Cyprus has also taken steps to address gambling-related issues and offers 

support for those experiencing gambling problems.  

The National Betting Authority (NBA; nba.gov.cy) is the governmental 

body in Cyprus responsible for regulating and overseeing gambling 

activities. They provide information and resources related to responsible 

gambling and assistance for problem gamblers.  

Authorized treatment and prevention centers are coordinated and 

licenced by the Cyprus National Addictions Authority (NAAC; 

www.naac.org.cy) and can be found here: 

https://www.naac.org.cy/uploads/cd75f6UOvf.pdf 

 

In all of these countries, helplines, counselling services and support 

gambling-related issues. It´s important to contact the relevant authorities 

or organizations in each country to access the most up-to-date and 

comprehensive information on available resources.  

 

 

6 | GAMBLING PREVENTION AND RISK REDUCTION  
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Gambling is a widely normalised activity in our societies that has been 

evolving and adapting to the passing of time and technologies, offering a 

wide range of games and ways to reach a wide range of audience. In fact, 

according to the latest survey data collected in the recently published 

Report on Behavioural Addictions in Spain (Government Delegation for 

The National Plan on Drugs, Ministry of Health, 2020), 65% of men and 

61% of women, aged between 15 and 64, say that they have played 

gambling and/or games of chance in person during the last year. 

The evidence indicates that these practices have associated risks and can 

lead to problems, both for the person who gambles and for all those 

around them. One of the most relevant negative consequences is 

addiction (known as gambling disorder or pathological gambling), which 

is characterised by the uncontrollable need to invest more and more 

money or more frequently despite the discomfort or conflicts that this 

may cause (Browne, M., & Rockloff, M. J., 2018). 

Beyond addiction, risking money on gambling and/or betting can lead to 

conflicts with friends or family, anxiety, social isolation, loss of necessary 

savings or loss of all assets, including housing. Moreover, these risks can 

be increased depending on the type of gambling, its availability and also 

on whether it is accessed in person or online. 

It includes specific actions for the prevention and tackling of behavioural 

addictions in general, and gambling disorder in particular, as well as all 

the actions carried out throughout the territory through the different 

bodies and entities that work in this field.   
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Gambling, while it can in very rare cases generate benefits, carries 

primarily very serious risks that can completely change a person´s life. 

Some steps that gamblers can take to avoid further risk are: 

 

1. Decide on the maximum amount of money. 

Use money that is not needed to pay bills or day-to-day expenses. This 

makes it easier to stop gambling when you lose. Do not try to win back 

the money you have lost. 

2. Carry the money you want to play with in cash and leave your 

cards at home.  

This makes it difficult to play with more money than planned. 

3. Be informed about the different types of gambling.  

Knowing the different types of gambling and the real odds of winning can 

help you decide how and how much to risk in games. 

One of the most important aspects that we must keep in mind is that in 

the end, any type of game of chance has the same chances of winning and 

losing. Therefore, it is important to highlight in this section, the fallacy of 

the player. 

The term Gambler's Fallacy is a clinical term used for 40 years. In all games 

the probability is the same. The cognitive process when using this fallacy 

does not depend on the specific game but on the mental constructs of the 

person, (Matarazzo, O., Carpentieri, M., et al., 2019). 
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the end, any type of game of chance has the same chances of winning and 

losing. Therefore, it is important to highlight in this section, the fallacy of 

the player. 

The term Gambler's Fallacy is a clinical term used for 40 years. In all games 

the probability is the same. The cognitive process when using this fallacy 

does not depend on the specific game but on the mental constructs of the 

person, (Matarazzo, O., Carpentieri, M., et al., 2019). 

Since we always speak of a game of chance, we must take into account 

that any type of combination is mediated by chance and therefore, at the 

level of knowledge, it should be the first question to be discussed. 

In some games there is a false perception of control (expert syndrome, 

personal self-evaluations such as superstitions, increased frequency and 

quantity of gambling...) but they are still cognitive biases that pressure the 

player to repeat the behavior, minimizing the negative consequences and 

appearing the concept of prize expectation, which is still a subjective 

construct to forget the losses (Matarazzo, O., Carpentieri, M., et al., 2019). 

Reducing the typology of games to the maximum, we could highlight two 

types of games by their content: pure and hard chance, which would 

include lotteries, dice, type B machines, scratch cards, etc., and another 

type of games in which there is a perception of control (on the other hand, 

debatable) such as poker or sports betting. 

 

 

1. Ask yourself why you gamble. 

Using gambling as a way to distract yourself from problems and 

discomforts or to win money quickly can lead to losing control over the 

game more easily. 

2. Take breaks between games. 

Taking breaks between games outside of gaming environments can help 

maintain control over the game and avoid impulsive decisions. 
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1. Talk and share the game being played with people in the 

environment. 

If you feel the need to lie or hide the amount of money or time spent 

gambling, it may be a symptom of excessive gambling. 

 
 

Using self-assessment tools and affordability checks are crucial aspects of 

responsible gambling practices, aimed at promoting a safer and more 

controlled gambling environment. These measures are designed to 

protect individuals from the potential harms associated with excessive 

gambling and to foster a more sustainable gambling industry.  

Self-assessment tools are questionnaires or quizzes that help individuals 

gauge their gambling habits and behaviours. They allow individuals to 

reflect on their gambling activities, such as frequency, amount spent, and 

emotional impact. These tools can raise awareness of problematic 

gambling behaviour, enabling individuals to recognize potential issues at 

an early stage. Identifying such problems early allows for timely 

intervention and support to prevent the development of harmful 

gambling patterns.  

Affordability checks are used by gambling operators to assess whether a 

customer can afford to gamble and sustain potential losses. These checks 

aim to prevent customers from gambling with money they cannot afford 

to lose, protecting them from financial harm and potential debt. They can 

also contribute to reducing the risk of individuals developing gambling-
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gambling behaviour, enabling individuals to recognize potential issues at 

an early stage. Identifying such problems early allows for timely 

intervention and support to prevent the development of harmful 

gambling patterns.  

Affordability checks are used by gambling operators to assess whether a 

customer can afford to gamble and sustain potential losses. These checks 

aim to prevent customers from gambling with money they cannot afford 

to lose, protecting them from financial harm and potential debt. They can 

also contribute to reducing the risk of individuals developing gambling-

related problems by setting appropriate spending limits based on their 

financial situation. Gambling operators demonstrate a commitment to 

responsible gambling and customer welfare. This helps to build trust with 

customers and ensures that the industry operates with integrity.  

 

Summing up, self-assessment tools and affordability checks are part of a 

broader responsible gambling framework that promotes a culture of 

responsibility within the gambling industry.  

 

  

When we intervene with a disruptive behaviour, the first thing we have to 

do is to conduct a clinical interview to determine the pattern of 

consumption or activity that the specific person presents. In this interview 

we should highlight the situations and associated thoughts that lead the 

person to repeat the behaviour. After many years in clinical practice, we 

can determine some factors that are present in most of the people 

affected. We point out some of them warning that each patient may be 

different and therefore would need an individual analysis in order to be 

able to integrate solutions appropriate to his or her own needs. 

o Illusion of control 

o Lack of objective measures of how they spend their money. 

o Education without limits or rules 

o Peer pressure 

o Lack of emotional literacy 

o Poor social skills  

o Poor conflict resolution skills 

o Uncontrolled money management 
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o Loneliness and boredom  

o Low self-esteem 

o Exciting or psychotropic substance use. 

o Low tolerance to frustration. 

Once the risk situations have been identified, it will be important to see 

first of all how they manage all these experiences and what results this 

management brings them in order to analyse the advantages of the 

alternative used and to carry out an analysis of the pros and cons of this 

management. 

As you can imagine, the assessment will have a negative result, as the 

person presents great instability in all fields, but we must be careful with 

the assessment that the person makes as it is mediated by the cognitive 

biases inherent to their clinical situation. Therefore, we will have to carry 

out an objective analysis and contrast with all these biases in order to 

objectify the situation as much as possible and achieve the person's 

acceptance of a change of strategies, keeping in mind that only trained 

and licensed mental health professionals can conduct this theme.  
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Protecting young people from strong risk factors in online and onsite 

gambling requires a multi-faceted approach involving education, 

parental involvement, and the use of various tools and services. Here are 

some strategies to consider: 

 

1. Education:  

Schools and parents should educate young people about the risks 

associated with gambling, including the potential for addiction, financial 

losses, and negative consequences on mental health. It´s important to 

highlight the differences between gambling for fun and gambling as a 

source of income or escape from problems and empathize the importance 

of responsible gambling and understanding odds and probabilities.  

 

2. Parental Involvement:  

Parents should be actively involved in their children´s lives and be aware 

of their online activities and behaviours. And set clear rules and 

boundaries regarding internet usage and online activities, including 

gambling-related websites and apps.  

 

3. Age verification and Identity Checks: 
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of responsible gambling and understanding odds and probabilities.  

 

2. Parental Involvement:  

Parents should be actively involved in their children´s lives and be aware 

of their online activities and behaviours. And set clear rules and 

boundaries regarding internet usage and online activities, including 

gambling-related websites and apps.  

 

3. Age verification and Identity Checks: 

Online gambling platforms should implement robust age verification 

measures to ensure that underage individuals cannot access their 

services. Identity checks can help to prevent young people from using 

false information to create accounts. 

 

 

4. Self-Exclusion Programs: 

Gambling operators should offer self-exclusion programs, allowing 

individuals to voluntarily exclude themselves from accessing gambling 

services for a specific period. These programs can be particularly helpful 

for young people who want to link their access to gambling sites.  

 

5. Responsible Gambling Tools:  

Encourage the use of responsible gambling tools offered by online 

platforms, such as getting deposit limits, betting limits, and loss limits. 

Also, time limits can be set to ensure that young people don´t spend 

excessive time gambling online.  

 

6. Monitoring Software:  

Parents can use monitoring software or parental control tools to keep 

track of their children´s online activities and block access to gambling 

sites.  

 

7. Counselling and Support Services: 

Provide access to counselling and support services for young people who 

may be struggling with gambling-related issues and educate young 

people helplines and support organizations available to assist with 

problem gambling.  
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8. Financial Education:  

Teach young people about responsible money management and the risks 

of spending money on gambling and promote saving and financial 

planning to help them make informed decisions about their finances.  

 

9. Promote Alternative Activities: 

Encourage participation in other recreational activities and hobbies that 

provide a sense of fulfilment and enjoyment.  

 

10. Regulation and Legislation: 

Governments and regulatory bodies should enforce strict regulations on 

gambling operators to protect young people and ensure fair play. 

Consider limitations on gambling advertisement and sponsorship that 

may target young audiences.  

A combination of these strategies is most effective in protecting young 

people from the risks associated with gambling, it requires a collective 

effort from parents, educators, policymakers, governments, and the 

gambling industry itself to create a safer environment for young 

individuals.  

 

 
 

Promoting for life skills, resilience, soft skills and emotional regulation in 

young people is crucial for their personal development and overall well-

being. We must be focused on some strategies to achieve this.  

First, education and awareness, being by educating young people about 

the importance of life skills, resilience, soft skills and emotional regulation. 
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Promoting for life skills, resilience, soft skills and emotional regulation in 

young people is crucial for their personal development and overall well-

being. We must be focused on some strategies to achieve this.  

First, education and awareness, being by educating young people about 

the importance of life skills, resilience, soft skills and emotional regulation. 

Explaining how these skills can positively impact their lives, relationships, 

and future success. 

Secondly, having a structured curriculum. Integrating life skills and 

emotional regulation training into the formal education system or as an 

extra-curricular program. Develop a structured curriculum that includes 

practical exercises, role-plays, and discussions to enhance these skills.  

We also cannot forget about experiential training. Encouraging 

experiential learning through real-life scenarios, simulations, and hands-

on activities, allows young people to apply what they learn in practical 

situations, enhancing their understanding and retention of these skills. 

Having also in mind to create a supportive environment where young 

people feel comfortable discussing their emotions and challenges. 

Providing access to mental health professionals or counsellors that can 

guide young people, might them feel in a difficult time more guided and 

accompanied.  

An important point to be remarked is helping young people develop 

effective communication skills, including active listening, assertiveness, 

and empathy. These skills are considered essential for building strong 

relationships and handling conflicts constructively.  

In addition to this, problem-solving and decision making are good 

strategies to be added in this list. Teaching problem-solving and decision-

making skills are good facts to encourage young people to approach 

challenges systematically and evaluate potential outcomes before 

making decisions.  

Introduce stress management techniques, such as mindfulness, 

meditation, deep breathing exercises, and physical activities like yoga or 

sports. These practices can help young people cope with stress and 

regulate their emotions. Apart from promoting healthy leisure 
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alternatives that allow young people to relax and unwind without harmful 

behaviours. This can include engaging hobbies, creative pursuits, nature 

activities or community involvement. Young people really often learn by 

observing and emulating the behaviour of adults they admire, so be a role 

model by demonstrating these skills in your own interactions and daily 

life.  

One thing that should be taken into account to stimulate all the above 

points is to have positive reinforcement, giving them constructive 

feedback and recognition for efforts they have made. This can motivate 

them to continue developing all these skills.  

One of the last and most important points is the collaboration with 

parents and guardians. Involving parents in the process by conducting 

workshops or sharing resources so they can use to support their children´s 

development at home. 

Promoting life skills, resilience, soft skills, and emotional regulation is an 

ongoing process. It requires patience, consistency, and genuine 

commitment to the well-being of young people.  

 

 
 

Raising awareness of the problem of gambling in society is necessary in 

order to fight against pathological gambling or gambling harms.  

During the last few years, socially, it has been observed generalized 

behaviours of acceptance of gambling, as well as an exponential increase 

at national level of gambling problems among minors. So, it´s noted the 

need to prevent the risks of gambling addiction and to enhance coping 

skills, self-esteem and social support, as well as other social skills and 

healthy lifestyle habits among young people. 
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need to prevent the risks of gambling addiction and to enhance coping 
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It is necessary to work to prevent addictions through Social Skills Training, 

it is possible to modify beliefs, values and attitudes that we all have related 

to gambling in this case, or to addictions in general. 

The main idea when working on prevention is that at the origin of all 

addictions there are usually feelings of frustration, dissatisfaction, false or 

mistaken beliefs in relation to addictions, as well as attitudes that facilitate 

an improper use of them. 

Therefore, the primary objective of this manual is for all of us to participate 

in the development of prevention programs based on the modification of 

these values, beliefs and attitudes. 

The important thing is to promote and strengthen clear, consistent and 

well-chosen values, which serve as a foundation for us to live in a more 

meaningful and satisfactory way, without ever having the need to cling to 

any kind of addiction, having a greater ability to deal with situations in 

which we may feel forced to make an inappropriate use of gambling, 

reducing risk factors, should be worked from the mental strength by 

enhancing and using their tools and strategies.   

The group of skills that we consider necessary for the strengthening and 

optimal development of people are: 

• In the area of affective development:  

- Capacity for empathy. To put oneself in the other person's place 

and in the same circumstances.  

- Capacity for emotional self-expression. To externalize the 

emotions felt in different situations.  

- Healthy self-esteem. Valuing oneself helps to resist criticism and 

prevents depressive processes. 

 

• In the field of intellectual development: 
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- Self-control skills. Having the ability to control oneself before 

certain situations that would make us react in an immediate and 

inadequate way.  

- Positive self-concept and self-knowledge. Reflecting on oneself, 

knowing and understanding one's own moods, their motivation 

and the consequences they may entail. In addition to seeing 

himself from a positive point of view and valuing himself, he will 

not need external recognition of his achievements since he is 

capable of self-motivation.  

- Positive attitudes towards health maintenance. From a bio-

psycho-social prism. Giving priority to what is beneficial in these 

three areas and rejecting what is detrimental to the person. 

 

• In the field of social development: 

- Communication skills: very important skill to be able to interact 

with other people in our environment, being able to convey 

what is desired.  

- Development of assertive behaviour. Defending my point of 

view without offending or belittling that of others.  

- Conflict resolution skills. Analysing the situation that has 

generated the conflict, studying different options for resolution 

and agreeing on the best of them.  

- Development of the capacity for critical understanding. Having 

the ability to issue constructive criticism, with the aim of 

improving a situation, and also to receive those criticisms that 

are formulated with the same purpose of improvement.   

- Coping strategies: Ability to develop skills to cope with 

threatening situations, beyond the person's own resources. 
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the ability to issue constructive criticism, with the aim of 

improving a situation, and also to receive those criticisms that 

are formulated with the same purpose of improvement.   

- Coping strategies: Ability to develop skills to cope with 

threatening situations, beyond the person's own resources. 

Positive thinking and "feeling loved" (positive perceived social 

support) reduce stress and improve psychological balance. 

 

 
The family acts as a model and as a reference for learning behaviours, 

influencing the formation of values, ideas and attitudes, which is why it 

can function as a facilitating element for the inhibition of gambling. In 

order to do so, it must be informed: 

• Games of chance are not practices for minors. 

• They do not solve problems, but bring with them negative family, 

school and economic consequences. 

• The importance of responsible gambling 

• The reason to play should be for entertainment and not to win 

money. 

 

Assertive family communication is highlighted as one of the fundamental 

pillars in the child's environment. In this case, parents will take optimal 

measures to perceive their children's concerns, listening to them, trying to 

understand each of the stages they go through and supporting them. In 

this way, the corresponding treatment could be carried out, such as going 

to a rehabilitation centre, if they are already dependent to pathological 

gambling or taking preventive measures if they are at risk, thus avoiding 

dependence to online gambling by minors (Ruiz et al., 2016).  

Therefore, both public authorities and governments acting as protective 

factors, it is highlighted according to the previous authors that as a 

preventive measure it would be optimal that they offer sufficient 

protection and security, thus improving control with respect to the 

regulation of online gambling especially in the case of minors, in order to 
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deal with the large number of young pathological gamblers and prevent 

the number of subjects dependent to this disorder from continuing to 

grow (García et al., 2015). According to Chóliz and Sainz-Ruiz (2016), if the 

public authorities provide this security to the population, what is 

considered one of their responsibilities would be carried out, that is, the 

omission of the use of stimulating propaganda for the performance of 

these practices, thus avoiding the recruitment of more young people as 

future  dependent on gambling. 

For these reasons, the authors García et al. (2015) suggest the 

implementation of measures by the government to exercise the necessary 

control to eradicate the growth of young gamblers, preventing them from 

participating, ensuring their protection from pathological behaviors and 

thus taking care of the present and future public health. In short, they are 

responsible for regulating the practice of gambling and for verifying that 

this regulation is being carried out in an optimal manner. 

 

 
This is based on the importance and influence of friends and peers in 

adolescence. For this reason, the best way to achieve a positive change in 

the person is through programs that provide information on how to act 

and who to turn to in the event that a peer suffers from a possible 

addiction.  

Peer-to-peer awareness and prevention generates interest and has 

proven its effectiveness among different professionals, who are 

continually evaluating it and taking advantage of its characteristics, 

especially due to the simplicity of its principles and its high levels of 

effectiveness. 
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adolescence. For this reason, the best way to achieve a positive change in 

the person is through programs that provide information on how to act 

and who to turn to in the event that a peer suffers from a possible 

addiction.  

Peer-to-peer awareness and prevention generates interest and has 

proven its effectiveness among different professionals, who are 

continually evaluating it and taking advantage of its characteristics, 

especially due to the simplicity of its principles and its high levels of 

effectiveness. 

Peers have credibility among peers and can transmit values and attitudes 

in a simpler but effective way, getting first the attention and then the 

better understanding of the target population. Hence, multiply the 

potential of the new forms of expression of young people, deepening the 

language and jargon used by young people themselves.  

 

 
Experts by experience introduce multiple stories from their lives and share 

content and autobiographical information, becoming exceptional 

influencers, not only in the transmission of information and prevention of 

gambling, but also in provoking positive attitudes among peers. 

A greater effectiveness is achieved with these actions, since it allows 

sharing reflections on the prevention of pathological gambling, through 

the use of their specific training and their own experience. 
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