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CAUEATS

Material is up to date
today...maybe not
tomorrow.



CAUEATS

Material relates to

GAMING and
GAMBLING...not overall
online behavior.

Content can be sensitive
to those in recovery.
Please take care of
yourself as you need to.



WHAT | SAID I'D GOVER

1. Participants will be able to identify at least three

ways that gaming and gambling are considered at a
convergence

2. Participants will be able to identify at least two
methods of alternate payment to wager online

3. Patrticipants will be able to share at least 3 methods
of addressing gaming issues in their professional or
personal practices



What do
YOU want
to talk
about this
morning?




SLIDE DECK






THE OBVIOUS: “social Casino” 6ames.

Of 100 most popular Facebook games,
more than half (54%) include gambling
content (22% are slot -based)

Jacques, et al, 2016

www.maccg.org/4D



THE KIND OF 0BVIO0US.

Source: Hynes. Lottery machine at Sea-Tac Airport.

www.maccg.org/4D






GAMIFIGATION.

We don't think of these things as
gambling.

Therefore, we don't think

are gambling.



DEFINITION: GAMBLING

Risking something of value

inthe hopes of obtaining

something of greater value.

American Psychiatric Association, 2013

www.maccg.org/4D



SUSSING OUT THE BLURRING LINES

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

. Anprocess beyond the participant's direct
2' c“ANcE' control determines the outcome.

3. GONSIDERATION: Requires money or significant

effort.

Rose, I.N. (2006)

www.maccg.org/4D



NOW, LET'S LOOK AT THE

LESS 0BVIOUS.




“FREEMIUM”

FREE' APPS... _—

I

"(WITH “IN-APP PURGHASES.")



REAL MONEY FOR VIRTUAL MONEY / PRIZES



“PAY TO WIN.”

Image source: http://www.pngmart.com/image/130982

00H!

FINALLY | GAN LEVEL
UP!

BSH

artificially harder and



http://www.pngmart.com/image/130982

LET'S PLAY “GUESS THE SPORT!”

cn— - N
- N
JEE—
oD
L
e—



ANSWER: OVERWATGH (VIDEO GAME)

Source: http://www.espn.com/esports/story/ /id/24153101 /overwatch-league-playoffs-london-spitfire-becomes-first-overwatch-
league-playoffs-finalist (July 30, 2018)

www.maccg.org/4D


http://www.espn.com/esports/story/_/id/24153101/overwatch-league-playoffs-london-spitfire-becomes-first-overwatch-league-playoffs-finalist

ESPORTS:

COMPETITIVE
VIDEO GAMING

May 2, 2018: https://www.nytimes.com/2018/05/02/style/fortnite.html

www.maccg.org/4D


https://www.nytimes.com/2018/05/02/style/fortnite.html
https://www.nytimes.com/2018/05/02/style/fortnite.html

A NEW EXPLOSION OF SPORTS.

Etc... Etc...And new games keep coming...

www.maccg.org/4D


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

STREAMING



http://www.twitch.tv/

GNN, March 2019:

Source: https://www.cnn.com/2019/03/18/tech/esports-varsity-arena/index.html|



https://www.cnn.com/2019/03/18/tech/esports-varsity-arena/index.html

SGHOLARSHIPS & MORE.



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



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

NATIONAL ASSOGIATION OF GOLLEGIATE
ESPORTS (NAGE)

« 30+ member schools

e 3,000+ student-athletes

e $15 million in esports scholarships and aid
 Annual national convention

e Private discord server (voice-over software)
for athletic directors, coaches, and more

www.nacesports.com



ESPORTS REVENUE, IN MILLIONS

https://www.statista.com/statistics/490522/qglob
al-esports-market-revenue/ www.maccg.org/4D



https://www.statista.com/statistics/490522/global-esports-market-revenue/

WHERE DOES THE $ COME FROM?

e Sponsorships
» Betting

* Prize pools
 Merch

* Ticket sales

www.maccg.org/4D






WHAT WE KNOW:
GAMING & GAMBLING GCONVERGE

- Direct competition
- Skins

- Fantasy
- Loot boxes & other
microtransactions

Source: https://venturebeat.com/2018/11/03/how-esports-gambling-and-sports-betting-are-converging/



https://venturebeat.com/2018/11/03/how-esports-gambling-and-sports-betting-are-converging/

NEW WAVE OF SPORTS BETTING

11% of sports bettors nationwide have bet on esports



http://www.ncpgsurvey.org/

HOW GAMBLING WORKS IN ESPORTS.

1. Betting on
professional
gaming teams

2. Fantasy 3. Betting

esports In-game
decorations



UNDERAGE SKIN GAMBLING ON THE RISE (4/30/19)

e CLICK:

https.//sociable.co/web/underage -skin-gambling-on-the-rise/



https://sociable.co/web/underage-skin-gambling-on-the-rise/

SKINS. Entertainment. Street Cred. Possible $.

Prediction: total spend on loot boxes and skin gambling

will reach US $50 billion by 2022

Source: https://sociable.co/web/underage -skin-gambling-on-the-rise/



https://csgostash.com/
https://sociable.co/web/underage-skin-gambling-on-the-rise/

SK“\‘S Entertainment. Street Gred. Possible $.

www.maccg.org/4D


https://csgostash.com/

PRIZE. GHANGE. GONSIDERATION.




“MICROTRANSAGTIONS.”

(For those not in the
morning workshop)

(BTW, this game earns $2 Billion annually.)



THE LOOT BOX.

Form of microtransaction.

Could get something really
cool... but probably not.



LOOT BOX IN AGTION.

Source: https://www.youtube.com/watch?v=0DGmMG1bOw8

www.maccg.org/ncsummit


https://www.youtube.com/watch?v=ODGmMG1bOw8

11% of 11-16 year-olds have placed bets using in-game items.

Data source: U.K. Gambling Commission,https://www.gamblingcommission.gov.uk/news-action-and-statistics/news/2018/Gambling-Commissior
publishes-new-report-on-children-and-gambling-trends.aspx Video source: YouTube “Pretty Good Gaming,” Full video:
https://www.youtube.com/watch?v=iLYNM PmMmO



https://www.gamblingcommission.gov.uk/news-action-and-statistics/news/2018/Gambling-Commission-publishes-new-report-on-children-and-gambling-trends.aspx
https://www.youtube.com/watch?v=iLYNM_PmMm0

Source: https://techraptor.net/gaming/news/16-gambling-commissioners-including-washington-states-raise-concerns-on-loot-boxes

https ://www.cnet.com/news/international-coalition-calls-on-vide o-game-industry-to-crack-down-on-loot-boxes/#

www.maccg.org/4D


https://techraptor.net/gaming/news/16-gambling-commissioners-including-washington-states-raise-concerns-on-loot-boxes
https://www.cnet.com/news/international-coalition-calls-on-video-game-industry-to-crack-down-on-loot-boxes/

HAWLEY BILL (5/8/19)

v Would prohibit “manipulative design” (loot boxes
and microtransactions”

v" Would protect those under 18
v" Would be enforced by Federal Trade Commission

https://www.hawley.senate.qov/sites/default/files/2019-05/2019-05-08 Protecting-Children-Abusive-Games-Act One-Pager.pdf:
https://www.hawley.senate.gov/sites/default/files/2019-05/Loot-Box-Bill-Text.pdf



https://www.hawley.senate.gov/sites/default/files/2019-05/2019-05-08_Protecting-Children-Abusive-Games-Act_One-Pager.pdf
https://www.hawley.senate.gov/sites/default/files/2019-05/Loot-Box-Bill-Text.pdf

WWW.UNLV.EDU/IGI/ESPORTS

Source: https://www.youtube.com/watch?v=X5i8abGDhH4



https://www.youtube.com/watch?v=X5i8abGDhH4



https://www.unlv.edu/igi/esports

WHAT ABOUT VIRTUAL GURRENGIES?



CRYPTOGURRENGY EXPLAINED

Click: https://www.youtube.com/watch?v=Pr2PzF6ATJ0



https://www.youtube.com/watch?v=Pr2PzF6ATJ0

U.S. REGULATION OF GAMBLING w/BITGOIN



VIRTUAL GURRENGY: BENEFITS

 No credit card transaction fees
 No need to confirm in -game purchases

VIRTUAL GURRENGY: ISSUES

* No set exchange rate
— Bonuses or discounts on larger purchases
— Accrual through game play






www.maccg.org/4D



http://www.espn.com/espn/feature/story/_/id/18510975/how-counter-strike-turned-teenager-compulsive-gambler

50 MANY
CONNEGTIONS...

Source: https://www.businessinsider.com.au/
how-video-game-companies-are-using-gambling-tactics-to-make-customers-addicted-2017-9 WwWw.maccg.org/4D



GAMING ADDIGTION THE DSM...
Not yet.

“INTERNET GAMING DISORDER” (IGD)
IS...

American Psychiatric Association. (2013). Diagnostic and statistical manual of mental disorders: DSM-5. \Washing{gfhw.maccg.org/4D
D.C: Author.



2018 World Health Organization
IGCD-11: Gaming Disorder

6C51 Gaming disorder

Parent
Disorders due to addictive behaviours

Show all ancestors

Description

Gaming disorder is characterized by a pattern of persistent or recurrent gaming behaviour (‘digital gaming’ or 'video-
gaming’), which may be online (i.e., over the internet) or offline, manifested by: 1) impaired control over gaming (e.q.
onset, frequency, intensity, duration, termination, context); 2) increasing priority given to gaming to the extent that
gaming takes precedence over other life interests and daily activities; and 3) continuation or escalation of gaming despite
the occurrence of negative consequences. The behaviour pattern is of sufficient severity to result in significant
impairment in personal, family, social, educational, occcupational or other important areas of functioning. The pattern of
gaming behaviour may be continucous or episcdic and recurrent. The gaming behaviour and other features are normally
evident over a period of at least 12 months in arder for a diagnesis to be assigned, although the required duration may
be shortened if all diagnostic requirements are met and symptoms are severe.

Exclusions

» Hazardous gaming [(QE22)
s Bipolar type [ disorder (6AG0)
s Bipolar type I disorder (BAGL)

Source: World Health Organization. (2018). hitp://www.who.int/features/ga/gaming-disorder/en/

www.maccg.org/4D


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



https://time.com/5597258/gaming-disorder-icd-11-who/

BUT...
DOUBTS...

HAVE WE HEARD THIS
STORY BEFORE?

https://lwww.nytimes.com/2018/07/02/health/internet-
gaming-addiction.html



WHAT DOES THE INDUSTRY SAY?

Entertainment Software
Assoclation’s Pierre-
Louis thinks the WHQO’s
new classification is a
“‘Dad Idea because It
Isn’t supported by a
preponderance of
medical evidence.”

https://venturebeat.com/2019/02/20/how-the-esas-acting-ceo-views-video-game-addiction www.maccg.org/4D



https://venturebeat.com/2019/02/20/how-the-esas-acting-ceo-views-video-game-addiction

EA: “SURPRISE MEGHANIGS™

Full hearing: https://parliamentlive.tv/event/index/0bf5f000-036e-4cee-be8e-c43c4a0879d4
Brief video: https://www.youtube.com/watch?v=0NztszcOclE
Image source: https://www.cbp.gov/sites/default/files/assets/hires/04052012 0405 hiresl.jpg



https://parliamentlive.tv/event/index/0bf5f000-036e-4cee-be8e-c43c4a0879d4
https://www.youtube.com/watch?v=0Nztszc0clE
https://www.cbp.gov/sites/default/files/assets/hires/04052012_0405_hires1.jpg




JUST GHANGE IT A LITTLE...



CROSSWALKING GAMING & GAMBLING DISORDER
GRITERIA

Source: Petry, et al.,, 2014. An international consensus for assessing internet gaming disorder using the new DSM-5 approach
http://dx.doi.org/10.1111/add.12457



http://dx.doi.org/10.1111/add.12457

AN NN NN S N

?{: Internet Gaming Disorder criteria checklist
etry,etal.,2014)



GRITERIA: JUST ONE MORE TIME

e Tolerance

. Preoccupation DIFFERENGES:

* Use to escape « Continue despite neg.

» Inability to cut back/quit consequences (gaming)

« Irritability when cutting » Bailouts (gambling)
back/quitting « Give up other activities

» “Chasing” losses (gambling)

 Lying or concealing
* Risk/lose relationships

Source: Petry, etal. (2014). An international consensus for assessing internet gaming disorder
using the new DSM-5 approach http://dx.doi.org/10.1111/add.12457

www.maccg.org/4D



http://dx.doi.org/10.1111/add.12457

YOUTH "PATHOLOGICAL™ VIDEO

GAMERS

Gentile, D. (2009). Pathological video-game use among youth ages 8-18:
A national study. Psychological Science, 20, 594-602.

Sample of 1,178 youth
In the U.S.: 8.5% of
youth gamers were
classified as
“pathological gamers”



YOUTH "PATHOLOGICAL” VIDEO
GAMERS

n=3,034 — grades 3,4, 7 &8

9% pathological gaming
elLess empathy
eMore Impulsivity

Source: Gentile, Choo, Liau, etal. (2011). Pathological video game use
among youth: Atwo year longitudinal study



http://pediatrics.aappublications.org/content/127/2/e319.full.pdf+html

POPULATIONS AT GREATER RISK:
WHAT THE RESEARGH SHOWS NOW



ONLINE GAMBLING & ESPORTS BETTING

Study of sports betters (n=501) showed that
esports bettors are more likely to:

—have greater breadth of play (more types of
gambling)

—Have greater severity of gambling problems

Gainsbury, Abarbanel, & Blaszczynski , 2017



VIDEQ GAMING ADDIGTION & MENTAL HEALTH (n-23,533 adults)

» Addictive use of video games higher in males,
younger ages

e Concept of internet use disorder as a unified
addiction is “not warranted”

Andreassen, Billieux, Griffiths et al., 2016



ADOLESGENTS & SOGIAL GASINO
GAMES

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

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

Gainsbury et al., 2014; King, Delfabbro & Griffiths, 2010



SOGIAL GASINO GAMES

In one study of social casino
gamers (n=521):
- 19% were more likely to

gamble for $ as a direct result
of playing the games

- 9.6% reported gambling
overall had increased

Gainsbury et al., 2016



LOOT BOX RESEARGH

* Older adolescents paying
for loot boxes linked to >2x
higher rates problem
gambling (zendie & caims, 2019)

e Over 90% of gamers had

opened a loot boX (Brooks &
Clark, 2019 —aqult gamers )

* Loot box purchasing related to
higher problem

gaming/gambling (i, Miller &
Nower, 2019)



GAMING/GAMBLING & DOPAMINE
[t's NOT about the money!

4 )

LDopamine not released when expecting a loss. I

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




SUMMARIZING THE RESEARGH BASE THUS FAR-
GREATEST AT-RISK POPULATIONS:

e Youth

* Young adults
« Gamers

e Sports bettors

 Those who engage in social casino games &
microtransactions

* People in recovery



WHAT ABOUT OTHER GROUPS NOT MENTIONED??







THESE ARE ALMOST
IDENTICAL DISORDERS

INI I\ /FI\/T1 1IA 17/ ™I I 1 1~
1IN LLVLINT IT11INOD DU | II‘II:



WE ARE THE MOST

EQUIPPED PROFESSION TO
DEAL WITH
GAMING DISORDERS.

IF NOT US, WHO?



ADDRESSING GAMING?

Fear:

We need to be
experts in all
of the games.




PROVIDING SERVIGES

Using same strategies
effective already in your
work (I.e., you don’t have to
know all of the details of
the new tech!)



IMPAGTS THROUGH PUBLIG HEALTH

Increasing

Population Impact
and Education

Clinical
Interventions

IncreasingIndividual 4
Effort needed

Removing tech, harm
reduction, exclusions,
recovery supports

M Parenting programs, |

Long-Lasting Protective
Interventions

ATODG curricula, brief
Interventions

Changingthe Context to Make
Individuals’ Default Decision Healthy

Precommitment tools,
ESRB ratings, industry
safeguards

Socioeconomic Factors

— |

Housing, poverty,
education, inequality

-

Frieden TR. Am J Public Health 2010;100(4):590-5




But first, we need buy-in.
Readiness to address gambling is LOW.

Thankfully, readiness to address

video gaming is higher.



RESEARGHERS REGOMMEND QUVERALL
PREVENTION INITIATIVES AS MOST EFFECTIVE.

L.e.

e Prevention efforts that address RISK
FACTORScommon to other problem
behaviors:

e Prevention efforts that address
PROTECTIVE FACTOR®: .g.,
prosocial behaviors)

Examples: Alcohol &drug curricula, Life
Skills programs, parenting programs,
etc.

What affects our health?

www.maccg.org/4D



ADDRESS RISK FAGTORS BY DOMAIN

- Family conflict

- Family history antisocial
behavior

- Parental gambling

- Academic failure &
poor school performance
- Low school commitment

Barnes et al.,1999; Hayatbakhsh et al., 2006;

Johansson etal.,, 2009; King & Delfabbro, 2016;

Raylu & Oei, 2002; Scholes-Balog et al., 2014;

Shead etal.,, 2010; Volberg, 2008; Winters et al.,

2002

Exposure to gambling
Avallability & accessibility
Media portrayal

Male - ATOD use
Early initiation - Psychological
Early big wins distress, mental
Rebelliousness health issues
Delinquency

Impulsivity

Competitiveness
Interaction w/
antisocial peers



PROTECTIVE FAGTORS BY DOMAIN

FAMILY

+ Encouragement of prosocial

behavior

COMMUNITY

+ Connection

SGHOOL

+ Connection
+ Commitment to school

Barnes et al.,1999; Hayatbakhsh et al., 2006;

Johansson etal., 2009; King & Delfabbro, 2016;

Raylu & Oei, 2002; Scholes-Balog et al., 2014,

Shead etal.,, 2010; Volberg, 2008; Winters et al.,

2002

INDIVIDUAL/PEER

+ Female

+ Prosocial involvement
+ Early losses

+ Boredom

+ Awareness of risk



OK, BUT WE WANT
SPECIFICS HERE!



PRE\’EN“ON Px education

& awareness

What can Policy &
we do to industry
help safeguards
prevent
harm? ID & referral

to treatment

www.maccg.org/4D



AWARENESS/EDUGATION

gambling
In conversations
about alcohol &
other drugs, AND
technology.

Materials available at https://preventionlane.org/prevention-topics/problem-gambling-prevention/youth-gaming-gambling



https://preventionlane.org/prevention-topics/problem-gambling-prevention/youth-gaming-gambling

CHANGETHEGAMEQHIO0.0RG



https://changethegameohio.org/

CH-GH-GH-CHANGES TAKE TIME

 POLICY example: Nintendo, Microsoft and
Sony will require videogame publishers to
disclose “drop rates” (odds) in order to be
released

« EDUCATION example: CCGNJ’s Dan
Trolaro — chairs emerging trends work group
INn NCPG Prevention Committee
(www.ncpgprevention.org for materials)

Right: brochure available at https://preventionlane.org/prevention-topics/problem-gambling-prevention/youth-gaming-gambling



http://www.ncpgprevention.org/
https://preventionlane.org/prevention-topics/problem-gambling-prevention/youth-gaming-gambling

COMMUNICATE
expectations.

USE TECH
to your advantage.

Remember about when you

need to shut the game off.
9:31PM

It's LoL, mom.

Jordan. Off. Now.

© love u

+ |



MONITORING

« Ratings

 In-app purchases
« Loot boxes
 Watching games
 Playing with them




REGOVERY.

I quit drinking over 19 years ago, and for many of
the early years | did not enter bars, keep booze in
my house...But the poor soul who gets hooked
on betting through the phone probably cannot

give up the phone."

- Richard Schuetz, 4/20/19, htips://ggbnews.com/article/phoning __ -it-in/



https://ggbnews.com/article/phoning-it-in/

Replace “El.p & REGO\’ERV

Skill -based
activity

Mindfulness Addition,

Nnot
subtraction.

Social

replacements

www.maccg.org/4D



EARLY EVIDENGE FOR GBT

e Subjects: 143 men over 5 years

« Short term efficacy shown for cognitive behavioral
therapy for internet addiction & gaming disorder (15
weeks)

e 69% achieved remission vs 23% of control

— Fewer symptoms
— Less time spent online
— Improved psychosocial functioning

Wollfing, Muller, Dreier, 2019
jamanetwork.com/journals/jamapsychiatry/article-abstract/2737418?utm campaign=articlePDF&utm medium=articlePDFlink




SUPER HELPFUL RESOURGE FOR PEOPLE
WITH GAMING PROBLEMS:  vwww.amedquitters.com

@ Camerondare



http://www.gamequitters.com/
https://twitter.com/camerondare

“We are hardwired to connect with others;
it's what gives purpose and meaning to our lives,
and without it there is suffering.” — Brené Brown

THE HEART
OF IT ALL
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