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THANKS FOR BEING HERE!

My background:

* 22 years public health;
registered dietitian turned
prevention specialist.

* 18 years in addictions prevention,
concentrating in problem
gambling, in local govt, research,
higher ed, nonprofit sectors.

Image source: memezila.com
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WHY WE SHOULD ALL CARE ABOUT
PROBLEM GAMBLING. -

@ barstoolsportsbook @ « Follow

2.6% of Oregonian
adults have a gambling

ey Oregon Council on Problem Gambling
pro blem 1 " @0regonCouncil
They deleted it. We didn't miss it. Isn't it about time we
Yo Uih hqve 2_4 ﬁmes talk about how gambling is advertiseq in the U.S.?

higher rates of
gambling problems.?

Public health issue
with little attention!

007/032 <y 7

9:29 PM - Oct 1, 2020 - Twitter Web App

1. Moore & Volberg, 2016. 2. Calado, Alexandre & Griffiths, 201 6.
Video: https:/ /twitter.com /OregonCouncil /status/1311885936901283841 #OPHA2020 - ] Hynes



https://twitter.com/OregonCouncil/status/1311885936901283841
https://twitter.com/OregonCouncil/status/1311885936901283841

OBJECTIVES IN A NUTSHELL

Trends & Signs & Addressing
research commonallities. the issues.
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COVID-19 GAMING TRENDS

* 30% growth in gamers playing ( |
> 5hrs/week
E 3

* 39% growth in money spend

* Permanent 21% increase in monthly
spend by gamers

* 11 percent increase in time spent

gaming

Source: Simon-Kucher & Partners, Global Gaming Study, 2020 / IR 2 S town Avthor is licensed under


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

DEFINING GAMBLING LEGALLY.
5 1. PRIZE: st
%y 2. CHANCE: 20 ioesils,,

3. CONSIDERATION: it oo

Rose, 2006 #OPHA2020 - | Hynes



Of Gaming and Gambling....in a nutshell



NOT ALWAYS OBVIOUS.

GAMES WITH SLOT-
BASED MECHANICS
ARE EVERYWHERE.

(i.e., games like this are

not considered “social
casino” games)

Images shown: Coin master (left), Duolingo (right) #OPHA2020 - | Hynes



N T 90%a

social casino games
y \ Lightning Link Casino — Free Vegas Slots!
. ﬁ Ad - Product Madness

Win Big on Tiki Fire.
4.1 %

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

4.6 %

Live! Social Casine

Live! Interactive

43 %
SLOTS Slots Social Casino
- : iy Playport Co., Ltd
2 4.0 *
([ ] [ ]
c c = Seminole Hard Rock Entertainment, Inc
13 %

Stars Casino Slots - Free Slot Machines Vega...

Huuuge Games - Play Together

. E34 ¥
games are accessible to -
-~ Neverland Casino Slots 2020 - Social Slots G...
’- AN Wgames Inc.

4.4 %
Cash: Cash Storm Casino - Online Vegas Slots Gam...

Seminole Social Casino

Seminole Gamina Administration

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




RESEARCH: SIMULATED
GAMBLING GAMES.

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

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

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

JFREE CO!

NS |

*




“MICROTRANSACTIONS”

REAL $,
VIRTUAL PRIZES

(BTW, this game has earned $473M
in the U.S. from January to
September 2020.)




COVID:
CATALYZING ESPORTS BETTING

TRADITIONAL SPORTS ESPORTS



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

COVID: CATALYZING With Real-Life Games Halted, Betting

World Puts Action on E-Sports

E S P o R T S B E TT I N G Computer-vs.-computer games of FIFA livestream to gamblers

on Twitch. Fantasy contests carry League of Legends lineups. In
the coronavirus age, video games have grown into a darling for

casinos.

Scoreboard Approved Market Addition: Simulated Motor Racing 0 €he New York imes

NASCAR and INDYCAR iRacing

With actual motor racing on hold, industry has turned to virtual racing events

What makes it different?

* Live streamed

* Professional drivers

* Racing industry has used iRacing for years to get ready for actual races

Cross-Play Appeal

* Digital simulation provides similar concept to Virtual Sports but with
outcome based on competitive, live event (not RNG)

* Test the waters with introduction into an “e-space” market similar to eSports

Scoreboard Markets

* NASCAR Pro Invitational iRacing Series Denny Hamlin holds off Dale Jr. for Homestead-Miami
v Follows NASCAR Integrity Policies win in iRacing Pro opener
v' Approved by New Jersey DGE and Nevada Gaming Control Board

* INDYCAR iRacing Challenge
v Endorsed by NTT INDYCAR Series including integrity policies

m OREGON Together, we do good things. | 16

LOTTERY.

Sources: Oregon Lottery Meeting Materials, 4/23/20; Schiesel, The New York Times, 6/8/20 #OPHA2020 - | Hynes



“LOOT BOXES” - Random Prizes

>93% of the Android & iPhone
games that featured loot boxes

]
89C
% sof) 48

c/b/5
were deemed suitable for children

aged 12+]

Paying for loot boxes linked to
problem gambling?

Rare loot box opening triggers

arousal & rewards responses,
* [Jake] stopped playing Overwatch

greater urge to open more® =

PRESS ENTER TO Ct

PREV 3 ARCHIVES LOOT BOXES | NEXT

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

1. Zendle, 2020; 2. Zendle & Cairns, 2018; 3. Larche et al., 2019 #OPHA2020 - | Hynes
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KEY COVID-19 CONSIDERATIONS &
WHY ISSUES WILL ONLY RISE

o Isolation TRAUMA
Boredom

.K" Less opportunity for competition

T
B Unemployment

=1= Racism & health inequities

= Youth specific:
- parents occupied,
- less schoolwork, activities

#OPHA2020 - | Hynes



DIAGNOSTIC CRITERIA COMPARED (DSM-5)

Withdrawal Withdrawal
Tolerance Tolerance

Unable to cut back/quit Unable to cut back/quit
Preoccupation Preoccupation

Gambling when distressed Gaming to relieve negative moods
Chasing losses Continuing to game despite problems

Lying /concealing Deceiving family members or others

Jeopardizing relationships, jobs, educ. | Jeopardizing relationships, jobs, educ.
#OPHA2020 - | Hynes




YOUTH RISKY BEHAVIORS DATA

Youth who report gambling also report engaging in these risk behaviors

sexual

._ behavior
l;ﬁ’:.'.-j_ﬁ'-_-ﬁ-' = g

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

Alcohol Binge Marijuana Tobacco Suicidal .
Drinking Ideation gamhhn g

2015 Oregon Healthy Teen Survey

. Bth Grade . 11ith Grade

Data Source: Oregon Health Authority;
report at http://oregoncpg.org/wp-content/uploads/2018/01/OCPG Handbook 3-12-18.pdf

There is no current collection of youth gambling data on WA State Healthy Youth Survey
#OPHA2020 - | Hynes



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




Spending on Problem Gambling Prevention

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

SUD Prevention PG Prevention (combined, states)

Source: Marotta, Hynes, Whyte, Rugle, & Scanlan, 2017; https: //www.apgsa.org/wp-content /uploads/2018/01 /2016 Survey of#RFPHAZA2Q+ ] Hynes



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

POLICY & PROGRAM EXAMPLES

&
ducation [Rx] Education, harm reduction, voluntary

self-exclusions, ID & referral
Clinical

Interventions

[Immunization] POS tools, 21+,

Long-lasting Protective PH integration

Interventions

4

Changing the Context to [Fluoridation] Baking responsible
Make Individuals’ Default gambling into law, policies &
Decision Healthy strategic plans

Research and infusion of funds to
address populations at greatest
risk.

Socioeconomic Factors

Frieden, T. (2010). A framework for public health action: The health impact pyramid.
American Journal of Public Health, 100, 590-595. #OPHA2020 - ] Hynes



https://www.ncbi.nlm.nih.gov/pmc/articles/PMC2836340/

MY 2 “ASKS”:

GAMING & GAMBLING

FACTS FOR PARENTS

EMERGING CONCERNS:
& FANTASY SPORTS k

Most gambling gites don't have stri

ANY o | Kids are being marketed to as youn!
There are higher rates of problem &

ble on the internet.

ct age verifi
g as 6 years ol
ambling among

Online gambling and fantasy sports sites are readily
ost teens vid gmartphones and tablets-
used to make transactions-

and
ALL PH & MH efforis

[ L gambling and fantasy gports tend
h makes itis easier 10 hide from family

orren (P o
ALONE (02 S rende.

Fantasy sports sitesare considered gambling, and therefore are
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“We are hardwired to connect with others:

it’'s what gives purpose and meaning to our lives.”
— Brené Brown
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Julie Hynes, MA, CPS

Executive Director
Oregon Council on Problem Gambling
Julie@oregoncpg.org | 971.361.9333

@oregoncouncil | @julhynes
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