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Council on Compulsive Gambling of Pennsylvania

e CCGP is a non-profit advocacy organization whose
purpose is to assist individuals in Pennsylvania who are

experiencing gambling related issues

e CCGP has operated the PA Problem Gambling Helpline
since 1997 - this 24-hour service connects individuals
with help throughout Pennsylvania

e CCGP provides outreach, prevention and clinical
training programs to community groups, professionals
and treatment organizations throughout PA

1-800-GAMBLER®

www.pacouncil.com



Learning Objectives

Participants will be able to:

* Discuss factors associated with the development of problematic gambling
and gaming behaviors

* |dentify potential risks and overlap between gambling and gaming

* Have awareness of available local resources



Trigger Warning

This presentation contain imagery and elements that some

attendees may find distressing to see and/or hear about.

If you such images are challenging for you, or if there is any
concern that you may have difficulty in coping with the
associated content, you may wish to take steps to avoid such
negative experiences or remove yourself from the webinar at

this point.






What is Gambling?

The activity or practice of
playing a game of chance, or
taking a chance, for money or
some other stake, where there
IS a risk of losing that stake

- Dictionary.com



What is Gaming?
Google

*The action or practice of
playing video games

*The action or practice of
playing gambling games




Types of Legal Gambling in PA - 2024

« Horse Racing & Off-Track Betting (1959)
 Lottery (1972) / Online Lottery (2018)

* Bingo (1981) / Games of Chance (1988)

« Category 1, 2, 3 & 4 Casinos (2004/2017)
* Fantasy Sports (2017)

* Truck Stop VGT’s (2017)

 Airport Gambling (2017)

* Online Casino Gambling/iGaming (2017)
« Sports Gambling (2017)



Types of Video Games

* Sandbox

* Real-time strategy (RTS)

* Shooters (FPS and TPS)

* Multiplayer online battle arena (MOBA)

* Role-playing (RPG, ARPG, MMORPG, etc.)
* Simulation and sports

* Puzzlers and party games

* Action-adventure

* Survival and horror

* Platformer



2023 Overall PA Gaming Revenue

Vear M::::m Table Games iGaming ws:::::ng VCT's F::;::sy Total Gaming
Revenue Revenue Revenue Revenue
Revenue Revenue Contests
2013 | $2.384,098,225 | £729,830,365 $3,113,928,590
2014 | $2,319534 380 $749,543 217 $3,069,077,597
2015 $2,365,651 659 $808,137112 $3,173,788,77
2016 $2,360,184,122 $853,238,055 $3,213,422178
2017 | $2336,212902 | $890,704,254 $3,226917156
2018 | $2,369,885203 878,796,174 $2,516,589 $15,309,615 $3,266,507,58]
2019 | $2,363,085678 $903,594,181 $33,599,749 $84 112,967 $2.329,540 25872124 | $3,412594239
2020 | $1,355924785 $504,209,266 $565,776908 | $189,703465 | 216647898 | $21148707 $2,653 511,029
2021 | $2,287529465 | $924902965 $1,112,855,937 $340,113,160 $39,852,039 | $29298635 | $4,734552 201
2022 | $2390,757,300 | $990,568 468 | 31364392468 | $401208)108 | $42,079447 | $22,329896 5,211,335 68
2023 | $2 463698452 $971,742 564 $1,741,832079 | $458616,339 | $41237349 | $20,09]332 $5,697218 115 D

2023 Total Gaming Revenue = $5,697,218,115

N

Pennsylvania Gaming Control Board, 2023



https://gamingcontrolboard.pa.gov/

Video Game Participation



What is Gambling Disorder?

* |dentified as a progressive, persistent
and recurrent problematic gambling
behavior leading to significant distress
and major life problems

e Occurs when someone is unable to
control their gambling activities

- DSM-5



Gambling Disorder:
DSM-5 Diagnostic Criteria

*Preoccupation L oss of Control
*Tolerance *Risked Relationship
*Withdrawal *Chasing

*Escape Bailout

Lying


https://ec8pqyuxkuk.exactdn.com/wp-content/uploads/DSM-5-Diagnostic-Criteria-Gambling-Disorder-1.pdf
https://ec8pqyuxkuk.exactdn.com/wp-content/uploads/DSM-5-Diagnostic-Criteria-Gambling-Disorder-1.pdf

Internet Gaming Disorder

“A condition warranting more
clinical research and experience
before it might be considered
for inclusion as a formal disorder”

American Psychiatric Association. (2013). Diagnostic and statistical manual of mental disorders: DSM-5.



Gaming Disorder:
Proposed DSM-5 Diagnostic Criteria

*Preoccupation [ oss of Control
*Tolerance *Risked Relationship
‘Withdrawal *Continue Despite
Negative Outcomes
*Escape Give up other

: hobbies/activities
Lying



Gambling Disorder:
DSM-5 Diagnostic Criteria

*Preoccupation L oss of Control
*Tolerance ‘Risked Relationship
*Withdrawal *Chasing

*Escape Bailout

Lying



Internet Gaming Disorder

World Health Organization

2018 - World Health Organization
(WHO) now classifies gaming

disorder in their International
Classification of Diseases (ICD-11)


https://www.who.int/standards/classifications/frequently-asked-questions/gaming-disorder

WHO Definition

A pattern of gaming behavior (“digital-
gaming” or “video-gaming”) characterized
by impaired control over gaming,
Increasing priority given to gaming over
other activities to the extent that gaming
takes precedence over other interests
and daily activities, and continuation or
escalation of gaming despite the
occurrence of negative consequences.



Problematic Continuum

No .
Participation
Social At Risk roblematic isordered | _—
gevere
None Mild

Korn & Shaffer, 99



Types of Legal Gambling in PA - 2024

« Horse Racing & Off-Track Betting (1959)
 Lottery (1972) / Online Lottery (2018)

* Bingo (1981) / Games of Chance (1988)

« Category 1, 2, 3 & 4 Casinos (2004/2017)
* Fantasy Sports (2017)

* Truck Stop VGT’s (2017)

 Airport Gambling (2017)

* Online Casino Gambling/iGaming (2017)
« Sports Gambling (2017)



Online Gambling in 2024

ILottery
Fantasy Sports
Sports Gambling

Online Gambling



The Evolution of Video Gaming Revenue









The Evolution of Video Gaming Revenue



The Global Games Market



Free-to-Play Mobile Games Market



Microtransactions

 ‘Small’ amounts of real-world money spent on
virtual items or other advantages

 In-game items (weapons/skins/level up packs)
* [In-game currencies
» Additional lives/Expiration

* Random Chance Purchases



AKA - Loot Boxes



Loot Boxes

Credit: 1800GamblerWV



Loot Boxes
By 2025

e 230+ million users will buy Loot Boxes

* Revenues generated by Loot Boxes are
projected to exceed $20B by 2025

« An increase from an estimated $15B in 2020

Juniper Research, 2021



https://www.juniperresearch.com/press/video-game-loot-boxes-to-generate-over-20-billion/

Comparing Activities



Loot Box Opening Reaction



Ok...let's breathe



Spectating: Twitch

* 140 million monthly active users
* 35 million daily active users

*23 billion hours viewed in 2023

*2.55 million concurrent viewers

*71 million hours of content viewed daily



eSports

Form of competition using Video Games
Multiplayer

Amateur & Professional players

Live streaming

Gaming Industry shifted to follow subculture












eSports market revenue worldwide - 2019-2024

(in millions - US dollars)

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




May 2018

* US Supreme Court overturns

Professional and Amateur Sports
Protection Act (PASPA)

* Allowed for states to decide
whether or not betting on
pro/college sports should/could be
legalized

* Applies to ESPOFtS



10% of sports bettors
in Pennsylvania have
bet on eSports



The National Association
of Collegiate Esports









Good vs Bad

www.gamequitters.com



http://www.gamequitters.com/

So, what do
we do with
all of this?




Avoiding & Addressing Issues

1. Understand why we gamble/play games

 Temporary escape

* Social

* Measurable growth / Wins
* Challenge

* Dopamine!!

www.gamequitters.com



http://www.gamequitters.com/

Avoiding & Addressing Issues

2. Find other activities to satisfy needs
3. Plan ahead (have a schedule)
4. Distance from gaming/gambling

5. Join a support community

www.gamequitters.com



http://www.gamequitters.com/

Pennsylvania Problem
Gambling Helpline

1-800-GAMBLER

Call ¢ Chat e Text


https://www.pacouncil.com/helpline/

www.pacouncil.com



lgccb.org




lgccb.org




gamequitters.com



http://gamequitters.com/

Reboot & Recover
rebootandrecover.org




www.1-hp.org



http://www.1-hp.org/

Today'’s Slides

The full program slides are available at www.pacouncil.com/2024cpa-ccgp



ON COMPULSIVE GAMBLING

m Thank You!!

Council on Compulsive Gambling of
Pennsylvania, Inc.

Josh Ercole, Executive Director

215-643-4542 e josh@pacouncil.com

www.pacouncil.com
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