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Emerging Landscape
The  In te rs e c tion  o f Ga m ing  a nd  Ga m b ling

sports_
esports
Esports
Com p e titive  vid e o  
g a m e  c om p e titions

Ofte n  a ttra c ts  te e n s  a n d  
you n g  a d u lts  in te re s te d  
in  s ta tu s , s kill,  a n d  
id e n tity

invento
ry_2
Loot Boxes
Ra nd om ize d  in - g a m e  
re wa rd  c on ta ine rs

Attra c ts  you n g e r 
g a m e rs  d ra w n  to  
c h a n c e , c o lle c tin g , o r 
s u rp ris e  re w a rd s

shoppin
g_bag
Skins Betting
Wa g e ring  d ig ita l 
ite m s  fo r va lue

Ofte n  a ttra c ts  o ld e r 
te e n s  a n d  m a le s  in  
g a m b lin g  n e tw orks

monetiz
ation_o
n
Game 
Monetization
Mic ro tra ns a c tions  & 
b a ttle  p a s s e s

Motiva te s  fre q u e n t 
g a m e rs  th rou g h  
p rog re s s ion  a n d  s ta tu s

casino
Social Casino
Fre e - to - p la y c a s ino-
s tyle  g a m e s

Attra c ts  p la ye rs  
s e e kin g  th rills  w ith ou t 
in itia l ris k



Learning Objectives
Wha t p a rtic ip a n ts  w ill g a in  from  th is  s e s s ion

foundation
Review
Re vie w  SBIRT found a tions  for 
g a m b ling  a nd  g a m ing  
c onc e rns .

psychology
Learn
Le a rn  a g e - a p p rop ria te  
s c re e n ing  m e thod s  a nd  
e nha nc e d  a s s e s s m e n t 
q ue s tions .

groups
Apply
Ap p ly m otiva tiona l, fa m ily-
foc us e d  b rie f in te rve n tions  to  
re a l- w orld  c a s e s .



Emerging Landscape
Why th is  top ic  m a tte rs  now

language
Expanded Access
Online  b e tt ing , p re d ic tion  
m a rke ts , e s p orts , a nd  in -
g a m e  p urc ha s e s  e xp a nd  
a c c e s s .

history_tog
gle_off
Early Exposure
Te e ns  e nc oun te r g a m b ling -
like  fe a tu re s  e a rlie r a nd  m ore  
ofte n .

blur_on
Blurred Lines
The  line  b e tw e e n  g a m ing , 
e n te rta inm e n t, a nd  g a m b ling  
is  inc re a s ing ly b lu rre d .



Who Is Most Vulnerable?
Ge nd e r d iffe re nc e s  a nd  d e ve lop m e n ta l ris ks  in  te e n  g a m b ling

trending_up
Developmental Risk
•  Hig h  re w a rd  s e ns it ivity

•  Ma tu ring  s e lf- c on tro l s ys te ms

•  Pe e r p re s s u re  im p a c ts

wc
Gender Dynamics
•  Boys : Ofte n  h ig he r e ng a g e m e n t

•  Girls : Hig he r m ood /a nxie ty link

•  Both  s e xe s  a t  s e rious  ris k

Re fe re n c e s : J MIR Pe d ia tric s  (2 0 2 2 ), Ce re b ra l Corte x (2 0 2 0 ), PMC (2 0 15 )



Why Gambling Is Hard to Stop
The  ne u ro log ic a l tra p  o f a n tic ip a tion  a nd  re wa rd

psychology
Brain Reward System
•  Dop a m ine  re le a s e  d u ring  
a n tic ip a tion

•  Re in forc e m e n t of b e ha vior via  
loop s

•  We a ke ns  fu tu re - th inking  
s ys te ms

autorenew
The "Near -Miss" Trap
•  Fe e ls  m otiva ting  e ve n  w ithou t 
w ins

•  Te a c he s  b ra in  to  e xp e c t 
re w a rd s

•  Trig g e rs  " c ha s ing  los s e s "  
c yc le

Re fe re n c e s : PMC (2 0 10 ), Ne u rob io log y (2 0 2 4 ), Bra in  & Con tro l (2 0 2 2 )



ADRIANA GALVAN - TEEN BRAIN AND MONEY REWARDS

https://youtu.be/LWUkW4s3XxY



Teen Brain & Risk Dynamics
Und e rs ta nd ing  vu lne ra b ility  in  g a m b ling  a nd  g a m ing

psychology
The Adolescent 
Brain
•  Pe riod  of in te ns e  
re org a n iz a tion

•  Hig h  re w a rd  s e ns it ivity & 
nove lty s e e king

•  Strong  p e e r in flue nc e

games
Risk Factors
•  Exp lo ita t ion  of unp re d ic ta b le  
re w a rd s

•  " One  m ore  try"  re in forc e m e n t

•  Sle e p  los s  w e a ke ns  s e lf- c on tro l

support
Best Response
•  Pro te c t  s le e p  & involve  fa m ily

•  Se t  p ra c tic a l b ound a rie s

•  Sup p ort  s m a ll,  func tiona l 
c ha ng e s

Re fe re n c e s : Sie g e l,  D. (2 0 13 , 2 0 14 , 2 0 19 ) Bra in s to rm : Th e  Pow e r a n d  Pu rp os e  o f th e  Te e n a g e  Bra in .



Dr. Daniel Seigel, Brainstorm

http://www.youtube.com/watch?v=gw9GrgNcYcg


The Adolescent Drive for Novelty
Und e rs ta nd ing  why te e ns  a re  d ra wn  to  g a m b ling  a nd  g a m ing

Te e ns  ofte n  g a m b le  or g a m e  e xc e s s ive ly not b e c a us e  the y a re  “b a d ” or “ irra tiona l,” b u t b e c a us e  a d ole s c e nc e  is  a  
d e ve lop m e n ta l s ta g e  b u ilt  for novelty, reward, and social connection.

celebration
Novelty Seekers
Low e r b a s e lin e  d op a m in e  
m a ke s  " n e w  s tu ff"  fe e l 
e s p e c ia lly  g ood  to  te e n s .

groups
Social Status
Pe e r m e m b e rs h ip  a n d  
s ta tu s  c u e s  o fte n  ove rrid e  
p e rs on a l va lu e s  in  th e  
h e a t o f p la y.

psychology
Hyper - Rational
Ad ole s c e n ts  ove rfoc u s  on  
e xc itin g  u p s id e s  w h ile  
m in im iz in g  p o te n tia l ris ks .

explore
Risk Drive
He a lth y ris k- ta kin g  
h ija c ke d  b y loop s  th a t 
p rovid e  re lie f o r m ood  
re g u la tion .

Re fe re n c e s : Dr. Da n  Sie g e l, Bra in s to rm : Th e  Pow e r a n d  Pu rp os e  o f th e  Te e n a g e  Bra in  (2 0 13 , 2 0 14 , 2 0 19 ).



http://www.youtube.com/watch?v=Ywec1MbeQDk


Parent Guide: Habits & Behavior
Ba s e d  on  " Good  Ha b its , Ba d  Ha b its "  b y Dr. We nd y Wood

Ha b its  a re  s ha p e d  b y c ue s , re w a rd s , a nd  e nvironm e n t,  not ju s t  w illp ow e r. Ma king  he a lthy b e ha vior e a s ie r w h ile  
a d d ing  fric t ion  to  ris ky b e ha vior is  m ore  e ffe c tive  tha n  re lying  on  s e lf- c on tro l a lone .

lightbulbWhat Parents Should Know
• Rewards: Ga m in g  a n d  g a m b lin g  u s e  fa s t re w a rd s  a n d  
" on e  m ore  try"  th in kin g .

• Patterns: Te e n s  re p e a t b e h a viors  th a t a re  e a s y to  a c c e s s  
a n d  tie d  to  rou tin e .

• Availability: On lin e  p la tfo rm s  b lu r g a m in g  a n d  g a m b lin g  
th rou g h  loo t b oxe s .

check_circleWhat Parents Can Do
•  Notice triggers: b ore d om , s tre s s ,  o r la te - n ig h t u s e .

•  Add friction: re m ove  p a ym e n t m e th od s  a n d  s e t a p p  lim its .

•  Make it easy: p la n  a lte rn a tive  fu n  a n d  s oc ia l a c tivitie s .

•  Talk specifically: a s k a b ou t m on e y a n d  " w in n in g  b a c k"  
los s e s .

•  Model behavior: te e n s  c op y th e  rou tin e s  th e y s e e .

Sou rc e : Good  Ha b its , Ba d  Ha b its  b y Dr. We n d y Wood . Gu id a n c e  fo r p a re n t- le d  b e h a viora l in te rve n tion .



Teen Guide: Navigating Habits
Und e rs ta nd ing  g a m ing , g a m b ling , a nd  the  p a th  to  c ha ng e
Ap p lic a tion  to  g a m ing /g a m b ling  from   " Good  Ha b its ,  Ba d  Ha b its "  b y Dr. We nd y Wood

Ha b its  g row  from  repetition, cues, and rewards .  Ga m ing  or g a m b ling  b e c om e s  a u tom a tic  w he n  it’s  e a s y, e xc it ing , 
a nd  p a rt  of your d a ily rou tine .

dangerous Why it can be hard to stop
• Quick Feedback: You r b ra in  g e ts  in s ta n t re w a rd s  a n d  
w a n ts  to  ke e p  g o in g .

• Emotional Routine: Bore d om  or s tre s s  c a n  trig g e r a n  
e xp e c te d  h a b it c yc le .

• Constant Cues: Ad s , frie n d s , a n d  p h on e s  ke e p  th e  h a b it 
fron t a n d  c e n te r.

auto_awesome What can help
• Identify patterns: Notic e  w h a t you  fe e l b e fore  you  s ta rt.

• Add friction: Log  ou t,  m u te  a le rts ,  a n d  p u t th e  p h on e  
a w a y.

• Replace reward: Pic k a  fu n  a c tivity  w ith  a  s e n s e  o f 
p rog re s s .

• Watch signs: Hid in g  u s e  o r los in g  s le e p  a re  m a jor re d  
fla g s .

Family Rule of Thumb: A g ood  h a b it p la n  is  n o t “ try  h a rd e r.” It  is  “c h a n g e  th e  rou tin e .”



Practical Strategies for Habit Change
Ac tiona b le  s te p s  fo r fa m ilie s  b a s e d  on  Dr. We nd y Wood ' s  re s e a rc h

Ha b its  a re  d rive n  b y cues, rewards, and environment .  The  g oa l is  to  m a ke  s c re e ns  le s s  a u tom a tic  a nd  o the r a c tivit ie s  
e a s ie r to  s ta rt .  La s ting  c ha ng e  c om e s  from  re p la c ing  a  ha b it ,  no t ju s t  trying  to  s top  it .

family_restroomFor Parents
● Find the cue: Notic e  w he n  us e  s ta rts  (a fte r s c hoo l, 

b ore d om , b e d ).

● Add friction: Cha rg e  p hone s  ou ts id e  b e d room s ; us e  a p p  
lim its .

● Replace, don't remove: Offe r re a d y a lte rna tive s  (w a lk, 
m us ic , s na c k).

● Build a routine: Ke e p  the  re p la c e m e nt t ie d  to  the  s a m e  t im e  
e a c h  d a y.

● Keep it positive: Colla b ora te  on  the  p la n  ins te a d  o f na g g ing .

personFor Teens
● Notice autopilot: As k " Whe n  d o I g ra b  m y p hone  

w ithou t th inking ?"

● Make scrolling harder: Log  ou t of a p p s  or p u t p hone  
fa rthe r a w a y.

● Swap in better: Pic k a  g o- to  re p la c e m e n t like  m us ic  or 
s tre tc h ing .

● Aim for progress: Sm a ll d a ily  c ha ng e s  m a tte r m ore  
tha n  a  " b ig  re s e t."

Sou rc e : Wood ' s  re s e a rc h  a n d  " Good  Ha b its , Ba d  Ha b its "  b y Dr. We n d y Wood .



Market Mechanisms
Com p a ring  Pre d ic tion  Ma rke ts  vs . Tra d itiona l Be tting

Prediction Markets

swap_horizPe e r- to- pe e r tra d ing

trending_upPric e  m ove s  w ith  the  c row d ' s  
b uying /s e lling

check_circle_outlineSha re s  re p re s e n t " Ye s "  or 
" No"  on  a n  e ve n t

functionsMa rke t p ric e  =  im p lie d  p rob a b ility

exit_to_appCa n  e n te r/e xit b e fore  the  e ve n t is  
re s o lve d

monetization_onPla tform  e a rns  fe e s

Traditional Betting

account_balanceYou b e t a g a ins t  the  hous e

editOd d s  s e t  b y a  b ookie  & a d jus te d  b y the  hous e

push_pinYou p la c e  a  fixe d  w a g e r a t  p os te d  od d s

calculatePa you t =  fixe d  od d s  m inus  hous e  m a rg in  
(vig )

lockUs ua lly loc ke d  in  onc e  the  b e t  is  p la c e d

paymentsHous e  e a rns  th roug h  m a rg in



Prediction Markets: A Guide for Teens
Und e rs ta nd ing  the  ris ks  a nd  m a rke ting  ta c tic s  o f e ve n t tra d ing

What They Are
Pre d ic tion  m a rke ts  le t pe op le  buy a nd  s e ll c on tra c ts  
ba s e d  on  fu tu re  e ve n ts  like  s ports  o r po litic s . While  the y 
look like  " s m a rt inve s ting ,"  the y c a n  fe e l a  lo t like  
be ttin g .

How They Differ from Betting
Unlike  tra d itiona l be tting  a g a in s t a  hous e , you  tra de  
a g a in s t o the r u s e rs . Pric e s  m ove  w ith  s upp ly a nd  
de m a nd , m a king  the  e xpe rie nc e  fa s t a nd  m one y-
foc us e d .

Why Be Careful
● Con fu s in g  w ord in g  like  " tra d in g "  h id e s  fin a n c ia l 

ris k.

● Ea s ie r a c c e s s  th a n  s p orts b ooks  a ttra c ts  you n g e r 
u s e rs .

● Fa s t m a rke ts  e n c ou ra g e  e m otion a l,  fre q u e n t 
tra d in g .

Tactics to Notice:
Pla tfo rm s  u s e  w ord s  like  " fo re c a s t"  a n d  fin a n c e - s tyle  
d e s ig n s  to  n orm a liz e  g a m b lin g - like  b e h a vior.

Bottom Line for Teens
"If money is on the line, the activity can still be risky 
even if the app does not call it gambling."

As k yours e lf: "Would  I do this  if I we re n ' t trying  to  make  
mone y?" If no, paus e  and  ta lk to  a  trus te d  adult.



Why Prediction Markets Appeal to Teens
Und e rs ta nd ing  the  a llu re  a nd  the  b lu rre d  line s  o f " e ve n t tra d ing "

What are they?
Ap p s  or w e b s ite s  w he re  p e op le  b e t  on  re a l- w orld  
e ve n ts  like  e le c tions , c e le b rity ne w s , or b ig  he a d line s . 
The y ofte n  fe e l m ore  like  " m a king  a  s m a rt  g ue s s "  tha n  
g a m b ling .

The Appeal to Teens
● Fe e ls  like  a  g a m e , n o t b e ttin g .
● Cove rs  re le va n t top ic s  like  s p orts  a n d  vira l n e w s .
● Polis h e d , fa s t,  a n d  s oc ia l in te rfa c e s .
● Ad s  fra m e  b e ttin g  a s  " s ta yin g  in form e d ."

Why It Matters
Ma rke tin g  b lu rs  th e  lin e  b e tw e e n  " n e w s "  a n d  g a m b lin g , 
m a kin g  it  e a s y to  u n d e re s tim a te  ris ks .  " Tra d in g "  la n g u a g e  
m a ke s  th e  a c tivity  fe e l s a vvy or in te llig e n t.

How to Talk About It
"Even if it looks like predicting, if money is involved, it’s 
still gambling behavior. The app may be designed to make 
that feel harmless."

Pa re n ts : Wa tc h  fo r te e n  in te re s t in  " c on tra c ts "  o r s h ifts  tow a rd  c h e c kin g  p re d ic tion  a p p s  re p e a te d ly.



Sample scripts
Ta lking  to  te e ns  a b ou t the  ris ks  o f p re d ic tion  m a rke ts

for
u
m

“ Some apps that look like prediction markets can make betting feel 
more like ‘smart guessing’ than gambling, which is exactly why they 
can be appealing to teens. Some use crypto and others don’t. There are 
not many consumer protections in these apps and most let you bet if 
you are 18 or older.”

“They often show up on social media, use catchy ads, and talk about 
making informed opinions instead of taking risks, so the danger can be 
easy to miss.”

“If you ever see your teen getting drawn in, the key message is: if 
money is involved, it’s still a form of betting, and it can still lead to 
losses and addictive habits.”

Goa l: Sta rt a n  op e n  c on ve rs a tion  a b ou t th e  h id d e n  ris ks  o f e ve n t- b a s e d  tra d in g  a p p s .



Consumer Protections
Wha t te e ns  a nd  fa m ilie s  s hou ld  look fo r on  g a m b ling  & g a m ing  s ite s

verified_use
r
Access
• Ag e  ve rific a tion

• Id e n tity  c he c ks

• No s ig n - up  b yp a s s

• Cle a r a g e  ra ting s

account_bal
ance_wallet
Spending
• Los s  & tim e  lim its

• No one - c lic k tra p s

• Re a lity  c he c ks

• Cle a r od d s /va lue s

family_restr
oom
Controls
• Pa re n t d a s hb oa rd s

• Se lf- e xc lus ion  tools

• Purc ha s e  loc ks

• Ea s y s up p ort  links

Key Takeaway: If a  s ite  h id e s  c os t ,  m a ke s  s p e nd ing  e a s y, or la c ks  lim its ,  it  is  not you th - p ro te c itve .



Easy Case Study for Parents
A re a l- world  e xa m p le  o f how g a m ing  m e c ha n ic s  a ffe c t b e ha vior

The Situation (Case)
A 10 - ye a r- o ld  s ta rts  p la ying  Rob lox “jus t  for fun .” At firs t ,  the  p a re n t notic e s  ha rm le s s - looking  p u rc ha s e s : a  fe w  
Rob ux, a  c os m e tic  ite m , the n  a  ra nd om  re w a rd  g a m e  tha t  p rom is e s  ra re  p riz e s .  Soon  the  c h ild  w a n ts  to  ke e p  b uying  
in  hop e s  of g e tt ing  the  ra re  ite m , g e ts  up s e t  w he n  the  re w a rd  is  “not g ood ,” a nd  s ta rts  a s king  for m ore  m one y. Sle e p  
g e ts  s horte r,  hom e w ork g e ts  d e la ye d , a nd  fa m ily a rg um e n ts  inc re a s e .

What is happening?
The  c h ild  is  b e ing  p u lle d  b y a  s ys te m  tha t  m ixe s  c ha nc e , e xc ite m e n t,  s oc ia l p re s s u re , a nd  s p e nd ing . The  
m one y m a y not fe e l re a l b e c a us e  the  g a m e  us e s  virtua l c u rre nc y, b u t the  c ons e q ue nc e s  a re  re a l: frustration, 
secrecy, overspending, and conflict at home.

ps
yc
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gy



Teen Sleep and the Brain
Why it  m a tte rs  fo r g a m b ling  a nd  g a m ing

scheduleDuring  a d ole s c e nc e , the  b od y c loc k s h ifts  la te r, c a us ing  te e ns  to  fe e l 
s le e p y la te r a t  n ig h t.

light_modeSc re e n  lig h t s ig na ls  the  b ra in  to  s ta y a w a ke , p us h ing  s le e p  ons e t 
e ve n  la te r.

psychologySle e p  s up p orts  c rit ic a l func tions : m e m ory, m ood , e m otion  
p roc e s s ing , a nd  s e lf- c on tro l.

warningSle e p  d e p riva tion  inc re a s e s  im p u ls ivity , re a c tivity , a nd  re d uc e s  the  
a b ility  to  p a us e  b e fore  a c ting .

sync_problemGa m ing /g a m bling  loop : e xc ite m e n t le a d s  to  le s s  s le e p , le a d ing  
to  p oore r d e c is ions .

Clinical Insight

"Teen sleep is part of the brain’s 
remodeling process and a key 
regulator of mood and judgment."

Clinician Ask:

As k a b ou t b e d tim e , d e vic e  us e , la te -
n ig h t p la y , a nd  if s le e p  los s  m a ke s  
b e ha vior ha rd e r to  c on tro l.

Re fe re nc e s : Da n ie l Sie g e l,  Bra ins to rm : The  Powe r a nd  Purp os e  o f the  Te e na g e  Bra in ; Dia ne  Re hm  in te rvie w; Ad o le s c e n t b ra in  d e ve lop m e n t ove rvie w .



Protecting Teen Sleep: A Parent -Friendly Plan
Pra c tic a l s tra te g ie s  fo r p a re n ts  to  s up p ort  he a lthy s le e p  ha b its

checklistAction Plan
● Se t c ons is te n t b e d time /w a ke  t im e s , e ve n  on  

w e e ke nd s .

● Ke e p  d e vic e s  a nd  c ha rg e rs  ou t of the  b e d room  
ove rn ig h t.

● Turn  off s c re e ns  3 0 –6 0  m inu te s  b e fore  b e d .

● Wa tc h  for la te - n ig h t g a m ing  or b e tt ing  p a tte rns .

● Ge t he lp  e a rly if s le e p  los s  a ffe c ts  m ood  or 
s c hool.

forumParent Talk Examples
“Your brain needs sleep to make good decisions tomorrow.”
“Let’s put the phone on the kitchen charger at night.”
“We can talk more tomorrow; sleep comes first tonight.”

shieldProtective Factor
Sle e p  is  c ritic a l fo r te e n  s e lf- c on tro l a n d  e m otion a l 
re g u la tion . Foc u s  on  m a kin g  th e  h e a lth y c h o ic e  e a s ie r b y 
c re a tin g  d e vic e - fre e  rou tin e s  a n d  e n c ou ra g in g  c a lm , 
c on s is te n t lim its .

Re fe re nc e s : Da n ie l Sie g e l,  Bra ins to rm : The  Powe r a nd  Purp os e  o f the  Te e na g e  Bra in ; Dia ne  Re hm  in te rvie w; Ad o le s c e n t b ra in  d e ve lop m e n t ove rvie w .



Connecting with Teens on Gambling & Gaming
Fos te ring  c ha ng e  th roug h  c u rios ity , e m p a thy, a nd  re la tions h ip - firs t c om m unic a tion

psychologyCore Principles

• Understanding vs. Judgment: Te e ns  c ha ng e  m ore  
w he n  the y fe e l und e rs tood  a nd  not jud g e d .

• Identify the Need: Ga m b ling /g a m ing  ofte n  m e e t ne e d s  
for e xc ite m e n t, b e long ing , or e s c a p e .

• Prioritize Relationship: Strong  c onne c tions  m a ke  it  
e a s ie r to  ta lk hone s tly a b ou t u s e  a nd  ris k.

• Small Changes: Us e  c u rios ity a nd  e m p a thy to  s up p ort  
m otiva tion  for one  s m a ll c ha ng e .

forumParent Examples

“Help me understand what gaming or betting does for 
you.”

“Does it help you relax, fit in, or feel less bored?”

“I care more about understanding you than winning an 
argument.”

“Would you try one small change this week?”

“I’m still on your side, even when I’m worried.”

Re fe re n c e s : Gre a te r Good  Ma g a z in e  (2 0 14 ); Dr. Da n  Sie g e l, Th e  ESSENCE of Ad ole s c e n c e  (2 0 14 ) & Bra in s to rm  (2 0 2 5 ).



Roblox, Gambling Features & Kids
Und e rs ta nd ing  the  c onc e rn  a nd  how to  p ro te c t young  p la ye rs

What is the concern?
Sys te m s  u s ing  c ha nc e , v irtua l c u rre nc y (Robux), a nd  
ra re  p rize s  c a n  fe e l like  g a m b ling . Re a l c os ts  a re  o fte n  
h id de n , le a d ing  kid s  to  fe e l " s c a ry"  o r " tric ky"  a bou t 
s p e nd ing .

Why this matters for kids
De ve lop ing  b ra in s  s trug g le  w ith  im pu ls e  c on tro l a nd  
m one y s kills . Re w a rd  s ig na ls  trig g e r " ju s t on e  m ore  try ,"  
le a d ing  to  ove rs pe nd ing  a nd  c on flic t.

warning
Warning Signs

● Re p e a te d ly  a s king  for Rob ux
● Hid ing  p u rc ha s e s / lim its
● Big  m ood  c ha ng e s  a t  s top
● Sle e p  los s  or s c hool d e c line
● Conflic t  ove r " ite m "  c ha s ing

family_restroo
m
What Parents Can Do

● Che c k g a m e  re w a rd  typ e s
● Turn  off s a ve d  p a ym e n ts
● Se t c le a r t im e /m one y lim its
● Ta lk a b ou t " od d s "  a nd  ris k
● Monitor for ly ing  or d is tre s s

psychology
Clinician Assessment

● Los s  of c on tro l ove r p la y
● Irrita b ility  w he n  b loc ke d
● Func tion ing  d e c line
● Rob lox a s  a  c op ing  m e c ha n is m



Clinician Script for SBIRT Conversations
Us ing  c u rios ity  a nd  e m p a thy to  id e n tify ne e d s  und e rne a th  the  b e ha vior

The  c ore  ide a  is : te e ns  a re  more  like ly to  c ha ng e  whe n the y fe e l unde rs tood , not judg e d .

Step -by -Step Script
1) Open with permission: " Wou ld  it  b e  oka y if w e  ta lk a  little  
a b ou t g a m in g  or g a m b lin g ? .. ."

2) Lead with curiosity: " Wh a t d o  you  like  a b ou t it?  Wh a t 
d oe s  it  d o  fo r you ?"

3) Reflect the need: " It s ou n d s  like  g a m in g  h e lp s  you  fe e l 
c on n e c te d  a n d  ta ke s  you r m in d  off s tre s s ."

4) Name the ambivalence: " Pa rt o f you  like s  it ,  a n d  p a rt o f 
you  is  w on d e rin g  w h e th e r it’s  g o in g  too  fa r."

5) Ask for small change: " How  re a d y a re  you  to  try  on e  
s m a ll c h a n g e ?"

6) Make it teen -owned: " Wh a t’s  on e  th in g  you  w ou ld  b e  
w illin g  to  te s t fo r th e  n e xt w e e k?"

7) Offer support: " I’m  a s kin g  w h e th e r you ’d  b e  w illin g  to  
ru n  a  s m a ll e xp e rim e n t a n d  s e e  w h a t h a p p e n s ."

psychologyWhy This Works
Sie g e l’s  fra m e w ork note s  a d ole s c e nc e  is  b u ilt  for nove lty  a nd  
s oc ia l e ng a g e m e n t; b e ha viors  m e e t re a l d e ve lop m e n ta l ne e d s . 
Conve rs a tion s  re d uc e  s ha m e  a nd  inc re a s e  op e nne s s .

Re fe re n c e s : Dr. Da n  Sie g e l, Bra in s to rm  (2 0 14 ); SBIRT Fra m e w ork Ove rvie w .



Parent Script for Connection
Em otiona lly Conne c te d  SBIRT for Te e n  Ga m ing  a nd  Ga m b ling

handshake1) Connect 
First
“I want to understand what gaming 
or betting is doing for you.”

help_outline2) Ask 
Function
•  Is  it  h e lp in g  you  re la x?
•  Is  it  a b ou t frie n d s ?
•  Is  it  a vo id in g  s tre s s ?

visibility3) Validate

“I can see why that would be hard to 
step away from.”

favo4) Set Limits with Warmth
“We  s till n e e d  lim its  a rou n d  s le e p  a n d  m on e y b e c a u s e  you r 
b ra in  n e e d s  re s t to  m a ke  g ood  d e c is ion s .”

groups5) Collaborate
“Le t’s  c h oos e  on e  ru le  tog e th e r fo r th is  w e e k a n d  s e e  h ow  
it g oe s .”

Re fe re n c e s : Gre a te r Good  Ma g a z in e  (2 0 14 ); Dr. Da n  Sie g e l, Bra in s to rm  (2 0 14 ); SBIRT Fra m e w ork.



Communicating with Adolescents
Te c hn iq ue s  fo r non jud g m e n ta l d ia log ue  a nd  s ha re d  p la nn ing

campaignKey Approach
Us e  a  non jud g m e n ta l tone  to  e xp la in  tha t  g a m b ling  or 
g a m ing  c a n  fe e l e xtra  p ow e rfu l d u ring  te e n  ye a rs .

● Ad ole s c e n t b ra ins  a re  b u ilt  to  s e e k novelty a nd  
peer connection .

● Foc us  on  noticing patterns ra the r tha n  s ha m ing .
● Prote c t  s le e p  a nd  m one y.
● Ma ke  a  p la n  for one small change .

record_voice_overTeen -Facing 
Examples
“It feels fun because I might win something big.”
“My friends are doing it, so it feels normal.”
“I do it when I’m bored, stressed, or want to forget 
stuff.”
“It gets harder to stop once I’m in it.”

Re fe re n c e s : Gre a te r Good  Ma g a z in e  (2 0 14 ); Dr. Da n  Sie g e l, Th e  ESSENCE of Ad ole s c e n c e  (2 0 14 ); Sie g e l, You Tu b e  (2 0 14 ).



Teen Gaming Disorder: Evidence -Based Interventions
Stra te g ic  the ra p e u tic  m od a lit ie s  for a d ole s c e n t re c ove ry a nd  long - te rm  w e llne s s .

Primary Mode

Cognitive Behavioral Therapy (CBT)
Foc u s e s  on  c og n itive  re s tru c tu rin g  o f m a la d a p tive  g a m in g  b e lie fs  
a n d  b e h a viora l a c tiva tion  fo r re a l- w orld  e n g a g e m e n t.

Holistic Approach

Mindfulness & Acceptance
MBT a n d  ACT h e lp  d e ve lop  e m otion a l re g u la tion  a n d  s e lf-
a w a re n e s s ,  re d u c in g  g a m in g  a s  a  p s yc h olog ic a l e s c a p e  from  
s tre s s .

Systemic Support

Family -Based Therapy
Ad d re s s e s  fa m ily  d yn a m ic s  a n d  p a re n ta l in vo lve m e n t to  s u p p ort 
lon g - te rm  re c ove ry a n d  p re ve n t re la p s e  in  a d o le s c e n ts .



Leveraging SBIRT for Teen Gaming & Gambling 
Disorders

Screening & Assessment

Early Detection via SBIRT
Utiliz ing  a g e - a pp rop ria te  s c re e n ing  m e thods  to  ide n tify  ris ky 
g a m ing  pa tte rn s  a nd  s pe c ific  g a m b ling  type s .

Brief Intervention

Teens as Change Agents
Applying  pe rs ona liz e d  in te rve n tions  tha t le ve ra g e  
m otiva tiona l ne e ds  to  he lp  c lie n ts  e ng a g e  in  c ha ng e .

Referral to Treatment

Systemic Family Support
Skillfu lly  e ng a g ing  pa re n ts  to  s upport te e ns '  c ha nge  p la nn ing  
a nd  p rovid ing  re fe rra l s upport fo r c lin ic a l the ra pe u tic  
in te rve n tions .



Teen GMI -SBIRT Group Agenda
A s truc tu re d , in te ra c tive  fra m e work fo r s up p orting  te e n - le d  c ha ng e

Foc us  is  on  motiva tion , s e lf- re fle c tion , a nd  te e n- owne d  c ha ng e  while  p ro te c ting  p riva c y throug h in te ra c tive  
te c hnique s .

Group Sequence

● 1. Welcome & Rules: Con fid e n tia lity ,  re s p e c t,  a n d  n o  p re s s u re .

● 2. Warm -up: An on ym ou s  c h e c k- in  on  g a m in g /b e tt in g  h u rd le s .

● 3. Screening/Reflection: Th e m e s  o f s le e p , s tre s s ,  a n d  m on e y.

● 4. Decisional Balance: Like s  vs .  w h a t g e ts  in  th e  w a y.

● 5. Change Talk: Re a d in e s s  s c a le  a n d  id e n tifyin g  p e rs on a l va lu e .

● 6. Goal Setting: On e  p riva te ,  re a lis tic  n e xt s te p .

● 7. Coping Plan: Trig g e rs ,  a lte rn a tive s ,  a n d  s u p p ort s ys te m s .

● 8. Close: Norm a liz e  h e lp - s e e kin g  a n d  offe r c le a r n e xt s te p s .

Engagement Tools
•  An on ym ou s  p o lls  & re s p on s e s
•  Pa ire d  d is c u s s ion s
•  Priva te  in d ivid u a l g oa ls

psychologycore focus

Move  a w a y from  p ub lic  c onfe s s ion  
tow a rd  in trin s ic  m otiva tion  a nd  
id e n tify ing  b a rrie rs  to  he a lth .

Re fe re nc e s : SBIRT fo r Prob le m  Ga m b ling  (KMB CAMH, 2 0 18 ); Group  MI fo r Ad o le s c e n ts  (2 0 14 , 2 0 2 4 ); CHOICE Group  MI fo r Te e ns  (CEBC, 2 0 2 1).



SBIRT Process for Adolescent Gaming Addiction

Step 1: Screening

Early Detection via SBIRT
Utiliz ing  a g e - a pp rop ria te  s c re e n ing  too ls  to  ide n tify  ris ky 
g a m ing  pa tte rn s  a nd  d is ting u is h  be tw e e n  he a lthy p la y a nd  
d is orde r.

Step 2: Intervention

Teens as Change Agents
Applying  b rie f m otiva tiona l in te rve n tions  tha t le ve ra g e  the  
te e n ' s  ow n  g oa ls  to  e nc ou ra ge  be ha viora l c ha ng e  in  g a m ing  
ha b its .

Step 3: Referral

Systemic Family Support
Eng a g ing  pa re n ts  to  s upport c ha ng e  p la nn ing  a nd  p rovid ing  
re fe rra ls  to  s pe c ia liz e d  c lin ic a l the ra pe u tic  in te rve n tions  fo r 
re c ove ry.



The Lancet Commission on Gambling
Ad d re s s ing  a  g lob a l p ub lic  he a lth  th re a t

Global Impact

A Worldwide Public Health Issue
De fine d  a s  a  s ig n ific a n t g loba l he a lth  th re a t re qu iring  
c om pre he ns ive  re s e a rc h  a nd  in te rna tiona l po lic y.

Commercial Determinants

Industry Design & Tactics
Foc us  on  de c e p tive  " da rk nudg e s "  in  on line  p la tfo rm s  a nd  the  
ne e d  fo r AI tra n s pa re nc y.

Strategic Priorities

Urgent Research Needs
● Sta n d a rd iz in g  g lob a l m e a s u re m e n t p ro toc o ls
● Ad d re s s in g  you th  e xp os u re  to  g a m b lin g  p rod u c ts
● Ac h ie vin g  m e n ta l h e a lth  p a rity  fo r tre a tm e n t



Addictive Features in Modern Video Game Design

Reinforcement

Intermittent Reward Systems
Utiliz ing  " loo t boxe s "  a nd  ra ndom  re w a rd  m e c ha n is m s  tha t 
p rovide  unp re d ic ta b le  bu rs ts  o f dopa m ine .

Social Engineering

Identity & Peer Pressure
Mone tiz ing  ide n tity  th roug h  " s kin s "  a nd  m ic ro tra ns a c tions  
d rive n  by pe e r pu rc ha s ing  a nd  s oc ia l va lida tion .

Psychological Hooks

Immersion & Escapism
Hig h ly re in forc ing  " flow "  s ta te s  o ffe ring  a  hypnotic  
p s yc holog ic a l e s c a pe  from  re a l- w orld  s tre s s ors .



What Makes Gambling & Gaming Products Addictive?
A p a re n t a nd  te e n  g u id e  b a s e d  on  the  La nc e t Pub lic  He a lth  Com m is s ion

Why this matters: Som e  p rod uc ts  a re  d e s ig ne d  to  ke e p  p e op le  p la ying  long e r a nd  s p e nd ing  m ore . Prod uc t d e s ig n  
m a tte rs  b e c a us e  s p e e d , s e ns ory s t im ula tion , a nd  re w a rd  p a tte rns  inc re a s e  ha rm .

1. High Speed & Frequency
Fa s t rou n d s , m a n y p la ys  p e r m in u te  (e .g . ,  m ic ro - b e ts ).
Im p a c t: Le s s  tim e  to  p a us e  a nd  th ink.

2. Uninterrupted Rhythm
Con tin u ou s  p la y a n d  m u ltip le  s ta ke  op p ortu n itie s .
Im p a c t: Re p e a te d  op p ortun itie s  m a ke  s top p ing  ha rd e r.

3. Sensory Characteristics
Brig h t lig h ts ,  a n im a tion s , a n d  " n e a r w in "  s ou n d s .
Im p a c t: Ac tivity fe e ls  re wa rd ing  e ve n  without a  win .

4. Reward Characteristics
Loot b oxe s , ja c kp ot s ou n d s , a n d  u n p re d ic ta b le  b on u s e s .
Im p a c t: Unp re d ic ta b le  re wa rd s  m a ke  the  b ra in  wa nt "one  m ore  try."

Quick Guide for Families: Ask these questions
•  Is  it  fa s t, fla s h y , a n d  ha rd  to  s top?
•  Doe s  it u s e  s ou n d /c olor to  ke e p  a tte n tion?
•  Are  th e re  fre q u e n t c ha nc e s  to  s pe nd?
•  Doe s  it h ide  the  re a l c os t of p la y?



Screening Tools
Ag e - a p p rop ria te  s c re e n ing  op tions

analytics
Standardization
Us e  s ta nd a rd iz e d  too ls  w he n  
p os s ib le ; d o  not re ly  on  
in tu it ion  a lone .

troubleshoo
t
Key Indicators
Sc re e n  for g a m b ling  
fre q ue nc y, los s  of c on tro l, 
a nd  func tiona l im p a c t.

videogame_
asset
Gaming Focus
For g a m ing  c onc e rns , u s e  
g a m ing - d is ord e r s c re e ne rs  a s  
p a rt  o f the  a s s e s s m e n t.



Screening for Gaming Disorder
Effe c tive  c om m unic a tion  a nd  ke y a s s e s s m e n t q ue s tions

Key Screening Questions

● How  ofte n  d o  you  g a m e  in  a  typ ic a l d a y or w e e k?

● Ha ve  you  trie d  to  c u t  b a c k a nd  found  it  ha rd ?

● Ha s  g a m ing  a ffe c te d  s le e p , s c hool, m ood , o r 
re la t ions h ip s ?

● Do you  ke e p  g a m ing  e ve n  w he n  it  c a us e s  p rob le m s ?

record_voice_overClinica
l Approach
Us e  un ive rs a l,  rou tine  la ng ua g e  
s o  the  q ue s tion  fe e ls  norm a l 
ra the r tha n  a c c us a tory. Sc re e n  
for los s  of c on tro l a nd  func tiona l 
im p a c t,  no t ju s t  hours  p la ye d .

References
•  Sc re e n ing  tools  for g a m ing  d is ord e r. Pub Me d . 
2 0 2 0 .
•  GADIT. PMC. 2 0 2 4 .
•  Sym p tom  Que s tionna ire . Fron tie rs  in  
Ps yc h ia try . 2 0 2 2 .



Contextual Assessment
Und e rs ta nd ing  the  e nvironm e n t a nd  d rive rs  o f b e ha vior

sports_espo
rts
Activities
Id e n tify  w ha t is  b e ing  b e t  on : 
s p orts , g a m e s , p re d ic tion  
m a rke ts , o r e s p orts .

devices
Access Points
De te rm ine  how  a c c e s s  
oc c urs : via  a p p s , p hone , 
p e e rs , fa m ily, o r on line  
a c c oun ts .

psychology
_alt
Reinforcers
Und e rs ta nd  w ha t re in forc e s  
the  b e ha vior: m one y, s ta tus , 
e xc ite m e n t, e s c a p e , or s oc ia l 
b e long ing .





Gaming Disorder
Und e rs ta nd ing  d e fin it ions , wa rn ing  s ig ns , a nd  p ro te c tive  fa c to rs

info
What it is
Cha ra c te riz e d  b y im p a ire d  
c on tro l,  inc re a s ing  p riority  ove r 
o the r a c tivit ie s ,  a nd  c on tinue d  
p la y d e s p ite  ne g a tive  
c ons e q ue nc e s .

As s oc ia te d  w ith  func tiona l 
im p a irm e n t in  s c hool,  s le e p , a nd  
fa m ily life .

warning
Warning signs

● Los s  of c on tro l ove r 
d u ra tion / fre q ue nc y

● Priority  ove r s le e p , 
e xe rc is e ,  or s c hool

● Irrita b ility  w he n  g a m ing  is  
lim ite d

● Ong oing  p la y d e s p ite  c le a r 
ha rm

health_and
_safety
What helps

● Wa rm  p a re n t- c h ild  
re la tions h ip s  a s  p ro te c tive  
fa c tors

● Fa m ily- b a s e d  tre a tm e n t 
a p p roa c he s

● Va lid a te d  s c re e n ing  tools  
for e a rly id e n tific a tion



Warning Signs
Und e rs ta nd ing  Ga m ing  Ris k Fa c to rs  & Re d  Fla g s

timer_off
Loss of Control
Ina b ility  to  m a na g e  the  d u ra tion  or fre q ue nc y 
of t im e  s p e n t g a m ing .

priority_high
Shifted Priorities
Ga m ing  re p la c e s  e s s e n tia l a c tivitie s  like  
hom e w ork, s le e p , e xe rc is e , o r s oc ia l 
c onne c tions .

mood_bad
Emotional Distress
Exp e rie nc ing  irrita b ility , a nxie ty, o r 
s ig n ific a n t d is tre s s  w he n  g a m ing  is  
re s tric te d .

family_restroom
Environmental Risk
Family conflict and low parental support are 
strongly associated with worse outcomes.



SBIRT Process
Sc re e n ing , Brie f In te rve n tion , a nd  Re fe rra l to  Tre a tm e n t

fact_check
1. Screening
Quic k, un ive rs a l c he c k to  id e n tify 
ris ky s ub s ta nc e  us e  or re la te d  
ris k.

Goal:
De te rm ine  if no  a c tion , b rie f 
c ouns e ling , or re fe rra l is  ne e d e d .

forum
2. Brief Intervention
Short  c onve rs a tion  tha t  
inc re a s e s  a w a re ne s s  a nd  
m otiva tion  to  c ha ng e .

● Us e s  m otiva tiona l 
in te rvie w ing  te c hn iq ue s .

forward_to
_inbox
3. Referral
Conne c ts  p e op le  w ho ne e d  m ore  
s up p ort  to  s p e c ia lty c a re  or 
tre a tm e n t.

Includes:
● Ou tp a tie n t c ou n s e lin g
● In te n s ive  tre a tm e n t
● Me d ic a tion - a s s is te d  

tre a tm e n t
● Su p p ort g rou p s



Assessment Map
As s e s s  the  g a m b ling /g a m ing  c on te xt

sports_espor
ts
What is being bet on?
Id e n tify the  c ore  a c tivity:

● Sp orts
● Ga m e s
● Pre d ic tion  m a rke ts
● e Sp orts

devices
How is access 
occurring?
Exa m ine  the  e n try p oin ts :

● Ap p  or p hone
● Pe e rs  or fa m ily
● Online  a c c oun t

trending_up
What reinforces 
behavior?
Id e n tify m otiva tions :

● Mone y or s ta tus
● Exc ite m e n t
● Es c a p e
● Soc ia l b e long ing



Motivation
Und e rs ta nd  why the  c lie n t ke e p s  d o ing  it

psychology
Exploratory Questions
Guid e  the  c lin ic a l c onve rs a tion  to  unc ove r the  
func tion  of the  b e ha vior:

● As k w ha t the  p e rs on  like s  a b ou t g a m b ling  or 
g a m ing .

● As k w ha t it  he lp s  the m  a void , s o lve , or fe e l.

● Us e  a ns w e rs  to  ta ilor fe e d b a c k a nd  g oa ls .

lightbulb
Normalize Curiosity
Und e rs ta nd ing  the  " w hy"  is  ke y. Com m on re a s ons  
you th  e ng a g e  inc lud e :

Excitement • Escape • Belonging • Status • 
Relief

These motives guide motivational interviewing and 
build rapport.



Brief Intervention
Ma ke  the  te e n  the  c ha ng e  a g e n t

Conversation Strategy

question_answer
Ask permission
Alw a ys  a s k to  s ha re  fe e d ba c k b e fore  p roc e e d ing .

record_voice_over
Use OARS techniques
Op e n  q ue s tions , a ffirm a tions , re fle c tions , a nd  s um m a rie s .

event_available
Small, realistic change
Ag re e  on  one  c ha ng e  for the  ne xt 1- 2  w e e ks .

lightbulb
Clinical Note
The goal is not to lecture but 
to help the teen name a 
personally meaningful 
change. 



Family Involvement
How to  inc lud e  p a re n ts  a nd  c a re g ive rs

psychology
Clinical Coaching Strategies

● Coa c h  p a re n ts  to  re s p ond  w ith  calm curiosity ra the r tha n  
p un is hm e n t a lone .

● Cla rify ru le s  a b ou t money, devices, apps, and privacy .

● Sup p ort  joint problem -solving a round  b ound a rie s  a nd  
a lte rna tive s .

handshake
Partnership Model
Frame families as partners. 
Parents need concrete 
guidance on money, devices, 
and boundaries to respond 
without escalating conflict.



Case Study 1
Sc e na rio : Sp orts  Be tting

person

The Patient
A 16 - ye a r- o ld  is  p la c ing  low- s ta ke s  b e ts  w ith  frie nd s  a fte r s c hool.

psychology

Clinical Focus
● Ac c e s s  & m one y us e

● Pe e r in flue nc e  & im p u ls ivity

medical_serv
ices
intervention plan

Use a harm - reduction brief 
intervention and prioritize family 
follow -up.



Case Study 2
Sc e na rio : Ga m ing  a nd  In - Ap p  Sp e nd ing

person

The Patient
A 14 - ye a r- o ld  s p e nd s  he a vily  on  loo t b oxe s  a nd  p re d ic tion - m a rke t s tyle  a p p s .

psychology

Clinical Focus
● Exp lore  re wa rd  c ha s ing  a nd  h id d e n  s p e nd ing

● Soc ia l va lid a tion  trig g e rs

● Ad d re s s ing  g a m ing  d is ord e r & g a m b ling  b e ha vior

overlapping_residen
ces

Behavioral Overlap
Gaming and gambling -
like behaviors can 
overlap. Multiple 
reward systems 
reinforce the same 
pattern .



Tools to Take Home
Re s ourc e s  p a rtic ip a n ts  le a ve  w ith

fact_check
Screening Tools
Sta nd a rd iz e d  tools  for id e n tifying  
g a m b ling  a nd  g a m ing  c onc e rns  
in  c lin ic a l s e tt ing s .

assignment
Assessment 
Worksheet
An in te ra c tive  re s ourc e  for 
e va lua ting  g a m b ling  typ e s , c ore  
m otiva tions , a nd  s p e c ific  ris k 
fa c tors .

forum
Intervention Scripts
Brie f in te rve n tion  g u id e s  a nd  
s p e c ia liz e d  la ng ua g e  for 
e ffe c tive  fa m ily e ng a g e m e n t.



Clinical Workflow
The  Pa th  from  Un ive rs a l Se tt ing  to  Ta rg e te d  Ca re

groups
Initial Setting

Eve ryone  in  the  c lin ic a l 
or c om m unity s e tt ing .

fact_chec
k

Screening
Who is  a t  ris k?

Identifying concerns 
through standardized 

tools.

forum
Brief Intervention

Why c ha ng e  now ?

Engaging in motivational 
dialogue.

forward_t
o_inbox

Referral
Who ne e d s  s p e c ia lty 

c a re ?

Connecting patients to 
specialized treatment.



Takeaways
Ke y m e s s a g e s  fo r c lin ic a l p ra c tic e

quiz
Contextual Inquiry
Diffe re n t g a m b ling  a nd  g a m ing  
c on te xts  re q u ire  d iffe re n t 
q ue s tions  to  fu lly c a p tu re  ris k.

psychology
Empowerment
Enha nc e d  SBIRT he lp s  the  te e n  
b e c om e  the ir ow n  c ha ng e  a g e n t 
th roug h  m otiva tiona l d ia log ue .

family_restro
om
Early Intervention
Fa m ily s up p ort  a nd  e a rly 
in te rve n tion  s ig n ific a n tly 
im p rove  the  c ha nc e  of 
s us ta ina b le  c ha ng e .



Connect with REWIRE: Mental Health Solutons for a 
Digital World, King Psych Consulting PLLC
Profe s s iona l Cons u lting  & Re s e a rc h  Re s ou rc e s

Rewire Solutions
Da ta - d rive n  s o lu tions , c ons u lt ing , a nd  
re s e a rc h  for s ta ke hold e rs  a ffe c te d  b y the  
p s yc holog ic a l im p a c t of te c hnolog y.

qr_code_2
Scan to visit
Ac c e s s  m y p rofe s s iona l 
c ons u lt ing  w e b s ite  d ire c tly.

email Email: s king 0 2 @ha m line .e d u
school Faculty Page: h a m lin e .e d u / fa c u lty- s ta ff/ s e re n a -
kin g
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