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DISCLOSURE
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consequences 

of gambling 
disorder

Ways to facilitate 
change with 
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behavior
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GAMBLING

GAMBLING

SUBSTANCE USE DISORDER
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Gambling Disorder Alcohol Use Disorder

Mild: 4-5 symptoms
Moderate: 6-7 symptoms
Severe: 8-9 symptoms

Of 9 total symptoms

Mild: 2-3 symptoms
Moderate: 4-5 symptoms
Severe: 6-7 symptoms

Of 11 total symptoms
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GAMBLING
MECHANIZATION

Technology 
Advances

NYT 1982

National Science Foundation, 1982
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Electronic Information Technology

Transform American home, 
business, manufacturing, school, 

family, and political life.

teletex and videotex to penetrate 
deeply into daily life

Predicted that by 1998 "Family life is 
not limited to meals, weekend 

outings, and onca a year vacations. 
…previous era when family trades 

were passed down from generation 
to generation, and children 

apprenticed to their parents. "

National Science Foundation, 1982

Electronic 
Information 
Technology

Privacy Issues

Opportunities for 
abuse

National Science Foundation, 1982

GAMBLING
MECHANIZATION
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Heather A. Chapman, Ph.D. ICGCII
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Heather A. Chapman, Ph.D. ICGCII

eSports market revenue worldwide from 2020 to 2025

Newzoo; Website (dotesports.com)
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eSports audience size worldwide from 2020 to 2025

sportsbusinessjournal.com

Leading eSports games worldwide in 2021, 
by cumulative tournament prize pool

esportsearnings.com

Online Gambling

Market Size of the online gambling industry:

9.5 Billion USD

Most Popular type of online gambling in the US: 

Sports Betting

Frequency of adults betting on online and in person casino games at least once a 
month in the US:

11%
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https://www.sportsbusinessjournal.com/Esports/Sections/Finance/2022/04/Newzoo-Esports-Report-2022-Revenues-Livestreaming-Co-Streaming.aspx
https://www.esportsearnings.com/teams
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On the Ground
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What Happens in 
Vegas…
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Psychological 
Consequences
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Electronic 
Information 
Technology

Barrage of often irrelevant and 
distracting information on the fly > 
distraction

Current generation of children and 
adolescents have shorted attention 
spans consequent of their increased 
interaction with smartphone tech

Electronic 
Information 
Technology

Marked decrease in productivity

No space between home and action

On demand

Socialization: friends, peer groups and alliances determined 
electronically creating classes of people based on interests 
and skills rather than age and social class.

Electronic 
Gambling

Ease of Access

Fast

Designed to loop people 
back into play (Near Miss)
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May 2, 2016

Treatment 
Targets

Anxiety

Debt

Loneliness

Depression

Suicidality

Stress related health conditions

Homelessness
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Feb 4, 

2014

Options

Self-Binding

• Access to money

• Access to tech

Cognitive reassessment

• Individual and group interventions

Behavioral redirection

• Exercise

• Recreation

• Nature

Stress Management

• Physiological sigh breathing

Making the 
Connection

Podcasts

Facebook and Instagram

Anonymous Groups

Counseling
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Thank you

Heather A. Chapman, Ph.D. ICGCII
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