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Gaming in Australia, early 2021

Source: Digital Australia 2022 report

https://igea.net/wp-content/uploads/2021/10/DA22-Report-FINAL-19-10-21.pdf



SOURCE: 
https://www.esafety.gov.au/sites/default
/files/2020-06/Online-gaming-
information-for-parents-and-carers.pdf



SOURCE: https://www.health.gov.au/resources/publications/the-mental-health-of-children-and-adolescents

Gaming and Youth Mental Health in Australia, 2015



SOURCE: https://www.health.gov.au/resources/publications/the-mental-health-of-children-and-adolescents

• 1 in 5 youth 
feel bothered 
when unable 
to play or go 
online 

• 1 in 4 have 
tried 
unsuccessfully 
to reduce use

• About 4% 
report all 
problematic 
behaviours



2013 study

• Problem gaming: 
1.8%

• Problem Internet 
use: 6.4%

• Both: 3.3%

• Males at risk (4:1)
• Correlates: 

Loneliness, anxiety, 
depression, poorer 
social skills



• Opportunities 
for gambling-like 
experiences are 
diverse

• Simulated 
gambling related 
to problem 
gambling 
indicators

2014 study on adolescent 
simulated gambling



Loot box spending and problems

• 15 studies

• Links between
problem 
gambling 
symptoms and 
loot box 
spending

• Potentially 
clinically 
significant



Hazardous gaming in the ICD-11

A larger proportion of the population may be affected by less 
severe, more preventable gaming problems



Gaming disorder in the ICD-11

NB: Not defined by ‘screen time’



Public health and other responses to 
problematic use of gaming



SOURCE: 
https://www.theguardian.com/society/2019/oct/08/nhs-
opens-clinic-to-help-child-addicts-of-computer-games

SOURCE:
https://www.theguardian.com/society/2021/jun/20/gaming-
disorders-triple-among-young-during-year-of-uk-lockdowns

The public need for responses to problem gaming





Problem gaming in Australia: Key issues

1. Gaming is widely enjoyed and has benefits for players 
2. Problem gaming is a mental health issue recognised by the 

WHO and the APA
3. Affects a small proportion of players, particularly male 

adolescents and psychologically vulnerable individuals
4. Some features in games (e.g., MTX) resemble gambling 

and have been associated with addiction risk
5. COVID-19: Large increase in gaming activity and spending 

globally, with positive and negative implications
6. Limited policy recognition, research support and 

treatment in Australia, compared to other developed 
countries

7. Need for interventions that target harmful player-game 
interactions and prevent harm without detracting from 
the fundamental enjoyment of gaming





Research Questions
(1) What are the characteristics of parents and young people seeking support?

(2) To what extent are the UNPLUGGED program participants generally aware

and knowledgeable of gambling and gambling-like activities?

(3) To what extent are parents and young people involved in various gaming

and gambling activities?

(4) To what extent are parents and young people experiencing problems related

to involvement in gaming and gambling activities?

(5) To what extent are parents concerned about gaming and gambling activities

and have they sought help for these issues?

(6) Do UNPLUGGED participants report any changes in their understanding of

and attitudes toward gambling? Are they satisfied with the program?



Sample
• 185 Parents (61% female)
• 281 Adolescents (87% male, mean age: 13)



Gambling awareness

Adolescents reported greater awareness of sportsbetting activities 
than parents (47% understood this activity, compared with 22%), 



Parents’ gambling involvement



Adolescents’ gambling involvement



Adolescent gambling – social facilitators

• Gambling more typically facilitated by a parent 
or guardian



Adolescents’ involvement in monetised gambling and 
gambling-like activities



Parents and problem gambling



Parent rating of problem gaming: Eldest child gamer 

Out of 188 
respondents, there 
were 82 (43.6%) 
parents whose 
responses 
indicated that their 
child met the 
criteria for DSM-5 
gaming disorder



Adolescent problem gaming

There were 21 
(7.5%) adolescents 
who met the criteria 
for DSM-5 gaming 
disorder,



Parents’ concerns about their child’s 
involvement in gambling 



Parents’ concerns about their child’s involvement in 
gaming activities



Pre-post gambling measures

Survey measures administered 
before and after the 
UNPLUGGED program



Unplugged program outcomes



Gambling knowledge: Parents vs Control



Gambling attitudes: Parents vs Control



Workshop evaluation - parents

Participants rated the 
workshop at a 
consistently high 
level, indicating that, on 
average, they agreed or 
strongly agreed with all 
statement indicators of 
workshop quality

Most parents reported 
that the program was 
the ideal length (90%), 



Additional feedback



The UNPLUGGED program

1. About a third of adolescents (32%) had played video games with 
gambling-like content, and 8.2% reported past-year involvement in 
social media-based digital gambling games (e.g., Zynga Poker).

2. Many parents indicated that their child had gaming-related 
problems. There were 82 (43.6%) parents who indicated that their 
child met the criteria for gaming disorder.

3. Parents perceived gaming as either “a problem” (22.4%) or as having 
“some concern” (35.6%). Parents reported generally low concern 
about gambling, with the majority (82.4%) reporting “no concerns”. 

4. Parents reported a large, significant increase in understanding of 
gambling activities after completing the Unplugged workshop. 
Adolescents reported a moderate, significant increase in personal 
understanding of gambling after the workshop. 

5. Parents and adolescents rated the workshop highly, in terms of 
presentation quality, content, relevance, engagement, organisation, 
and speaker quality. 

6. UNPLUGGED appears to be meeting a significant current need for 
psychoeducation for parents to manage problem gaming issues, as 
well as facilitating a more open discussion between parents and 
adolescents about risky media use. 
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