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Friday Night Live Youth Development 

Standards of Practice

Youth in FNL/Club Live programs will experience  

the following:
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Sample Project Timeline
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Get Your Group Together

Getting Started

Create a Safe and Trusting Environment

Establish a Mission or Purpose

Create Ground Rules or Expectations

Sample Group Expectations



Betting on Our Future Toolkit

1. Understanding 

Problem Gambling

Background Information  

You Need to Know

Youth and gambling:

Consequences of Youth Gambling:
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Parental Influence:

Resources in the Appendix:

Find Out More:

http://www.nicoschc.org/
http://www.adp.ca.us/OPG
http://www.adp.state.ca.us/OPG/OPGdownloads.shtml
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Exercise: Youth Problem Gambling 
Discussion Guide
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2. Identifying and 

Choosing Issues 

to Address

Some Examples of Issues

Dig Deeper
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Exercise: The Problem Tree

Directions:
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Bright Ideas for Youth-Led Gambling 

Prevention Multi-Media Projects
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Package your Multi-Media Production

Exercise – Determining Your Media 
Product
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3. Develop Your 

Action Plan and 

Timeline

Dos and Don’ts of Planning
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Production Steps
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Exercise: Getting Started on an 
Action Plan

On Your Mark

Lights...

Camera...

Action!

Actions 
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Success!

Resources...

Challenges...
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Exercise: Creating Short-Term  
Work Plans

Directions:
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Sample Workplan Template

Project Tips and Reminders
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4. Promote Your 

Project and Get 

Others Involved!

Exercise: Getting Your Message Out

Directions

Questions for Dissemination:
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Steps for Hosting Community Events 
or Showings

Why a community event?
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Qualities of a good youth-led community event

Steps to make your event happen

Figure out the purpose of the event 1. 

Decide what should happen at the event2. 
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Figure out how you get people to come3. 

Come up with a workplan & timeline for the event4. 
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Costs for the event5. 
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Event Planning Steps and Worksheet
Suggested Roles During Event
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Suggested Steps to Plan an Event
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5. Reflect and 
Evaluate Your 

Project
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Exercise: Project Reflection
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Project Spotlights

SPOTLIGHT  

Mt. Whitney High School - Digital Film
Visalia, CA

SPOTLIGHT  

Abraham Lincoln High School
Riverside, CA
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SPOTLIGHT  

Dramaworks SWEET (Sierra West End Educational 
Theatre) Program

Quincy, CA
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SPOTLIGHT  

Blanton Academy, CLC Tech and Jurupa Valley High 
School

Bakersfield, CA and Mira Loma, CA
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SPOTLIGHT  

Sutter/Yuba Friday Night Live

Marysville, CA

SPOTLIGHT  

High Tech High Math Class and CRASH Program
San Diego, CA
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Appendix 
Resources for Problem Gambling 

Projects
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Addiction & The Brain 

“Betting on Our Future” 

Awareness Campaign 

    Michael Liao & Gianna Le 
    NICOS Chinese Health Coalition 

Addiction 

Definition of Addiction:  

•!Addiction  

–!the brain adapts 

–!behavioral changes  

–!is often progressive and may be fatal. 
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The Human Brain 

Prefrontal Cortex 

•!In charge of executive functioning  

–!Tell what’s good, bad, same, different 

–!Future consequences of behaviors 

–!Work towards a goal 

•!Also responsible for delayed 

gratification and impulse control  
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Limbic System 

–!Older part of the brain 

–!Survival part of the brain (Fight or 

Flight Reflex) 

–!Highly connected to the brain’s pleasure 

center 

–!Controls memories in the cognitive 

portion of our brains 

Substance Use & The 

Brain 
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Age Started Drinking 

% 

Fewer Problems in Those 
Who Start Later 

The Earlier You Start, The 

More Problems 

!! Adolescence is a 

period of profound 

brain maturation. 

!! We thought brain 

development was 

complete by 

adolescence 

!! We now know… 

maturation is not 

complete until 

about age 24!!! 
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Brain areas where volumes are smaller 

in 

adolescents than young adults 

Source: Sowell, et al. (1999).  Nature Neuroscience, 

Vol 2, pp. 859-861 

Nucleus 

accumbens 
(motivation) 

Pre-frontal 

cortex 
(judgment) 

Amygdala 
(emotion) 

Cerebellum 
(physical 
activity) 

Last to develop is 
judgment! 

Neurotransmitters 

Neurotransmitters 
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Norepinephrine  

–! It’s indirectly a 

pain relief, 

distracts you 

from 

discomfort.   

–! You feel 

focused and 

assertive.  

Serotonin   

•! If you’re low on 

Serotonin, then 

you’ll be violent 

and compulsive 

•! 5HT is associated 

with humans’ 

ability to cope 

with physical 

and mental pain  

Dopamine 

–! Released by eating 

chocolate and is 

released during 

sexual intercourse  

–! With its release, 

people feel the 

sensation of 

pleasure 
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Similarities  between gambling 

addiction and drug/alcohol 

addiction 
•!The common similarities between all 

addiction is avoidance of pain and 

the brain’s neurotransmitters are 

being depleted. 

Difference between gambling 

addiction and drug/alcohol 

addiction 
•!Drug and alcohol are substances that 

are directly taken into the body, 

whereas gambling is an activity 

outside of the body. 

•!You cannot OD (Overdose) on 

gambling, so you can lose more $ in a 

shorter period of time.  
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Codependency  

(when your friend is 

addicted)  
•!Don’t 

–!Criticize / judge 

–!Enable / rescue / 

fix 

–!Scapegoat 

–!Moralize 

–!Create more 

drama 

•!Do 

–!Be respectful 

–!Set firm 

boundaries 

NICOS Chinese Health 

Coalition 

http://www.nicoschc.org  

   Michael S. Liao & Gianna Le 
     NICOS Chinese Health Coalition 
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Youth Problem Gambling 101 

“Betting on Our Future” 

Awareness Campaign 

    Michael Liao & Gianna Le 
    NICOS Chinese Health Coalition 

Definitions & Facts 

Types of Gambling 
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Definition of Gambling 

Gambling refers to any game of 
chance or skill that involves a 

financial risk 

Skill vs. Luck 

Games of Skill 

•!I can control, 

partially, a game 

of skill. The 

more I practice, 

the better I 

become. 

Games of Luck 

•! I have no control 

over the results. 

Practice does not 

make me a better 

player. I cannot 

influence my 

chances of 

winning.  

1.! In Lottery, there are “hot” 

numbers that are drawn 

more often than others.  

Lottery 

MYTH! 
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2.! Your chances of winning a Lottery 

jackpot of over $1 million is less 

than your chances of being hit by 

lightening.  

Lottery 

FACT! 

1.!Counting cards will 

improve my chances of 

winning.  

Card Games 

FACT! 

2.! Because games like Blackjack 

and Sports Betting involves 

skills, it is easier to make a 

profit from them.  

Card Games 

MYTH! 
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1.!The casino comps the best 

gamblers of the night.  

Casino Games 

MYTH! 

1.! In the long run, the more 

regular you play in the casino, 

the more losses you’ll 

experience as opposed to wins.  

Casino Games 

FACT! 

Facts 

•!Between 50% - 98% of youth report that 

they have ever gambled 

•!About 4% of adolescents are addicted to 

gambling 

•!Additional 10% are at risk of developing a 

problem 

•! In a classroom of 25, 1 student would have 

this addiction, and another 2-3 are at risk 
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Interactive Exercise 

Debrief 

•!How did you feel when you were 

winning? 

•!How did you feel when you were 

losing? 

Why Do Teens Gamble? 
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Reasons Teens Gamble 

•!To Win Money 

•!Excitement / Fun 

•!Enjoyment 

•!To escape problems 

•!Feel important 

•!Peer pressure 

What Are the Warning 

Signs? 

Signs of Problem Gambling 

•!Thinking about gambling all the time 

•!Increase the amount of bets 

•!Become emotional or irritable when 

trying to cut down 

•!Missing important activities at 

school, in social and family life 

•!Gambling to feel better 
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Signs of Problem Gambling 

•!Engage in illegal activities in order to 
get money to gamble 

•!Try to stop gambling but failed 

•!Rely on other people to bail you out 

•!Going back to try to get even (chase 
losses) 

•!Lie to important people about your 
gambling activities  

Impact of Problem 

Gambling 

Alcohol, 

Tobacco, Drug 
use 

Involvement 

in Illegal 
Activities 

Poorer School 

Performance 

Depression, Anxiety, 

Suicide 

Fight with family 

over money 

Debt, Credit Cards, 

Borrowing 
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How to get help? 

Help is Available! 

•!Self Survey: Office of Problem Gambling 

Website: 

http://www.problemgambling.ca.gov 

•!Call a helpline:  

-! 1-888-968-7888 (SF Bay Area): English & 

Chinese 

-! 1-800-GAMBLER: 24-Hours, English & other 

languages 

Prevention 
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Heads & Tails 
HTHTHHH _ _ _ 

Which of the following represents the    

GREATEST ODDS for the three next  

coin flips? 
A)!TTH 

B)!HHH 

C)!THT 

D)!TTT 

E)!Any of the above 

Lottery Tickets 
2, 10, 18, __, __, __ 

Which of the following three numbers would  

best complete the lottery ticket section to  

provide us with the greatest chance of winning  

the jackpot? 

A)! 19, 20, 21 

B)! 27, 39, 44 

C)! 23, 33, 43 

D)! 20, 30, 40 

E)! Any of the above 

Education 

•!Understand important gambling 

concepts: 

-! Randomness 

-! Independence of events 

-! Understand skill and luck  

 involved 
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NICOS Chinese Health 

Coalition 

www.nicoschc.org   

   Michael S. Liao, MSW 
     NICOS Chinese Health Coalition 



PROBLEM GAMBLING 
YOUTH CURRICULUM 

This curriculum guide was made possibly by funds from the California Department of Alcohol and Drug Pro-
grams, Office of Problem Gambling.  
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CONTENTS 
I. Lesson Overview 
!" Background 
!" Key Concepts 
!" Skill Emphasis 
!" Teaching Sections 
!" Standards 
 
II. Teaching Sections 
!" Define gambling and identify different types of gambling 
!" Discuss facts/statistics about gambling and reasons why 

teens gamble 
!" Distinguish when gambling becomes bad or harmful 
!" Reinforce an understanding of the spectrum of gambling 
!" Identify strategies to prevent problem gambling 
!" Present resources and services for problem gamblers 
 
III. Supplemental Resources 
!" Educate youth at a community event 
!" Training in a game show format 
!" Uncover common gambling myths 

Curriculum Last Updated on August 20, 
2008! 
 
Special thanks to Stella Lee (Health Career Connec-
tions, Summer 2008), who edited and assembled this 
curriculum guide.  Thanks also to Alicia DeLeon 
Torres and Tana Lepule for their contributions to 
the curriculum guide.  
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I. Lesson Overview 
Context  
Background 
In California, the legal age to gamble is 18 for the lottery and 21 for most 
other legal forms of gambling. However, many young people begin to 
gamble long before they reach adulthood. Because it is more socially ac-
ceptable and “safe” than other possibly addictive behaviors such as drink-
ing, smoking and drug use, many parents may choose to turn a blind eye to 
their adolescent child’s gambling. Like adults, however, teens can become 
problem or pathological gamblers, and are in fact more likely to develop 
problems. 
You may have noticed from recent headlines that teen gambling is a grow-
ing concern. Experts have noted an increase in youth gambling, and attrib-
ute this largely to the popularity of poker and the accessibility of Internet 
gambling. Youth problem gamblers bring with them some very unique so-
cial and psychological issues and challenges. These lesson plans and ac-
tivities have been developed to transfer knowledge of problem / pathologi-
cal gambling issues to adolescents as it relates to them.  

About this Lesson 
Key Concepts 
• Recognition and understanding of the risks associated with gambling. 
• Prevention of problem gambling.  
• Awareness of the help available for those who have or may develop a problem. 
 
Skill Emphasis  
Analyzing Internal and External Influences- Analyzing influences "means knowing 
what influences you and how you are influenced when you make certain health 
choices." A student demonstrates appropriate application of this skill when he / she can 
show different ways that health choices are affected, including internal feelings and ex-
ternal things that influence health choices, and that he / she has considered why different 
things affect health choices (from: Assessing Health Literacy: A Guide to Portfolios). 
 
Teaching Sections 
1. Define gambling and identify different types of gambling. 
2. Discuss facts/statistics about gambling and reasons why teens gamble. 
3. Distinguish when gambling becomes bad or harmful. 
4. Reinforce an understanding of the spectrum of gambling. 
5. Identify strategies to prevent problem gambling. 
6. Present resources and services for problem gamblers. 
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Standards 
According to California Health Framework, health education for high school students 
should meet the following expectations:   
 
1. Students will demonstrate ways in which they can enhance and maintain their health 

and well-being. 
2. Students will understand and demonstrate behaviors that prevent disease and speed 

recovery from illness. 
3. Students will practice behaviors that reduce the risk of becoming involved in poten-

tially dangerous situations and react to potentially dangerous situations in ways that 
help to protect their health. 

4. Students will understand and demonstrate how to play a positive, active role in pro-
moting the health of their families. 

5. Students will understand and demonstrate how to promote positive health practices 
within the school and community, including how to cultivate positive relationships 
with their peers. 

6. Students will understand the variety of physical, mental, emotional, and social 
changes that occur throughout life High School 

7. Students will understand and accept individual differences in growth and develop-
ment. 

8. Students will understand their developing sexuality, will choose to abstain from sex-
ual activity, will learn about protecting their sexual health, and will treat the sexual-
ity of others with respect. 

9. Students will identify information, products, and services that may be helpful or 
harmful to their health.  

 
Prior to each teaching step in this gambling prevention and education curriculum, the 
expectation(s) that will be satisfied will be introduced. This ensures the instructor that 
the material they present will comply with the Health Framework for California Public 
Schools, adopted by the California State Board of Education (2002).   
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II. Teaching Sections 
1. Define gambling and identify different types of gambling  
Expectation(s): (1) Students will demonstrate ways in which they can enhance and maintain their 
health and well-being. Identifying the strongest risk factors for negative behaviors in their own lives 
and developing effective strategies for counteracting the effect of those risk factors for mental and 
emotional health 
 
Learning Objectives: 
!" Students will learn what constitutes gambling  
!" Students will be able discern the difference between games of skill and games of luck 
!" Students will learn that games of skill still involve various aspects of chance 

Step 1 
> Write the word gambling on the board.  
   Ask the students if they know another word   
   for gambling. 
    • Possible responses include:  
      - betting, gaming, wagering 
 
Step 2 
> Ask the students if they know what gam-    
   bling is. Define and explain gambling to the  
   students. 
    • Gambling: Any game of chance or skill  
      that involves a financial risk 
 
Step 3 
> Brainstorm different examples of gam-    
   bling. 
    • Possible responses include:   
      - Playing the lottery or scratch-off tickets 
      - Betting on a sports team or game 
      - Playing cards or dice for money 
      - Gambling on the Internet 
      - Gambling at a casino 
      - Betting money on horse races or rooster         
        fights 
      - Betting on games of personal skill such as  
        pool, darts, chess, etc  

NOTE: Remember to inform your 
students that gambling can often in-

volve items of personal or financial 
value (clothes, electronic goods) that is 
wagered in place of money. Inherent in 
this definition are two concepts: 1. un-
certain outcome, and 2. risk of financial 
loss. 

NOTE: Some examples are rather obvious, 
but activities that we do not commonly asso-

ciate with gambling—such as buying a raffle 
ticket at a charitable event or purchasing 
stocks—fit the definition of gambling. Provide 
other examples to the students to help them see 
beyond our traditional concept of gambling as 
involving only dice and cards and as an activity 
within the confines of a casino. Based on the 
definition of gambling just given, it is likely 
that most if not all of the youth have engaged in 
some kind of gambling at some point in their 
life. If your participants exhibit difficulty in 
coming up with examples, provide some exam-
ples to get the discussion started. 
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Step 4 
> Differentiate between games of skill and  
   games of luck. 
      - Games of skill: I can control, partially, a  
      game of skill. The more I practice, the bet-   
      ter I become. 
       - Games of luck- I have no control over the   
       results. Practice does not make me a better   
       player. I cannot influence my chances of  
       winning. 

 
After the students grasp the difference between 
these two types of games, have them classify 
the previously discussed examples of gambling 
into the correct category.  
 
 Step 5 
> Discussion: Ask the students to identify the  
   various aspects that they can control in the  
   game of poker (or any other game of skill).   
   Then, ask the students what aspects of  
   the game that they have no control over. 
• Possible responses (can control):   
 - When to bet more 
 - When to fold 
 - Ability to read other players 
 - How to bluff 
 - How one behaves during a game 
• Possible responses (can NOT control):   
 - The cards that you get 
 - The cards that other players get 
 - The skill level of the other players  

NOTE: Many gamblers tend to overvalue 
skill and underestimate chance. Inform your 

students that even with extreme skill, there is 
never a 100% guarantee of winning. Even the 
best poker players lose because they never have 
complete control over the game.  At this point it 
may also be beneficial to cast a realistic light on 
the concept of “professional” players – that is, 
people who gamble for a living.  Young people 
may have the erroneous idea that anyone can 
become a pro and make lots of money playing 
blackjack or poker. Remind your audience that 
less than 1% of all gamblers can be considered 
professional gamblers. This is a profession like 
any other, takes time and lots of practice, and not 
everyone can become a professional gambler.   

OPTIONAL ACTIVITY 
Aim: To hone the students’ ability to distin-
guish the differences between games of skill 
and games of luck. 
 
Materials needed: 
!" cutouts of gambling games 
!" chart or board 
!" Tape 
 
Create a table on a chart or board that is di-
vided  into “games of luck” and “games of 
skill.” Pass out the cutouts of various gam-
bling games to several individuals and have 
them attach the cutout to the corresponding 
category. Each student should explain why 
he/she put the game in a certain category. 

Self-evaluation for Section 1:  
You should be able to answer yes to the following questions: 
- Can your students define gambling? 
- Do your students understand that there is never a guarantee win in gambling? 
- Can your students identify different gambling games of luck and games of skill? 
 
!" Be sure to ask the students if they have any questions or want clarification of any of the material 

presented  
!" A test or worksheet can be completed by the students at the end of section 1. 
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2. Discuss facts/statistics about gambling and reasons why teens gamble 
Expectation(s): (1) Students will demonstrate ways in which they can enhance and maintain their 
health and well-being. Identifying the strongest risk factors for negative behaviors in their own lives 
and developing effective strategies for counteracting the effect of those risk factors for mental and 
emotional health 
 
Learning Objectives: 
!" Students will learn about the prevalence of problem gambling among youth.  
!" Students will be able identify various reasons why teens gamble. 
!" Students will explore ways to prevent problem gambling by setting limits. 

Step 1 
> Present the students with various statistics   
   concerning teen gambling. 
   • Statistics: 
    - Between 50%-98% of youth report that they have   
      ever gambled 
    - The most common gambling locale reported by teens are    
      1) schools, 2) home of a friend, & 3) casinos 
    - About 4% of adolescents are addicted to gambling 
    - Additional 10% are at risk of developing a problem 
    - In a classroom of 25, 1 student would have this ad- 
      diction, and another 2-3 are at risk 
 
Discussion: Ask the students if these facts are surprising or 
expected. Have them explain which were probable or improb-
able and why. This conversation will allow you to assess your 
students’ awareness of this problem.  
 
Step 2 
> Play an interactive game of chance:  
   Higher or Lower Card Game 
   • Game outline:  
 - Materials: thirteen playing cards  

- Number of Volunteers: 1 
- Rules: For visual effects, trainers can make thirteen large playing cards ahead of time, from Ace 
through King. Take out number 7 card so that you have six cards that are higher than seven (8-K) and 
six that are lower than seven (A-6). Show the students the cards and shuffle them so that the volunteer 
does not know the order of these cards. Tell the volunteer that he/she has $500 (fake money) to wager 
and the potential to win more money or lose money. Tell the volunteer that he/she will choose a card 
from the eight card deck and guess whether the card is higher or lower than seven. Write his/her first 
wager on the board (have the wagers be in $100 increments for easier calculations), have him/her 
choose a card, and guess whether or not the card that he/she chose is higher or lower than seven. If 
he/she is correct, add the wager to the total amount; if he/she is incorrect, subtract it. Continue doing 
this several times, allowing his/her classmates to voice their suggestions and advice. 

Teaching Sections 
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Step 3 
> Following the conclusion of the activity, ask  
   the volunteer of the game how he/she felt  
   when he/she lost and how he/she felt when  
   he/she won. 
 
• Possible areas to explore include: 
   - When winning, was there overconfidence  
      and belief that he/she was on a winning  
      streak? 
   - If the volunteer bets conservatively, and  
     stops betting after winning, use this opportu- 
     nity to illustrate it as an example of setting  
     limits.  
   - When losing, was there an urge and a ten- 
     dency to chase back losses? 
   - If the volunteer bets conservatively, and  
     stops betting after losing, also use this op- 
     portunity to illustrate it as an example of  
     setting limits.  
   - How did peer pressure factor into the volun- 
     teer’s behaviors and decisions? (Invariably  
     the crowd would challenge the bets of the  
     volunteer, or apply pressure for the volun- 
     teer to place larger bets) 
 
Have the other students share their feelings as 
well. With these answers in mind, ask the stu-
dents, “Why do teens gamble?” 
 
• Possible responses include:   
   - To win money 
   - Excitement/fun 
   - Enjoyment 
   - To escape problems 
   - To feel important 
   - Peer pressure 

Self-evaluation for Section 2:  
You should be able to answer yes to the following questions: 
- Are your students aware of the prevalence of youth problem gambling? 
- Do your students understand the concept of setting limits? 
- Can your students identify different reasons why teens gamble? 
 
!" Be sure to ask the students if they have any questions or want clarification of any of the material 

NOTE: Setting limits refers to setting per-
sonal thresholds for spending: i.e. bringing 
only a set amount of money  to my friend’s 
poker game, or deciding that if my winnings 
reach X amount, I’ll stop playing.  

!"

!"
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3. Distinguish when gambling becomes bad or harmful. 
Expectation(s): (1) Students will demonstrate ways in which they can enhance and maintain their 
health and well-being. Identifying the strongest risk factors for negative behaviors in their own lives 
and developing effective strategies for counteracting the effect of those risk factors for mental and 
emotional health (2) Students will understand and demonstrate behaviors that prevent disease and 
speed recovery from illness. Practicing and using effective self-examination procedures  
 
Learning Objectives: 
!" Students will learn about the prevalence of problem gambling among youth.  
!" Students will be able identify various reasons why teens gamble. 

Teaching Sections 

Step 1 
> Introduce the concept of problem gambling.  
   Ask the students, “When does gambling be- 
   come harmful?” 
   - When it starts to affect your personal, fam- 
      ily, and work pursuits. 
 
Step 2 
> Present the idea of gambling on a spectrum with 

“no gambling” on one end, pathological gam-
bling on the other, and social gambling some-
where in between. That is, some people engage 
in very little or no gambling, while others may 
overindulge. Most of us probably fall some-
where in between, where we are able to gamble 
socially and in a controlled manner. As we 
move toward the right of the continuum, we see 
that the risk and harm associated with gambling 
increases. 

 
> Distinguish problem from pathological gam-

blers: 
!" Problem gambling causes problems in one’s 

life. 
!"  Pathological gambling is a real mental health 

disorder found in the DMS-IV and defined by 
the American Psychiatric Association.  

 
       

NOTE: Your students may identify dif-
ferent instances when gambling becomes 
harmful with more specific examples but 
make sure they grasp the general con-
cept. 

Use this diagram as a model to depict the 
spectrum: 
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Step 3 
> Further discuss the impact of problem gam-  
   bling and how gambling can negatively affect  
   each aspect of ones life.  
 
   Draw a chart on the board with the following 

categories: personal, career/school, family, fi-
nancial, and law.  

   Have the students give examples that fit into 
each category. 
• Possible responses include:   

      - Personal: depression, suicide, stress 
- Career/School: bad grades, cutting school,   
  showing up late to work 
- Family: fighting with family members or   
  relationship partners over money 
- Financial: debt, chasing losses, credit   
  card, borrowing/stealing money 

 - Law: crime, stealing money, prostitution 
 

Step 4 
> Identify the warning signs of problem gam-

bling. Have the students give examples of possi-
ble signs of problem gambling. 
• Possible responses include:   

- Thinking about gambling all the time 
- Increase the amount of bets 
- Become emotional or irritable when trying   
  to cut down 
- Missing important activities at school, in    
  social and family life 
- Gambling to feel better 
- Engage in illegal activities in order to get  
  money to gamble 
- Try to stop gambling but failed 
- Rely on other people to bail you out 
- Going back to try to get even (chase  
  losses) 
- Lie to important people about your gam- 
  bling activities 

NOTE: You can have your students fill out a 
self-screening tool available on the web at: 
http://www.adp.ca.gov/OPG. The Self-Test 

for Teens was developed by Dr. Durand Ja-
cobs, made available on the California Office 
of Problem Gambling website.  

Self-evaluation for Section 3:  
You should be able to answer yes to the following questions: 
- Can your students distinguish problem from social gambling ? 
- Do your students know how gambling can negatively affect their lives? 
- Can your students identify the warning signs of problem gambling? 
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4. Reinforce an understanding of the spectrum of gambling 
Expectation(s): (1) Students will demonstrate ways in which they can enhance and maintain their 
health and well-being. Identifying personal habits influencing mental and emotional health and devel-
oping strategies for changing behaviors as needed to promote positive mental and emotional health  
(2) Students will understand and demonstrate behaviors that prevent disease and speed recovery from 
illness. Analyzing one’s patterns related to treatment of disease to determine whether those patterns 
are effective and changing behaviors if necessary to facilitate management or recovery  
 
 
Learning Objectives: 
!" Students will hone their ability to discern different types of gamblers on a spectrum   

Teaching Sections 

Step 1 
> Provide examples of each type of gambler (social, prob-

lem, and pathological) and have the students identify 
where on the spectrum the gambler falls. Also have the 
students indicate whether they DO NOT need help, might 
need/SHOULD seek help, or NEED help. 

!" Possible examples include:   
 
Gambler 1: Every week, a college sophomore places bets on 
sports games. He usually spends his own money, but last 
semester he had barely enough money to buy books. He 
borrowed money from his girlfriend who he is yet to pay 
back. She says she needs her money back to pay her credit 
card bill. He tells her, he’s waiting for his big win and that 
then, he will pay her entire credit card bill. 
 
Gambler 2: A father plays poker once a week with friends 
in which he allotted himself the weekly budget of $35. One 
time, he spent $75 in one hour. He told himself never to do 
that again. Since then, he overspent one more time. 
 
 
 
Gambler 3: A single mother spends every Friday night in 
front of the slot machine. Her two children have an at-home 
babysitter, but the last couple of times she came home not 
being able to pay for the babysitter. She says next week, she 
will find another person to take care of her children, but she 
is not giving up her weekly fun. She looks forward to it all 
week because it is the only break that she gets from work 
and the kids.  

Discussion 1: This person may be a problem 
or pathological gambler. He is betting be-
yond his means so that he cannot afford the 
necessities of life anymore. He is also gam-
bling with other’s money (i.e. his girlfriend). 
He fantasizes about a big win that will solve 
all his problems 
 
Discussion 2:  Probably a social gambler. 
This person has for the most parts been able 
to control his gambling activities. For most 
people, overspending can happen occasion-
ally, but when overspending becomes a pat-
tern then it may be a sign of problem.  
 
Discussion 3: This person may be at risk of 
developing a problem. Her gambling behav-
ior seems to have started off as causal. In 
recent times she has overspend a couple of 
times. She is still keeping the welfare of her 
children in mind, but gambling seems to be 
the only escape for her. If this keeps up she 
may develop greater problems.   

Self-evaluation for Section 4:  
You should be able to answer yes to the following question: 
- Can your students identify types of gamblers and their gambling behaviors on a continuum? 
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5. Identify strategies to prevent problem gambling. 
(1) Students will demonstrate ways in which they can enhance and maintain their health and well-
being. Avoiding self-destructive behaviors for mental and emotional health (2) Students will under-
stand and demonstrate behaviors that prevent disease and speed recovery from illness. Practicing posi-
tive health behaviors to reduce the risk of disease (3) Students will practice behaviors that reduce the 
risk of becoming involved in potentially dangerous situations and react to potentially dangerous situa-
tions in ways that help to protect their health. Practicing safe behavior in recreational activities, even 
in the absence of adults 
 
 Learning Objectives: 
!" Students will hone their ability to discern different types of gamblers on a spectrum   

Teaching Sections 

Step 1 
> Discuss the following concepts that are integral to 

prevention education: 
 
• House Advantage: All games are built on edge or ad-

vantage for casinos to ensure profits for the casino or 
gambling venue in the long run. One example of this is 
in roulette, the gambler has a 1 in 37 chance of cor-
rectly guessing a number (true odds), while the payoff 
is only 35 to 1 (casino odds). House advantage can also 
include charging a commission on winning bets (e.g., 
baccarat) and ensuring the rules are in the establish-
ment’s favor (e.g., players can bust before the dealer 
takes any cards in blackjack). 

• Randomness: The outcome of casino games is random 
and cannot be predicted. A gambler has no control 
over this. For example, electronic gaming machines 
have a computer chip called a Random Number Gen-
erator that continually produces random numbers, even 
when no one is playing the game. There are mathemati-
cally more losing numbers than winning numbers. In 
games such as roulette, the spot on the wheel where the 
ball lands is completely random. 

• Independence of events: Each outcome of a game is in-
dependent of one another. Thus, one cannot predict 
what will happen next based on the last outcome. For 
example, in roulette, the number that comes up next is 
independent of what came up last. It is often natural for 
players to notice “patterns” in outcomes, but this 
“pattern” still only represents what happened in the 
past. What will happen in the future will be completely 
unpredictable. 

NOTE: For some, a key concept in 
the discussion of responsible gam-

bling is that the choice to gamble 
rests with the individual. But for indi-
viduals to make the optimal choice, it 
must be informed with knowledge. 
Prevention education is predicated on 
the idea that by dispelling common 
misconceptions about gambling, one 
can become a more informed con-
sumer.  
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Step 2 
> Do an activity to illustrate the concept of randomness and inde-

pendence of events:  
   Heads & Tails 

Put the following on the board or onto a PowerPoint slide: 
HTHTHHH_ _ _ 

Ask your students the following question: “If you toss a coin 7 
times and obtained the following outcome: Head, Tail, Head, 
Tail, Head, Head, and Head, which of the following represents 
the GREATEST ODDS for the next three flips? 
Put the following responses on the board or onto a PowerPoint 
slide: 

A) TTH 
B) HHH 
C) THT 
D) TTT 
E) Any of the Above 

Solicit answers from your students, and ask them why they se-
lected the answer that they have. 

Possible areas to explore: 
Did anyone choose D)? Why or why not?  
Some people may choose D) because that will even out the ‘Heads’ and the ‘Tails’, making 
it 50/50. While it is true that in each coin toss there is a 50/50 chance of getting either a 
‘Head’ or a ‘Tail’ outcome, it is completely random. In the very long run, yes, you will get 
about half ‘Heads’ and half ‘Tails’. But is 10 flips enough to predict that half will be 
‘Heads’ and half will be 'Tails’? No, statistically speaking, the larger your sample, the more 
normal it will be distributed. Ten flips is simply too small of a sample to make any predic-
tion. But even if you tossed the coin a thousand times, you still cannot predict the next flip 
because of the Independence of Events.   
 
Did anyone choose B)? Why or why not?  
Many people may not choose B) because they feel that it is not likely to get 6 consecutive 
‘Head’ outcomes in a row. However, the concept of Randomness tells us that there is no 
discernable pattern to the coin flips. It is all random and each toss has a 50/50 chance to get 
either a ‘Head’ or ‘Tail’ outcome. The concept of Independence of Events also tells us that 
we cannot make predictions about future events based on past and current events. It does 
not matter that we already had 3 consecutive ‘Heads’. That has no bearing on which side 
the coin will land on next.  

 
Afterwards, inform them that the answer is E) Any of the Above.   
Explain to your students that since each coin flip has an equal chance (50-50) of producing 
either a head or tail outcome, each of the combinations is possible and has the same chance 
of occurring. It is natural for people to look for patterns and attempt to predict future out-
come based on past ones, but each flip is independent from the previous flip. 
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Step 3 
> Another exercise that can help explain the concepts of Random-

ness and Independence of Events :  
   Lottery Tickets 

Put the following on the board or onto a PowerPoint slide: 
2, 10, 18, _ , _ , _ 

Ask your students the following question: “If you have just pur-
chased a lottery ticket and we have selected the first three num-
bers to be 2, 10 and 18, which of the following three numbers 
would best complete the lottery ticket to give us the GREATEST 
ODDS for hitting the jackpot? 
Put the following responses on the board or onto a PowerPoint 
slide: 

A) 19, 20, 21 
B) 27, 39, 44 
C) 23, 33, 43 
D) 20, 30, 40 
E) Any of the Above 

Solicit answers from your students, and ask them why they se-
lected the answer that they have. 

Possible areas to explore: 
Did anyone choose A)? Why and why not? Many people will not choose A) because it 
would give them 18, 19, 20, 21. For many people, this combination looks less likely to hap-
pen. However, this again goes to the concept of Randomness – in that the numbers are se-
lected randomly so each of the above combinations have the same chance of occurring. 
Also, the Independence of Events tells us that even though the last number we selected was 
18, that does not mean that the following numbers cannot be 19, 20, and 21. 
  
Did anyone choose C)? Why and why not? Most people may choose C) because it looks the 
most “random”. However, there is no strategy to choosing the right number. Lottery is 
purely a chance-based game. Each of the above combinations has the same chance of oc-
curring.  
 
Afterwards, inform your students that the answer is E) Any of the Above. 
Explain to your students that the winning lottery ticket numbers are chosen randomly; 
therefore each of the above number combinations would have an equal chance of being the 
winning combination. For lottery players, playing the same numbers every week or letting 
the machine randomly select the numbers does not change their chances of winning the 
jackpot. 

Lotto Fact: Your chances of hitting the lot-
tery jackpot is less than 1 in 14,000,000, 
whereas your chances of being hit by light-
ening is 1 in 280,000 as reported by the 
national Lightning Safety Institute.  
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Step 4 
> Inform students that if they ever plan to or currently engage  

in gambling, to play responsibly.   
Ask your students, “What can a person do to gamble responsi-
bly?” 
Present these  simple ‘tips’ that are often recommended to 
help a person gamble safely: 

 
- Play with your family members or friends with low stakes. 
- Play for fun and skill development, but not with money. 
- Accept losing as part of the game. 
- Don't borrow money to gamble. 
- Don't let gambling interfere with family, friends, or  school. 
- Don't use gambling as a way to cope with emotional or      
  physical pain 
- Know the warning signs of problem gambling. 

 

Self-evaluation for Section 5:  
You should be able to answer yes to the following questions: 
- Can your students define the concept of house advantage? Randomness? Independence of events? 
- Do your students know how to gamble responsibly? 
- Can your students identify different gambling games of luck and games of skill? 
 
!" Be sure to ask the students if they have any questions or want clarification of any of the material 

presented  
!" A test or worksheet can be completed by the students at the end of section 1. 
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6. Present resources and services for problem gamblers. 
Expectation(s): (2) Students will understand and demonstrate behaviors that prevent disease and 
speed recovery from illness. Determining when treatment of illness at home is appropriate and when 
and how to seek further help when needed  (5) Students will understand and demonstrate how to pro-
mote positive health practices within the school and community, including how to cultivate positive 
relationships with their peers. Accessing appropriately those services available within the community. 
(9) Students will identify information, products, and services that may be helpful or harmful to their 
health. Identifying appropriate sources of health services for a variety of illnesses and being able to 
use those services. 
Learning Objectives:  
!" Students will learn how to deal with a friend or family member who may be a problem gambler. 
!" Students will identify available resources and services for problem gamblers. 

Teaching Sections 

Step 1 
> Ask your audience what they will do if they know some-

one who has a gambling problem.  
  
• Possible areas to explore: 

- Did they mention talking to an adult? Who would they 
talk to? School personnel? Parents? Counselors? 

- Will they personally help the problem gambler? How? 
What are some ways to keep healthy boundaries and 
still help?  

- This may be a good place to discuss healthy ways to 
help and how to prevent codependency especially when 
the problem gambler is your close friend or family 
member: 

When your friend or family member is a problem gambler: 

DON’T DO 
Criticize/Blame (“If you were smart you 
would have stopped after the first win!”) 

Be Respectful (“I’m sorry about what 
happened, I’m here for you if you want to 
talk”) 

Enable / Rescue / Fix (Pay off all of their 
debt, lend them money with no condi-
tions, make excuses for them for what 
they did) 

Set Firm Boundaries (“I know you are 
in debt right now, but I cannot help you 
pay your debt until you get some help”) 

Moralize (“Gambling is wrong, that is 
why you’re being punished”) 

  

Create more drama (Big arguments, 
gossip, etc.) 
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Step 2 
> Inform your students about the resources and 

services available to help problem gamblers.  
 

Your students can visit a free problem gam-
bling website in order to take a self survey:  
 

• www.problemgambling.ca.gov 
 
If the student needs help or knows someone 
who needs help, there are helplines that they 
can call: 
 
• 1-888-968-7888 (SF Bay Area): English 

and Chinese 
• 1-800-GAMBLER: 24 Hours, English and 

other languages 

Self-evaluation for Section 6:  
You should be able to answer yes to the following questions: 
- Can your students effectively and responsibly communicate to friends or family who may have a 
gambling problem  

- Are your students aware of the services available for those with gambling problems? 

HELP is  
Available! 
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Step 1  
> As youth are attracted to the booth, ask them 2-3 questions about 

gambling.  It helps to have visual aids (mah jong set, ‘full house’ 
in poker, horse race betting slip, pictures of gambling equipment, 
etc.) 

 • Examples of questions for this game are: 
- Name 3 types of gambling activity. 
- Name 3 signs that someone may be a problem gambler. 
- What 800 number can you call, if you need help in problem 

gambling? 
 

Step 2 
> Every correct answer garners the youth a chance to “make a bas-

ket”. The youth will win a prize for every basket they make. 
 
Step 3 
> After youth takes their turn at the basket, the second staff person: 

a) hands a problem gambling brochure to the youth,  
b) asks if the youth have any questions or would like to share 

something about their experience,  
c) asks youth if they’d like the presenters to come back for a 

longer presentation/game show, and  
d) hands the list of interested students to the teacher/organizer as a 

foundation for a future problem gambling prevention presenta-
tion. 

Supplemental Resources 
Educate Youth at a Community Event   
When doing outreach to recruit classes or schools that would be interested in providing 
problem gambling education for students,  this activity is perfect for any community 
event where various booths and tables are set up for youth to visit.  
 
Materials: 
!" Child’s basketball set 
!" Visual aids 
!" Small Prizes 
!" Questions 
 
Objectives: 
1. Ascertain youth’s knowledge on gambling/problem gambling 
2. Engage them in learning 
3.   Create excitement about learning 
4.   Sign up class(es)/school for extended training 

NOTE: For cultural 
events, it helps to 
“dress up” your booth 
and basketball set to 
make it more cultur-
ally relevant and ap-
pealing.  Example:  
For Pacific Islander 
events, dress up the 
basketball set as a 
palm tree with coconut 
basketballs.) 
 
You will need 2 people 
to staff the booth - 1 to 
engage the youth, 1 to 
follow up. 

* This activity was contributed by the Union of Pan Asian Communities (UPAC) 
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Training in a Game Show Format  
Youth may be more engaged when material is presented to them in a game-show for-
mat. This activity can be used as a pre and/or post test and integrated throughout the 
curriculum for a more interactive learning experience. 
 
Materials: 
!" Questions 
!" Markers 
!" Paper 
!" Stop Watch 
 
Objectives: 
1. Ascertain youth’s knowledge on gambling/problem gambling (pre-test, but they 

don’t know it because it’s in game form) 
2. Engage them in learning 
3. Create excitement about learning 
4. Engage them in discussion about what they’ve learned 
5. Begin safe, nurturing and sharing discussion on gambling in their communities 
6. Ascertain youth’s knowledge skills developed during training (post-test, but they 

don’t know it because it’s in game form) 

This section is divided into 3 sections:  
1) Game Show 
2) Training 
3) Sharing & Discussion. 
 
Step 1 
> Game Show (aka Pre-Test) 
a. Break the class up into groups of no more than 5. 
b. Give each group markers and paper. 
c. Ask group 5-10 questions. 
d. Whichever group thinks they have the right answer(s) 

after each question must “ring the bell”, post their an-
swers on the board, and present their answers to the 
class. 

e. If the group gets ALL answers correct they are given 
prizes.  If they have at least one wrong answer, another 
group will be given the chance to present their answers 
and win a prize. 

 

NOTE: You will need 2 
people to staff this activ-
ity.  One will be the high 
energy ‘game show 
host’, one will be the 
‘nurturer’ who leads the 
after-discussion. 

* This activity was contributed by the Union of Pan Asian Communities (UPAC) 
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Step 2  
> Training 
a.  Another staff member will give a 5-10 minute training 

on that category. It is helpful to use PowerPoint for 
each 5-10 minute presentation. Each PowerPoint sec-
tion (re: questions) should be NO MORE THAN 3 
SLIDES, and should not be ‘number heavy’.  In other 
words, use pictures and text. 

b. As questions or comments are raised by students during 
the mini-trainings during the ‘game show,’ staff answer questions and lead 
class discussion. 
! Examples of questions for this game, and follow up mini-trainings during 
the game are: 
- Name 10 types of gambling activity.  You have 5 minutes to write down 
your answers. 

- Name 5 signs that someone may be a problem gambler. You have 3 min-
utes to write down your answers. 
- Name 5 reasons people gamble.  You have 3 minutes to write down your 
answers. 
- What 800 number can you call, if you need help in problem gambling? 
- What is the percentage of youth, in America, who say they have gam-
bled? 
- True or False: All gamblers have flamboyant personalities. 
- True or False: All gamblers are involved in criminal activity. 
- True or False: You cannot become addicted to an activity.  
 

Step 3  
> Discussion 

It is not necessary to wait until the end of the “game”/training to begin dis-
cussions about problem gambling.  Strike while the “iron is hot” – as youth 
ask questions or share information, engage the class in discussion. 

a. Share problem gambling stories that you know of within geographic or eth-
nic communities.  Do not give specifics (names of people, place, etc.) 

b. Always close the discussion with hand outs: 1) a resource list (including 
websites that the youth can access), 2) problem gambling brochure, and 3) 
your business card. 
(Quite a few students will ask for more brochures/cards to “leave around the 
house” for family members.  Tip: the best place to leave brochures is in the 
bathroom – for “reading material”). 

 
Assessment: 
- In order to measure knowledge gained, ask each student to write down their 

answers to the questions you asked during the game. 
- Give prizes to the student(s) who answered the most questions correctly.  
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Uncover Common Gambling Myths  
If time allows, debunking common gambling myths may be a useful activity to do be-
fore any presentation or training session with youth. It is an easy attention-grabber-
activity and it also allows you to gain a sense of how much the youth already 
know/don’t know about gambling.  
 
Materials: 
!" Myth or Fact flashcards as shown below (this can be presented in PowerPoint for-

mat as well) 
 
Objectives: 
1. Reveal the truth behind common gambling myths and misperceptions 
2. Gain participation and involvement 
3. Engage the students’ attention on this topic 

Step 1 
> Present a statement about gambling to the students and 

ask them whether they think it is a myth or a fact. Allow 
multiple students to voice their opinion and explain why 
they think a certain way.  

 
Step 2 
> After you have gained several opinions and support state-

ments, reveal the answer to the students with an explana-
tion.  

 
 

NOTE: You can write out 
several statements on big 
flashcards or present them 
on a PowerPoint.  

* This activity was contributed by NICOS Chinese Health Coalition 
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!" Possible Myth/Fact Statements: 
 - In Lottery, there are “hot” numbers that are drawn more often than others. MYTH!  

Explanation: Lottery winning numbers are chosen randomly therefore there is no 
system to predict outcomes.  Consumers may erroneously use past numbers, pat-
terns, or even buying from vendors which sold previous winning tickets to improve 
their chances. But we call this an “illusion of control”. Ask your audience whether 
they think consumers select lottery numbers randomly or if they use a “system”, 
most people will reply that consumers select numbers of significance to them. Sto-
ries such as a woman winning a multi-million dollar jackpot by selecting her daugh-
ter’s birthday helps reinforce such beliefs in “lucky” numbers.  However, people win 
lotteries by chance, nothing they do can change their chances.   

 
 - Your chances of winning a Lottery jackpot of over $1 million is less than your  
     chances of being hit by lightening. FACT! 

Explanation: If you play a lottery with 49 different balls and 6 get drawn, when you 
work it out, your chances of winning the lottery is 10,068,347,520 divided by 720 
which comes out at roughly 1 in 13,983,816 or 1 in 14,000,000. That means you 
have a .00000007 % chance of winning the lottery. Your actual odds of winning the 
lottery depend on where you play, but single state lotteries usually have odds of 
about 18 million to 1 while multiple state lotteries have odds as low as 120 million 
to 1. The national Lightning Safety Institute calculated a 1 in 280,000 chance of be-
ing struck per year. Your odds of being struck by lightning are much greater!  

 
 - Staying at one slot machine will improve your chances of winning. MYTH! 

Explanation: Stories have been told of people who wear adult diapers and play at 
the slot machine for hours or even days. In California, there have been lawsuits filed 
against casinos because patrons have sat down to play slots only to find the seat 
wet—with the previous patron’s urine. Patrons can also become very proprietary 
about the slot machine that they are using. The belief is that if one stays long enough 
at a slot machine, eventually it will pay out. Myths abound of people who leave the 
slot machine only to have the next patron win the jackpot. While it is true that slots 
are designed to pay out at certain intervals, it is completely random, and each slot 
machine has an equal chance of paying out. Some casinos may guarantee payout 
when the progressive jackpot reaches a certain threshold, but again, each slot ma-
chine has an equal chance of paying out.  
 

- After a slot machine has paid out a jackpot, it is less likely to pay out. MYTH!  
Explanation: The slot machines have a computer chip inside that runs the Random 
Number Generator (RNG). The RNG is continuously cycling through numbers even 
when the machine is not being played. Every outcome is random and is not depend-
ant on previous outcomes. It is equally likely that a jackpot could hit at any time in-
cluding the next spin. 
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 - Counting cards will improve my chances of winning. FACT!  

Explanation: Yes, it is true that by counting cards you can increase your chances 
of winning games like blackjack at the casino. This is why casinos frown upon card 
counters. However, separate points should be made: The first is, how many people 
can actually count cards? Card counting takes lots of skills and practice, it is not 
something that anyone can master. Secondly, when you are playing in the casino, 
counting cards may improve your chances but the odds are still stacked against you. 
While you may be making a “better” bet by counting cards, it may still not be a 
“good” bet. Finally, in many gambling establishments, one can get thrown out for 
counting cards. 

 
 - Because games like Blackjack and Sports betting involves skills, it is easier to  
    make a profit from them. MYTH!  

Explanation: Many gamblers tend to overvalue skill and underestimate chance. In-
form your students that even with extreme skill, there is never a 100% guarantee of 
winning. Even the best poker players lose because they never have complete control 
over the game. Gamblers begin to believe that wins are produced by their own ef-
forts rather than by the random operation of a gambling device or cards. Almost all 
gambling games are completely random, and no amount of skill or effort on the part 
of the gambler will change this. In some card games, such as blackjack and poker, 
and sports betting, some skill or knowledge of the game is required to play well, but 
the randomness of the way the cards are dealt, coupled with the house advantage 
and environmental factors to which players have no control over, ensure that over 
time players will lose more money than they win. 

 
 - The casino comps the best gamblers of the night. MYTH!  
   Explanation: The myth persists that those who get the free meals and the free night 

stay at the casinos are the big winners of the night. In reality the casinos comp those 
who lose money. There are several reasons for this: first, it takes a bit of the sting 
out of losing, and builds customer loyalty. Patrons may think that they are breaking 
even if they get a free night stay after losing few hundred dollars, but in fact that is 
one expensive night’s stay.   

 
 - In the long run, the more regular you play in the casino, the more losses you’ll  
    experience as opposed to wins. FACT!  

Explanation: The longer you play in the casino, the ratio of money lost to money 
bet will get closer to the expectation for that game. It costs a lot of money to pay for 
the glitzy buildings, spectacular attractions, and all those employees that go into 
running a casino; don’t forget the large amount of profits that casinos make as well. 
They don't make that money by losing to you. There's no way around it. The odds 
will catch up with you if you play long enough. With that said, there are some 
games that offer better odds (smaller house edge) than others. However, a “better” 
bet at the casino is still not a “good” bet, as you’ll lose more than you win in the 
long run.  
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The Problem Gambling Prevention Technical Assistance and Training 
Project is an effort to build awareness and develop resources and strategies 
to prevent problem gambling in California  
 
For more information or to receive additional technical assistance and train-
ing (including Train the Trainers), please call (415) 788-6426 or send re-
quests to: 
 
NICOS Chinese Health Coalition 
1208 Mason Street 
San Francisco, CA 94108 



YOUTH PROBLEM GAMBLING FACT SHEET 
 

 
 
 

TABLE OF CONTENT 
 
 

YOUTH – FACTS 
Population 

Gambling Participation 
Problematic Behavior 

 
TYPES OF YOUTH GAMBLING 

Lottery 
Casinos 
Sports 

Internet 
 

GAMBLING IN THE MEDIA 
 

RISK FACTORS 
Developmental Stages 

Early Exposure 
Lack of Coping Skills 

Co-Occurring Problems 
Gender 

 
PROTECTIVE FACTORS 

 
BIBLIOGRAPHY 

 
 
 
 
 
 
 
 
 

November, 2009 
 

Prepared for California Friday Night Live Partnership 
By NICOS Chinese Health Coalition 

 
 



YOUTH – FACTS  
In California, the legal age to gamble is 18 for the lottery and 21 for most other legal forms of 
gambling. However, many young people begin to gamble long before they reach adulthood. 
Because it is more socially acceptable and “safe” than other possibly addictive behaviors such as 
drinking, smoking and drug use, many parents may choose to turn a blind eye to their adolescent 
child’s gambling. Like adults, however, teens can become problem or pathological gamblers, and 
are in fact more likely to develop problems. 
 
Population: According to the 2008 U.S. Census estimates, 24.3% of the U.S. population are 
under the age of 18. In California, 25.5%, or more than 9 million people, are under 18.1  
 
Gambling Participation: Numerous studies have been conducted on youth and adolescent 
population. An examination of prevalence studies (mostly from North American and Europe) 
from 1980 to 2000 uncovered that the percentage of children and youth who reported ever 
gambling ranged from about half and up to 98%.2  
 
Problematic Behavior: First, we must define problem gambling. The National Council on 
Problem Gambling defines Problem Gambling as gambling behavior which causes disruptions in 
any major area of life: psychological (mental stress, anxiety, depression, emotional breakdown,  
etc.), physical (health complications, lack of sleep, poor nutrition, etc.), social (neglecting friends 
and family, loss of social networks, etc.) or vocational (loss of job, losing productivity due to 
gambling, etc.).3 Problem Gambling is usually used as a general category that includes every 
type of gambling behavior that causes major problems. On the other hand, Pathological 
Gambling is considered the most serious form of problem gambling, and is actually classified as 
a mental health disorder by the American Psychiatric Association. Put in another way, 
pathological gamblers are those we consider to be addicted to gambling.  
 
Based on national prevalence problem gambling prevalence rates, the California Attorney 
General estimates that there are nearly 600,000 youth problem gamblers in the state.4 Studies 
have shown that, compared to adults, youths are 2 to 4 times more likely to become problem 
gamblers5, for a variety of reasons that will be discussed later in the Risk Factors section. 
 
 
TYPES OF YOUTH GAMBLING 
While it is illegal for youth under age 18 to gamble in most states, there are still many ways that 
youth are exposed and indoctrinated into the world of gambling:  
 
Lottery:  Lottery and scratch-off tickets are perceived by youth in many studies to be easily 
accessible and it is often pretty easy for underage patrons to purchase them without having to 
show their IDs. In California, lottery is available in over 21,000 locations/ retailers – including 
liquor stores, grocers, etc.6 California’s lottery commercials are seen and heard on TV and radio, 
respectively, by everyone – including youth.  These commercials often also appear during 
programs that are tailored to young people – such as local pop music radio stations and youth-
oriented TV shows.     
 



! The California Attorney General’s report also cites research that shows a large majority 
of young people in America (90%) have ever purchased a lottery ticket.7 

! 2005 National Annenberg Risk Survey of Youth also found that lottery tickets are highly 
accessible for youth. Fifty-nine percent of youth age 14-17 reported that they can 
purchase a lottery ticket within 5 blocks of their home.8  

 
Casinos:  While casinos are supposed to turn underage patrons away, many studies have found 
that youth routinely gain access into casinos to gamble.   
 

! California Friday Night Live Partnership’s youth focus groups found that casinos is the 
3rd most common locale where youth gamble (reported by 21% of youth).9 

 
Sports:  In recent years, sports has been frequently associated with gambling – anywhere from a 
famous football player’s involvement in animal-fighting operations, to sports referees engaging 
in point shaving to influence betting/ gambling outcomes.  Betting on sports itself is also a very 
common activity for youth. 
 

! Wallisch (1996): The study was conducted in 1995 of Texan youth, reported that 26% of 
the youth reported having bet on sports with their friends.10 

! Stinchfield (2000): According to a Minnesota study, 22.8% and 25% of the 9th and 12th 
grade boys, respectively, reported having gambled on sports.11 

 
Internet:  Internet sites constantly bombard youth with pop-up ads for internet casinos and online 
poker games. Although it is technically illegal for Americans to gamble with money online 
(there is a federal ban on internet gambling, with the exception of some states that allow internet 
bets on horse races), it is incredible easy for people to log on and play on internet poker, internet 
casino, and internet sports betting sites. 12 Research seems to show that more and more youth are 
gambling on the internet. Even if these internet gambling sites are successful in preventing 
underage gambling, most of these sites also provide “demo” or trial periods, or “practice” sites 
where anyone can play (instead of money, you play with credits).  
 

! The International Centre for Youth Gambling Problems & High Risk Behaviors found in 
a study of U.S. and Canadian youth, it was found that over half of all high school 
students and nearly half of all college students reported playing gambling games on 
“practice” sites. These sites have been found to have over-inflated payout rates (meaning 
on practice sites you win more than you would normally win in a real game). Success on 
these sites may lead youth to believe that they are more skilled in the game than they 
actually are, and may lead to more gambling with actual money.13 

 
 
GAMBLING IN THE MEDIA 
TV, radio, and newspaper still remain a powerful source of information and cultural learning for 
youth. Televised poker tournaments and celebrity poker players are believed to have fueled the 
resurgent popularity of poker among youth. Many of these poker tournaments are broadcasted on 
TV channels that normally broadcast sports – casting a social message that poker is a sport, 
rather than a form of gambling. 



 
! 2005 National Annenberg Risk Survey of Youth (NARSY) found that of 900 young 

people age 14 to 22, there was a 20% increase in youth reporting monthly gambling with 
cards from 2004, which indicates that more youth are being drawn to this form of 
wagering.14  

 
Some examples of recent pop-media references to gambling: 
 

- 21 (Movie, 2008): Plot: "21" is the fact-based story about six MIT students who were 
trained to become experts in card counting and subsequently took Vegas casinos for 
millions in winnings. 

- Ocean’s Thirteen (Movies, 2007): Plot: Danny Ocean rounds up the boys for a third heist, 
after casino owner Willy Bank double-crosses one of the original eleven, Reuben 
Tishkoff. 

- Casino Royale: 007 (Movie, 2006): Plot: In his first mission, James Bond must stop Le 
Chiffre, a banker to the world's terrorist organizations, from winning a high-stakes poker 
tournament at Casino Royale in Montenegro. 

- Two for the Money (Movie, 2005): Plot: After suffering a career-ending injury, a former 
college football star aligns himself with one of the most renowned touts in the sports-
gambling business. 

 
 
RISK FACTORS 
 
Developmental Stages: Developmentally, the period of adolescence and youth is marked by 
risk-taking behaviors, experimentation with “adult” behaviors, and the need of acceptance by 
peers and to conform to group norms.15 These characteristics may predispose youth to be more 
prone to take up gambling. Research has shown that the human brain is not fully matured until 
about age 25.  One of the last areas of the brain to develop is the prefrontal cortex – which is 
associated with decision-making, judgment, and impulse control.16  The fact that in adolescents 
and youth, this part of the brain is not fully developed has implications for a variety of risk-
taking behaviors including reckless driving, drug and alcohol use, and gambling.   
 
Early Exposure: Most problem gamblers start gambling at a very young age, often before age 
10.17  Just like early use of alcohol and drugs, the early exposure to gambling can also create 
more problems.  This is related to brain development – where the use of substances OR 
behaviors (e.g. shopping, internet, video games, gambling) over time to cause a rush of 
excitement/ pleasure can create addictions.  Addiction is defined in part by the adaptation of the 
brain (this adaptation is called tolerance – the need to use more/ do more over time to achieve the 
same high/ excitement). Therefore, it’s important to understand that even though gambling 
doesn’t involve the intake of substances/ chemicals, the thrill of possibly winning money also 
activates the neuron-chemicals in our brain, and over time can cause changes in the brain – thus 
creating addiction.  
 
Lack of Coping Skills: Gambling usually doesn’t just appear out of nowhere. Most youth 
problem gamblers come from households where 1 or more parents gambled excessively.18 



Another source for youth to pick up gambling is through peers/ friends.19 We pick up coping 
skills by observing and learning from others how they deal with stress, pain, and boredom. When 
a young person grows up in an environment where people used substances or gambling to escape 
their problems, then that becomes their coping mechanism of choice. Research finds that youth 
problem gamblers were more likely than non-problem gamblers to report gambling to escape, to 
alleviate depression, to promote relaxation, and to cope with loneliness.20 These same youth also 
report that gambling makes them feel more important, special, and successful.21   
 
Co-Occurring Problems: Several studies have shown that youth gamblers also engage in the 
use of substances, including smoking, drinking, and other drug use.22  For some youth, 
particularly males, gambling may fit within a larger constellation of deviant behaviors that 
include delinquent behaviors and substance use. Youth who are problem gamblers are often also 
dubbed as troubled youth23, and they are also more likely to report engaging in illegal acts, 
stealing, or borrowing money to sustain their gambling activities.24 
 
Gender:  A study in Minnesota of 9th and 12th graders found that males had rates of gambling 
participation 8 times that of females.25 A study in Texas corroborated that males are more likely 
than females to be a gambler. But when the Texas study compared their survey results from the 
year 1992 and the year1995, the gender gap appears to be closing (rates of gambling by females 
were rising).26 A separate study also found that among girls who actively play video games, their 
rates of gambling were similar to that of boys (think about how these activities are similar: taking 
risks for reward; color/graphic/music design; used to relief stress, excitement when playing, 
etc.)27 
 
 
PROTECTIVE FACTORS 
 
Source: The Search Institute (2002).28 The more protective factors that a young person has, the 
less likely they are to develop problems related to substance abuse, problem gambling, and other 
issues. These are some of the protective factors that have been found to help shield youth from 
developing problem gambling: 
 
• Support (family, community, school) – Youth finds high level of love and support from their 
family (could be parents, guardians, or even from an older adolescent), community and school 
(could be other caring older adolescents or adults).   
• Positive outlook – Youth is optimistic about her/his personal future. 
• Realistic boundaries and expectations – The family, community and school all have clear 
rules and boundaries for how youth should behave; and the youth is encouraged by both 
parents/guardians and teachers to do well in school. 
• Internal control – Youth feels that she/he has control over “things that happen to me”. 
• High self-esteem - Youth reports having high self esteem and feels good about self. 
• Constructive use of time/contributing – Youth spends time in activities such as creative arts, 
youth programs, and in community activities such as faith-based programs, etc.  
• Good problem solving skills – Youth seeks to resolve conflicts and problems nonviolently, 
and uses.  
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TV Shows: 

-  “It’s Always Sunny in Philadelphia”  
 http://vids.myspace.com/index.cfm?

fuseaction=vids..individual&VideoID=38971410 
-  “Lost” – Season 2   
 http://www.youtube.com/watch?v=Jgg4tDWYYJk 

  
 
 
movies: 

-  http://www.pokerprizeclub.com/gambling_movies.php 
 
 
 
Music: 

-  http://www.gocee.com/poker/music.htm 
-  www.youtube.com/view_play_list?

p=4A21E995B1E46E1B&search_query=gambli 
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online resources 



Betting on Our Future Toolkit

Online Resources

BOOF Project Partners

http://www.uclagamblingprogram.org
http://www.adp.ca.us/OPG
http://www.adp.state.ca.us/OPG/OPGdownloads.shtml
http://www.fridaynightlive.org
http://www.yli.org
http://www.nicoschc.org
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Further Websites

http://www.preventionlane.org/gambling/index.html
http://www.ncpgambling.org
http://www.calproblemgambling.org
http://youthgambling.mcgill.ca
http://www.evergreencpg.org/pages/youth-programs.php
http://www.napafasa.org/pgp





























