New Virtual Program Addresses Teenage Problems
with Video Gaming and Gambling
BY JUDY MCCORMICK

The pandemic environment
for middle and high school
students includes, by necessity,
too much screen time with too
few opportunities to socialize and
do healthy activities with others.
A student’s school experience is
focused on computer and phone,
either at home, or in a hybrid
classroom. Because it is impossible
for parents and teachers to monitor
what their students are doing on their
screens each day and night, issues with
problematic video gaming and disordered
gambling among youth have exacerbated.
Youth seek excitement, socialization
with friends, and distraction from the
stress of being confined at home. Video
and online gambling games appear
to provide them with what they seek.
However, these games also provide the
very real potential for addiction.
It was not until 2010 that the term
behavioral addiction was added to the
official classification of psychiatric diagnoses in the Diagnostic and Statistical
Manual of Mental Disorders, Fifth
Edition. Gambling, typically thought to
be an adult behavior, has become commonplace among adolescents. Although
technological advances have made
accessing information and communication easier, excessive use of the Internet
and smartphones can result in multiple
mental and physical health issues.
Gambling disorders, gaming disorders,
Internet use disorder, and excessive
smartphone use often begin during childhood and adolescence.1
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Delaware Council on Gambling
Problems (DCGP) has created an interactive virtual presentation that combines
the best elements of its middle and high
school prevention programs into one
program entitled Kids, Video Games, and
Gambling. This program can be used in
grades 6-12 during COVID-19 restrictions and beyond.
The 90-minute video covers:
• Behavioral Addictions and the
Teenage Brain (Day 1)
• Video Games and Their Potential for
Addiction (Day 1)
• Understanding the Danger of
Gambling without and within Video
Games (Day 2)
The video is shared via Zoom, over
two class periods, because extra time
is needed for student interaction. The
teacher acts as the Zoom “host” and
pauses the video for student input, while
a DCGP staff member acts as the cohost to chat with the students on a live
basis. Student handouts and links to
the pretest/posttest are posted by the
teacher on Schoology.

In addition to a lively presentation
with many illustrative video clips,
the program includes exercises that
encourage healthy alternatives to
addictive behaviors: a mindfulness
exercise to learn to relax and focus
without the use of addictive substances or behaviors, and “Achieve
Your Dream,” where students dream
about what they want to do with their
lives beyond high school and realize
that addictive activities can hold them
back from achieving their dream.
Kids, Video Games and Gambling is
now available to any school – public,
private, parochial, or alternative – that
serves middle or high school students.
Typically, health teachers incorporate
this program as part of their ATOD curriculum, but any educator interested
in behavioral addiction prevention is
encouraged to contact DCGP.
1 Derevensky JL, Hayman V, Lynette Gilbeau.
Behavioral Addictions: Excessive Gambling,
Gaming, Internet, and Smartphone Use
Among Children and Adolescents. Pediatr Clin
North Am. 2019 Dec;66(6):1163-1182. doi:
10.1016/j.pcl.2019.08.008. PMID: 31679605.

To schedule this
program for your
students, please
contact Judy
McCormick,
Director, Prevention
Services for Youth, Delaware Council
on Gambling Problems, at (302) 4422905 (cell) or (302) 655-3261 (work).
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