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1. Introduction

Scope
Within this handbook, we:

Project background

•

Outline findings to inform PSHE education teachers’

In a digital world, gambling is more accessible than ever,

knowledge of key trends and relevant research on

and efforts to encourage young people to gamble are

gambling education

becoming increasingly sophisticated. Prevalence statistics

•

demonstrate the need to ensure all pupils, in all schools,

Present best practice approaches to addressing gambling within the PSHE education curriculum

are taught the knowledge and skills to be able to success-

•

fully negotiate these opportunities and influences.

Provide tips, practical guidance and support for
schools about involving visitors to the classroom in
the context of such learning

Studies show that those who gamble at an early age are at
a higher risk of developing a gambling disorder later in life.

This handbook is aimed at PSHE education teachers and,

Yet despite growing concerns about gambling harms in so-

in particular, PSHE subject leads. Other professionals will

ciety, our research found that many schools were neither

find this of interest but may wish to consider additional

aware of the extent of the issue, nor how to approach it

sources which support those delivering education in other

through the curriculum.

contexts, including as part of intervention work rather
than universal PSHE provision.

To address this, GambleAware commissioned the PSHE
Association to create materials that support teachers to

What is PSHE education?

address gambling harms sensitively, safely and effectively

PSHE (personal, social, health and economic) education is

through their PSHE education. This handbook is the first

the school curriculum subject which prepares young peo-

product of our collaboration, and further materials will be

ple for life and work in a rapidly changing world, helping

published in due course and available at www.pshe-asso-

to keep pupils safe and healthy while boosting their life

ciation.org.uk/gambling.

chances and supporting their academic attainment2.

PSHE (personal, social, health and economic) education

It is a planned, developmental programme of learning

is the ideal context for exploring gambling as it is the

designed to equip children and young people with the

school subject dedicated to equipping young people with

knowledge, understanding, skills and attributes they need

the knowledge, understanding and skills to make healthy,

to manage their lives, now and in the future. PSHE helps

informed choices in all aspects of their lives. Indeed, new

children and young people to protect themselves and oth-

statutory guidance on what to cover in the health and

ers, improves their physical and emotional health, supports

relationships aspects of PSHE education includes the risks

positive relationships, and develops resilience.

related to online gambling including the accumulation of
debt1.

The vast majority of schools provide PSHE education even
though it is not currently compulsory. However, from

The PSHE Association carried out a literature review to

September 2020 the majority of PSHE education (relating

ensure this guidance is based on an understanding of

to health and relationships) will be compulsory, including

best practice and of what works, as evidenced in available

coverage of risks related to online gambling during sec-

research. We also conducted surveys and focus groups

ondary education.

with teachers, alongside baseline research with primary
aged pupils.

Who are the PSHE Association?

We hope this work will encourage schools new to the

The PSHE Association is the national body for PSHE edu-

topic to address gambling through their PSHE provision,

cation. As a charity and membership organisation, it works

and support those already covering gambling to do so in

to improve PSHE education standards by supporting over

the safest, most effective way.
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30,000 teachers and schools with advice, training and

bling on young people. Learning that is directly relevant

support. Its work includes providing planning, teaching

to all young people includes a greater understanding of

and guidance materials for schools, quality assuring PSHE

the harms of gambling, how to manage harms resulting

resources and delivering teacher training.

from the gambling of others such as family members and
friends, and how and where to seek appropriate help6.

Who are GambleAware?
It has been proposed that gambling harms can be divided

GambleAware is an independent charity that champions a

into four main domains7:

public health approach to preventing gambling harms.

•
GambleAware is a commissioner of integrated prevention

Financial: living standards of family, attitudes to and
concerns about money

and treatment services on a national scale. In partnership

•

with gambling treatment providers, GambleAware has

Development: education, social and emotional functioning

been developing a coherent, integrated intervention and

•

treatment pathway for those experiencing gambling harms

Relationships: family, friends and the community,
behaviour

— a National Gambling Treatment Service. Their remit

•

Health: physical, mental, emotional wellbeing.

includes preventive work through projects such as this.
It is important to consider a wide range of potential harms

Gambling harms

when discussing gambling risks, and avoid focusing solely
on the most extreme consequences, to ensure young

Gambling behaviour is sometimes described in terms of

people gain a full understanding of the issue.

‘problem gambling’ and ‘responsible gambling’. Emphasising a distinction between ‘problem gambling’ and ‘responsible gambling’ comes with risks: it plausibly increases
negative attitudes towards those with a gambling disorder,
which can demotivate those with difficulties to seek help3;
it also appears that there is a continuum between ‘problem gambling’ and ‘responsible gambling’, and it is not clear
that there is gambling without risk4.
As a result, when considering education about gambling
it is preferable to focus on ‘gambling harms’. According to
the Gambling Commission:
“gambling-related harms are the adverse impacts from gambling on the health and wellbeing of individuals, families,
communities and society”.
Gambling addiction has an obvious impact on resources,
relationships and health, but there are also consequences
for gambling behaviours which fall short of addiction and
diagnosed disorders, and such behaviours can increase
existing inequalities5.
Young people without a current interest in gambling still
benefit from gambling related education as it is important to address such issues before people are affected,
and we must also consider the impact of others’ gam5
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2. Research and rationale

Yet, just 22% of primary and less than half of secondary
respondents to our PSHE teacher survey had addressed

Preventative education has tended to prioritise the poten-

gambling in any way. Many teachers in our focus groups

tial harms of other issues, such as those relating to drugs

were unclear about their school’s approach to gambling..

or alcohol, despite the prevalence of gambling amongst

A number of respondents from the primary sector felt that

young people.

such learning would only be done reactively:

Secondary teachers surveyed in Canada regarded gam-

“This would be done on a class by class basis if the need

bling as the least serious issue facing young people

arose.”

compared with concerns such as drug use and school
violence8.

Interestingly, engagement in our research prompted some
teachers to consider its importance. One respondent said

‘This despite the fact that over half (53 per cent) of the

post survey that it “is an issue that maybe should be ad-

teachers had overheard students talk about gambling in

dressed more…”

the previous year and 38 per cent had seen students engage in gambling activities….’9. The Gambling Commission’s

This suggests a mismatch between teachers’ perceptions

Young People and Gambling Report (2019) found that

of the need to address this aspect of health education, the

11% of 11 to 16 year olds had spent their own money on

actual need to address it in schools, and current practice.

10

gambling in the week prior to completion of their survey.

Online gambling

This was compared to:
•

16% who had drunk alcohol during the week

•

6% who had smoked cigarettes

•

5% who had used illegal drugs

Technology enables greater accessibility to gambling from
an early age. The recent Biddable Youth13 report highlights
that e-sports gambling (i.e. betting on online match-play
rather than in-person sporting events) is a particular
vulnerability for young people. This chimes with teacher

The same report found that 1.7% of 11-16 year olds were

perceptions from our survey that online gambling is an

classified as ‘problem gamblers’ with 2.7% designated as

increasing area of concern for older pupils.

‘at risk’

GamCare’s Annual Statistics 2017/1814 stated:

This highlights the prevalence of gambling and gambling
harms for young people, and the potential for a host of

“We have seen a gradual increase in the number of callers

present and future risks. A secondary teacher in our sur-

to the National Gambling HelpLine disclosing issues with

vey commented:

online gambling, rising from 47% of callers in 2014/15 to
55% of callers in 2017/18.”

“Even if this is not a huge problem currently amongst our
students, it is important to provide them with skills & knowl-

Our focus group noted that online gambling makes trans-

edge for later life e.g. at college & university when they have

actions easier and therefore requires less thought and

more freedom & are more responsible for their finances.”

commitment, one respondent commenting that this was
because:

More than two million people in the UK either have a
gambling disorder or are at risk of addiction11. 5.1% of

“It is not linked to physical cash – they are not handing it

respondents to the Gambling Commission 2018 survey

over”

were classified as at-risk gamblers. There has been a
significant increase in hospitalisation for gambling dis-

The changing nature of gambling and linked perceptions

order and calls to the National Gambling Helpline have

was commented on in our primary survey:

increased by 30% from 2014 to 201812.
6
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“I believe that young people are exposed to gambling more

(in-game loot box purchases). Sometimes players might

now due to TV advertising and online gaming. The addiction

choose to buy items so they can match the other players

risk is higher than that of drugs or alcohol as it viewed as

who have won or purchased such items.

socially acceptable.”
The Gambling Commission’s young people survey in 2019
The Gambling Commission’s 2019 survey15 showed that

found that, of the 52% of participants who had heard of

rates of online gambling amongst 11-16 year olds was

in-game items, 44% had paid to open loot boxes and a

relatively low compared to in-person gambling — just 3%

further 6% had bet with in-game items on websites out-

of 11-16 year olds had gambled online in the week prior

side of the game or privately (e.g. with friends)18.

to the survey, and only 7% in the past 12 months. How-

A parliamentary committee investigating the issue heard

ever, the rate has increased and this percentage masks a

from one gamer who was spending up to £1,000 a year

big gender difference. The prevalence rate is much higher

on the football game Fifa in order to win better players for

among boys (10% versus 3% among girls). Given that an-

his online football team — the potential for harm should

other Gambling Commission survey suggested that 86% of

not be underestimated19.

adult online betting consumers are male16, we must ensure
learning opportunities address this growing public health

A literature review for the Responsible Gambling Trust20

concern which disproportionately impacts men.

stated that researchers have theorised that ‘gambling-like’
activities such as in-game loot box purchases, may:

Gambling-style online games

•

The proportion of 11-16 year olds playing gambling–style

increase children’s exposure to advertising for gambling products

online games is also a potential concern. Online gambling-style games refer to those that may or may not be
free to play but a person cannot win a real prize. These

•

foster their confidence in their ability to win

•

give them an illusion of control that might motivate
their involvement in gambling

games look and play like games on gambling sites (e.g.

•

poker or bingo) but there is no prospect of winning real

further normalise gambling as a fun activity which is
free of risk.

money.

Research also suggests such activities are particularly inThe Gambling Commission report found that 12% of

fluential on younger versus older adolescents and children

those surveyed in 2019 participated in such games. Of

with additional vulnerabilities21.

those who had played gambling-style online games, young
people reported engaging in slot/fruit machine-style

These concerns are supported by recent studies which

games (30%), and games with bingo (21%), casino (26%),

have found an association between loot box opening and

and poker (24%) characteristics .

problem gambling22; 23. One secondary teacher in our sur-

17

vey commented that:
Young people often access such games via apps, social
networking apps, or via free demo games on gambling

“one member of my old form class spent £230 of his mam’s

websites.

money on FIFA points in a day”

In-app purchases

This reinforces the need to think carefully about how we
keep up to date with new technological advances when

When playing computer games and apps (e.g. Fortnite,

delivering PSHE education. Indeed, one secondary teacher

Overwatch), players often have the opportunity to col-

in our survey relayed pupil voice on the issue:

lect in-game items (e.g. weapons, power-ups and tokens).
There is often a degree of luck involved as to whether

“students identified the problem of in-app games gambling

such items are prized items or are considered less valu-

as something on which they would like more education/

able. Sometimes players pay money to open such boxes

awareness.”
7
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The research base on effective learning

identify and clarify their goals, values and motivations
can help them to act in line with these, and unhook them

The following approaches have been identified as showing

from invitations and attempts to undermine them.

promise for inclusion in gambling prevention education on
the basis of either gambling prevention research or wider

Increased self-efficacy to act in line with values and goals,

research and theory:

resisting peer or other influences

•

St-Pierre et al.26 explored the importance of a) attitudes;

Increasing awareness of one’s personal autonomy,

b) social norms; c) self-efficacy; and d) negative antic-

intrinsic goals, and ethical values
•

ipated emotions in gambling behaviour. The evidence

Increased self-efficacy to act in line with values and

showed the effectiveness of preventative programmes

goals, resisting peer or other influences
•

for adolescents based on such principles, though their

Emotion regulation skills, including coping adaptively

research included evidence from other health studies,

with negative emotions and adaptive ways of sensa-

not those targeted at gambling specifically. At its heart,

tion-seeking
•

self-efficacy is about feeling confident that you can act

Promoting positive social norms — to combat instanc-

in line with your aspirations — if a person feels confident

es where individuals believe their peers and/or others

they can resist gambling, they are more likely to be able

are more approving or more involved in gambling than

to do so27.

they actually are.
•

Understanding of probability, odds, house edge, ran-

Emotion regulation skills, including coping adaptively with

domness, superstition and other ‘thinking errors’ such

negative emotions and adaptive ways of sensation-seeking

as a sense of deservedness
•

Understanding of gambling industry strategies to draw

Ruiz de Lara et al. (2019)28 suggest that differences in

people in and keep them gambling, including those

emotion regulation and impulsivity have great impli-

that exploit natural human biases and errors
•

cations for the prevention and treatment of gambling

Understanding of gambling risks and harms

disorder.

Most of these can be applied to the various poten-

Positive mental and emotional wellbeing are likely to be

tial harms and risks taught in PSHE education, not just

protective factors29 which can be supported through tra-

gambling, and therefore can be partly developed through

ditional PSHE education on mental health and emotional

teaching about other issues such as drugs and alcohol

wellbeing, and social and emotional aspects of learning.

education along with gambling specific lessons. However,

See the PSHE Association’s guidance on teaching about

as with all PSHE education learning, it is important that

mental health and emotional wellbeing for more detailed

young people make explicit links between the knowledge,

advice on this topic.

skills and strategies they have learned in other aspects of

Promoting positive social norms

PSHE with gambling, so that they can apply it to a gambling-related situation if/when the need arises.

Peer approval is incredibly important to young people. As
a result, this has a major impact on young people’s ability

Increasing awareness of one’s personal autonomy, intrinsic

to resist peer influence when making decisions, partic-

goals, and ethical values

ularly ‘in the moment’30. Young people’s perceptions regarding the number of people engaging in risky activities

Research finds that when people feel a clear sense of

are often exaggerated. It is therefore often helpful to

agency in their life, and their actions flow from motiva-

share prevalence statistics with young people to address

tions that feel ‘their own’, this contributes to numerous

misconceptions and help them make different choices.

positive outcomes — most fundamentally, their wellbeing and life satisfaction24. Many forms of gambling,

However, if young people already have a fairly accurate

particularly those containing various ‘dark nudges’25,

or conservative estimate of their peers’ engagement in a

can compromise agency, and the person can feel drawn

particular behaviour, there is evidence that the sharing of

into something beyond their control. Helping individuals

social norms can potentially backfire and increase pres8
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sure to conform to an unhealthy social norm. The sharing

Understanding of gambling industry strategies to draw peo-

of social norms is only useful when individuals overesti-

ple in and keep them gambling, including those that exploit

mate others’ approval and frequency of gambling and the

natural human biases and errors

attitudes of these other people are having an influence

Dark nudges — a term used by researcher Philip Newall

on their own gambling 31.

(2018)36 — describe the techniques gambling organisa-

Teachers should therefore be cautious around sharing

tions use to encourage participation in gambling. Re-

prevalence statistics with young people, in case this does

searchers37; 38; 39 suggest the gambling industry utilises a

more harm than good.

range of techniques including:
•

Understanding of probability, odds, house edge, random-

Normalisation of gambling behaviours, particularly by
creating a perception that it is a key part of enjoying

ness, superstition and other ‘thinking errors’ such as a sense

sport entertainment

of deservedness

•

Recent reviews32; 33 noted that many schools avoid cover-

Legitimisation through partnering with trusted organisations (to convey the impression that gambling

ing complex mathematical concepts around gambling to

is accepted by those known to be ethical)

avoid overwhelming students. However, the researchers

•

felt that understanding such concepts supported young

Extensive advertising with particular focus on vulnerable groups

people’s understanding of ‘the unprofitability and unpredictability of commercial gambling products.’

•

‘Free bet’ promotions and ‘welcome back’ bonuses

•

Encroachment into gaming including through
non-monetary forms, e.g. ‘loot boxes’

Further research suggests that teaching about mathe-

•

matical concepts and human biases is likely to be more

Over-emphasising a distinction between problem
and responsible gambling — encourging people to

effective if it involves an experiential component (i.e.

think of themselves as responsible gamblers

students see these things in ‘action’ for themselves,

•

rather than simply being informed about them although

Adverts and encouragement to bet on highly specific
events where participants are less likely to win (e.g.

we must be wary of being instructional or encouraging

first goal scorer or specific scoreline)

unhealthy behaviours through such demonstrations)34.

•

Additional techniques are used in online gambling:
•

Researchers have noted that gamblers often display

Use of ‘near miss’ outcomes exploit the human bias
to try again if someone has a near miss

distorted thinking which impacts on their gambling

•

behaviour. Some believe that an outcome will be more or

Losses disguised as partial wins (with audio and
visual prompts to support this)

less likely, dependent on what has occurred before. This

•

is known as the gambler’s fallacy — It’s what might cause

Meaningless ‘bells, whistles and associations’ make
use of the human tendency to search for meaning in

someone to keep playing until their ‘luck changes’. They

patterns

may also have various superstitions around their play
such as gambling more as they have seen a good omen,

It is plausible that helping young people to become

or someone has ‘brought them luck’.

aware of these techniques can help them to be more
resilient to them.

Donati et al.35 found that susceptibility to the gambler’s

Understanding of gambling risks and harms

fallacy and superstitious thinking link to problem gambling. The researchers devised an intervention to reduce

Most gambling education programmes aimed at ado-

these cognitive distortions and tested it with adolescents

lescents include a component on gambling’s risks and

in schools. Those receiving the intervention had reduced

harms40. This would seem an inherent part of enabling

cognitive distortions and lower gambling participation.

young people’s informed decision-making. Two caveats

This suggests that reducing relevant ‘thinking errors’

however merit highlighting: first, the recent review of

through education has a positive effect.

school-based gambling education programmes conclud-

9
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3. Effective practice — prior
considerations

ed that ‘promoting a negative viewpoint of gambling and
its associated consequences are not sufficient to prevent
gambling problems’41 — therefore this should only be a
component rather than the entirety of gambling educa-

Developmental, age-appropriate learning

tion. Second, some young people may find risks enticing
rather than aversive, linked to developmental differences

To be effective, learning in PSHE education must be

in perceptions and responses to risk42, so how risks are

developmental, introducing new and more challenging

presented and discussed is important.

learning while building on what has gone before. It must
also be differentiated to reflect the changing needs of
young people as they mature44.

The parts of the brain that control impulses and assess
risk are still forming and re-shaping until a person’s mid20’s43. Preventive education supports young people to

The PSHE curriculum should address gambling explicitly in

think about the risks involved in different behaviours

later years, but it should also be addressed implicitly at all

before situations arise where they need to assess risk

key stages, through underpinning learning. For example,

quickly — often in a social situation where peer influence

fostering the ability to assess risk and resist peer influence,

is a factor.

while promoting positive mental wellbeing, are important
elements that support gambling harm prevention. These
can be covered in an age appropriate way at each key

Intervention work

stage.

This handbook focuses on universal education rather than
intervention work as a different approach and focus is

Equally, developing young people’s attitudes and values

necessary when working with those already engaged in

relating to this issue, and their personal attributes, needs

gambling, particularly in risky gambling behaviours. For

to take place at a time when it can have most impact. We

further support and guidance on intervention work, please

know that ‘attitudes towards gambling are a good predic-

visit GambleAware at https://about.gambleaware.org/.

tor of problem gambling, particularly during adolescence’45.
In order to plan a developmental curriculum, it can help to

Conclusion

think of a young person in a ‘crunch moment’ where they
need to make decisions quickly, then work back from that

In this chapter we have explored the following key

point to consider what knowledge, skills, attitudes and

points:
•

attributes they would need to have been taught in order

Gambling behaviours are prevalent, with more

to manage the situation effectively. (See fig. 1 on page 11,

young people engaged in gambling than in smok-

opposite, for an example of this.)

ing and taking illegal substances.
•

Assessing pupil needs

Lessons should address online gambling, e-sports
and in-app gambling-style purchases as well as

As with all aspects of PSHE education, assessing what pu-

more traditional forms of gambling.
•

pils’ already know and understand, and the relevant skills

Effective gambling harm prevention work must

they have, is crucial. This enables teachers to determine

include development of skills, strategies, attitudes

the needs of their pupils and choose the most appropri-

and attributes alongside knowledge of risks and

ate learning opportunities for them. Each class will have

harms.

a different level of maturity and a different starting point
in terms of their existing knowledge, understanding and

“It is important to build on and
complement existing learning and
experience of this issue, rather than purely
basing lesson content on pupils’ age or
year group.”

skills. They may also have gaps in knowledge and misconceptions which need to be addressed through the lesson.
It is important to build on and complement existing learning and experience of this issue, rather than purely basing
10
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Fig. 1: The following is an example crunch moment which can help to understand this process:
CJ has recently moved and is trying to make new friends so is excited when a group of classmates invite
them to hang out at the weekend. They meet at a bowling alley but the group start playing the slot
machines instead of bowling and have so far been mainly ignoring CJ. But then the group run out of
money. It’s at that point they ask CJ over to play on the machines with them. What might CJ do?

What KNOWLEDGE

What SKILLS would they

What ATTITUDES or

would they need to

need to manage the

ATTRIBUTES would help

manage the situation?

situation?

them in the situation?

lesson content on pupils’ age or year group. A secondary
teacher in our survey commented:
“Assessing the baseline is key as the range of experience at
Year 7 and Year 9 level is huge. One person in Year 7 was
gambling £400 — another didn’t have access to any electronics and was completely confused.”
Baseline activities such as mind-maps, attitude continuums (from strongly agree to strongly disagree) and ‘draw
and write’ activities can help teachers to find out what
young people already know and understand, their misconceptions, and what they still need to learn. Further details
about how to effectively assess learning can be found in
the PSHE Association’s PSHE Planning Toolkits for key
stages 1 and 2, and key stages 3 and 4 (www.pshe-association.org.uk/planningtoolkits).
Opposite is a worksheet completed by a pupil in a year
3/4 group as part of our work to inform the planning of
lesson resources.
It shows that their understanding of gambling comes from
horse racing, and suggests they believe it is possible to

behaviour so attitudes and social norms may be different

‘know how to win’ at a game of chance. A set of responses

to those which the teacher might expect.

like this from a whole class helps a teacher to adapt the
lessons to focus on the aspects of this topic which are

In schools with a faith character, it is important to reflect

most relevant and important for their pupils.

on what the best tone and format of any work in this area
should be. Remember that there will be additional barriers

The impact of faith on gambling education

to seeking help if a person fears they will be judged for
participating in gambling, so it is important to consider this

Some cultures and faiths have strong attitudes towards

when planning relevant learning.

gambling. In some religions, gambling is seen as a sinful
11
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Placing gambling education in a suitable
context

opportunities to address gambling:

It is important to reinforce learning around gambling at
multiple points in a young person’s schooling, as research

•

Addiction and its consequences

•

Managing peer influence

•

Assessing risk (in relation to dares, probability and
assessing potential gains)

suggests that one-off lessons have far less impact on
young people’s learning or behaviour46. As noted above,
this need not be explicit learning exclusively. Teachers can

•

Financial decision-making and debt

•

Sources of support for different health and relationship issues (including when and how to seek support)

plan opportunities which embed key concepts or that use

•

the context of other topic areas to reinforce and extend
prior learning, ensuring the necessary links are highlighted

Media and advertising literacy

Teachers may wish to align input with the PSHE Associ-

for young people.

ation’s Programme of Study (www.pshe-association.org.
uk/programmeofstudy), which identifies suitable learning

Learning on gambling should build on prior learning from

opportunities for PSHE education across each key stage.

across a planned PSHE programme and contribute to it

Learning opportunities that may be relevant to gambling

coherently. The following topic areas provide relevant

Key stage 1

H2. to recognise what they like and dislike, how to make real, informed choices that improve
their physical and emotional health, to recognise that choices can have good and not so
good consequences
R5. to share their opinions on things that matter to them and explain their views through
discussions with one other person and the whole class
L7. about the role money plays in their lives including how to keep it safe, choices about
spending or saving money and what influences those choices
L10. about the ‘special people’ who work in their community and who are responsible for
looking after them and protecting them; how people contact those special people when
they need their help…

Key stage 2

education include:

H10. to recognise, predict and assess risks in different situations and decide how to manage
them responsibly (including sensible road use and risks in their local environment) and to
use this as an opportunity to build resilience
H13. how pressure to behave in unacceptable, unhealthy or risky ways can come from a
variety of sources, including people they know and the media
H14. to recognise when they need help and to develop the skills to ask for help; to use
basic techniques for resisting pressure to do something dangerous, unhealthy, that makes
them uncomfortable or anxious or that they think is wrong
H16. what is meant by the term ‘habit’ and why habits can be hard to change
H22. strategies for keeping safe online…
H23. about people who are responsible for helping them stay healthy and safe; how they
can help these people to keep them healthy and safe
R15. to recognise and manage ‘dares’
L2. why and how rules and laws that protect them and others are made and enforced,
why different rules are needed in different situations and how to take part in making and
changing rules
12
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KS 2 (cont.)

L13. about the role money plays in their own and others’ lives, including how to manage
their money and about being a critical consumer
L14. to develop an initial understanding of the concepts of ‘interest’, ‘loan’, ‘debt’, and ‘tax’
(e.g. their contribution to society through the payment of VAT)

Key stage 3

H20. ways of recognising and reducing risk, minimising harm and strategies for getting help
in emergency and risky situations
H30. the risks and consequences of ‘experimental’ and ‘occasional’ substance use and the
terms ‘dependence’ and ‘addiction’
R30. to recognise peer pressure and have strategies to manage it…
R31. to understand the feelings and pressure that the need for peer approval can generate…
R32. to understand the terms ‘habit’, ‘dependence’ and ‘addiction’ in a wide variety of contexts…and where and how to access support if they have concerns
R35. the safe and responsible use of information communication technology…
L19. about gambling (including online) and its consequences, why people might choose to
gamble, and how the gambling industry influences their choices and tries to engage them
in gambling; how to manage pressure or influence to gamble and access support if worried
about themselves or others
L20. to explore social and moral dilemmas about the use of money…

Key stage 4

Teacher handbook

H4. the characteristics of emotional and mental health and the causes, symptoms and
treatments of some mental and emotional health disorders…
R12. how to access… sources of information, advice and support
R29. the role peers can play in supporting one another (including helping vulnerable friends
to access reliable, accurate and appropriate support)
L20. to recognise and manage the influences on their financial decisions, (including managing
risk, planning for expenditure, understanding debt and gambling in all its forms); to access
appropriate support for financial decision-making and for concerns over money, gambling etc.

Statutory requirement to provide

over-reliance on online relationships including social

education about gambling

media, the risks related to online gambling including the

From September 2020, the health education aspect of

targeted at them and how to be a discerning consumer of

PSHE will be compulsory in all secondary schools, with

information online

accumulation of debt, how advertising information is

statutory guidance outlining the content to be covered
in non-independent schools. The Relationships, Sex and

Conclusion

Health Education statutory guidance mandates that
gambling-related education must be delivered during the

In this chapter we have explored the following key

secondary phase in all non-independent schools. Within

points:

health education, the internet safety and harms sections

•

requires that schools address the following:

It is important to assess pupils’ starting points in
order to enable developmental, maturity-appropriate lesson planning.

the similarities and differences between the online world

•

and the physical world including: the impact of unhealthy

Input should be differentiated to meet the needs
of all pupils.

or obsessive comparison with others online (including

•

through setting unrealistic expectations for body image),

It is important to locate learning around gambling
in an appropriate context.

how people may curate a specific image of their life online,
13
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4. Planning learning

Literature review

Aims of learning

Our literature review found that the following

When planning lessons on any topic in PSHE education, it

knowledge, skills and attributes are likely to

is important to start with your identified learning objec-

benefit young people as they navigate choices

tives and intended learning outcomes. Engaging looking

related to gambling:

resources or activities can be attractive to teachers, but

•

must also provide quality content, including clear objectives and outcomes.

autonomy, intrinsic goals, and ethical values
•

The more precise and concrete the intended outcomes
extent to which they have been met.

•

Emotion regulation skills, including coping
adaptively with negative emotions and

Learning objectives: What do you intend the pupils to

adaptive ways of sensation-seeking

learn about, or learn how to do?
•

Increased self-efficacy to act in line with
them, resisting peer or other influences

are, the easier it will be to plan the lesson and assess the

•

Increasing awareness of one’s personal

Learning outcomes: What will the pupils be able to do

•

as a result of the learning? Identify…? Demonstrate …?

Positive social norms (where individuals
believe their peers and/or family are more

List…? Describe…? Explain...? Manage…? Analyse…?

approving or more involved in gambling)

Evaluate …?

•

Understanding of probability, odds, house

Develop skills and attributes as well as

edge, randomness, superstition and

knowledge

other ‘thinking errors’ such as a sense of
deservedness

When planning PSHE education, a balance is needed

•

between learning opportunities which develop knowl-

Understanding of gambling industry

edge, understanding, skills and personal attributes47.

strategies to draw people in and keep

Programmes that rely on giving information alone (i.e. only

them gambling, including those that exploit

increasing knowledge) have been shown to be ineffective

natural human biases and errors

at enabling young people to make safe and healthy choic-

•

es in real life situations48; 49.

Gambling risks and harms

While a body of knowledge and understanding is essential
to constructive decision-making, the way we make use

Schools should therefore seek to provide specific learning

of this knowledge and understanding is dependent on a

opportunities which address these aspects in their PSHE

range of other factors. A person may know what the saf-

education curriculum, providing pupils with a programme

est, healthiest or most appropriate response in a situation

that goes beyond imparting factual information.

might be but they need strategies (and the appropriate
vocabulary) to make good decisions in the moment and

The following set of outcomes will support planning of

turn them into appropriate actions.

specific learning related to gambling. A number of these
outcomes may also be covered through other areas of
PSHE education (for example, risk could be explored in

“people need strategies to make good
decisions in the moment and turn them
into appropriate actions”

relation to the risks of using drugs or alcohol).
As a result of gambling education during the primary
phase, pupils should be able to:
14
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Nature of risk
•

Assess risk in a variety of everyday situations

•

Identify what factors make a risk worth taking or

•

bling
•

mean a risk is too great

Explain what gambling means

•

Give examples of winning, losing, saving and spend-

•

Explain the risk of debt from gambling

•

Describe the potentially addictive nature of gambling and the links with mental wellbeing

Influences on gambling decisions

ing
•

•

Identify different ways people can win, lose or spend

•

Explain luck, chance, probability and risk in relation

•

Influences on gambling decisions

•
•
•
•

Help-seeking

Describe what to do if they are concerned about

•

someone’s gambling behaviour

•

Making lessons interactive

Nature of risk
Identify what factors make a risk worth taking and

PSHE education is most effective when young people
are actively taking part in the learning. Lessons that rely

which factors mean a risk is too great
•

heavily on factual information giving and passive listening

Evaluate factors which affect the likelihood and

do not provide enough opportunity to develop skills, strat-

degree of risk in different situations

egies, attitudes and attributes. A well planned PSHE lesson

Key principles of gambling
•

Describe ways to get help for people with gambling-related issues

phase, pupils should be able to:

•

Identify warning signs that a person needs help with
their gambling behaviour

As a result of gambling education during the secondary

Explain how to make informed decisions about risk

Explain the thinking errors and biases associated
with gambling

Help-seeking

•

Explain the techniques the gambling industry uses
to encourage gambling and how to resist these

Explain why some people may choose not to gamble
at all

•

Describe how the gambling industry sets odds that
ensure they make a profit

Explain how or why someone might feel pressure to
gamble

•

Assess the probabilities of winning and losing in
different forms of gambling

Describe how it feels to win or lose (games, money,
precious items)

•

Explain/demonstrate ways to resist influence

Odds, probabilities and thinking errors

Explain what can affect someone’s decision to
spend, save or gamble money (or other items)

•

Describe how others can influence gambling-related
decisions

to gambling behaviours

•

Explain why people make different decisions about
whether or not to gamble

money
•

Explain how chance-based transactions in online
games can carry similar risks

Key principles of gambling
•

Describe the potential risks associated with gam-

will provide a mix of activities, including opportunities to

Define gambling and suggest examples of common

gain knowledge, develop skills, and reflect on the learning.

gambling behaviour and evaluate whether these are
a worthwhile use of money

Teachers pushed for time within a busy PSHE education

•

Describe the law as it relates to gambling

programme sometimes opt to deliver certain topic areas

•

Explain what ‘impulsivity’ and ‘delayed gratification’

via assemblies. However, assemblies are unlikely to devel-

are and how they relate to gambling

op young people’s skills and attributes, or enable teachers
to assess their progress. Assemblies provide an opportu-

Gambling-related harms
•

nity to reach large numbers of pupils in a short space of

Identify and challenge common gambling stereo-

time and can reinforce or introduce in-class teaching, but

types

are no replacement for lessons, because:
15
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It is very hard to appropriately pitch a message for

is to revisit a baseline activity. Activities such as ‘mind

such a large number of young people with different

maps’ or ‘draw and write’ exercises can be revisited with

levels of understanding / experience

the pupils using a different coloured pen to add additional

It is more difficult to cater for any pupil who has been

thoughts, information and ideas, correct original miscon-

personally affected by the issue

ceptions and fill gaps in prior knowledge. Such activities

Assemblies do not provide opportunities for pupils to

provide assessment evidence in their own right. In addi-

ask questions or seek further help

tion, success criteria can support teachers and pupils to

One-off, short inputs are unlikely to have a sustained

assess progress and make a judgment on whether pupils

impact on pupils’ attitudes or behaviour

are ‘working towards’, ‘working at’, or ‘working beyond’ the
intended outcome(s) for that piece of learning.

Importance of assessment and evaluation
Whilst it should not be ‘marked’, personal reflection in

As in any other school subject, it is important that teach-

PSHE education lessons is beneficial. Pupils value oppor-

ers are able to assess what pupils have learnt in a lesson.

tunities to consider how new learning will be relevant in

It is also important that pupils have opportunities to draw

their own lives. Sometimes pupils may reflect in writing

together and reflect on their learning. This ensures that

or through discussion but it is often more appropriate for

teachers feel confident that learning has taken place,

their thoughts not to be recorded. It is important to rec-

and both pupils and teachers can identify future learning

ognise and respect that pupils may not feel comfortable

needs. Clear learning outcomes support this process as

sharing all of their personal reflections with peers or staff.

both pupils and teachers can reflect on whether the learn-

It is perfectly acceptable, and an equally valid part of the

ing outcomes were met using a suitable assessment tool.

assessment process, to pose questions for private reflection only.

Lessons should provide opportunities to reflect on:
•

An increase in knowledge (Before I only knew…., now
I also know…)

•

An increase in understanding (I always knew… but
now I can see how it connects to… and now I can see
how I could use this in my life)

•

A change or reconfirmation of a belief (I used to feel…
but I now feel…)

•

A richer vocabulary (Before I would have said... but
now I can say…)

•

Increased competence in skills (Before I didn’t how to
… but now I know how to…)

•

Acquisition of new strategies (Before I wouldn’t have
known how to … but now I know new/more effective

Conclusion

ways to…)
•
•

Improved confidence (Before I could/would say and

In this chapter we have explored the following key

do … but now I feel I am able to say and do…)

points:

Whether any assumptions have been challenged (Be-

•

fore I thought that … but now I realise that was just a

The importance of clear learning objectives and
outcomes to support planning and assessment.

myth or a stereotype).

•

A range of knowledge, skills, strategies, attitudes
and attributes to help reduce risks from gam-

Teachers may wish to use more formal activities to assess

bling-related harms.

and gather evidence of pupils’ progress at the end of a

•

lesson or series of lessons. An effective way of doing this

The importance of assessing pupils’ progress
throughout the lesson.
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5. Effective practice: lesson
delivery
PSHE education, when delivered safely and effectively,
has huge potential for positive impact. However, when
sensitive, controversial or personal issues are delivered in less safe ways, it is one of the few subjects on
the curriculum that has the potential to do harm. It is
therefore extremely important to follow safe practice
guidelines.

Establishing a safe learning environment
In any classroom there will be a wide range of attitudes

•

towards gambling. Gambling is prevalent in society, so pu-

always work within the school’s policies on safeguarding and confidentiality — all staff should know how to

pils will come into the classroom with varying degrees of

respond to a pupil disclosure on this topic

experience of it. Some may have parents, carers or siblings

•

who gamble regularly. Others may have personal experi-

make pupils aware of sources of support both inside
and outside the school

ence of the harms of gambling.

Distancing the learning

A safe learning environment helps pupils feel comfortable
with sharing their ideas, values and attitudes without

It is important to distance the learning from pupils’ per-

attracting negative feedback. It will also help teachers

sonal experiences. This will discourage personal disclo-

to confidently manage discussions on sensitive issues,

sures during whole class discussion and help young people

including gambling. It is good practice for teachers to:

to feel safe in PSHE lessons — if it is an expectation, or

•

even simply an invitation, that young people will share dif-

work with pupils to establish ground rules about how

ficult incidents with the class, they may become reluctant

they will behave towards each other in discussion.

to engage.

Examples of ground rules include:

•

Everyone has the right to be heard and respected.

In practice, this means that it is helpful to provide scenar-

We will use language that won’t offend or upset other

ios, appropriate videos, cartoons or similar, so that young

people.

people are talking about fictional characters rather than

We will comment on what was said, not the person

people they know. This distancing is particularly helpful

who said it.

if a person has personal experience of gambling harms,

We won’t share our own, or our friends’, personal

for example, within the family. This means that, instead of

experiences.

asking what they would do if a relative exhibited problem

We won’t put anyone on the spot.

gambling behaviours, a teacher would ask what the char-

We won’t judge or make assumptions about anyone.

acter could do in that situation.

offer some opportunities for pupils to discuss issues

It is important to do our best to find out in advance if

in small groups as well as sharing views with the class
•

there are any pupils in the class who may be particular-

make boxes available for pupils to pose anonymous

ly at risk in relation to gambling-related learning and to

questions or concerns
•

make sure that teachers and any visitors are aware that

provide access to balanced information and differing

certain aspects may need to be addressed in a particularly

views to help pupils clarify their own opinions and

sensitive manner. For example, if a relative of someone in

views

the class is known to have a gambling issue, it is important
17
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that a teacher does not over-stress the long term conse-

gambling are not as clear-cut as in other health-related

quences of gambling-related debt. However, it is impos-

behaviours such as smoking.

sible for teachers to know about all the issues affecting
young people’s lives, and so effective distancing helps to

Conversely, if a young person has a gambling problem, or

keep learning safe for all pupils, whether they are known

knows someone else with one, they might feel trauma-

to have additional vulnerabilities or not.

tised by emotionally charged stories that too closely mirror
their own experiences. Pupils would be expected to relive

Avoiding shock, fear or shame

difficult experiences in an environment where it is hard
to disengage and where there is limited scope to manage

PSHE education must take a positive approach which does

feelings appropriately. Shock stories can also increase stig-

not attempt to induce shock, fear or shame but focuses on

ma, reducing individuals’ inclination to seek support.

what pupils can do to keep themselves and others healthy
and safe.

It is sometimes argued that young people are exposed to
much worse via the media so we need not be overly sensi-

People tend to think that if a child or young person is

tive about the content or tone of lessons in school. Yet we

shocked or scared by what they are shown they will avoid

must remember that at home, young people can switch off

the behaviour in the future. Furthermore, both young

what they’re watching or go into another room. Removing

people and teachers (the majority of whom have received

themselves from lessons is more challenging for pupils

little or no training in teaching PSHE) will often say that

who may not want to draw attention to their past expe-

they like ‘hard-hitting’ material and that it engages them

riences and in any event, exposure to sensitive material

more effectively.

may have already created high levels of anxiety. Lessons
involving shock tactics which aim to cause fear therefore

It may appear logical to focus on the dangers of exces-

pose a significant risk of harming the young people who

sive gambling, for example, through sharing difficult and

may be most vulnerable.

emotional details of how badly a person’s life (and that of
their families) has been affected. This is an understandable assumption, but ‘shock tactics’ can have the opposite
impact to that which was intended50.
In practice it is more likely that shock and fear
(when experienced in a safe setting — in this case a classroom) will become exciting, in a similar way to watching
a horror film or riding a rollercoaster. This can undermine
the desired learning.
And where lessons focus on the most extreme negative
consequences, they often appear far removed from young
people’s lived experiences. Many pupils will know people
who engage in gambling in an enjoyable way, so to focus
only on extreme gambling behaviours can cause pupils to
doubt how common or true these negative examples are.
This is even more important given that attitudes towards

“Shock stories can increase stigma,
reducing individuals’ inclination to seek
support.“
18
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Avoiding instructional content or inspiring
risky behaviours

•

could it glamorise the behaviour in the eyes of young
people?

•

Case studies or real life stories are often used in lessons to

does it suggest a behaviour is ‘normal’ or more prevalent than it is?

add interest and authenticity to learning. When carefully
selected, these can be very effective tools. But we must

If the answer to any of these questions is ‘yes’, it is likely

also be wary of the potential to instruct or inspire the very

that the resource will have unintended detrimental effects

behaviours we are warning against, by giving too many

on young people and further consideration should be

instructional or inappropriate details, or by unintentionally

taken about whether it is appropriate to use.

glamorising unsafe or unhealthy experiences.

Signposting support

A story in which someone starts out having fun and/
or winning when gambling may end up enticing young

Appropriate sources of help and support should be

people to engage in such behaviours, even if the rest of

signposted before, during and after lessons so that young

the story focuses on the negative consequences — as

people are clear about further opportunities to talk about

young people can assume those consequences will not

personal situations in a suitable, one-to-one setting.

happen to them. The ‘it won’t happen to me’ assumption

These should be internal and external sources of support.

is a well-recognised phenomenon in psychology and risk

The following sources of advice and support may be use-

management; optimism is specifically associated with

ful for pupils.

irrational gambling behaviour — optimists may remember
51

Childline — 0800 1111 or www.childline.org.uk trained

the excitement and wins in the story and discount (or even

counsellors, including via email and an online chat

forget) the long-term harms. Furthermore adolescents

service.

weigh risk differently to adults, placing more emphasis on
benefits rather than risks, and on short-term versus long-

GambleAware — www.begambleaware.co.uk provides

term outcomes52; 53.

resources, information and support to keep people safe
from gambling harms.

When assessing whether a case study or real life story is

GamCare — www.gamcare.org.uk advice about

safe, consider:
•
•

gambling problems including a helpline and online chat

could it inspire a young person to engage in the be-

service.

haviour you’re trying to prevent?

The National Gambling Helpline number is 0808

does it provide detail of methods or techniques which

8020 133.

could enable young people to engage in — or hide —
risky behaviour?

Conclusion
In this chapter we have explored the following key
points:
•

Establishing a safe learning environment is crucial
and involves agreement of ground rules, ways to
ask anonymous questions, and distancing.

•

It is important to check resources and materials
carefully to ensure they do not inspire shock, fear
or shame and are not unwittingly encouraging
unhealthy or unsafe behaviours.

•

Signposting further support services for young
people should be a key feature of every lesson.
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6. Visitors to the classroom

potential to win, particularly if they do not have disposable income themselves. The fact that the person faced
such huge losses may be a deterrent for some, but others

Benefits of external input

will know people who have gambled and not faced such
consequences.

External visitors with expertise and/or creative resources
can add interest and a fresh voice on a range of PSHE ed-

The speaker has also told the class how easy it is to gam-

ucation topics. Outside agencies often have resources and
personnel capacity that schools themselves do not have.

ble online (along with a tip about what to search for) and

Inviting in support agencies is also an ideal way of intro-

who may not otherwise have thought about gambling in

that there are offers of free money to do so. Young people
this way have been told all about it in an engaging manner.

ducing young people to support services, and encouraging
help-seeking behaviours.

Schools must therefore be careful when selecting appropriate visitors to the classroom and ensure all materials

However, it is vital that schools are selective about the

provided by speakers are thoroughly reviewed before

visitors invited into the classroom. Teachers should be

inviting them to work with young people.

discerning around how they are used and confident that
any content they deliver is safe and appropriate.

Visitor sessions should be interactive, as any standard

Key considerations

lesson would aim to be. Lengthy presentations are unlikely

It is incredibly important that the safe practice guidance in

dents are encouraged to prepare questions, take part in

the previous chapter is followed. As stated, sessions that

reflection activities and share ideas with the ‘expert’ who

are instructional, or inspire interest in unhealthy/unsafe

challenges or extends their thinking.

to be as effective as an interactive session where stu-

behaviours, and those using shock tactics or focusing only
on worst-case scenarios should be avoided

It is also vital that visitors focus on agreed aims, objectives and outcomes to compose a session plan which is

It might for example seem an obvious choice to invite

agreed in advance. This ensures that learning is effectively

someone with lived gambling experience to speak. How-

focused and complements other aspects in the PSHE

ever, we need to consider whether elements of their

education curriculum.

personal story may contradict our aims to deliver safe,
effective gambling education.

Visitors must also work within the bounds of school policies and be aware of disclosure protocols.

To illustrate this issue, take a look at the following fictional
example:
‘So, I started off with slot machines, you know a fiver
here and there but online was so much easier I could do
it anytime I wanted, it’s easy — download the apps and
away you go, just Google ‘Betting site!’ for example. I got a
free £10 starting bet and within a week I’d won a fortune!
By then I was hooked but after a while, things took a
downward turn and that was it… I lost my house, the
bailiffs took my car and everything was gone!’
Here, the speaker has potentially inspired the class by
sharing that they won a large sum of money originally —
the class may disregard the later stories in favour of the
20
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Visitor checklist

Further guidance and a more extensive checklist is available at www.pshe-association.org.uk/curriculum-and-re-

In order to select visitors appropriately, consider the fol-

sources/resources/external-visitors.

lowing set of questions:
•

Who is, or are, the people you are inviting into your

Conclusion

session? What organisations are they affiliated with?
•

In this chapter we have explored the following key
points:

Is their (or their organisation’s) agenda transparent and
appropriate? Are they trying to sell or market particular
products or services directly to young people?

•

•

What skills, needs, expectations, experiences or knowl•
•

edge do they bring?
•

Does this visit fit into and build on current schemes of
work?

•

Is the input relevant? Or can it be made relevant in

The benefits and limitations of using visitors to
deliver gambling-related learning.
Ways to plan effectively for any proposed visit.
The safe practice principles relevant to choosing,
inviting and working with visitors to the
classroom.

negotiation with visitors?
•

Does it build on, extend or enrich previous work?

•

Does it offer a stimulus for future work, and if so do my

7. Conclusion

team or I have the skills and knowledge to capitalise on

While there are examples of good practice in schools,

it?
•

many PSHE education leads are not currently aware of

Might any young person be upset by this input? If so,

the prevalence of gambling-related risks or the need to

are there ways to manage such eventualities to mini-

support their pupils in this area.

mise the potential for harm?

It is therefore timely that GambleAware and the PSHE

Whilst planning the session, you may also wish to
consider:

Association are working together to support schools and

•

help teachers consider how to deliver safe, effective and

teachers with this work, and we hope this handbook will

Is the session planned in a way that will allow all pupils
to meet the learning outcomes?

•

evidence-based sessions.

Is there interactivity and differentiation in the session
which supports young people to learn effectively?

•

This handbook sits alongside a range of additional re-

Does this visitor need additional support in understand-

sources to support schools introducing or improving gam-

ing best practice in a PSHE education classroom?

bling education. Please visit www.pshe-association.org.uk/
gambling for updates and additional resources.

Whilst it is not always possible to plan for every eventuality, good visitor research and preparation can ensure

Further support

pupils learn safely and effectively.

The PSHE Association provides further support and
training on delivering a variety of aspects of PSHE education. There are also supplemental materials and teaching

“it is vital that schools are selective
about the visitors invited into the
classroom. Teachers should be
discerning around how they are used
and confident that any content they
deliver is safe and appropriate.”

resources which can support colleagues in delivering high
quality gambling related education.
GambleAware provides further information about gambling harms and host a range of research papers and
resources to support teacher subject knowledge and
understanding of common trends.

21

How to address gambling through PSHE

Teacher handbook

Acknowledgments
We are grateful to all the pupils and teachers who contributed to our work and the development of this handbook.
In particular, Bromet Primary School (Worthing), Charter Primary School (Coventry), Hinguar Community Primary
School (Southend) and St Margaret Clitherow RC Primary School (Stevenage) who provided opportunities for us to
work with their pupils to explore age appropriate gambling education. We would also like to thank Dr Elly Hanson
for her significant contribution in producing the evidence scope.

22

How to address gambling through PSHE

Teacher handbook

ENDNOTES
1 Department for Education (2019). Relationships Education, Relationships and Sex Education (RSE) and Health Education Statutory guidance for governing bodies, proprietors, head teachers, principals, senior leadership teams, teachers.
[Online] Available at:
2 PSHE Association. (2017). A curriculum for life: the case for statutory PSHE education. [Online] Available at: https://
www.pshe-association.org.uk/curriculum-and-resources/resources/curriculum-life-case-statutory-pshe-education.
3 Horch, J. and Hodgins, D. (2015). Self-stigma coping and treatment-seeking in problem gambling. International Gambling Studies, [Online] 15(3), pp.470-488. Available at: https://www.tandfonline.com/doi/abs/10.1080/14459795.2015.1
078392.
4 Dixon, R., Youssef, G., Hasking, P., Yücel, M., Jackson, A. and Dowling, N. (2016). The relationship between gambling
attitudes, involvement, and problems in adolescence: Examining the moderating role of coping strategies and parenting
styles. Addictive Behaviors, [Online] 58, pp.42-46. Available at: https://www.tandfonline.com/doi/abs/10.1080/1445979
5.2015.1078392.
5 Wardle, H., Reith, G., Best, D., McDaid, D. and Platt, S. (2018). Measuring gambling-related harms: A framework for
action. [Online] gamblingcommission.gov.uk. Available at: https://www.gamblingcommission.gov.uk/PDF/Measuring-gambling-related-harms.pdf.
6 Blake, M., Pye, J., Mollidor, C., Morris, L., Wardle, H. and Reith, G. (2019). Measuring gambling-related harms among
children and young people: A framework for action. [Online] gamblingcommission.gov.uk. Available at: https://www.gamblingcommission.gov.uk/PDF/Measuring-GRH-in-CYP-A-framework-for-action.pdf.
7 Wardle, H., Reith, G., Best, D., McDaid, D. and Platt, S. (2018). Measuring gambling-related harms: A framework for
action. [Online] gamblingcommission.gov.uk. Available at: https://www.gamblingcommission.gov.uk/PDF/Measuring-gambling-related-harms.pdf.
8 Derevensky, J. L., St-Pierre, R. A., Temcheff, C. E., & Gupta, R. (2014). Teacher awareness and attitudes regarding
adolescent risky behaviours: Is adolescent gambling perceived to be a problem? Journal of Gambling Studies, [Online] 30,
435-451. Available at: https://www.researchgate.net/publication/235669991_Teacher_Awareness_and_Attitudes_Regarding_Adolescent_Risky_Behaviours_Is_Adolescent_Gambling_Perceived_to_be_a_Problem.
9 Derevensky, J. L., St-Pierre, R. A., Temcheff, C. E., & Gupta, R. (2014). Teacher awareness and attitudes regarding
adolescent risky behaviours: Is adolescent gambling perceived to be a problem? Journal of Gambling Studies, [Online] 30,
435-451. Available at: https://www.researchgate.net/publication/235669991_Teacher_Awareness_and_Attitudes_Regarding_Adolescent_Risky_Behaviours_Is_Adolescent_Gambling_Perceived_to_be_a_Problem.
10 Webster, M., Bryce, H. and Ratheram, B. (2019). Young People and Gambling Survey 2019. [Online] gamblingcommission.gov.uk. Available at: https://www.gamblingcommission.gov.uk/PDF/Young-People-Gambling-Report-2019.pdf.
11 Connely, A., Fuller, E., Jones, H., Maplethorpe, N.,Sondaal, A. and Wardle, H. (2017) Gambling behaviour in Great
Britain 2015. [Online] Available at: http://www.gamblingcommission.gov.uk/PDF/survey-data/Gambling-behav23

How to address gambling through PSHE

Teacher handbook

iour-in-Great-Britain-2015.pdf.
12 GamCare (2019). GamCare Annual Statistics 2017/18. [Online] Available at: https://www.gamcare.org.uk/app/uploads/2019/03/GamCare-Annual-Statistics-2017-18.pdf.
13 Smith, J. and Nairn, A. (2019). Biddable Youth: Sports and esports Gambling Advertising on Twitter: Appeal to Children, Young & Vulnerable People. [Online] Demos.co.uk. Available at: https://demos.co.uk/wp-content/uploads/2019/08/
Biddable-youth-report.pdf.
14 Gambling Commission. (2019). Review of online gambling. [Online] Available at: http://www.gamblingcommission.gov.
uk/PDF/Online-review-March-2018.pdf.
15 Webster, M., Bryce, H. and Ratheram, B. (2019). Young People and Gambling Survey 2019. [Online] gamblingcommission.gov.uk. Available at: https://www.gamblingcommission.gov.uk/PDF/Young-People-Gambling-Report-2019.pdf.
16 GamCare (2019). Briefing Paper - GamCare Annual Statistics 2017/18. [Online] Available at: https://www.gamcare.
org.uk/app/uploads/2019/03/Briefing-Paper-GamCare-Annual-Statistics-2017-18.pdf.
17 Webster, M., Bryce, H. and Ratheram, B. (2019). Young People and Gambling Survey 2019. [Online] gamblingcommission.gov.uk. Available at: https://www.gamblingcommission.gov.uk/PDF/Young-People-Gambling-Report-2019.pdf.
18 Webster, M., Bryce, H. and Ratheram, B. (2019). Young People and Gambling Survey 2019. [Online] gamblingcommission.gov.uk. Available at: https://www.gamblingcommission.gov.uk/PDF/Young-People-Gambling-Report-2019.pdf.
19 House of Commons (2019) House of Commons Select Committee Report: Immersive and addictive technologies (15)
[Online] Available: https://publications.parliament.uk/pa/cm201719/cmselect/cmcumeds/1846/1846.pdf.
20 Valentine G. (2016) Children and Young People’s Gambling: Research Review. [Online] Available at: https://about.
gambleaware.org/media/1274/1-june-update-children-young-people-literature-review.pdf.
21 Parent Zone (2019). The rip-off games: How the new business model of online gaming exploits children. London: Parent Zone. [Online] Available at: https://parentzone.org.uk/system/files/attachments/The%20Ripoff%20Games%20-%20
Parent%20Zone%20report.pdf.
22 Brooks, G. and Clark, L. (2019). Associations between loot box use, problematic gaming and gambling, and gambling-related cognitions. Addictive Behaviors, [Online] 96, pp.26-34. Available at: https://www.sciencedirect.com/science/
article/abs/pii/S0306460318315077?via%3Dihub.
23 Zendle, D. and Cairns, P. (2018). Video game loot boxes are linked to problem gambling: Results of a large-scale survey. PLOS ONE, [Online] 13(11). Available at: https://journals.plos.org/plosone/article?id=10.1371/journal.pone.0206767.
24 Ryan, R. and Deci, E. (2017). Self-Determination Theory: Basic Psychological Needs in Motivation, Development, and
Wellness. Guilford Press.
25 Newall, P. (2018). Dark nudges in gambling. Addiction Research & Theory, [Online] 27(2), pp.65-67. Available at:
https://www.tandfonline.com/doi/full/10.1080/16066359.2018.1474206.
26 St-Pierre, R., Derevensky, J., Temcheff, C. and Gupta, R. (2015) Adolescent gambling and problem gambling: examination of anextended theory of planned behaviour. International Gambling Studies, [Online] 15:3, pp. 506-525. Available at:
https://www.researchgate.net/publication/283902684_Adolescent_gambling_and_problem_gambling_examination_of_an_
extended_theory_of_planned_behaviour.
27 Martin, R., Usdan, S., Nelson, S., Umstattd, M., LaPlante, D., Perko, M. and Shaffer, H. (2010). Using the theory of
planned behavior to predict gambling behavior. Psychology of Addictive Behaviors, [Online] 24(1), pp.89-97. Available at:
24

How to address gambling through PSHE

Teacher handbook

https://www.researchgate.net/publication/42388143_Using_the_Theory_of_Planned_Behavior_to_Predict_Gambling_Behavior.
28 Ruiz de Lara, C., Navas, J. and Perales, J. (2019). The paradoxical relationship between emotion regulation and
gambling-related cognitive biases. PLOS ONE, [Online] 14(8). Available at: https://journals.plos.org/plosone/article?id=10.1371/journal.pone.0220668.
29 Rogers, R., Wardle, H., Sharpe, C., Wood, S., Hughes, K., Davies, T., Dymond, S. and Bellis, M. (2019). Gambling as a
public health issue in Wales. [Online] Bangor University and Public Health Wales. Available at: https://www.bangor.ac.uk/
psychology/research/gambling/docs/Gambling-as-Public-Health-Issue-Wales.pdf.
30 Albert, D., Chein, J. and Steinberg, L. (2013). The Teenage Brain: Peer Influences on Adolescent Decision Making.
Current Directions in Psychological Science, [Online] 22(2), pp.114-120. Available at: https://journals.sagepub.com/doi/
full/10.1177/0963721412471347.
31 Cislaghi, B. and Heise, L. (2018). Theory and Practice of Social Norms Interventions: Eight Common Pitfalls. Globalization and Health, [Online] 14(1). Available at: https://globalizationandhealth.biomedcentral.com/articles/10.1186/s12992018-0398-x.
32 Keen, B., Blaszczynski, A. and Anjoul, F. (2016). Systematic Review of Empirically Evaluated School-Based Gambling
Education Programs. Journal of Gambling Studies, [Online] 33(1), pp.301-325. Available at: https://link.springer.com/article/10.1007/s10899-016-9641-7.
33 Keen, B., Anjoul, F. and Blaszczynski, A. (2019). How learning misconceptions can improve outcomes and youth
engagement with gambling education programs. Journal of Behavioral Addictions, [Online] 8(3), pp.372-383. Available at:
https://akademiai.com/doi/pdf/10.1556/2006.8.2019.56.
34 Broussard, J. and Wulfert, E. (2019). Debiasing Strategies for Problem Gambling: Using Decision Science to Inform
Clinical Interventions. Current Addiction Reports, [Online] 6(3), pp.175-182. Available at: https://pgflibrary.wordpress.
com/2019/08/05/debiasing-strategies-for-problem-gambling-using-decision-science-to-inform-clinical-interventions-subscription-access-article/.
35 Donati, M., Chiesi, F., Iozzi, A., Manfredi, A., Fagni, F., & Primi, C. (2018). Gambling-related distortions and problem
gambling in adolescents: A model to explain mechanisms and develop interventions.Frontiers in Psychology, [Online] 8,
22, 43. Available: https://dx.doi.org/10.3389/fpsyg.2017.02243.
36 Newall, P. (2018). Dark nudges in gambling. Addiction Research & Theory, [Online] 27(2), pp.65-67. Available at:
https://www.tandfonline.com/doi/full/10.1080/16066359.2018.1474206.
37 Newall, P., Moodie, C., Reith, G., Stead, M., Critchlow, N., Morgan, A. and Dobbie, F. (2019). Gambling Marketing from
2014 to 2018: a Literature Review. Current Addiction Reports, [Online] 6(2), pp.49-56. Available at: https://link.springer.
com/article/10.1007/s40429-019-00239-1.
38 Nyemcsok, C., Thomas, S., Bestman, A., Pitt, H., Daube, M. and Cassidy, R. (2018). Young people’s recall and perceptions of gambling advertising and intentions to gamble on sport. Journal of Behavioral Addictions, [Online] 7(4), pp.10681078. Available at: https://www.researchgate.net/publication/329889789_Young_people’s_recall_and_perceptions_of_
gambling_advertising_and_intentions_to_gamble_on_sport.
39 Sapthiang, S., Van Gordon, W., Shonin, E. and Griffiths, M. (2019). Adolescent problem gambling requires community-level health promotion approaches. Addiction Research & Theory, [Online] pp.1-4. Available at: https://www.tandfonline.com/doi/full/10.1080/16066359.2019.1590559.
25

How to address gambling through PSHE

Teacher handbook

40 Keen, B., Blaszczynski, A. and Anjoul, F. (2016). Systematic Review of Empirically Evaluated School-Based Gambling
Education Programs. Journal of Gambling Studies, [Online] 33(1), pp.301-325. Available at: https://link.springer.com/article/10.1007/s10899-016-9641-7.
41 Keen, B., Blaszczynski, A. and Anjoul, F. (2016). Systematic Review of Empirically Evaluated School-Based Gambling
Education Programs. Journal of Gambling Studies, [Online] 33(1), pp.301-325. Available at: https://link.springer.com/article/10.1007/s10899-016-9641-7.
42 Steinberg, L. (2007). Risk Taking in Adolescence. Current Directions in Psychological Science, [Online] 16(2), pp.55-59.
Available at: https://journals.sagepub.com/doi/abs/10.1111/j.1467-8721.2007.00475.x?journalCode=cdpa.
43 Lebel, C. and Beaulieu, C. (2011) Longitudinal Development of Human Brain Wiring Continues from Childhood
into Adulthood. Journal of Neuroscience. [Online] 31 (30) pp.10937-10947. Available: https://www.jneurosci.org/content/31/30/10937.full.
44 McWhirter, J. (2009). The Theory and Practice of PSHE Education. London: PSHE Association. Department for Education (2015). Personal, social, health and economic (PSHE) education: a review of impact and effective practice. Available:
https://www.gov.uk/government /uploads/system/uploads/attachment_data/file/412291/Personal_Social_Health_and_
Economic__PSHE__Education_12_3.pdf.
45 Hanss, D., Mentzoni, R., Delfabbro, P., Myrseth, H. and Pallesen, S. (2014). Attitudes toward gambling among adolescents. International Gambling Studies, [Online] 14(3), pp.505-519. Available at: https://www.tandfonline.com/doi/full/10.
1080/14459795.2014.969754.
46 Keen, B., Blaszczynski, A. and Anjoul, F. (2016). Systematic Review of Empirically Evaluated School-Based Gambling
Education Programs. Journal of Gambling Studies, [Online] 33(1), pp.301-325. Available at: https://link.springer.com/article/10.1007/s10899-016-9641-7.
47 PSHE Association (2017) Curriculum for life: the case for statutory PSHE education. [Online] Available: https://www.
pshe-association.org.uk/sites/default/files/Curriculum%20for%20life%202017 %20FINAL.pdf
48 Department for Education (2011). Teaching methods that help to build resilience to extremism Rapid Evidence Assessment. Available: http://dera.ioe.ac.uk/3597/1/3597_DFE-RR120.pdf.		
49 McWhirter, J. (2009). The theory of PSHE education | PSHE Association. [Online] PSHE Association. Available at:
https://www.pshe-association.org.uk/curriculum-and-resources/resources/theory-pshe-education.
50 Jones, L., Mitchell, K. and Walsh, W. (2014). A Systematic Review of Effective Youth Prevention Education: Implications for Internet Safety Education. [Online] University of New Hampshire. Available at: http://unh.edu/ccrc/pdf/ISE%20
Bulletin%201_A%20Systematic%20Review%20of%20Effective%20Prevention%20FINAL.pdf.
51 Gibson, B. and Sanbonmatsu, D. (2004). Optimism, Pessimism, and Gambling: The Downside of Optimism. Personality and Social Psychology Bulletin, [Online] 30(2), pp.149-160. Available at: https://journals.sagepub.com/doi/
abs/10.1177/0146167203259929.
52 Moore, S., Gullone, E. and Kostanski, M. (1997). An examination of adolescent risk-taking using a story completion
task. Journal of Adolescence, [Online] 20(4), pp.369-379. Available at: https://www.ncbi.nlm.nih.gov/pubmed/9268412.
53 Parsons, J., Siegel, A. and Cousins, J. (1997). Late adolescent risk-taking: effects of perceived benefits and perceived
risks on behavioral intentions and behavioral change. Journal of Adolescence, [Online] 20(4), pp.381-392. Available at:
https://www.sciencedirect.com/science/article/pii/S0140197197900944.

26

