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PRTATIONYoUuThi& e Numbers
Agestl 217

= 80.2 % of youth ages 12-17 have gambled In
the past year

= Ages 12-16 gamble more than they use
cigarettes, illicit drugs or alcohol

= 45,800 youth age 12-17 identify a problem
with gambling
= 10-14% are at risk




DOTINOMbersiat ADSTV

= Have reached over 35,000 youth in school

presentations since September 2005

= Have reached approximately 20,000 Grade 5

students In Racing Against Drugs Events

since 2007, with OKknow More Gamb“ngéé
= Kids are talking to us about their gambling!

= Kids really are gambling!




WhatdVelKnow About
Youthiand Gambling

= See gambling as low risk

= Donot define thelr own gambling activities as
actual gambling

= Are more likely to identify gambling
problems of others

= Recognize they have gambling problems but
rarely present for treatment




WhatdWetKnow About
YouthiEandGambling

= Youth may participate in several different

forms of gambling at one time

= Youth gamble on both oplay siteso and opay

Siteso on the internet

= Youth are unaware of the physiological

effects of gambling

= Youth are unaware of the links between

mental and physical health and problem
gambling




Y OUuthpeambplingyand/Families

= Often taught to gamble by older family
members

= Gambling can be intergenerational and a
source of family bonding and lore.

= Youth and their parents often see gambling
problems as financial problems.

= Parents bail their kids our financially again
and again

= Young adults seek help once they are away
from home on their own or when parents
refuse another bailout.




youthpvental Health
gndProplemiGambling

Depression
Anxiety
_earning disabilities
Possible concurrent substance abuse
Poor coping skills
_0ss and grief Issues

ADHD
Self esteem and recognition from gambling
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wWhatiWeTKnow About
YOuth

E Youth access Information through the internet
and peers rather than parents and helping
professionals.

e Video gaming is popular among Youth and
Young Adults.




PUTPOSe

E [0 raise awareness that gambling can be high
risk behavior or a serious addiction for youth.

£ lo dispel common myths and replace with
facts.

e To Inform that problem gambling can have
both physiological and mental health effects.




PUTpOSe

E [0 raise awareness about the link between

problem gambling and physical and mental
health.

£ [0 reach a large audience of young people at
one time 24 hours a day.

E 10 share resources with others




AN ATINETSHIPHISIEorni2Z006

e Problem Gambling Services, ADSTV

E mindyourmind.ca: an internationally
renowned website reaching out to youth and
young adults regarding mental health and
high risk behaviors




mndyourmind.cal Vision

A We are dedicated to providing the
necessary information, resources and
sKills to inspire youth to reach out, to
get help for themselves or to give help
to their friends who may be coping
with stress, mental health issues, self-
harming behaviors or suicide.




Mindyourmind.ca

AWWe are committed to reducing the
stigma often associated with
reaching out for help. We also
provide youth- relevant tools for
professionals working with youth
at risk.

A 35,000 visits per month
A 85,000 pages viewed per month







