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Gambling and health – a 
growing concern

• Gambling recognised as a public health issue.  

• We need similar approach to other public health issues to prevent gambling 
related harm – especially in vulnerable communities. 
– 2.7% of adults (1.4 million) with gambling issues

– 55,000 children aged 11–16 thought to experience problematic gambling 

– People with problematic gambling at 15 times higher risk of suicide

– More likely to have difficulty with finances, mental health, and relationships



• Online Harms White Paper (April 2019)

• DCMS Select Committee report on immersive and addictive technologies (September 
2019)

• Final report from the Gambling Related Harm APPG Inquiry looking into online 
gambling (June 2020)

• The House of Lords Select Committee on the Social and Economic Impact of the 
Gambling Industry report (July 2020)

• RSE and Health Education (from September 2020)

Policy and Political 
Context



Policy and Political 
Context

• DCMS call for evidence into the impact of loot boxes 

• PHE Evidence Review of Gambling Related Harm

• Review of the 2005 Gambling Act

• Cross-government addiction strategy 



• Highlight the harms caused by gambling

• Gambling as a public health issue

• Active coalition with shared aim

• Campaign and influence on key issues

• Promote evidence and undertake research

GHA Objectives



• Convened by RSPH with an educational grant from GambleAware

• Work programme developed in collaboration with GHA members

• Primary audience:
- Policy makers

- Healthcare and public health professionals

• Secondary audience includes the media, public, academics and 
parliamentarians/political stakeholders

GHA Structure



Members: Organisations and individuals committed to working together as part of 
the Alliance, includes the Steering Group.

Work-streams: 

- Policy

- Communications

- Public Affairs 

Associated organisations:Support the goals of the GHA but are not able to feed into 
the policy development, and hold “observer” status. 

GHA Structure



RSPH Research



Gambling-like activity is 
seen as normal



Gambling-like activity 
present in gaming



✓ A commitment from the gaming industry to ensure gamble-free video and mobile 
games for under 18s and the development of a set of criteria and the technology 
required to identify problematic in-game spending.

✓ A broader definition of gambling to be included in the Health Education 
Curriculum and introduced to young people at primary school and the 
development of education programmes for parents and carers on gambling harms.

✓ The recognition of gambling harms as an important issue for Mental Health 
Support Teams in schools and colleges.

✓ The introduction of legislation preventing gambling operators from acting as title 
sponsors for sports clubs.

✓ The imposition of contractual requirements preventing sports professionals from 
endorsing gambling-related activity.

Calls to Action



Based on responses to a Member survey, the topic of Online Gambling was identified 
as the number one priority including: 

• Online gambling and gaming; gaming and gamification of gambling; 
inconsistencies on legislation e.g. on loot boxes; in-app and in-game purchases; 
the role of the Online Harms White Paper in tackling gambling related harm.

Campaigning will focus on loot boxes and young people:

• Regulation

• Code of Practice

• Education

• Financial impacts

• Health and wellbeing impacts

• Consumer rights

GHA Priorities



Thank you

If you are interested in joining the GHA and supporting our 
campaign work, please get in touch:

gha@rsph.org.uk

Joining the GHA


