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A WORD FROM OUR FOUNDERS, CHARLES AND LIZ RITCHIE
“What makes this programme unique is that it focuses on the role of the
gambling industry and the harm caused by its addictive products and
harmful practices.
"By raising awareness of the harm that gambling can cause from an early
age, as opposed to just waiting for the harm to occur, we’re confident we
can help protect many young people.
“But education must also be accompanied by real changes to our
outdated gambling regulations to have the biggest impact.”

CHARITY BACKGROUND
Gambling with Lives (GwL) is a charity that was been set up by the families and friends of young
people who had taken their own lives as a direct result of gambling. No one knows how many
deaths there are related to gambling each year; research indicates that there may be between 250
and 650 gambling-related suicides every year in the UK; a minimum of one every working day.
GwL aims to:
•

Support families who have been bereaved by gambling related suicides

•
Raise awareness amongst gamblers, their families and friends, and health professionals of
the dangerous effects of gambling on mental health, and the high suicide risk
•

In support of these aims, we will also seek to:

•
Reduce gambling related harm by supporting better regulation of gambling products which
lead to an increased risk of gambling addiction and adverse effects on health
•
Promote the treatment of gambling as a health issue which requires improved access to
health services integrated with the NHS, and access to support for families and friends
•
Give a voice to families and friends (‘affected others’) bereaved by gambling and bring the
health issues surrounding gambling to the attention of policy makers and bodies responsible for
regulating the gambling industry
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INTRODUCTION AND CONTEXT
The Gambling Commission estimate that 450,00 11–16-year-olds gamble in the UK, with 55,000 children already addicted,
whilst YouGov research suggests that there are 5 million people currently negatively impacted by gambling. Direct
gambling harms including damage to mental health, finances, life opportunities, and relationships. One in four gamblers
are at high risk of suffering harm. These harms affect both the gambler and affected others, such as family members and
close friends. Gambling is a unique product, as the harms can occur in a matter of seconds – the damage is felt in a much
shorter period of time than with comparative activities like smoking.
Tragically there are estimated to be between 250-650 gambling-related suicides every year in the UK, with young people
most at risk. Gambling with Lives was set up by the families and friends of young people who had taken their own lives as a
direct result of gambling. These were all very normal, bright, popular and happy young folk who had great futures ahead of
them … gambling was their only problem.
Their deaths were very sudden – “out of the blue” with no warning. They were not the result of massive gambling debts,
rather what gambling had done to their hearts and minds.
The last parliamentary legislation on gambling in the UK was the Gambling Act 2005. The Act is widely recognised to have
substantially failed to consider the enormous change bought about by near-universal bile and access to the internet. In
fact, it is commonly referred to as "an analogue act in a digital age".

In this Act, a reference to the licensing objectives is to protect children and other vulnerable persons from
being harmed or exploited by gambling.
Gambling Act 2005 stated objective.

Gambling with Lives is calling for a public health approach to gambling, including a regulatory objective that the
entire population should be protected from harm and exploitation. Over the last three decades, the mode and
frequency of gambling have changed dramatically. It is now more pervasive in our society, more readily available, and
its use by the younger generations is much more difficult to monitor.

Online gambling has transformed traditional betting, with the availability of slot machines, casinos and in-play sports
betting never being more than a click away. Some of these products carry high addiction rates and unlike land-based
machines such as fixed-odds betting terminals (£2 a spin), these online products are relatively unrestricted in terms
of stake size.
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Gambling marketing has saturated TV and social media, with its presence perhaps felt strongest in sport. At the time of
writing, only one Premier League club does not have a gambling sponsor or partner. As a consequence, a gambling
brand is visible up to 89% of the time on Match of the Day. The pervasiveness of gambling marketing has increased
participation in gambling activity and contributed towards the normalisation of gambling in the UK.
Until now, gambling has not received the same attention in education as other activities that carry an inherent risk of
harm, such as tobacco and alcohol. That’s why in 2021, Gambling with Lives has launched this programme, which has
been created by academics, educational specialists, clinicians, an award-winning filmmaker and people with lived
experience of gambling harm, for young people aged 14 and over.
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OBJECTIVES
This resource is intended to provide young people with the knowledge
necessary to understand the inherent risk of different gambling products and to
critically respond to gambling marketing.
This pack contains the overview of the materials that are best suited to be
delivered as a four-lesson programme as part of personal, social, health and
economic education (PHSE), for young people aged between 14 and 16 (years 10
and 11). The materials have been designed for these age groups based on
research around gambling-based education interventions. However, all of the
materials can easily be adapted for any young person older than 16 and can be
used in adult education and in wider awareness-raising activities.

Students are expected to have some prior knowledge of the nature of risk, the
key principles of gambling, influences on gambling decisions, and what to do if
they are concerned about someone else’s gambling behaviour. However, as this
is a relatively new PSHE topic, these subjects will be covered in the lessons. All of
these areas will be reinforced throughout the programme and will provide
young people with the skills to apply these to other areas in the spectrum of
PSHE learning.

The programme touches on other areas of learning including topics such as
online protections, mental health, economic wellbeing, debt, crime, legislation,
the nature of risk and critical marketing. Previous knowledge of these areas is
not essential and can be built on throughout the programme.

The key objectives of this programme are:
•

To change young people’s attitudes, perceptions, behaviours and understanding of gambling risks.

•

To highlight that gambling products can cause mental health issues and how the regulation of products has a
significant impact on risk across the population.

•

To highlight that the normalisation of gambling for young people is having a serious impact through development of
new gambling environments, technologies, and marketing strategies.

•

To demonstrate where researchers have drawn clear parallels with the normalisation process associated with
tobacco.
To positively influence the way in which gambling-based education is delivered in the UK

•

To challenge the prevailing ‘Responsible Gambling’ narrative.

•

To influence decision makers by highlighting that a public health approach to gambling will require an independent

•

education programme for young people.

Specific learning objectives for each subject are listed below under ‘Learning outcomes’ in the ‘Course structure and
contents’ section.

DELIVERY METHODS
GwL-led delivery in the classroom
Throughout the pilot and evaluation, a Gambling with Lives (GwL) representative will facilitate the lesson/session. We will
consider a wide range of delivery methods longer-term.
The programme is intended to run as four separate lessons

USING THE RESOURCES
Materials required for the lesson (provided by GwL)

•

GwL PowerPoint slide deck, with embedded accompanying films and interactive media

•

Fully referenced teachers notes, including lesson plans with optimal timings

The programme, and its evaluation, is best suited to run as four separate lessons (designed for between 45 minutes
and one hour but can be adapted to fit).

To suit the needs of the school timetable, the materials can also be delivered flexibly, including as:

•

A complete module as part of a PSHE style drop down day

•

10–20 minute bitesize segments for delivery as part of a structured tutor time programme

•

A one-off ‘awareness’ session in community settings, in an assembly or as part of a training
programme
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Equipment
Anyone delivering the programme will need the following materials and facilities to be able to run an
effective session:

•

A laptop or computer capable of running MP4 videos and PowerPoint presentations

•

External speakers for the laptop or computer capable of volume adequate for the training environment

•

If possible, a projector or electronic whiteboard to enhance the impact of the films

Ground Rules

•

Everyone has the right to be respected and heard

•

We have the right to “pass” if we do not wish to comment

•

We agree to join in and make a positive contribution

•

We will listen to each other without interrupting

•

We will show respect for each other and each other’s views, even if they are different from our own

•

We agree that it is okay to make mistakes and learn from them

•

We will support each other and encourage those who are less confident than ourselves

Encouraging discussion
The pilot and the evaluation will be most effective when young people are engaged and are able to offer their views and
opinions on gambling, before and after the session/lesson. If these views come from first or second-hand experience of
gambling harm, it is recommended that this discussion happens in a safer environment, with designated safeguarding
leads that are appropriately signposted.
Discussions in the lessons should not be moralistic, but explorative and led by the content provided, with additional
prompts provided throughout the programme.

The programme’s intention is to encourage young people to think about where gambling and the gambling industry fit
into a modern society. Children should be prompted into providing their opinions on harm reduction measures and ideas
on how they would protect fellow young people.
Creating a safe environment
Gambling with Lives has draft ‘working with young people’ policies that can be shared with your establishment ahead of
delivery. The materials must only be delivered where clear child protection and safeguarding policies have been
established by the school, sports club or community organisation prior to teaching. Although our programme has been
designed to fit with in this framework, we recommend that the school policy is understood and referenced throughout
the delivery of the programme.

Gambling is a relatively new topic in education and the prevailing ‘Responsible Gambling’ narrative reinforces the idea
that it is solely up to the individual to safeguard themselves from gambling harms. This programme does not absolve
young people of agency but it does provide hard-hitting information and materials about the products and practices of
the gambling industry and therefore we’d recommend being sensitive when talking about the impact.
YouGov estimate over 5 million people are affected by gambling harm in the UK, including 55,000 children already
addicted to gambling, so it is likely there will be students that have experienced some form of gambling-related harm. If
there is a student who has been identified to have been negatively impacted by gambling, we recommend teachers
speak with safeguarding leads at the school prior to the delivery of the programme, and devise a strategy on how to best
manage the sensitivity of the topic in hand.

It is also important to consider that some faith groups object to all forms of gambling and these views should be
respected and treated with a extra layer of sensitivity, including objecting to any form of judgement from fellow students
with a different viewpoint.

Although Gambling with Lives has experience of gambling-related suicide at its very core, we have not made this the
focus of the content in the programme. There will be a suicide reference in Module 4 (Understanding the lived experience
of gambling harms) and this will be accompanied by a trigger warning in the teacher's notes.
If students are affected by the content of the programme, we recommend that they speak to:
•

A member of staff, preferably the teacher in the room or the designated safeguarding lead

•

A family member

•

A friend

We also recommend signposting towards the NHS children and young people’s mental health

https://www.nhs.uk/using-the-nhs/nhs-services/mental-health-services/cypmhs-information-for-parents-andcarers/
https://www.cnwl.nhs.uk/services/mental-health-services/addictions-and-substance-misuse/national-problemgambling-clinic
https://www.leedsandyorkpft.nhs.uk/our-services/northern-gambling-service
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EVALUATION
With the assistance of an independent evaluator, the pilot will be monitored and measured throughout. The aim of the
evaluation is to assess the effectiveness of the pilot programme, developing a logic model which captures from the
programme:
1. To measure the number of schools, organisations and young people taking part.
2. To establish what difference the course has made to the young people’s short to medium term:
a. Understanding and perception of gambling risks
b. Attitudes and behaviours in relation to gambling
4. The impacts – the longer-term, sustained effects of the programme. As a result of the programme, it is possible that
some young people may be found to have been harmed by gambling and will need signposting and support.
In addition, the evaluation will cover:
An assessment of the programme from the teacher/ school perspective, looking at questions such as:
What they thought of the content and the effect this had on the young people?
For the evaluation to be implemented, it will require cooperation from the teacher and the school, as the work done
towards it will be carried out during and after the session.
It will also survey teachers to measure the effectiveness and usability from a delivery perspective. Both students and
teachers will be encouraged to provide further feedback throughout the evaluation process, with the latter liaising
directly with GwL staff.
The evaluation will ensure geographical, cultural and gender diversity in who we deliver to for a wider representation.
This will form part of the roll-out plan and be monitored throughout.

Course structure and contents

Module 1: The Changing Gambling Environment
Module 1 charts the varied history of gambling and its impact on societies through the ages. It includes two video
resources that provide a basis for class discussion and transport us from Neolithic man to the Digital Age. The module
also gives students the opportunity to explore the impact and effect of gambling harms.
Learning outcomes:
At the end of this module, students should be able to:
•
•
•
•
•

Define gambling
Describe what effect gambling legislation has had on its evolution
Explain how the nature of gambling has changed in recent decades
Explain how participation rates in gambling have increased
Describe the harm gambling can cause

Module 2: Gambling Product Design
Module 2 helps the class understand the basic maths that show how the gambling industry makes profits through
having a ‘house edge’, and includes a film to highlight this. The class can then unpick and discuss the strategies used to
keep customers playing for extended periods of time and ensure the house edge with an interactive app.

Learning outcomes:
At the end of this module, students should be able to:
•
•
•
•
•

Describe how some products are more harmful than others
Describe how gambling products are designed to provide a long-term profit for the
gambling industry
Describe how the odds used by the gambling industry relate to the probability of outcomes
Describe how many gambling products are designed to maximise the amount of time that people spend on them

Module 3: The Influence and Impact of Gambling Advertising and Marketing
Module 3 explores the influence of gambling promotion and the parallels that can be drawn and lessons learned
from the marketing practices of the tobacco industry. It also looks at how gamblingژ
advertising and marketing
normalises gambling activity and how that downplays the risk.
Learning outcomes
At the end of this module, students should be able to:
•

Describe the most common appeal strategies used in advertising and marketing
by the gambling industry

•

Identify the similar advertising and marketing strategies used in both the tobacco
and gambling industries

•

Describe how gambling has become ‘normalised’ through advertising and marketing
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Module 4: Understanding the Lived Experience of Gambling Harms
Module 4 includes a dramatisation of someone harmed by gambling, which is based on real events, to show how
gambling disorder can affect both the individual and those around them. The module will also help students to recognise
the early warning signs associated with a gambling disorder and to signpost them to the appropriate support.
Learning outcomes
At the end of this module, students should be able to:
•

Explain what a gambling disorder is and describe its consequences

•

Explain why some people start to gamble and describe the links with mental well-being

•

Identify the warning signs of gambling harms and describe ways in which people can get help
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