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® Our platforms
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world’s largest research-grade dedicated evidence
international gambling gambling data hubs + stakeholder
evidence centre repository platforms



® Our products
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regularly published on-demand conceptual framework
research snapshots policy briefs of harmful gambling



e Qur services
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research and third-party stakeholder
evidence services evaluation engagement



Qutline

Rationale for looking at digital wellbeing
Understanding digital wellbeing

Digital wellbeing and online gambling
Supporting digital wellbeing

INnsights for online gambling
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® Rationale for looking at digital wellbeing
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® Rationale for looking at digital wellbeing

Why digital wellbeing?
't is an issue that will have long tail impacts at a
population health level.

— [tis atopic that is particularly salient in relation to young people,
so there will be increasing need in this area as they grow older.

There are gaps in prevention and support resources across
online spaces.

The links between digital wellbeing and online gambling
are largely unexamined —and gambling poses distinct risks.



Understanding digital

wellbeing




® Understanding digital wellbeing

What isn't digital wellbeing

We generally think we have an idea of what digital
wellbeing is, but it has been ill-defined.

Digital wellbeing is not:
— Digital literacy
— Digital resilience

— Digitally delivered healthcare/wellbeing support



® Understanding digital wellbeing

What /s digital welllbeing?

Digital wellbeing is:

— Arelatively new concept

— Focused on the impacts of spending time in various online spaces
— A subjective experience that varies over time

— Inclusive of positives and negatives impacts

— Fostered by personal and design factors



‘Digital wellbeing is a subjective individual
experience of optimal balance between the benefits
and drawlbacks obtained from mobile connectivity.
This experiential state is comprised of affective and
cognitive appraisals of the integration of digital
connectivity into ordinary life. People achieve digital
wellbeing when experiencing maximal controlled
oleasure and functional support, together with

mMinimal loss of control and functional impairment.”
- Vanden Abeele, 2021 (938)



® Understanding digital wellbeing

—ostering digital wellbeing

Digital technology can support digital wellbeing
by meeting psychological needs.

ot

Autonomy

Perception of being
the cause of one's
own actions

(Hassenzhal et al.,, 2013)

@

Competence

Feelings of capability and
mMastery over actions, vs.
Incompetence or
Ineffectiveness

(Hassenzhal et al,, 2013; Shove et al,, 2012).

O— O
ah &
\® )/
A
Relatedness

General feeling of
connection to others and
a sense of belonging,
vs. isolation and loneliness

(Lin, 2016; Ryan & Deci, 2000).
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Digital wellbeing and

online gambling




e Digital wellbeing and online gambling
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Conceptual interconnections

Characteristics

GCambling as a form
of leisure, within the

Positive Design .

Resilience design for pleasure

Digital IjteracyA a pproaCh

Psychological Needs

ﬁ Autonomy Competence Relatedness

Characteristics

Digital

Psychological needs
also associated with
gambling

Digital Wellbeing

(Stark, 2021)



® Digital wellbeing and online gambling

AN initial look in survey data

Lower digital wellbeing among those with:

— Past year online gambling
— Psychological needs met by online gambling
— Lower online Positive Play beliefs and behaviours

-  Online gambling harms and problems

Overlap in those with low wellbeing and high gambling harms:

- 18-24 year olds, high involvement, riskier beliefs and behaviours

(Stark, 2021)



Supporting digital

wellbeing




® Supporting digital wellbeing

VWhat Is being done?

Individual
interventions: digital
detox programes, self-
help literature, digital
wellbeing tools (e.g,
to limit screen time)

- Mixed effectiveness as
they focus only on

eliminating drawbacks
(Vanden Abeele, 2021)

Research and education:

(© b

¥ Do you work with children and young

people? The digital generation is growing

up in a world where gaming see more = Internet Matters Ltd
1,455 followers

- ®

Parent Zone
o 1,487 followers
amo «

®

Join us at 10am on 15t March and be the first to he
key insight from our programme 1o see mo

#DvgitalFamilies22, our first face-to-face conference
since 2019, brought together experts from across the
digital world

Our round-up of the event is now live - have a read to
discover some of our speaker highlights, and the
learnings we took away from the day: https://bit.ly/

How does ¥ ' A ’ v Bl 3CSQxTI
tOdOy'S dlgltal - e - :flk:f(l::t/:,l‘nltch(u”'on‘-nc(‘ #parenting #education
world impact = .

children and

young people?

Children’s Wellbeing

in a Digital World Digital
Internet Matters Ltd i Families
1,455 folowers interner
s reosiosd
Join us at 10am on Tst March and b the first to he.
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® Supporting digital wellbeing

VWhat Is being done?

Digital Resilience Working Group: ® &
Understand Know
. . . An individual understands when An individual knows what to do
- W |t h | n t h e U K CO u n CI | -I:O r | nte r n et Safety they are at risk online and can to seek help from a range
5 on O make informed decisions about of appropriate sources
(government, tech community, and charities) i i spoc vl o

\DIGITAL/

RESILIENCE
< S \ 0

—  Advance digital resilience strategy that enables
people to have the skills and understanding to

take action when encounter problems online Laaki Récover

An individual learns from their An individual can recover when

. . experiences and is able to things go wrong online by

- Fra mework a nd resources fo ) rg anizatio nS’ adapt their future choices receiving the appropriate level
where possible of support to aid recovery

policymakers, schools, and companies to use to
embed digital resilience thinking in their offerings

-  Members include Google, Facebook, BBC, etc.



Insights for online

gambling




"By assuming that experiences of digital wellbeing are not only temporary
and idiosyncratic, but also contingent upon a complex constellation of
potentially interrelated factors, digital wellbeing is not reduced to a
problem of psychologically predisposed individuals who use digital
media excessively [...] As such, our experiences with these interactive,
dialogical media (cf. Gergen, 2002) are not only of our own making, but
also shaped by devices in their material form, and by normative
expectations, behaviors and rituals that pertain to specific social and
situational contexts. [...] To that end, we can approach associations
between person- device- and context-specific factors as a constellation
of pathways in a system that help or hamper specific individual in their

quest for digital wellbeing.”
- Vanden Abeele, 2021 (939)



® [nsights for online gambling

How can this concept help us?

Encourage us to understand online gambling more holistically and in context:
— |In peoplée’s lives — other things they do online

-  The person themselves, the device/technology, social norms

-  What they are doing online and why

Improved insights can benefit those who spend time (gambling) online:

—  Support in stigma reduction

—  |Increased awareness, availability, and use of resources across platforms

-  Improved online experiences and greater digital wellbeing



® [nsights for online gambling

Where can we start?

Develop interventions that disrupt the pathways between/address variation
within person, device, and/or context (vanden Abeele, 2021).

Improve user experience by considering how design can fulfill psychological
needs (Peters et al,, 2018; Wang et al,, 2019 in Dowthwaite, et al.,, 2020).

—  Prioritize design for pleasure features (i.e, limiting unnecessary data collection, implementing
user feedback features, and allowing customization; Cecchinato et al,, 2019; Peters et al., 2020).

Create initiatives that span digital wellbeing (including gambling) focused on:
—  18-24 year olds - Building digital literacy and resilience

- Level ofinvolvement - Increasing positive beliefs and
behaviours



Key takeaways

How can broadening our lens to digital wellbeing improve our
understanding of online gambling?

What approaches can we adopt from digital wellbeing
interventions to support those gambling online?

N what ways can consolidating our efforts under the umbrella of
digital wellbeing bolster our impacts for people?
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