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“Hold on, I'm going to
conference in my wrist.”
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GAMBLING:

Risking something of value in the
of obtaining something of
greater value.

American Psychiatric Association, DSM-5 (2013)
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GAMBLING:
Cards

Dice

Horses

Sporting Events
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GAMBLING
MECHANIZATION
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Technology
Advances
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Stuedy Says Technalogy Could Transform Socely
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National Science Foundation, 1982




Electronic Information Technology

National Science Foun
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HOW TO GET RICH PLAYING VIDEO GAMES
ONLINE

For the stars of the streaming service Twitch, success means working around the clock.

By Tayler Clark
November 13, 2017

ne humid morning this past summer,
Omeed Dariani drove his black Tesla

sedan through the foothills east of San Diego,

looking apprehensive. Dariani is the founder
and C.E.O. of Online Performers Group, a
talent-management company dedicated to
professional video-game streamers, who
broadcast their game play and commentary

live over the Internet. He is thirty-eight, with

a dry, ironic wit and a nervous habit of
: The most fallowed players on the

'E‘v".’ll‘]_lﬂg his goatee, which is I‘ledl}’ going platform Twitch earn well into seven

gray; his clients are, for the most part, young, Jfigures. lllustration by Andy Rementer %@% THE NEW YORKER




eSports market revenue worldwide from 2020 to 2025

statista ¥a

Newzoo; Website (dotesports.com)



eSports audience size worldwide from 2020 to 2025

@ eSports enthusiasts @ Occasional viewers

statista ¥a

sportsbusinessjournal.com



https://www.sportsbusinessjournal.com/Esports/Sections/Finance/2022/04/Newzoo-Esports-Report-2022-Revenues-Livestreaming-Co-Streaming.aspx

Leading eSports games worldwide in 2021,
by cumulative tournament prize pool

statista ¥a

esportsearnings.com



https://www.esportsearnings.com/teams

Online Gambling
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Psychological
Consequences
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Electronic
Information
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Information
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“Looks like another case of someone over
forty trying to understand Snapchat.”
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Treatment Considerations

Heather A. Chapman, Ph.D. ICGCII



"It keeps me from looking at my phone every two seconds.”

m Feb 4,
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Anxiety

Treatment Debt

Ta rgets Loneliness
Depression
Suicidality

Stress related health conditions

Homelessness
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Options

* Access to money
e Access to tech

e Individual and group interventions

e Exercise
e Recreation
e Nature

e Physiological sigh breathing
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Podcasts
Making the

Connection Facebook and Instagram

Anonymous Groups

Counseling
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Thankyou
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