
Our Impact

“�With�around�55,000�11�–�16yrs�classified�as�problem�
gamblers,�the�work�of�YGAM�has�never�been�more�important.”�

— L E E � W I L L O W S , � Y G A M � , � C H I E F � E X E C U T I V E � & � F O U N D E R



Young Gamers and 
Gamblers Education Trust
The Young Gamers and Gamblers Education Trust (YGAM) is a national education charity with 
a social purpose to inform, educate, safeguard and build digital resilience amongst young and vulnerable 
people, helping them to make informed decisions and understand the consequences around gambling and gaming.  

This is achieved through evidence-led, evaluated and accredited education programmes and resources for anyone that
works with or cares for young & vulnerable people, including teachers, youth workers, community volunteers and mental
health specialists. YGAM also works closely with universities and students to raise awareness of problematic gambling
and gaming, across campus to build digital resilience amongst the student population.   

Our educational workshops are for anyone who works with young and vulnerable people aged 7-25, such 
as teachers, tutors, youth workers, mental-health specialists, prison and probation officers, community 
volunteers and police officers.

Designed to build digital resilience, these CPD certified workshops cover information on gaming and gambling in the UK and provide the 
tools needed to protect people from the risks of problem gambling and gaming, including lesson plans, activities, signs to look out for 
and information on where to go for advice and  support which is provided by the GamCare network.  All training sessions have been 
externally evaluated support which is provided by the GamCare network.  All training sessions have been externally evaluated and are 
assured by the principle Awarding Bodies, Pearson, City & Guilds and ASDAN and the resources and content have been quality-assured 
by the PHSE Association.

Practitioner Workshops

University and Student Engagement

Working in collaboration with universities, YGAM trains and employs students in Living Wage part-time jobs to deliver 
awareness campaigns to fellow students within their university. The engagement programme helps students make 
informed choices through a better understanding of gambling, gaming and the potential risks.  

Research

Through the delivery of the YGAM Workshops and University and Student Engagement programmes, a research 
programme will focus on the attitudes, thinking, and behaviours of young people in relation to gambling and gaming. 
The first piece of research is focused on university students and was published in September 2019.   

Parents

Following on from some research and working alongside young people, parents and carers, YGAM have developed 
a parent hub for their website. The site provides information and support around gaming and gambling for parents and 
carers, alongside a range of tools and activitiesfor the whole family to build up their childrens resilience and establish a healthy 
on-line/off-line balance.

In addition there is a two hour workshop for primary and secondary school children which can be delivered in schools or local 
communities. The workshop provides information, through activities and videos, to provide parents and carers with an understanding 
of on-line play and gambling alongside some tools and techniques to take back into the home.

We are on the Gambling Commissions published RET list of approved organisations to which gambling companies 
are permitted to make social responsibility financial contributions in order to meet their licence conditions.
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At YGAM our social purpose and impact matter deeply.  In Summer 2019, we 
commissioned the National Council for Voluntary Organisations Charities Evaluation 
Service (NCVO CES) to undertake an independent external evaluation of the impact of 
our work on young people.  We also asked them to consider the outcomes we need 
to achieve with and through the practitioners who use YGAM’s resources to inform, 
educate and safeguard young people.  

We now know that through the YGAM Education Programme, young people are gaining an awareness and understanding 
of gaming and gambling related harms. They know where to go for support, understand triggers and risks relating to 
gaming and gambling and feel confident to discuss problem gaming or gambling with their peers. 

The report from NCVO CES fed back a series of recommendations to strengthen and improve the programme further as it 
scales up to deliver the YGAM Education Programme nationally in 2020.  These are being worked on as a priority so that 
YGAM’s work has more value, creates more impact and helps us realise our ambition to inform, educate and safeguard 
over 7 million young people from the risks of gaming and gambling-related harm. 

2,488 
the number of 
practitioners that  
have attended a  
YGAM Workshop 

364,918
 the estimate number  
of young people  
reached by the  
YGAM Education 
programme

9
University partnerships 
established

97%
of practioners would 
recommend a YGAM 
workshop to their 
colleagues 

29,376
university students engaged 
in YGAM inform, educate 
and safeguard activities

£3.3m
funding for 4-year National 
Education Programme

£243,000
pro bono support 

11
the number of regions 
across England, wales and 
Northern Ireland supported 
by YGAM’s Education 
Programme

The Difference We Make

The evaluation found strong evidence that through YGAM’s work 
young people:

  understand gaming and gambling-related harms, potential  
risks and triggers

  are aware of resources they can turn to for help

  have financial knowledge as it pertains to gaming and gambling

  feel confident to discuss problem gaming and gambling with 
their peers and others.

Critically, the evaluation also found evidence  
that young people:

  are confident to make informed choices  
about gaming and gambling

  have an understanding of how to be safe  
in the digital world.

 ...REACHING YOUNG PEOPLE
Since the inception of the YGAM Education Programme, it is 
estimated that information has reached 364,918 young and 
vulnerable people through YGAM-trained practitioners. The 
evaluation recognised that it is difficult to assess these numbers 
accurately because practitioners are not required to keep in 
touch with YGAM after the workshop. 

The pilot evaluation assessed outcomes for young people in a 
school context where practitioners had implemented the YGAM 
training. It was noted that young people also participate in activities 
relating to YGAM’s target outcomes through other elements of 
the school curriculum, and outside it. The YGAM curriculum is 
designed to allow and encourage this. This means that YGAM’s 
input through practitioners is likely to have contributed to the 
outcomes rather than be solely the cause of them.

 ...WORKING WITH PRACTITIONERS
Over the last two years YGAM has delivered the Education Programme to at least 2,488 practitioners.

Overall, NCVO CES found that YGAM’s workshops have been attended by a range of practitioners who work with young 
people. They attended mainly because the workshops had been recommended to them by a colleague. Most practitioners 
who attended were satisfied with the workshop content and with the post- workshop materials and follow-up support.

In workshop feedback, practitioners noted that overall YGAM’s workshop content matched their expectations, and 
the majority of were highly likely or likely to recommend the workshop to a friend or colleague and to implement the 
programme within their setting.

The Evaluation Findings

Young people have gained awareness 
and understanding of gaming and 

gambling-related harms.
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Most practitioners felt the materials for use with young people 
were relevant to the groups they worked with. The evaluation 
identified some improvements to the materials with some 
practitioners identifying that it would be helpful they could be 
more easily adapted to different settings and young people 
reporting that not all materials were equally relatable and more 
tailoring to their perspective is a priority.

NCVO CES looked carefully at the experience for the Practitioners 
who attend a YGAM workshop. The evaluation found that about 
half have been able to communicate YGAM’s messages and use 
YGAM materials with young people. 

Strong evidence was identified that the following 
outcomes were occurring for practitioners:

Increased understanding of the subject matter

  improved familiarity with YGAM’s work 

increased level of confidence to discuss the subject 
matter with young people

a more sympathetic and understanding  
approach to the subject matter

receipt of a Pearson accreditation

The evaluation found strong evidence that young people:

understand gaming- and gambling-related harms, 
potential risks and triggers

are aware of resources they can turn to for help

have financial knowledge as it pertains to gaming 
and gambling

feel confident to discuss problem gaming and 
gambling with their peers and others

are confident to make informed choices about 
gaming and gambling

have an understanding of how to be safe in the 
digital world.



Education is essential
 
The YGAM programme complements all subjects within the National 
Curriculum, PSHE education, student enrichment programmes and the 
latest Ofsted framework around creating confident, self-assured  
learners. All YGAM educational resources are accredited, evidence-led  
and evaluated.   
 
By training professionals who have influence over young people’s learning, 
YGAM equip these professionals with the skills, knowledge and confidence 
to not only deliver the programme but also highlight the age-appropriate 
support available. The YGAM model means professionals can continuously 
repeat the education we provide to embed learning and evidence progress 
and understanding.

Why we measure our work
External evaluation has been a feature of YGAM’s ethos since its inception. As 
YGAM reached its 5th anniversary in August 2019, with a new 3-year strategy just 
completed and the potential to scale to a national programme emerging, the charity 
wanted to understand the real difference its work makes to young people.  This 
time we wanted to more deeply understand the evidence of the effectiveness of 
our work in reaching and engaging young people themselves. 

We also wanted to develop an evaluation framework for YGAM to use on an 
ongoing basis. Working with NCVO Charities Evaluation Service YGAM established 
a pilot to test out and establish evaluation practice for the Education Progamme.

NCVO CES worked with the YGAM team to refresh of our Theory of Change  
looking specifically at the Education Programme.

 

“This learning is so  
important and very  
timely. The range of  
resources, activities  

and advice are  
extremely relevant  

in the digital world.” 
 

Parent

“Fascinating, engaging  
& informative  

presentation. I would  
recommend it  

to anyone working with  
young people.” 

 
Youth worker

 “The course content is fantastic.  
I have learnt so much and I now  

feel I can use these tools confidently  

in my work environment” 
 

Mental Health Specialist

Taking Action
The NCVO CES team and the YGAM Education 
Team collaborated to review the findings and 
understand how the Programme should be further 
developed to achieve an even greater impact.

“Young people identified  
the financial consequences  

ofspending money on  
gaming and gambling,  

including debt issues for  
them as individuals  

as well as for their families..”
 

NCVO CES evaluator

YGAM will be working in partnership with GamCare and supported 
by members of the Betting and Gaming Council (BGC), to deliver a 
£10 million national education programme to raise awareness of the 
risks of potential gaming and gambling related harms.

By 2024, the charity will aim to have worked with a minimum of 
13,492 practitioners and partner organisations, having reached a 
minimum of 3,049,200 young and vulnerable people. YGAM’s vision 
is that all young and vulnerable people are safe from gaming and 
gambling related harms.

 
“Training and employing students to deliver  

impactful awareness campaigns in university  
is a truly ground-breaking initiative.” 

 
Students’ Union Officer
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Outcomes that count
Our Education Programme measures outcomes that helps keep young and vulnerable people 
safe from gaming and gambling related harm.

97% 95% 82% 80
The number of 
Practitioners 
recommending the 
YGAM workshop

The number of Practitioners 
who said they were highly 
or quite likely to implement 
the YGAM programme after 
attending the workshop

The number practitioners 
who actually have or 
were about to use YGAM 
resources to run sessions 
with Young People

The average number of 
young people reached 
per practitioner from 
those confirming they 
had run sessions

UK national programme

 The University & Student Engagement Programme has become a core  
 part of growth for the charity. The framework consisted of three national  
 campaigns – Freshers, the Big University Gamble, and Healthy Habits – 
 that can be tailored and delivered across all universities. 

 This year YGAM conducted their first workshop for staff in higher  
 education, training staff at the University of York. In addition, YGAM has  
 partnered with Yondr and Mind on campus and will be seeking to further  
 develop these new alliances in 2020. 
 
In Spring 2019, YGAM commissioned its own research engaging over 2,000 University students to delve further into the 
experiences and challenges facing young people at University.  This research is unique in exploring gaming and gambling 
and brings significant new insight into life at University. YGAM resources and campaigns directly incoporate the themes 
emerging from the research.

Student initiative
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PROBLEM STATEMENT
Young and 

vulnerable people 
are at risk of  
gaming and 

gambling related 
harms

7  Young people have better understanding of:
  a) gaming and gambling related harms
  b) potential risks of gaming and gambling
  c) triggers to problem gambling and gaming for young people

8   Young people are better aware of resources where they can turn for help with problem gaming  
and gambling

9  Young people have better basic financial knowledge

10   Young people have a better understanding of how to be safe in the digital world (risks and how to be safe)

11   Young people have more confidence to make informed choices about gaming and gambling

12   Young people feel more confident to discuss problem gambling and gaming with their peers and others

13   Young people have decreased risk of gaming and gambling related harms

14   Young people have better financial capability

Outcomes for young people

Our Theory of Change
OUTPUT 1
YGAM holds 

workshops for 
practitioners

OUTPUT 2
YGAM provides 

practitioners 
materials to conduct 
educational activities 

with young people 

IMPACT
Young people are more aware  

of gambling and gaming related 
harm and the action they can take  

to safeguard themselves 

1  Practitioners have better understanding of:
  a) gaming and gambling related harms for young people
  b)  potential risks of gaming and gambling for young people
  c)  triggers to problem gambling and gaming for young people
  d)  how to discuss gaming and gambling related harms with young people
  e)  resources where young people can turn for help with problem gaming 

and gambling
  f)  the digital context within which young people live their lives

2   Practitioners become familiar with the YGAM programme, curriculum, and resources to discuss gaming 
and gambling related harms with young people

3   Practitioners have more confidence to discuss gaming and gambling related harms with young people 
through the YGAM curriculum 

  
4   Practitioners are able to approach the topic of gambling and problem gaming with sympathy  

and understanding

5   Practitioners receive Pearson accreditation

6   Practitioners educate more young people about gaming and gambling related harms, risks, triggers, and 
resources for help

Outcomes for practitioners

To get a clear idea of the impact we are having on 
the lives of young people who could be at risk from 
problem gambling or gaming, we need a way to assess 
the impact of our work.  So we worked with NCVO CES 
to create a measurement framework for the impact of 
our Education Programme for primary and secondary 
age young people.
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Approved ASDAN Centre

Investors in People accredited

GDPR compliant

Talent Match accredited

UKRLP registered

All-In Diversity Founding member

Pearson Assured quality standard

City & Guilds Assured quality standard

PSHE Association quality-assured

Living Wage employer

City, University of London evaluated

U niversity of East London evaluated

Registered with Fundraising Regulator

NCVO impact evaluated

Clearview BAME Research & Evaluation

Red Brick education and charity research

YGAM Foundations
Since YGAM’s inception we have had a relentless focus on being evidence lead, embraced rigorous evaluation and 
sought external accreditation for our work. As you can imagine this gives an opportunity for continual external insight into 
what we deliver with the sole aim of continues development. In the last twelve months alone, we have worked with the 
following quality-assurance partners.
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The full Impact Evaluation Report is available on the  
YGAM Website www.ygam.org/ygams-latest-evaluation/

To book a place on a FREE workshop in your region  
www.ygam.org/book-a-workshop/

To arrange a call to discuss how our workshops can be  
tailored to your setting, email hello@ygam.org 

Find Out More 

All quotes featured are from NVCO CES EVALUATION REPORT:  

Assessing Outcomes for Young People and Assessing Outcomes 

for Practitioners


