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The Australian Medical Association (AMA) welcomes the opportunity to make a submission to 
The Department of Infrastructure, Transport, Regional Development, Communications and the 
Arts’ consultation on the Proposed new mandatory minimum classifications for gambling-like 
content in computer games. We are pleased to see these new classifications being proposed, 
along with acknowledgement of the potential harmful link between online gaming and 
gambling and the broader harms this presents to health and wellbeing. 
 
The AMA suggests that better regulation is needed to combat the ever-changing digital 
landscape, that legislative frameworks needed to be updated frequently and that stronger 
monitoring of advertising is needed to counter any breaches of the current codes.1 The AMA 
holds serious concerns that targeted content, which is often found on online platforms, frames 
gambling as a desirable, trustworthy and fun activity, whilst looking to build brand awareness 
and normalise gambling for consumers.2 
 
The AMA notes with concern the rapid developments in online gaming and the prevalence of 
use amongst children. Online, or interactive, gaming uses technologies such as ‘skins’ and ‘loot 
boxes’ which are very similar in aesthetics and techniques to other gambling products.3 They 
also allow children to use money for intangible goods, such as loot boxes, which can cause 
economic and health harm.4 This is resulting in increased Internet Gaming Disorder prevalence 
in the community, which leads to harmful gambling behaviours.5 Online gaming, which has 
potential health and wellbeing harms in and of itself, also presents as a potential gateway to 
gambling addiction.6   
 
The AMA is aware of growing concerns from the medical profession around the lack of data and 
oversight of the harms that can arise from screen addiction. Further information is needed to 
explore and understand the link between digital platforms, such as online gaming sites, and 
addictions such as internet (or screen) addiction,7 internet gaming disorder,8 online gambling 
addiction,9 and problematic online pornography use (POPU)10. Those experiencing the harms of 
these addictions can be manipulated by the targeted content, such as promotion of harmful 
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products they are trying to seek help to avoid, being shown to them online.11 This is risk to 
those looking to seek help and change their addictive behaviours.12  
 
The AMA is concerned that children are targeted early in life, through digital platforms and 
entertainment channels such as online gaming. This increases the risk of lifelong addictive 
behaviours with associated social, economic and health impacts. These proposed mandatory 
minimum classification changes to online gaming are an important step in safeguarding 
Australia’s children against the wider potential harms of gambling, as well as harmful and 
inappropriate online content.  
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