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Abstract
Responsible gambling (RG) measures are methods aimed at reducing and preventing nega-
tive consequences associated with gambling. Some RG measures are set by authorities or 
gambling operators while others are available as features for gamblers to use themselves 
(e.g. budget tools where personal monetary limits are set prior to gambling). The present 
study is based on a general gambler population and investigates how RG measures with 
some specific RG features are assessed by the gamblers. The data was collected in 2013 
and 2015. The samples were drawn from the Norwegian Population Registry. In total 9129 
gamblers participated. Gamblers were asked to state to which degree they agreed that ten 
specific RG measures help or would help them controlling their gambling. Overall, between 
35 and 42% neither agreed nor disagreed, but among those with an opinion, most agreed. 
A multiple regression analysis identified eleven variables as significant predictors of posi-
tive beliefs about RG measures: female gender, young age, playing random games only, 
being a moderate risk or problem gambler, reporting high impact from gambling advertise-
ments as well as the personality traits agreeableness, openness and neuroticism. Playing 
low risk games only, reporting a high amount of spending on gambling and the person-
ality trait extraversion were inversely related to positive beliefs about RG measures. The 
total explained variance was however only 7.1%. Positive beliefs about RG measures can 
relate to needs for external based countermeasures to minimize or reduce problems. Nega-
tive views may reflect a wish to play without obstacles, take risks or to trust in self-control.
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Introduction

Responsible gambling (RG) measures can be defined as “policies and practices designed 
to reduce and prevent potential negative consequences associated with gambling” (Blaszc-
zynski et al. 2004, p. 308). Common measures/tools used to enforce RG are for instance 
exclusion from gambling (e.g. self- or operator initiated), and limitations (e.g. on volume, 
time, frequency and loss) (Haefeli et al. 2011).

RG measures are regarded as an integrated part of the responsibility of the gambler and 
the gambling industry, aiming at costumers’ protection and harm reduction. This should be 
distinguished from treatment which typically comprises a set of techniques administered by 
health professionals with the aim of improving the state of patients who already are suffer-
ing from serious gambling-related harm (Blaszczynski et al. 2004).

Over the last years, responsible gambling (RG) measures have been introduced to the 
gambling markets as means to prevent gambling problems or to reduce negative conse-
quences of existing problems. For some measures, features are developed where gamblers 
can regulate their own gambling behaviour. Many RG measures require personal iden-
tification and are thus primarily available for online gambling and seldom applicable to 
land-based gambling. Some measures and restrictions can be set by authorities or gambling 
operators (e.g. mandatory spending limits), whereas others can be applied by the gamblers 
themselves (e.g. self-exclusion) (Auer et al. 2015). The specifics of implemented measures 
can vary across jurisdictions and between operators. In the present paper these measures 
are abbreviated “RG measures” when used generally and for measures set by authorities 
or operators. In addition, “RG features” or “RG tools” are used when referring to specific 
features offered for individual gamblers for their own use.

Participators in games are referred to as gamblers. This is line in with a proposed defini-
tion of gambling as “staking money or something of material value on an event having an 
uncertain outcome in the hope of winning additional money and/or material goods” (Wil-
liams et al. 2017, p. 11).

This article addresses how gamblers believe RG measures will help them to control their 
gambling consumption. Knowledge about how gamblers believe that RG measures will 
help them is important for both gambling operators and regulators. How RG tools provided 
by gambling operators are used by gamblers are likely to depend on how the gamblers 
assess such tools. The knowledge about how RG measures are viewed can contribute to 
the success of the RG measures offered by operators and the use by the gamblers. Knowl-
edge of the gamblers’ views can also help operators or regulators to differentiate between 
whether or not a RG tool (e.g. budget tool) should be mandatory or voluntary.

RG measures set by authorities or operators can normally not be altered by the gam-
blers. One example can be maximum stakes in certain games. Another example is maximal 
loss limits, which requires a form for registered play where the gamblers’ identity is known 
to the game operator and where player data is continuously registered and stored. Because 
of the technical requirements associated with player account data, registered play is mostly 
relevant for online gambling. However, in a few countries, such as Norway, registered play 
is also mandatory when gambling on land-based machines (Auer et al. 2015), i.e. video lot-
tery terminals (VLTs). There are also other land based-games in Norway which are offered 
as registered play only. This applies for number games, pools, sports betting and horse rac-
ing sold from retailers.

RG measures may include information provided to the gamblers about their gambling 
behaviour, such as time used and money spent. Information is sometimes conveyed in the 
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form of pop-up messages during a gambling session. Pop-up information may disrupt the 
gambling and make the gamblers conscious of their gambling behaviour (Gainsbury 2012). 
Information can also be provided in terms of statements from the gambling operator about 
losses over certain periods of time. Furthermore, based on analysis of individual player 
data, gambling companies can provide gamblers with personalized information about how 
their gambling behaviour develops over time (Auer et al. 2015). Measures where gamblers 
receive personalized type of feedback require registered play. Gamblers can also obtain 
information from self-assessment tests where, based on their responses, they receive infor-
mation about their current problem status (Wood and Griffiths 2015). Based on the feed-
back, they can choose to take actions, e.g. set restrictions upon themselves.

“Pre-commitment” (Williams et al. 2012) is a type of RG measure that enable the gam-
blers to adjust how much time or money they can spend gambling, e.g. per day or month. 
Gamblers can also exclude themselves from gambling temporary or more permanent. 
Exclusions can be set to prevent problem gamblers from gambling. Exclusions can also 
help at-risk or problem gamblers to control their gambling behaviour by staying away from 
certain games for a specified period of time (Hayer and Meyer 2011). Such pre-commit-
ment features will stop the gamblers from gambling when a time- or monetary limit is 
reached, whereas gamblers who have excluded themselves will be prohibited from gam-
bling altogether. To be effective, these tools require registered play where the operators’ 
systems automatically will act if a limit is reached or an excluded gambler attempts to log 
in.

Although RG measures have been implemented by several gambling operators world-
wide there are still limited empirical research on their effectiveness (Auer et  al. 2019; 
Ladouceur et al. 2017). However, a review of 29 articles (1999–2015) indicated some evi-
dence of the effectiveness of the RG measures, but also pointed to several limitations of the 
research (Ladouceur et al. 2017).

In a more recent study, a sample of gamblers with Norsk Tipping (the Norwegian state-
owned gambling monopolist), were surveyed after the operator had introduced a manda-
tory loss limit across the whole game portfolio. The results showed that 78% were positive 
to the maximum loss limit, and among those who reached this limit 73% did not continue 
gambling with other companies. Another 10% had not gambled at all since they were 
stopped (Auer et al. 2019).

Recently, several studies addressing how gamblers evaluate RG measures have been 
published. Some studies are restricted to users of slot machines, mostly with a focus on RG 
measures which do not require registered play (Blaszczynski et al. 2014; Ladouceur et al. 
2012; Ladouceur and Sévigny 2009; Monaghan and Blaszczynski 2010). One example is 
an Australian study where 299 slot machine gamblers evaluated the effectiveness of five 
proposed RG features: A responsible gambling message, a bank meter where the gambler 
could keep the winnings until the game was terminated, an alarm clock enabling gamblers 
to set time with reminder, demo mode play where the player could play without money, 
and finally a donation feature where residual amounts could be donated to good causes 
rather than for the gambler to use these to continue playing. The results showed that 26% 
of the gamblers believed that these RG features would prevent recreational gamblers from 
develop a gambling problem (Blaszczynski et al. 2014).

A more extensive study examined personal RG strategies in a sample of 1797 lottery 
gamblers recruited from UK National Lottery’s customers. In addition to lottery draw 
games, they also played scratch cards, sports betting, bingo, slot machines, casino card 
games and casino table games. Games were played both land-based and online. The gam-
blers were asked which of five personal strategies they used to prevent not spending more 
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money than intended: Set spending limits, set time limits, work out what they could afford 
to lose, only take certain amount of cash out to play and leave ATM cards at home. Results 
showed that the vast majority used one or more strategies. To set a spending limit before 
beginning to play was most common and 90% reported they did so mostly or always. 
Online gamblers were asked if it was easier to keep their spending limits when they played 
online. For lottery draw games, slightly over 50% of the respondents said it was easier to 
keep the limits when lottery tickets were bought online compared to when it was bought 
from a shop. For all other games, the most frequent response was that it was neither easier 
nor harder to keep the spending limit when games were played online. Irrespective of type 
of game, more respondents stated that it was generally easier than harder to stick to the 
spending limit (Wood and Griffiths 2015).

A large study of 10,838 online gamblers recruited from 96 countries and over 100 online 
websites, investigated the gamblers’ perception of the value of RG features. The data was 
collected in 2006 from gamblers who played online casino and/or online poker. Most of the 
respondents lived in North America and United Kingdom. The gamblers were asked if they 
found the following five RG features useful: Self-set spending limits, self-set time limits, 
self-exclusion, regular financial statements and self-assessment test. The majority of the 
gamblers, and particularly those who chased losses, were under the age of 35 or females, 
endorsed the utility of the RG features. Those who played internet casino games were also 
more likely to perceive three of the RG features as more useful compared to the online 
poker players (Gainsbury et al. 2013).

In a recent study, 2352 respondents registered as gamblers with the largest Norwe-
gian operator were surveyed after the operator implemented a mandatory global loss limit 
(NOK 20,000/~ 2500 US $ per month) across the game portfolio (comprising lottery, 
casino, sports betting and VLTs) where all games, except paper-based scratch cards, are 
played registered. When playing online games of medium or high risk (measured through 
the assessment tool Gamgard) or land based VLTs, the gamblers must set personal loss 
limits (Auer et al. 2019). The sample was divided into three groups according to PlayScan, 
a player tracking system that classify the gamblers as green (low risk), yellow (medium 
risk) or red (high risk for problem gambling). Among the studied topics was attitude, 
beliefs about personal relevance and whether the limit would help the respondent to obtain 
an overview and control over their losses. In all, 79% of the sample had a positive attitude 
towards the global loss limit and the green gamblers were most often positive (82% of 
green, 75% of yellow and 67% of red gamblers). A total of 25% agreed (in part or entirely) 
that the limit was relevant to them, and the yellow and red gamblers agreed most often 
(18% of green, 41% of yellow and 41% of red gamblers). When asked whether the loss 
limit would help them to maintain overview and control the losses, 40% of the green, 56% 
of the yellow and 56% or the red gamblers agreed (in part or entirely). The gamblers were 
also asked about reasons for setting personal loss limits. One of the response alternatives 
was to achieve better control over their losses. A total of 29% of respondents who agreed 
to this reason for setting personal loss limits were red gamblers whilst red gamblers only 
comprised 19% of the total sample (Auer et al. 2019).

Elster describes in his book “Ulysses Unbond” (2000) general reasons and devices for 
pre-commitment where, among others, passions and addictions are listed. The knowledge 
that humans under influence of passions may deviate from their intentions or decisions 
creates incentives for pre-commitment. Elster describes low willpower as one of the ways 
where passion can lead to behaviour different from originally intended. He regards addic-
tion as an example of lack of willpower where pre-commitment can be more reliable than 
will itself. One way to overcome passions or addictions is thus to eliminate options or 
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“throw away the key” (Elster 2000). From this perspective it becomes important to distin-
guish between “personal/internal” RG strategies and “external” RG measures. The internal 
strategies will be in the gamblers mind whilst external RG measures will be set in RG fea-
tures by the gambler before gambling take place as a fortification of the original intention 
to e.g. not play for more than a certain amount of money or they are set by the gambling 
operator.

Many factors have been identified as risk factors for problem gambling or gambling 
addiction. If such factors relate to beliefs about RG measures is however mostly unknown. 
Several studies have showed that males and younger gamblers more often have gambling 
problems than females and older persons (Johansson et al. 2009). Ethnicity can also be a 
risk factor. A study in the United States showed that the prevalence rate of disordered gam-
bling were lowest for white Americans (Alegria et al. 2009). Some of the games or how 
they are distributed also seem to act as risk factors for problematic gambling behaviour. 
Among game characteristics assumed to increase the risk of problems are event frequency 
(time from the stake is set to the outcome is clear and a new stake can be set) and availabil-
ity (distance from home) (Gamgard 2018; Meyer et al. 2011). Gambling expenses are also 
related to gambling problems. Problem gamblers spend more money and time gambling 
than other gamblers (Williams and Wood 2004; Yani-de-Soriano et al. 2012). Furthermore, 
gambling advertisements seem to have greater impact on risk and problem gamblers than 
those without such problems and has been reported to cause relapse (Binde 2008; Hanss 
et al. 2015). The five-factor model for personality (Boyle et al. 2008) is a reliable and valid 
personality trait model and has previously been used in the analysis of gambling problems. 
The five factors being neuroticism, extraversion, openness, agreeableness and conscien-
tiousness. Higher scores on neuroticism and lower scores on conscientiousness have been 
associated with problem gambling (Bagby et  al. 2007; Brunborg et  al. 2016; MacLaren 
et  al. 2011). Neuroticism includes being nervous and prone to worry whereas conscien-
tiousness reflects being hardworking and disciplined (Boyle et al. 2008).

To the best of our knowledge, no previous study on gamblers beliefs about RG meas-
ures has been based on random and representative samples drawn from national popula-
tion registries. The present study analysed the beliefs about RG measures among gamblers 
in a complete gambling market, both land-based and online. This study investigates the 
beliefs about RG measures and if beliefs could be explained by risk factors such as demog-
raphy, gambling behaviour, personality traits and self-reported impact from gambling 
advertisement.

The following research questions were addressed:

1. What are the beliefs among gamblers about how RG measures can help to control their 
gambling?

2. Which variables contribute to explain how the beliefs vary between gamblers?
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Methods

Participants and Procedure

Sample

This study is based on quantitative survey data collected in two Norwegian prevalence 
studies conducted at the University of Bergen. Data were collected in 2013 and 2015. In 
total, 38,000 persons (24,000 in 2013 and 14,000 in 2015, gross sample) aged 16 through 
74  years were randomly selected form the National Population Registry of Norway and 
invited to participate in postal surveys. For both years in total 15,566 valid answers (net 
sample) were received. After elimination of persons with wrong addresses, illness, deaths, 
etc., an overall response rate of 42.6% was achieved (43.6% in 2013 and 40.8% in 2015). 
Up to two reminders were sent both times. Data were weighted for age, gender and place of 
residence (county) in Norway. The questionnaires in 2015 and 2013 had completely identi-
cal questions for our purpose, and data from both years were thus collapsed into one data-
set, in total containing responses from 9129 gamblers.

In the weighted net sample, a total of 58.7% had gambled the last 12 months, 54.8% for 
women (n = 7624) and 62.4% for men (n = 7934). Within specific age groups the gambling 
rate was lowest for those 16–25 years: 39.2% (n = 2780). The other age groups had higher 
rates: 26–35  years 60.2% (n = 2809), 36–45  years 61.4% (n = 3035), 46–55  years 63.7% 
(n = 2836), 56–65 years 66.7% (n = 2451) and 66–74 years 63.4% (n = 1646). Among the 
gamblers 54.2% were male and the average age was 45.3 year, SD = 15.22 (n = 9129).

Procedure

The gamblers were categorised according to whether they had played low risk games only 
or if they had played games with higher risk (i.e. medium or high). Gamgard (an assess-
ment tool) was used to categorize the games in terms of risk for gambling problems. 
Gamgard scores the risk in games as very low, low, medium, high or very high. With this 
tool, ten game characteristics are considered with regards to a particular games’ poten-
tial contribution to developing gambling problems, e.g. event frequency (time taken to buy 
a game, get the result, and buy the game again) and accessibility (how easily available 
a game is) (Gamgard 2018). The assessment tool also takes into consideration four RG 
features that reduce the risk, e.g. monetary budget tools (Gamres 2018). These four RG 
features were not considered in the present assessment. In all 26.5% had played low risk 
games only (very low or low), whereas 73.5% had played at least one medium- or high-
risk game (medium, high or very high). All the games are listed below. Number games and 
pools were categorized as low risk games and all other games as higher risk (medium or 
high). As different games within one game category can have different risks, and since the 
questionnaire did not differentiate between all games within one category (e.g. for horse 
racing), the game type was consequently categorized as medium/high risk. The gamblers 
were categorised in terms of whether they had played random games only, or at least one 
skill game. Skill games imply games where the gamblers can improve their winner chances 
based on skills (i.e. pools, betting, horse racing, online poker and private games such as 
poker among friends). The non-skill or random games comprised number games, bingo 
and bingo machines, scratch cards, online casino, video lottery terminals (VLTs), and 
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games on ships (slots and table games). Online casino and games on ships were catego-
rised as random because the questions about these games did not differentiate between skill 
and non-skill games. A total of 60.4% of the gamblers had participated in random games 
only, whereas 39.6% had participated in at least one game involving skill. The gamblers 
were also divided into two groups based on money spent. This was done to identify the 
gamblers who were most involved in at least one game type. Those who had spent more 
than 5000 NOK (~ 700 US $) on at least one game type within the last 12 months were 
categorised as high spenders (comprising 11.0% of the gamblers), whereas those who had 
not gambled for more than 5000 NOK on at least one a game type (89.0% of the gam-
blers) were categorised as low spenders. The gamblers were asked how often they gambled 
on four electronic devices: Stationary computer, lap-top, tablet or mobile phone. For each 
device, the response alternatives ranged from never to daily. In the present study an online 
gambler was defined as someone who had gambled at least once using at least one of the 
four devices. In total 27.0% were categorised as online gamblers, whereas 73.0% were cat-
egorised as land-based only gamblers.

Instruments

Gambling Participation

The respondents were asked if they during the last 12 months had participated in games 
(yes or no). The question contained a definition of games described as games with mon-
etary stakes where results from an event or a draw could lead to monetary prizes.

Demographics

The respondents were asked about gender (female, male), age (exact age) and place of 
birth (eight alternatives: Norway, the other Nordic countries, the rest of Europe or one of 
the other five continents).

Games Played

The respondents were asked if they had participated in the following games: Number 
games, pools, betting, horse racing, bingo, bingo machines, scratch cards, private games 
(e.g. poker games with friends), online casino, video lottery terminals (VLTs), games on 
ships (slots and table games) and online poker. In addition to the Norwegian regulated 
games, the respondents were also asked if they had played games offered on foreign web-
sites. The respondents confirmed participation by answering for each game the alternative 
for expenditure which was nearest to their gambling yearly spending (none/not gambled, 
NOK 1–1000, NOK 1001–5000, NOK 5001–10,000, NOK–10,001–25,000 and more than 
NOK 25,000). The questions were only answered by those who initially had confirmed that 
they had gambled the last 12  months. Those who had gambled were also asked if they 
had gambled online. From the collected data four dichotomous variables were constructed: 
Low risk games only versus medium/high risk game participation, random games only ver-
sus skill game participation, game spending (low vs. high) and online gambling (no vs. 
yes).
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Canadian Problem Gambling Index (CPGI)

The CPGI was used to assess the extent of gambling problems in the Norwegian popu-
lation. The CPGI consists of nine items related to gambling the last 12 months. Five of 
these items measure problematic gambling behaviour and four measures consequences 
(e.g. “Have you needed to gamble with larger amounts of money to get the same feeling of 
excitement?” and “Has gambling caused you any health problems, including stress or anxi-
ety?”). The nine items are scored with a scale ranging from 0 (never) through 3 (always). 
The composite score thus varies from 0 to 27. Based on the composite score the respond-
ents are divided into four groups: Non-problem gamblers (total score 0), low risk gamblers 
(composite score 1 and 2), moderate risk gamblers (composite score 3 through 7) and prob-
lem gamblers (composite score 8 or higher) (Ferris and Wynne 2001). In the present paper 
the gamblers were divided into two groups: No problem/low risk gamblers and moder-
ate risk/problem gambler. The prevalence of moderate risk or problem gamblers was 5.2% 
(n = 9066). Cronbach’s alpha for the CPGI in the present study was .89. Cronbach’s alpha 
values above .70 are considered acceptable and values above .80 are preferable (Pallant 
2016).

Mini‑International Personality Item Pool (MINI‑IPIP)

The MINI-IPIP consists of 20 items that measure the main dimensions of the five-factor 
model for personality (neuroticism, extraversion, openness, agreeableness and conscien-
tiousness). Each dimension is assessed by four items (Donnellan et al. 2006). The respond-
ents provide their answer on a scale ranging from 1 (very inaccurate) through 5 (very accu-
rate). Neuroticism (N) is a factor where being sad and scared will be at the high end of the 
factor in contrast to calm and stable at the other end. The factor Extraversion (E) reflects 
being warm, outgoing and cheerful in contrast to being reserved, solitary and somber. 
Openness to experience (O) describes being imaginative, curious and having exploratory 
tendencies in contrast to being rigid, practical and traditional. Agreeableness (A) reflects 
being generous, honest and modest in contrast to selfishness, aggression and arrogance. 
Conscientiousness (C) reflects being hardworking, purposeful and disciplined in contrast 
to be laid back, unambitious and weak willed (Boyle et al. 2008). Cronbach’s alpha among 
the gamblers for the sub-scales neuroticism, extraversion, openness, agreeableness and 
conscientiousness were .67, .79, .66, .71 and .67, respectively. Lower alpha values are com-
mon to find when there are few items in a scale (Pallant 2016).

Impacts from Gambling Advertising

In all, nine items on how gambling advertising had an impact on the gamblers were 
included. Five of the items were adopted from the Effects of Gambling Advertising 
Questionnaire (EGAQ) (Derevensky et al. 2007). The items are scored from 1 (strongly 
disagree) through 4 (strongly agree). In addition, four new items were added. Two of 
these were related to knowledge about gambling opportunities (“Gambling advertise-
ment has increased my knowledge of gambling options” and “Gambling advertisement 
has increased my knowledge of gambling providers”). One item measured change in 
behaviour due to gambling advertisement (“I play with higher risk (use more money) 
because of gambling advertisements”) and one related to attitude (“I think more 



1383Journal of Gambling Studies (2019) 35:1375–1396 

1 3

positively about gambling because of gambling advertisements”) (Hanss et al. 2015). A 
total composite score was created by adding the score on each item divided by the num-
ber of items. These questions were only answered by those who had gambled during the 
last 12 months. Cronbach’s alpha for the nine items was .76.

Responsible Gambling Measures

Ten items measured the gamblers’ beliefs about RG measures and how they think that 
these mechanisms would help them regulating their own gambling consumption. Many 
of the items were based on existing RG features, e.g. prize money direct to gamblers 
bank account and not directly available for further gambling (Mentzoni 2013). The 
questions were also based on an article that explored the perception of the value of 
potential RG measures (Gainsbury et al. 2013). All the ten items covered mechanisms 
that are presently available in parts of the Norwegian gambling market. In the ques-
tionnaire, the gamblers were asked to which degree they agreed that these characteris-
tics help or would help them regulating their own gambling consumption. There were 
five response alternatives for each item: Totally disagree, disagree, neither agree nor 
disagree, agree and totally agree. See Table  2. A total score ranging from 1 (totally 
disagree) through 5 (totally agree) was calculated by adding the scores from each item, 
divided by ten. A high score indicates a more positive belief about RG measures than a 
lower score. The mean total composite score was 2.98 (SD = 1.12) and Cronbach’s alpha 
was .96. The items were subjected to an exploratory factor analysis (principle compo-
nent) showing support for a one-factor solution based on Kaisers’ criterion. The factor 
explained 74.7% of the variance and the factor loadings varied between .75 (item a) and 
.90 (item f, g and h). It was only respondents who had gambled the last 12 months who 
were asked how they believed the RG measures would help them to control their gam-
bling. Hence the data is restricted to gamblers only. Table 2 lists the items and presents 
the results across the two surveys (2013 and 2015).

Table 1 shows the distribution or mean for the different study variables.

Statistics

The dependent variable comprised the gamblers beliefs about RG measures based on the 
composite score of the ten RG items. The results from all questions are presented in terms 
of frequencies or mean and standard deviation. We investigated the correlation between all 
study variables. A rough guideline to interpretation of correlations suggests small correla-
tions when r = .10 to .29, medium correlations when r = .30 to .49 and large correlations 
from r = .50 to 1.00 (Cohen 1988). Finally, the data was analysed with a multiple regres-
sion analysis. Missing data was deleted pairwise. Independent variables comprised gen-
der (women = 0, men = 1), age, place of birth (outside Norway = 0, Norway = 1), game risk 
(middle/high = 0, low = 1), game type (at least one skill game = 0, random only = 1), game 
spending (low = 0, high = 1), online gambling (no = 0, yes = 1), being a moderate risk/prob-
lem gambler (no = 0, yes = 1), extraversion, agreeableness, conscientiousness, neuroticism, 
openness to experience, and self-reported impact from gambling advertisement. Prelimi-
nary analyses were conducted to ensure no violation of the assumption of normality, linear-
ity, multicollinearity and homoscedasticity.
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Results

Table 2 shows that gamblers often did not have a strong opinion about the regulation mech-
anisms and between 35 and 42% neither disagreed or agreed to that the mechanisms would 
help them regulate their gambling consumption. When comparing the frequencies for all 
10 items, those with an opinion (who agreed or totally agreed compared to those who disa-
greed or totally disagreed), more often agreed than disagreed. However, when comparing 

Table 1  Descriptive statistics: percentages or mean and standard deviation (SD) of the studied variables 
among the gamblers (N = 8588–9129)

Variable Percentage Mean (SD)

Gender
 Women 45.8
 Men 54.2

Age (16–74) 45.26 (15.22)
Place of birth
 Europe, North America, Oceania 5.5
 Africa, Asia, South or Central America 2.4
 Norway 92.1

Participated in games with low or higher risk
 Played higher risk games (medium and high) 73.5
 Played low risk games only 26.5

Participated in random or skill games
 Played both random and skill games or skill only 39.6
 Played random games only 60.4

Game spending
 Low 89.0
 High 11.0

Gambled online
 No 73.0
 Yes 27.0

PGSI
 Non-problem gambling (PGSI 0) 81.8
 Low-risk gambling (PGSI 1–2) 13.0
 Moderate risk gambling (3–7) 4.0
 Problem gambling (8 +) 1.2

Moderate risk of problem gamblers (PGSI 3 +) 5.2
Personality traits
 Extraversion 13.99 (3.46)
 Agreeableness 16.57 (2.72)
 Conscientiousness 15.84 (2.97)
 Neuroticism 10.00 (3.33)
 Openness 13.78 (3.21)

Self-reported effect from gambling marketing 1.91 (0.56)
Total score—beliefs about RG measures 2.98 (1.12)
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those who only responded totally agree with those who responded totally disagree there 
were more gamblers who totally disagreed. A one-way repeated ANOVA was used to iden-
tify the most valued regulation mechanisms. Overall, there was a significant difference in 
terms of how the mechanisms were valued (F9,65194 = 183.1, p < .001; Greenhouse–Geisser 
correction). Bonferroni-corrected post hoc tests revealed that the most valued mechanisms 
were item g, “Prior to gambling, I can set a loss limit in the game”, which was valued 
significantly higher than all other items (p < .001). Item c, “Continuous feedback from the 
game regarding my losses”, was valued significantly higher than all other items than f and 
g (p < .001–.005). Item f, “The game has predefined limit for losses”, was valued signifi-
cantly higher than all other items except item a, c, and g (p < .001). In the further analyses, 
only the total average score summarized across all ten mechanisms was analysed. In the 
following the gamblers view will be expressed as positive or as a positive evaluation when 
gamblers agreed that the RG measures will help them. When gamblers disagreed, the view 
will be expressed as negative.

Table 3 shows that the view on responsible gambling measure had significant zero-order 
correlations with many of the independent variables, however no significant correlation 
with Game type (random only or at least  one skill game), Gambled online/land-based 
and Extraversion were found. The strongest zero-order correlations with beliefs about RG 
measures was found for Age (r = − .19) and for Self-reported impact from gambling adver-
tisement (r = .15).

The results from the regression analysis are shown in Table 4. The predictors explained 
a total of 7.1% of the variation of the dependent variable “Beliefs about RG measures”.

Table 4 shows that 11 of the independent variables were significant predictors of beliefs 
about RG measures whereas three independent variables did not reach significance (Place 
of birth, Gambled online/land-based and Conscientiousness). The total regression model 
was significant (R2= .071, F14,8261 = 44.901, p < .001).

When looking at the standardized beta coefficients, the strongest predictors were age 
and self-reported impact from gambling advertisement. Older gamblers evaluated the 
mechanisms less positive and gamblers who self-reported strong impact from gambling 
advertisement assessed the mechanisms more positive. Gender had also an impact, where 
female gamblers had more positive beliefs than males.

High spenders had a more negative belief than low spenders. Moderate risk or problem 
gamblers had more positive beliefs than non-problem/low-risk gamblers. Those playing 
low risk games only had a more negative belief than those playing at least one moderate/
high risk game. Playing random games only was positively associated with beliefs about 
RG measures.

Four of the five personality factors turned out significant. Three (agreeableness, open-
ness to experience and neuroticism) were positively associated with beliefs about RG 
measures whilst one (extraversion) was negatively associated with the belief.

Discussion

The results show that gamblers in general often do not have a strong opinion about RG 
measures. However, among those with an opinion, more were positive rather than negative. 
The multiple regression analysis showed that 11 of the 14 independent variables had a sig-
nificant impact on how RG measures were valued among gamblers. In total, the predictors 
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explained 7.1% of the variation. This means that the predictors altogether did not have a 
very strong explanatory power.

The previous mentioned study by Gainsbury et al. (2013) also showed that the majority 
of the gamblers were positive to RG measures and valued them as useful.

In the present study the beliefs about RG measures correlated significantly, but not 
strongly, with most of the independent variables. The strongest correlations were found for 
age and self-reported impact from gambling advertisement.

The results from the regression analysis showed that men were more negative than 
women in their view on RG measures. Support for our findings that women are more posi-
tive to RG measures is found in a study comprising 657 students in California. That study 
showed that men take more risks and that women judge the negative consequences of gam-
bling as more likely to occur and as more severe (Harris et al. 2006). This finding is also in 
line with a meta-analysis showing that men in general take more risks than women (Byrnes 
et al. 1999). More positivity from female gamblers towards RG measures was also seen in 
the large study of online casino and poker players (Gainsbury et al. 2013).

Our data showed that older gamblers were less positive to RG measures than younger 
ones. This is also in line with the results from Gainsbury et al. (2013). Young age is a sig-
nificant risk factor for problem gambling (Johansson et al. 2009), which can be explained 
with more impulsivity and risk-taking among the younger. From a social neuroscience per-
spective, risk taking declines from adolescence towards adulthood because of changes in 
the brain’s impulse control system (Steinberg 2008). This notion is in line with a study of 
528 participants in the age of 18 to 93 years, that mainly showed tendencies of reduced 
risk-taking with age (Rolison et al. 2014). It is suggested that RG measures are more often 
viewed as helpful by younger gamblers because the measures are perceived as external 
help to control impulsivity.

Table 4  Regression analysis summary for demographic, gambling and personality variables predicting 
beliefs about RG measures (N = 8275)

Dependent variable: beliefs about RG measures. R2= .071, F14,8261 = 44.901, p < .001

Predictors Unstandardized coef-
ficient

Standardized coefficient

Beta Std. Error Beta t p

Gender (women 0, men 1) − .134 .028 − .059 − 4.844 .000
Age − .010 .001 − .132 − 10.928 .000
Place of birth (outside Norway 0, Norway 1) − .064 .045 − .015 − 1.430 .153
Game risk (at least one medium/high 0, low only 1) − .088 .030 − .035 − 2.901 .004
Game type (at least one skill game 0, random only 1) .066 .028 .029 2.312 .021
Game spending (low 0, high 1) − .288 .040 − .081 − 7.224 .000
Gambled online (no 0, yes 1) − .035 .030 − .014 − 1.177 .239
Moderate risk/problem gambler (no 0, yes 1) .135 .058 .027 2.345 .019
Extraversion − .011 .004 − .033 − 2.823 .005
Agreeableness .027 .005 .065 5.307 .000
Conscientiousness − .006 .004 − .015 − 1.278 .201
Neuroticism .010 .004 .030 2.632 .008
Openness to experience .012 .004 .035 3.083 .002
Self-reported impact from gambling advertisement .251 .023 .126 10.977 .000
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Our analysis shows that gamblers who played low risk games only were less positive to 
RG measure than those who played games with medium or high risk. A plausible explana-
tion for the low risk gamblers’ belief is that they play games where the risk for problem-
atic behaviour is low, and therefore seldom or never experience a personal need for RG 
measures.

Gamblers who played random games only were more likely to be positive towards 
RG measures than those who played at least one skill game. This is partly in line with 
Gainsbury et al. (2013) where those who played internet casino games, compared to the 
online poker players, were more likely to perceive three of the RG features as more use-
ful. Playing games with elements of skill can be related to “illusion of control”, implying 
that the gamblers feel they can trust their skills in gambling situations when also chance is 
involved, which can lead to inappropriate confidence (Johansson et al. 2009). If gamblers 
of skill games more often feel they have control over their gambling and the outcome, they 
might also regard external RG measures as less useful and needed.

The gamblers with high spending were more likely to be negative to the RG measures 
compared to those with lower spending. It can be argued that the former group may per-
ceive RG measures as tools that will inhibit their gambling too much, and therefore they 
might oppose RG measures. On the other hand, moderate risk or problem gamblers tended 
to be positive to the RG measures. In the latter group there will be gamblers who experi-
ence problematic gambling behaviour and consequences and they may as such regard RG 
measures as helpful to reduce their problems and negative consequences of gambling. This 
is in line with Auer et  al. (2019) showing that the gamblers who according to a player 
tracking system have medium or high risk for problem gambling, more often are self-aware 
and know that loss limits are useful to them.

Four of the five personality traits showed a significant association with how RG meas-
ures were valued. Gamblers with higher score on extraversion were less positive to RG 
measures. In general, extraverted people like to be stimulated and their behaviour are 
often driven by external rewards which is in line with MRI studies supporting differences 
between introverts and extroverts when it comes to the sensitivity of the brain’s reward 
systems (Hirsh 2010). Accordingly, extraverted are assumed to regard RG measures as an 
obstacle for stimulation and rewards, which may explain why this trait were inversely asso-
ciated with beliefs about RG measures.

The personality trait agreeableness was a positive predictor of how RG measures were 
assessed. In a Norwegian study with 218 students, agreeableness was significantly and neg-
atively associated with four behavioural addictions (internet addiction, exercise addiction, 
mobile phone addiction, and compulsive buying), thus high scores on agreeableness was 
considered to be a protective factor against developing addictions (Andreassen et al. 2013). 
Positive views on RG measures is in line with this and RG measures will assumingly act 
as a protection against interpersonal problems and conflicts created from gambling. This 
notion would be in agreement with the nature of those with high scores on agreeableness.

Neuroticism showed a positive association with beliefs about RG measures. Those scor-
ing high on this trait may be inclined to look out for threats. A study of students showed 
that neuroticism was significantly and positively associated with four behavioural addic-
tions (internet addiction, exercise addiction, compulsive buying and study addiction). A 
suggested explanation was that neuroticism is a risk factor for excessive behaviour and 
related to being prepared, or to be on top of things (Andreassen et  al. 2013). From this 
perspective a positive belief about RG measures can be expected among those with high 
scores on neuroticism as these measures contribute to, or satisfy, a need for predictability 
and external regulation to reduce risks and uncertainties.
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The last personality trait with a significant impact on the assessment of RG measures 
was openness to experience. Higher scores predicted more positive views. Openness to 
experience describes being curious and exploratory in contrast to being traditional (Boyle 
et al. 2008). Since many of the assessed RG measures are relatively new in gambling mar-
kets (Auer et al. 2015), it can be argued that gamblers with higher score on this personality 
trait consequently will have a positive outlook on new methods for regulating gambling.

Some traits (e.g. agreeableness) were positively associated with attitudes towards RG 
measures whilst at the same time negatively associated with having problems with gam-
bling (risk or problem gambling). Still, at risk and problem gamblers were more positive 
towards RG measures than gamblers without problems. This may seem as inconsistent 
findings but reflect that these factors (traits and gambling problem status) independently 
were associated with attitudes towards RG measures. As all data in the present study were 
based on self-report, it would be of interest to investigate these relationships using objec-
tive data on the use of RG measures.

The final variable that significantly affected how RG measures were viewed was self-
reported impact from gambling advertisement. The more the gamblers said they were 
affected by such marketing, the more positive they were to the RG measures. Studies have 
showed that marketing makes it harder for problem gamblers to stick to their previous deci-
sions to reduce or stop gambling (Binde 2008; Hing et al. 2014). The gamblers who self-
report high impact from gambling adverts know they are sensitive to external stimuli, and 
therefore it can be proposed that they accordingly recognize a need for external control.

Many of the factors in the present study found to be positively associated with beliefs 
about RG measures. This can be explained as a reflection of a need for external regulation 
of own behaviour and inclinations. Accordingly, younger gamblers may endorse external 
regulation in order to control impulsivity and gamblers with high scores on agreeableness 
or neuroticism may embrace external measures helping them by providing protection and 
predictability. Hence, for some the pre-commitment will be more reliable than the will 
itself (Elster 2000).

In a study describing the development of the Positive Play Scale (PPS) (Wood et  al. 
2017) a four-item subscale for pre-commitment was identified (“I only gambled with 
MONEY that I could afford to lose”, “I considered the amount of MONEY I was willing to 
lose BEFORE I gambled” and two corresponding items for time consumption). The higher 
score, the more pre-commitment. In a sample of 412 gamblers, the score on the subscale 
correlated significantly and negatively with the PGSI score and the personality trait neu-
roticism. A positive correlation was found towards the trait conscientiousness. This present 
study found significant, but weaker, correlations between the beliefs in RG measures and 
the same variables, albeit in the opposite direction. In this regard it should be noted that the 
PPS subscale was based on items which measured behaviour and pre-commitment in terms 
of personal strategies. The present study however measured gamblers beliefs about external 
RG measures only. Thus, the contradictory findings emphasize the importance of distin-
guishing between internal/personal RG strategies and external RG measures.

To pre-commit or to use a strategy, internally or externally, for self-control is not only a 
measure used related to gambling. In the book “Ulysses Unbound”, Elster describes several 
reasons for pre-commitment. One reason is passion described in a broad sense as emotions 
or cravings, which may cause people to deviate from plans laid in cooler moments. Elster 
outlines four ways where passions can cause the behaviour to differ from initial intentions. 
“They may do so by distorting cognition (inducing false believes about consequences), by 
clouding cognition (blotting out awareness of consequences), by inducing weakness of will 
(options with worse perceived consequence over options with better consequences), or by 
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inducing myopia (changing the decision weights attached to the consequences)” (Elster 
2000, p. 8).

The aforementioned ways passion can lead one astray are relevant for gambling. A 
passionate gambler’s emotions can affect how the outcome of gambling is perceived e.g. 
the chances of winning. Passion can be so strong that negative consequences are out of 
sight, and a game might be played for longer than first intended. When playing a game, the 
gambler can perceive the consequences of the gambling differently to when not gambling. 
Eliminating options and creating delays are among the devices Elster presents as counter-
measures. Passions can be so strong that they must be neutralized by avoiding the situa-
tions where emotions are triggered. Delays can also be useful, both for passions and for 
cravings related to addictive substances. To be effective the delays must be set in advance 
and before a passion induced situation emerges (Elster 2000).

Avoidance and delays as strategies for pre-commitment are in line with RG measures 
featured in the present study. Through RG features, gamblers can avoid gambling situa-
tions by excluding themselves from games temporarily or more permanent. Gamblers can 
also set personal limits for spendings so that they cannot continue playing once a limit 
is reached, and this RG feature can be facilitated in such a way that if a gambler want to 
exceed a spending limit there is a delay before the new and wider limit is activated (Auer 
et al. 2015). A feature where winnings are transferred directly into a bank account, instead 
of being instant available for gambling, also creates a delay. For individuals with addiction 
problems, Elster describes one strategy as “throwing away the key” when a person makes 
the addictive substance physically unavailable. Another strategy is to “give away the key” 
to others and let others help to protect the addict from him or herself (Elster 2000). When it 
comes to RG measures, a decision to restrict oneself from gambling lies with the gambler. 
The gambler should then expect the  gambling operator to refuse the gambler’s eventual 
wishes to eliminate constrains that are set.

There are both obstacles and objections to pre-commitment strategies. Two of these 
are described in the present study. Pre-commitment might not be available, and when acti-
vated it can represent loss of flexibility (Elster 2000). In gambling markets RG measures 
are more easily available for online gambling and less available in the land-based marked 
(Auer et al. 2015).

Our analysis did identify groups of gamblers (e.g. males, extroverts, high spenders with 
no reported gambling problems) who are more likely to assess RG measures negatively. 
Pre-commitment, even when desirable, may not be feasible or effective; when feasible and 
effective, it might not be desirable (Elster 2000, p. 77).

The notion and practice of harm reduction have for long been noted within the field 
of drug addiction. One example is the introduction of educational and needles exchange 
programs in the 1980s which proved effective in terms of reducing HIV risk behaviours 
associated with injecting drugs (Cross et al. 1998).

Practical Implications

Based on the current findings, we suggest it is important to distinguish between internal 
RG strategies and external RG measures, the latter being studied here. Different groups 
of gamblers can have different views on RG measures. Different factors may be related 
to the beliefs about internal strategies and external RG measures. Further research should 
accordingly study the factors that can explain both the views and the use of internal RG 
strategies as well as external RG measures. Some gamblers will believe that it is sufficient 
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to have an internal intention to gamble responsible, whilst others might find it useful, and 
maybe necessary, to have their intentions for responsible gambling fortified with external 
RG measures. Knowledge about the different views and factors related to these views are 
important for operators and regulators. Such knowledge can be used in decisions on how 
to market and present RG measures for the gamblers in such ways that relevant groups of 
gamblers find the RG features useful.

Strengths and Limitations

To the best of our knowledge the present study is the first where gamblers’ beliefs about 
RG measures are analysed based on a sample representing the general population of gam-
blers in a country (as they were drawn from a national population registry). The present 
study is also the first where the views about external RG measures are analysed against 
personality traits. Even if the sample size is relatively large, it was considered too small 
to warrant separate analysis of smaller groups of gamblers (e.g. among gamblers playing 
specific games).

The assessment of RG measures can also be influenced by cultural differences. In a 
study of focus groups in Canada, Germany, Sweden, UK and USA it was reported that 
players preferred RG features as a personal choice and not as a mandatory requirement 
(Parke et  al. 2012). The present study has shown that among Norwegian gamblers with 
an opinion about the RG measures, most agree that mandatory measures will help them 
to control their gambling consumption. In this regard Auer et al. (2019) mention cultural 
differences as one of the possible reasons behind the large percentage of Norwegian gam-
blers with a positive attitude towards mandatory loss limits. Another possible explanation 
is that the Norwegian gamblers generally are familiar with external RG measures (Auer 
et al. 2019). This implies that the current findings cannot be generalized to other cultures 
without reservations, thus cross-cultural studies on this topic are warranted.

The present paper comprises gambler’s subjective views on the use of RG measures. 
Although this arguably is of interest to gambling operators and regulators, it should still 
be acknowledged that no records of actual/objective use of RG measures were included 
in the study. Thus, future studies should investigate peoples view on actual RG measures, 
including behavioural tracking data showing real-life use of such measures and factors (e.g. 
demographic and personality) associated with their usage.

The fact that the independent variables together only explained 7.1% of the variance 
in beliefs about RG measures may reflect that the dependent variable (beliefs about RG 
measures) was purely subjective and that the respondents reflected a heterogeneous popula-
tion of gamblers. Still we believe that the small proportion of explained variance may also 
reflect that some relevant independent variables were not included in the survey, alas not 
included in the model.

Only respondents who had gambled during the 12 months were asked about their views 
on RG measures. This may be regarded a limitation. Thus, future studies should also assess 
the general view of non-gamblers on RG measures.

Conclusions

Gamblers with an opinion about RG measures, agree more often than they disagree that 
the RG measures will help them to control their gambling consumption. The three RG 
features that most gamblers assessed positively were budget tools where they can set loss 
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limits prior to gambling, continuous feedback on their losses and predefined limits for 
losses. Eleven variables were identified as significant predictors for how RG measures were 
assessed. Younger gamblers and those who say they are affected by gambling adverts were 
more positive to RG measures than their counterparts. Female gamblers were more positive 
than men. When it comes to gambling behaviour, the gamblers who played games with low 
risk only, those who played skill games and those who gambled with the highest spending 
were more often negative. Gamblers with a problematic gambling behaviour were more 
positive. Four of the personality traits in the five-factor model for personality were sig-
nificant predictors. Three of them (agreeableness, neuroticism and openness to experience) 
were positively associated with positive view on RG measures. Extraversion showed the 
reversed pattern. We suggest the positivity to the RG measures for some are related to the 
need for predictability, security, stability and external help to keep self-control and reduce 
problems. The negative view on the RG measures seems to be related to a wish to play 
without obstacles, take risks or a strong believe in self-control without any need of external 
RG regulation.

Compliance with Ethical Standards 

Conflict of interest All authors declare that they have no conflict of interest. However, it should be noted 
that the first author (Jonny Engebø) works as a senior adviser with The Norwegian Gaming Authority where 
one of his major tasks is related to regulation and responsible gambling. He is also a PhD candidate with the 
University of Bergen. In addition, Engebø is a board member of GREF (Gaming Regulators European Forum 
and he is also co-chair of a GREF working group in responsible gambling. Further he is a member of the 
executive committee of EASG (The European Association for the Study of Gambling).

Ethical Approval All procedures performed in studies involving human participants were in accordance with 
the ethical standards of the institutional and/or national research committee and with the 1964 Helsinki dec-
laration and its later amendments or comparable ethical standards. The study was approved by the Regional 
Committee for Medical and Health Research Ethics, Western Norway (2013/120).

References

Alegria, A. A., Petry, N. M., Hasin, D. S., Liu, S.-M., Grant, B. F., & Blanco, C. (2009). Disordered gam-
bling among racial and ethnic groups in the US: Results from the national epidemiologic survey on 
alcohol and related conditions. CNS Spectrums, 14(3), 132.

Andreassen, C. S., Griffiths, M. D., Gjertsen, S. R., Krossbakken, E., Kvam, S., & Pallesen, S. (2013). The 
relationships between behavioral addictions and the five-factor model of personality. Journal of Behav-
ioral Addictions, 2(2), 90–99.

Auer, M., Littler, A., & Griffiths, M. D. (2015). Legal aspects of responsible gaming pre-commitment and 
personal feedback initiatives. Gaming Law Review and Economics, 6, 444–456.

Auer, M., Reiestad, S. H., & Griffiths, M. D. (2019). Global limit setting as a responsible gambling tool: 
What do players think? International Journal of Mental Health and Addiction. https ://doi.org/10.1007/
s1146 9-018-9892-x.

Bagby, R. M., Vachon, D. D., Bulmash, E. L., Toneatto, T., Quilty, L. C., & Costa, P. T. (2007). Pathologi-
cal gambling and the five-factor model of personality. Personality and Individual Differences, 43(4), 
873–880.

Binde, P. (2008). Exploring the impact of gambling advertising: An interview study of problem gamblers. 
International Journal of Mental Health and Addiction, 7(4), 541–554.

Blaszczynski, A., Gainsbury, S. M., & Karlov, L. (2014). Blue Gum gaming machine: An evaluation of 
responsible gambling features. Journal of Gambling Studies, 30(3), 697–712.

Blaszczynski, A., Ladouceur, R., & Shaffer, H. J. (2004). A science-based framework for responsible gam-
bling: The Reno model. Journal of Gambling Studies, 20, 301–317.

https://doi.org/10.1007/s11469-018-9892-x
https://doi.org/10.1007/s11469-018-9892-x


1395Journal of Gambling Studies (2019) 35:1375–1396 

1 3

Boyle, G. J., Matthews, G., & Saklofske, D. H. (2008). The SAGE handbook of personality theory and 
assessment: Volume 1—Personality theories and models (Vol. 1, pp. 1–30). Retrieved March 15, 2018 
from http://sk.sagep ub.com/refer ence/hdbk_perso nalit ytheo ry1.

Brunborg, G. S., Hanss, D., Mentzoni, R. A., Molde, H., & Pallesen, S. (2016). Problem gambling and the 
five-factor model of personality: A large population-based study. Addiction, 111(8), 1428–1435.

Byrnes, J. P., Miller, D. C., & Schafer, W. D. (1999). Gender differences in risk taking: A meta-analysis. 
Psychological Bulletin, 125(3), 367–383.

Cohen, J. (1988). Statistical power analysis for the behavioral sciences. Florence: Taylor and Francis.
Cross, J. E., Saunders, C. M., & Bartelli, D. (1998). The effectiveness of educational and needle exchange 

programs: A meta-analysis of HIV prevention strategies for injecting drug users. Quality & Quantity, 
32(2), 165–180.

Derevensky, J. L., Gupta, R., & Messerlian, C. (2007). The effects of Gambling Advertising Questionnaire 
(EGAQ). Montreal: McGill University.

Donnellan, M. B., Oswald, F. L., Baird, B. M., & Lucas, R. E. (2006). The mini-IPIP scales: Tiny-yet-
effective measures of the Big Five factors of personality. Psychological Assessment, 18(2), 192–203.

Elster, J. (2000). Ulysses unbound: Studies in rationality, precommitment, and constraints. Cambridge: 
Cambridge University Press.

Ferris, J., & Wynne, H. (2001). The canadian problem gambling index. Final report. Ottawa: Canadian 
Centre on Substance Abuse.

Gainsbury, S. M. (2012). Internet gambling: Current research findings and implications. New York: 
Springer.

Gainsbury, S. M., Parke, J., & Suhonen, N. (2013). Consumer attitudes towards Internet gambling: Percep-
tions of responsible gambling policies, consumer protection, and regulation of online gambling sites. 
Computers in Human Behavior, 29(1), 235–245.

Gamgard. (2018). Welcome to Gamgard. Retrieved March 15, 2018 from www.gamga rd.com.
Gamres. (2018). Gamgard Version 3.0 has launched! Retrieved March 15, 2018 from http://gamre s.org/

gamga rd-versi on-3-0-launc hed-2/.
Haefeli, J., Lischer, S., & Schwarz, J. (2011). Early detection items and responsible gambling features for 

online gambling. International Gambling Studies, 11(3), 273–288.
Hanss, D., Mentzoni, R. A., Griffiths, M. D., & Pallesen, S. (2015). The impact of gambling advertising: 

Problem gamblers report stronger impacts on involvement, knowledge, and awareness than recreational 
gamblers. Psychology of Addictive Behaviors, 29(2), 483–491.

Harris, C. R., Jenkins, M., & Glaser, D. (2006). Gender differences in risk assessment: Why do Women 
Take Fewer Risks than Men? Judgment and Decision Making, 1(1), 48–63.

Hayer, T., & Meyer, G. (2011). Self-exclusion as a harm minimization strategy: Evidence for the casino sec-
tor from selected European countries. Journal of Gambling Studies, 27(4), 685–700.

Hing, N., Cherney, L., Blaszczynski, A., Gainsbury, S. M., & Lubman, D. I. (2014). Do advertising and 
promotions for online gambling increase gambling consumption? An exploratory study. International 
Gambling Studies, 14(3), 394–409.

Hirsh, J. (2010). Decision-making and self-regulation from a social-personality neuroscience perspective. 
ProQuest Dissertations Publishing.

Johansson, A., Grant, J. E., Kim, S. W., Odlaug, B. L., & Götestam, K. G. (2009). Risk factors for problem-
atic gambling: A critical literature review. Journal of Gambling Studies, 25(1), 67–92.

Ladouceur, R., Blaszczynski, A., & Lalande, D. R. (2012). Pre-commitment in gambling: A review of the 
empirical evidence. International Gambling Studies, 12(2), 215–230.

Ladouceur, R., & Sévigny, S. (2009). Electronic gambling machines: Influence of a clock, a cash display, 
and a precommitment on gambling time. Journal of Gambling Issues, 23, 31–41.

Ladouceur, R., Shaffer, P., Blaszczynski, A., & Shaffer, H. J. (2017). Responsible gambling: A synthesis of 
the empirical evidence. Addiction Research and Theory, 25(3), 225–235.

MacLaren, V. V., Best, L. A., Dixon, M. J., & Harrigan, K. A. (2011). Problem gambling and the five factor 
model in university students. Personality and Individual Differences, 50(3), 335–338.

Mentzoni, R. A. (2013). Structural characteristics in gambling. Doctoral thesis, University of Bergen, Ber-
gen, Norway. Retrieved March 15, 2018 from Bergen http://bora.uib.no/handl e/1956/6542.

Meyer, G., Fiebig, M., Häfeli, J., & Mörsen, C. (2011). Development of an assessment tool to evaluate the 
risk potential of different gambling types. International Gambling Studies, 11(2), 221–236.

Monaghan, S., & Blaszczynski, A. (2010). Impact of mode of display and message content of responsible 
gambling signs for electronic gaming machines on regular gamblers. Journal of Gambling Studies, 
26(1), 67–88.

Pallant, J. (2016). SPSS survival manual: A step by step guide to data analysis using IBM SPSS (6th ed.). 
Maidenhead: Open University Press, McGraw-Hill.

http://sk.sagepub.com/reference/hdbk_personalitytheory1
http://www.gamgard.com
http://gamres.org/gamgard-version-3-0-launched-2/
http://gamres.org/gamgard-version-3-0-launched-2/
http://bora.uib.no/handle/1956/6542


1396 Journal of Gambling Studies (2019) 35:1375–1396

1 3

Parke, J., Parke, A., Rigbye, J., Suhonen, N., & Williams, L. V. (2012). The eCOGRA global online gambler 
report. In R. J. Williams, R. T. Wood, & J. Parke (Eds.), Routledge international handbook of internet 
gambling (pp. 140–160). Oxford: Routdledge.

Rolison, J. J., Hanoch, Y., Wood, S., & Liu, P.-J. (2014). Risk-taking differences across the adult life span: A 
question of age and domain. The Journals of Gerontology: Series B, 69(6), 870–880.

Steinberg, L. (2008). A social neuroscience perspective on adolescent risk-taking. Developmental Review: 
DR, 28(1), 78–106.

Williams, R. J., Volberg, R. A., Stevens, R. M. G., Williams, L. A., & Arthur, J. N. (2017). The definition, 
dimensionalization, and assessment of gambling participation. Report prepared for the Canadian Con-
sortium for Gambling Research. February 1, 2017.

Williams, R. J., West, B. L., & Simpson, R. I. (2012). Prevention of problem gambling: A comprehensive 
review of the evidence, and identified best practices. Report prepared for the Ontario Problem Gam-
bling Research Centre and the Ontario Ministry of Health and Long Term Care. October 1, 2012.

Williams, R. J., & Wood, R. T. (2004). The proportion of gaming revenue derived from problem gamblers: 
Examining the issues in a Canadian context. Analyses of Social Issues and Public Policy, 4(1), 33–45.

Wood, R. T. A., & Griffiths, M. D. (2015). Understanding positive play: An exploration of playing experi-
ences and responsible gambling practices. Journal of Gambling Studies, 31(4), 1715–1734.

Wood, R. T. A., Wohl, M. J. A., Tabri, N., & Philander, K. (2017). Measuring responsible gambling amongst 
players: Development of the Positive Play Scale. Frontiers in Psychology, 8, article 227.

Yani-de-Soriano, M., Javed, U., & Yousafzai, S. (2012). Can an industry be socially responsible if its prod-
ucts harm consumers? The case of online gambling. Journal of Business Ethics, 110(4), 481–497.

Publisher’s Note Springer Nature remains neutral with regard to jurisdictional claims in published maps and 
institutional affiliations.


	Predictors of Gamblers Beliefs About Responsible Gambling Measures
	Abstract
	Introduction
	Methods
	Participants and Procedure
	Sample
	Procedure

	Instruments
	Gambling Participation
	Demographics
	Games Played
	Canadian Problem Gambling Index (CPGI)
	Mini-International Personality Item Pool (MINI-IPIP)
	Impacts from Gambling Advertising
	Responsible Gambling Measures

	Statistics

	Results
	Discussion
	Practical Implications
	Strengths and Limitations
	Conclusions

	References




