
 
 

What this research is about  

Persuasive systems are computerized software or 

information systems that are designed to change or 

shape attitudes and/or behaviours. These systems use 

persuasive techniques (e.g., in-game rewards and 

social influence) to get people to act in a certain way 

or to maximize their engagement with the system. 

Persuasive systems can reinforce behaviour that is 

addictive (e.g., problem gambling).  

Explainable persuasion helps share information about 

the persuasive design techniques used in a system. 

Explainable persuasion can help address issues related 

to system transparency, ethics, and user control. It 

can help inform users so that they can make a choice 

of whether to interact with those techniques or not. 

In this study, the researchers examined how aware 

people who gamble online are of persuasive design 

techniques used in online gambling platforms, and 

how they felt about explainable persuasion.  

What the researchers did 

A total of 250 participants were recruited through 

Prolific, an online recruitment platform. Participants 

had to be at least 18 years old, speak English fluently, 

and live in the UK. They must also regularly bet online 

on slot or roulette games in the past 12 months.   

Participants completed an online survey that included 

the Problem Gambling Severity Index. Then, 

participants listed the persuasive design techniques 

they knew. They shared whether they felt these 

techniques could impact problem gambling.  

Participants were shown explanation cards about 13 

persuasive design techniques commonly used in UK-

based online gambling platforms. They shared 

whether they had seen examples of each technique 

when gambling, and if they knew about the intent and 

possible harm of each technique. Participants then 

shared their beliefs about explainable persuasion 

(e.g., whether it could help people stay in control of 

their gambling, and how they felt about gambling 

operators that used explainable persuasion). 

What the researchers found 

On average, participants were 36 years old. Half of the 

participants were men. About 31% of participants had 

six or more online gambling accounts. About 30% of 

participants had moderate-risk gambling while 28% 

had problem gambling.  

What you need to know 

Explainable persuasion helps share information 

about the persuasive design techniques used in a 

system to change or shape attitudes and/or 

behaviours. This study examined how aware 

people who gamble online are of persuasive 

design techniques used by online gambling 

platforms, and how they felt about explainable 

persuasion. A total of 250 adults in the UK who 

gambled regularly completed a survey. Most 

people knew how online gambling platforms used 

different persuasive design techniques (e.g., in-

game rewards, reminders, and praise). Most 

people were also aware of the intention of these 

techniques and the potential harm. Most people 

believed that explainable persuasion could help 

them stay in control of their gambling. Over half 

believed it would make them feel more positive 

towards gambling operators. Many thought 

explainable persuasion could also remind them of 

the possible side effects of persuasive techniques. 

Explainable persuasion information about 

techniques used to encourage gambling in 

online gambling platforms 
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Most (88.4%) were aware that online gambling 

platforms used persuasive design techniques. 

Participants were most familiar with in-game rewards 

(74.4%). This was followed by game mechanics (12%). 

The ability to recall such techniques was linked to 

problem gambling severity. Participants without 

problem gambling recalled fewer techniques. Those 

with moderate-risk gambling recalled more.  

On average, participants remembered seeing 11 of 

the 13 techniques shown. They were mainly aware of 

the use of in-game rewards (98.8%), reminders 

(96.4%), and praise (92.4%). Participants were also 

aware of the persuasive intent and potential harm of 

about eight of those techniques. Participants with 

more gambling accounts and gambled on more 

gambling activity per week were more aware of these 

techniques. They were also more aware of the intent 

and potential harm of the techniques.  

Before viewing the explanation cards, 91.6% of 

participants believed that persuasive design 

techniques may contribute to problem gambling. 

After viewing the cards, a further 93 participants 

agreed or more strongly agreed that these techniques 

may contribute to problem gambling. 

About 70% of participants believed that explainable 

persuasion could help people stay more in control of 

their gambling. Participants felt that explainable 

persuasion could help people be able to better 

recognize the intent of persuasive techniques, have 

stronger self-awareness of their own feelings and 

actions, and be reminded that they are not in control 

of the gambling outcomes. More than half of the 

participants believed they would feel positively or 

more positively towards gambling operators if the 

operators provided explainable persuasion. 

Some reasons that participants believed that 

explainable persuasion was not useful included  

knowing about the persuasive design techniques 

would not stop people from gambling; people might 

ignore explainable persuasion because they believe 

that it does not apply to them; providing explainable 

persuasion could hinder the gambling experience; 

people feel patronized by explainable persuasion; and 

it is hard to understand explainable persuasion 

information. Older participants were less likely to 

agree that explainable persuasion could help people 

stay in control and to feel positively towards gambling 

operators that provided explainable persuasion. 

How you can use this research 

Gambling operators can use this research to support 

the use of explainable persuasion to increase 

perceptions of transparency and integrity. 
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