
 
 

 

 
 

 
RESEARCH QUESTIONS 
Which motivations are associated with electronic 
gambling machine (EGM) gambling behaviours? 
 
PURPOSE 
EGMs are a popular yet risky form of gambling. 
Gambling motivation is one factor that may lead 
people to have gambling problems with EGMs. The 
aim of the present study was to develop a measure of 
EGM gambling motivations based on the results of 
previous qualitative research with EGM problem 
gamblers. 
 
HYPOTHESIS 
The factors of the newly developed measure were 
expected to be theoretically consistent with themes 
from a prior study and internally consistent (i.e., 
reliable). The new subscales were expected to be 
associated with measures of EGM gambling 
frequency and EGM gambling problems. It was 
expected that the new measure would also be 
associated with theoretically related subscales 
measuring gambling to avoid demands and 
responsibilities; as an oasis from demands and 
stressors; as a space with constant activity; and as a 
source of adult company. Finally, the new subscales 
were expected to have only a weak association with 
age and gender. 
 
PARTICIPANTS 
Participants were 355 current EGM gamblers (35% 
males; average age = 30 years) recruited through 
invitations on message boards, newspapers, and an 
electronic search engine. Participants had played 
EGMs at least twice in the preceding year. 
 
PROCEDURE  
A total of 35 items were generated in the initial pool of 
items for the new measure. In addition to this newly 
developed scale, participants were asked to provide 
demographic information and to complete measures 
of motivation, problem gambling severity, and 
frequency of EGM gambling. Participants could 
complete a print-based version of the questionnaire 
and return it by mail or fill out the questionnaire online. 

 
MAIN OUTCOME MEASURES 
The primary measure was the newly developed scale 
of EGM gambling motivations.  Since no existing 
gambling motivational scales provided 
comprehensive measurement of the identified EGM 
gambling motivations, a more general measure of 
motivation, a portion of the Recreational Experience 
Preference Inventory, was included for convergent 
validity (i.e., to assess if results are associated with 
results from similar measures). The Escape Role 
Overloads scale measured gambling as an escape 
from demands and responsibilities, the Escape 
Physical Stressors scale and the Privacy scale 
measured gambling as an oasis from demands and 
stressors, the Escape Daily Routine scale measured 
gambling as a space with constant activity to alleviate 
boredom, and the Meeting New People scale 
measured gambling as a source of adult company. 
The items from the motivation scale and the items 
from the scale being developed were presented in 
random order. The Problem Gambling Severity Index 
assessed prevalence of gambling problems with two 
domains: problem gambling behaviour and 
consequences of that behaviour over the past 12 
months. Respondents were also given the option of 
responding ‘Don’t know.’ Participants were asked to 
focus specifically on their EGM gambling when 
answering. Scale scores were used to classify 
participants as non-problem gamblers, low risk 
gamblers, moderate risk gamblers, or problem 
gamblers. Frequency of EGM gambling was 
measured for venues within clubs and hotels, where 
the vast majority of EGMs in Victoria were located. 
 
KEY RESULTS 
Overall, 66% of participants were at low or no risk of 
EGM gambling problems, 12% were at moderate risk, 
and 23% were at high risk. As expected, the factors 
identified by statistical analysis were theoretically 
consistent with the themes from the previous 
qualitative study. Three factors explained 57% of the 
variance in scores on the scale. Factor one (‘escape 
problems’) related to EGM gambling as a cognitive 
and physical escape from responsibilities, demands, 
and problems of life. Factor two (‘accessibility’) 
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consisted of items relating to the easy accessibility of 
venues as somewhere to go. Factor three ‘social 
environment’) related to the warm, welcoming 
environment with the potential for social interaction. 
As hypothesised, the new subscales were internally 
consistent (i.e., reliable). Also as expected, the 
escape problems subscale was associated with the 
motivation subscales measuring escaping demands 
and responsibilities and oasis from stressors. 
Similarly, the accessibility subscale was associated 
with the motivation subscale measuring a place with 
constant activity. The social environment subscale, as 
expected, was associated with the motivation 
subscale measuring a source of adult company. The 
hypothesis that the subscales would have only weak 
associations with gender and age was generally 
supported. Finally, as expected, escape problems 
and accessibility were associated with measures of 
EGM gambling frequency and gambling problems. 
Contrary to expectations, social environment had only 
a weak association with EGM gambling frequency 
and problem gambling. 
 
 
 

LIMITATIONS 
The procedure used to develop the scale 
concentrated on motivations relevant to EGM problem 
gamblers only. The findings may not generalize to 
other types of problem gamblers. Also, additional 
reliability and validity testing on the measure is 
required to determine whether the findings are reliable 
over time and are valid for other samples of gamblers. 
 
CONCLUSIONS 
The present study developed a measure of EGM 
gambling motivations based on a theoretical model of 
EGM problem gambling. The results indicate that 
people go to EGM venues to escape, because they 
are accessible, and for the social environment. The 
new measure may be used in future research to 
investigate the relationships between EGM gambling 
motivations and other aetiological factors and their 
combined ability to predict EGM problem gambling.  
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