
 
 

What this research is about 

Evidence suggests that gambling games with faster 
playing speeds increase people’s risk of gambling 
harm such as problem gambling (PG). PG is repetitive 
gambling behaviour that leads to negative 
consequences. People with PG are attracted to games 
with fast speeds. They think those games are more 
exciting to play. People who are sensitive to rewards, 
such as winning a gambling game, may be attracted to 
games with fast playing speeds because they have 
higher event frequencies. Event frequency refers to 
the number of bets people can make within a given 
time. For example, people can make 10 spins a minute 
on electronic gaming machines (EGMs). Therefore, 
EGMs have an event frequency of six seconds.  

Gambling games with high playing speeds prevent 
people from reflecting on their gambling behaviour. 
They may experience dissociation in which they 
become unaware of what is going on around them. As 
a result, some people may continue to gamble even 
though they keep losing money. This uncontrollable 
behaviour may increase their risk of PG. In this study, 
the researchers investigated whether playing speeds 
and brief pauses affect people’s ability to control their 
gambling behaviour. The researchers also examined 
the impacts of arousal and dissociation.  

What the researchers did 

The researchers designed a simulated EGM. The slot 
machine had three reels and one pay line. It had five 
different conditions. Each condition had a different 
playing speed. Three conditions had fast, moderate, 
and slow playing speeds of 1.5 seconds, 3 seconds, 
and 4.5 seconds. One condition had a moderate 
playing speed with a brief pause. This condition 

included a 1.5 second spin and a 1.5 second pause in 
play (total of 3 seconds). One condition had a slow 
playing speed with a brief pause. This condition 
included a 1.5 second spin and a 3 second pause in 
play (total of 4.5 seconds).  

The researchers built a Go/No-go task into the slot 
machine. The Go/No-go task assessed participants’ 
level of self-control by looking at their ability to stop 
gambling. Each condition had 90 spins. The first 30 
spins all had green coloured “go” signals displayed on 
the slot machine screen. The last 60 were a mix of 
“go” and red coloured “no-go” signals. Participants 
were supposed to gamble on “go” signals and to 
withhold from gambling on “no-go” signals. 

The researchers recruited participants from arcades 
and sports teams in the Lincolnshire region in the 

What you need to know 

The researchers investigated how playing speeds 
and brief pauses affect people’s ability to control 
their gambling behaviour. The researchers 
enrolled adults without problem gambling in their 
study. They built a slot machine with five playing 
speeds: fast, moderate, moderate with a brief 
pause, slow, and slow with a brief pause. They 
monitored participants’ ability to withhold from 
gambling as required. The researchers found that 
faster playing speeds affected people’s ability to 
withhold from gambling. Arousal played a major 
role at faster playing speeds. At slower playing 
speeds, dissociation could affect participants’ 
control over their gambling behaviour. Also, 
including a brief pause at a slow speed of play 
could have unintended consequences.  

People may have less self-control while 
playing gambling games with faster playing 
speeds 
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United Kingdom. Participants were 50 adults aged 19 
to 58 years old. They gambled at least once a month 
and had never suffered from problem gambling. 

Participants played all five conditions with a 5-minute 
break in between. They completed several 
questionnaires after playing each condition. A 
modified version of the Dissociative Experience Scale 
assessed whether participants experienced 
dissociation while gambling. The Self-Assessment 
Manikin assessed participants’ arousal and emotional 
reaction to playing the slot machine. A questionnaire 
with nine questions assessed whether participants felt 
they were in control of their actions during gambling.  

What the researchers found 

Participants were less able to withhold from gambling 
when playing the slot machine at faster speeds. 
However, including a brief pause at a slow playing 
speed had a negative impact. Participants were less 
able to withhold from gambling when they played at a 
slow speed with a brief pause.  

Participants reported more arousal and positive 
emotions during faster playing speeds. This finding 
suggests that games with higher event frequencies 
are more exciting for gamblers to play. Participants 
who felt more arousal tended to have less self-control 
while playing at faster speeds. At a slow playing 
speed, arousal no longer affected participants’ ability 
to control their gambling behaviour. Playing speeds 
did not affect whether participants felt they were in 
control of their actions while gambling. Participants 
consistently believed that they had high self-control 
across all conditions. 

Participants dissociated less while playing at faster 
speeds. This suggests participants were more 
absorbed in fast playing games. A brief pause in play 
reduced participants’ dissociation but only at a slow 
playing speed. However, at slower playing speeds, 
participants who dissociated more seemed to have 
less control over their gambling behaviour.    

How you can use this research 

Researchers can use this research to investigate how 
different gambling policies positively and negatively 

affect people’s gambling behaviour. Gambling 
operators can provide more cues to assist self-control, 
such as clearly display clocks and calculators on slot 
machine displays. This may help gamblers monitor 
how much time and money they spend gambling. 
Researchers can further investigate the effects of 
playing speeds and pauses on gambling behaviour, 
such as when pauses in play may be beneficial.  
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About Gambling Research Exchange (GREO) 

Gambling Research Exchange (GREO) has partnered 
with the Knowledge Mobilization Unit at York 
University to produce Research Snapshots. GREO is an 
independent knowledge translation and exchange 
organization that aims to eliminate harm from 
gambling. Our goal is to support evidence-informed 
decision making in safer gambling policies, standards, 
and practices. The work we do is intended for 
researchers, policy makers, gambling regulators and 
operators, and treatment and prevention service 
providers.  

Learn more about GREO by visiting greo.ca or emailing 
info@greo.ca. 
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