
What this research is about 

In Australia, 4.9–11.4% of adults engage in low- to 
moderate-risk gambling. Another 0.4–0.6% of adults 
experience problem gambling. People with problem 
gambling and people with lower-risk gambling 
experience gambling harms. Thus, research should 
focus on harm prevention and treatment across the 
continuum of risk and not just problem gambling.  

The relapse prevention model looks at why people 
relapse in their addiction by examining factors that 
increase their risk of relapse. This model can be 
applied to gambling. For example, someone who has 
mental health problems or substance use issues may 
be at higher risk of relapsing or having a gambling 
episode. They could also have a gambling craving 
which affects their likelihood of gambling at that 
moment. ‘Self-efficacy’ is important to preventing 
relapses. Gambling self-efficacy is a person’s 
confidence in their ability to limit or stop themselves 
from gambling. Craving self-efficacy is the confidence 
in their ability to resist their gambling cravings. 

Gambling cravings and self-efficacy beliefs can change 
over time. This study followed people over four weeks 
to see how changes in their cravings and self-efficacy 
affected their gambling behaviour, and how their 
gambling behaviour then affected their cravings and 
self-efficacy. 

What the researchers did 

This study analyzed data from respondents of the 4th 
Social and Economic Impact Study of Gambling in 
Tasmania, Australia. The researchers recruited 97 
respondents who gambled at least once per month on 
any gambling activity aside from the lottery.  

First, participants completed a telephone interview. It 
asked them about their mental health, addiction 
symptoms, and substance and alcohol use. Next, 
participants answered questions about their gambling 
behaviour. They completed the Problem Gambling 
Severity Index (PGSI) and the Short Gambling Harms 
Scale (SGHS). The PGSI measures problem gambling 
severity. The SGHS measures the types of harms they 
had experienced from gambling. Participants also 
completed the Gambling Motives Questionnaire-
Financial (GMQ-F). Finally, they completed the 
Inventory of Gambling Situations (IGS-10). The IGS-10 
measures the types of situation that put people at risk 
of gambling. 

What you need to know 

Up to 12% of Australians may experience some 
gambling harms. Reducing gambling could prevent 
these harms. This study looked at how a person’s 
gambling cravings and their confidence in resisting 
their cravings (i.e., self-efficacy) influence their 
gambling behaviour, and vice versa. Adults who 
gambled regularly completed short surveys twice 
per day for four weeks. Participants who had 
gambling cravings were more likely to gamble at a 
later time. Participants with lower craving self-
efficacy spent more money gambling. If cravings 
were infrequent, then high gambling self-efficacy 
reduced gambling episodes. However, if cravings 
were frequent, then self-efficacy did not reduce 
gambling. Participants who gambled to cope spent 
more money gambling if they had low gambling 
self-efficacy. Finally, participants who gambled for 
positive reinforcement and those with substance 
use issues were more vulnerable to gambling. 

How gambling cravings and self-efficacy are 
linked to subsequent gambling episodes  
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After this initial screen, participants completed a brief 
survey on a mobile app (Instant Survey) twice per day 
for four weeks. The survey asked them about their 
gambling cravings, self-efficacy, and gambling 
episodes each day. If the participants reported a 
gambling episode in a survey, they were asked how 
much time and money they spent gambling during the 
episode. The researchers tested how gambling 
cravings and self-efficacy could affect later gambling 
behaviour, and vice versa. 

What the researchers found 

Participants who experienced a gambling craving were 
more likely to have a subsequent gambling episode. 
Participants with low craving self-efficacy were more 
likely to spend more money gambling at a later time. 
The frequency of gambling cravings was important. 
Participants with infrequent cravings spent less 
money during later gambling episodes if they had high 
craving self-efficacy. However, for participants with 
frequent cravings, their craving self-efficacy did not 
affect how much they spent. Also, participants who 
gambled to cope with stress spent more money on 
gambling if they had low gambling self-efficacy. 

Participants who gambled in positively reinforcing 
situations (e.g., gambling to feel excited) were more 
likely to have later gambling episodes. This was 
particularly true if they had intense cravings to 
gamble. They were also more likely to have intense 
cravings regardless of whether they had previously 
gambled or not. This means that gambling in 
positively reinforcing situations could contribute to a 
cycle of gambling cravings and gambling episodes. 

Finally, people with substance use issues were more 
likely to gamble for longer if they had low gambling 
self-efficacy. But they reported less intense gambling 
cravings if they had previously spent more money 
gambling. So, having spent more money might have 
relieved their gambling cravings in the short term. 

How you can use this research 

Interventions could aim to reduce gambling cravings 
and increase self-efficacy. This could help reduce 
gambling, particularly for people who gamble for 
positive reinforcement. 
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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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