
 
 

What this research is about 

Responsible gambling (RG) tools have been created to 

reduce harm from gambling. They have been used to 

help gamblers make informed choices about their 

gambling behaviours. RG tools encourage gamblers to 

gamble within affordable limits. For example, some 

electronic gaming machines (EGMs) allow gamblers to 

set limits on the amount of money they are willing to 

lose in a session. Educational materials have also been 

created to stress the importance of setting money 

limits. No research has examined when gamblers will 

benefit the most from viewing RG information. 

Active learning suggests that people learn best when 

learning is paired with the opportunity to use the 

information. If applied to RG, active learning would 

mean that RG information would be most effective 

when the gambler is about to make an RG decision, 

such as whether or not to continue gambling. This 

study tested whether gamblers who engaged in active 

RG learning (i.e., receiving RG information just before 

making an RG decision) would be more willing to 

gamble responsibly in the future. 

What the researchers did 

Participants were 98 slot machine players recruited 

from two local casinos in Canada. The researchers 

approached participants upon entering the casino, 

before they started gambling. Participants were told 

that $20 had been uploaded on a virtual reality slot 

machine. They could use up to $10 to play with, and 

the other $10 was their compensation for 

participating in the study. Participants were then 

asked how much of the $10 they would like to play 

with (their money limit). The researchers assessed 

their symptoms of problem gambling using the 

Problem Gambling Severity Index (PGSI). 

The researchers randomly assigned participants to 

either the active learning or passive learning 

condition. In the active learning condition, 

participants gambled on the slot machine, which had 

been programmed to lose, until they reached their 

money limit. Once they had reached their limit, 

participants watched a three-minute RG educational 

video. The video explains how EGMs work, the 

importance of setting money limits when gambling, 

and ways to avoid going over those limits. Right after 

watching the video, participants were asked if they 

wanted to continue gambling, using their 

compensation money. They also completed a short 

What you need to know 

This study explored when the best time would be 

for gamblers to learn about the benefits of 

responsible gambling (RG) information. Gamblers 

were shown an RG educational video about setting 

money limits either just before gambling or before 

deciding whether or not to continue play after 

they had reached their money limit. Gamblers who 

saw the video before deciding whether or not to 

continue play were more likely to agree to set a 

money limit in future gambling. However, the 

effect of the timing of the RG video was not 

observed among gamblers with more severe 

problem gambling. These results suggest that 

learning RG actively (i.e., pairing RG education 

with an RG decision) can increase gamblers’ 

intention to gamble within their limits in the 

future. 

Timing of educational information can 

influence the intention to gamble 

responsibly 
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questionnaire about their intention to set a money 

limit during their gambling session at the casino.  

In the passive learning condition, participants 

watched the RG educational video before gambling on 

the slot machine. Otherwise, they followed the same 

steps as in the active learning condition. 

The researchers analyzed which group was more likely 

to plan to set a money limit in future gambling: those 

who watched the video after they reached their 

money limit or those who watched the video before 

gambling. They also compared between those high 

and low in problem gambling severity. Finally, the 

researchers explored whether the severity of problem 

gambling influenced the relationship between the 

timing of the RG video and limit setting intention. 

What the researchers found 

The timing of the RG information video did not 

influence whether participants stayed in their money 

limit during the slot machine play. Most participants 

in both conditions did not want to continue play after 

reaching their limit. Participants with higher problem 

gambling severity were more likely to agree to set a 

money limit when gambling in the casino.  

Compared to those who watched the video before 

gambling, participants who watched the video right 

before deciding whether or not to continue play were 

more likely to agree to set a money limit when 

gambling in the casino. However, problem gambling 

severity influenced the relationship between the 

timing of the RG information video and limit setting 

intention. The active learning condition (i.e., pairing 

RG education with an RG decision) only influenced the 

intention to set a money limit among gamblers with 

low problem gambling severity. This suggests that RG 

tools may not be effective for people with problem 

gambling. 

How you can use this research 

The findings suggest that the timing of RG information 

is important. Gambling operators could explore how 

to use activing learning within their RG initiatives. For 

instance, they could modify EGMs to show RG 

information at times when gambling decisions are 

being made. Future research could test whether 

gamblers actually stick to their money or time limits 

when planning to do so. 
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Gambling Research Exchange Ontario (GREO) 

Gambling Research Exchange Ontario (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 responsible 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.  


