
 
 

What this research is about 

Responsible gambling (RG) programs aim to reduce 
gambling-related harm by encouraging people to 
adopt non-risky gambling habits. An RG program 
called GameSense was adopted by MGM Resorts 
International (MGM) in 2017. GameSense is now 
implemented in all of MGM’s US-based properties. 
However, little research has been done on the 
effectiveness of GameSense in promoting RG beliefs 
and behaviours. Additionally, no research has been 
done on whether the property type (e.g., casinos 
located in metropolises vs. regional casinos) affects 
GameSense’s efficacy. Answering these questions was 
the aim of the present study. 

What the researchers did 

The researchers were given access to data from 
MGM’s M life loyalty program. Data were collected 
for three years: before the implementation of 
GameSense (Year 1), approximately 6 to 16 months 
after the implementation (Year 2), and approximately 
18 to 28 months after the implementation (Year 3). 
Participants were members of the M life loyalty 
program who were emailed links by the MGM Direct 
Marketing team to a survey designed by the study’s 
authors. The researchers used data from 3748 people 
who responded in Year 1, 4795 people who 
responded in Year 2, and 3927 people who responded 
in Year 3.  

To assess awareness of/engagement with 
GameSense, participants were asked “Have you heard 
of GameSense?”. If they answered yes to this 
question, they were then asked which aspects of 
GameSense they had heard about. Participants were 
also asked if they engaged with two aspects of 

GameSense: speaking with a GameSense Advisor and 
picking up an RG brochure. 

The Positive Play Scale (PPS) was used to assess 
understanding of different RG behaviours and beliefs. 
Participants were also asked if they engaged in six RG 
strategies, such as taking breaks and not spending 
more on gambling than planned. Participants’ 
understanding of gambling concepts was assessed by 
having them answer “True” or “False” to seven 
statements about how gambling works. Participants 
were also asked about their gambling habits, including 

What you need to know 

GameSense is a responsible gambling (RG) 
initiative that seeks to educate people who 
gamble about how to gamble safely. GameSense 
was adopted by MGM Resorts International 
(MGM) at its US-based properties in 2017. The 
authors of this study sought to investigate 
whether GameSense has been effective in 
promoting healthy gambling beliefs and use of RG 
strategies. They also wanted to know whether 
GameSense efficacy differed depending on the 
type of property. MGM administered a survey to 
its loyalty members three times across 
approximately three years. The researchers found 
that few people were aware of or engaged with 
GameSense. Awareness of GameSense increased 
from before its implementation to one year after it 
was implemented. Awareness of GameSense did 
not increase the following year. Additionally, 
people aware of GameSense used slightly more RG 
strategies than those not aware of GameSense. 
Engagement did not increase over the years.  
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frequency of gambling in the past year, types of 
gambling games played, and MGM properties 
attended. Information on age, gender, race/ethnicity, 
and educational level were also collected. 

What the researchers found 

In Year 3, 11.3% of participants were aware of 
GameSense. However, awareness of the different 
components of the GameSense program and 
engagement in GameSense were low. The possible 
score range was 0 to 4 for awareness and 0 to 2 for 
engagement; the averages were 0.24 and 0.02, 
respectively. Awareness of GameSense increased 
from Year 1 to Year 2, but not from Year 2 to Year 3. 
Engagement did not increase over the years. 

Awareness of GameSense was positively related to 
use of RG strategies and gambling frequency. People 
who were aware of GameSense used slightly more RG 
strategies, on average, than people who were not 
aware of GameSense. People who were aware of 
GameSense gambled somewhat more frequently than 
people who were not aware. Additionally, as RG 
behaviours and beliefs increased, understanding of 
gambling concepts increased and gambling frequency 
decreased. Similar to awareness, people who engaged 
with GameSense gambled somewhat more frequently 
than people who did not.  

Few differences were found in terms of engagement 
in GameSense by property type. The researchers 
found that people attending regional properties 
tended to engage more with GameSense and scored 
higher on the PPS scale for gambling literacy. 

How you can use this research 

This research helps to inform our understanding of 
the efficacy of responsible gambling initiatives. 
Specifically, GameSense was evaluated across three 
time points using three samples of participants. The 
results indicated that overall awareness of and 
engagement with GameSense were quite low. People 
aware of GameSense used slightly more RG strategies 
than those not aware of GameSense. However, the 
impact was quite weak. This research could be useful 
for researchers and policy makers interested in RG 

initiatives and their efficacy. The findings suggest that 
GameSense as an RG program can be strengthened. 
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