
 
 

What this research is about 

Great Britain’s Gambling Commission states that all 
online gambling games must provide warning 
information that enables people to understand what 
their chances of winning are.  

There are two possible equivalent ways for gambling 
companies to warn people about their chances of 
winning. The first is to state the return-to-player 
percentage. This is the percentage of all the wagered 
money that will be paid back to gamblers as winnings. 
For example, a return-to-player of 90% means that 
gamblers will get back on average 90% of the money 
wagered on a game. The second way is to present the 
house-edge. This states that the game will keep 10% 
of the wagered money. Both ways present the same 
information about the chance of winning. However, 
only the return-to-player frame is widely used. 

Past research suggests that gamblers have trouble 
understanding return-to-player information. In this 
study, the researchers did two experiments to 
examine the effects of these two different ways of 
framing gambling risk information.  

What the researchers did 

Experiment 1: 

The researchers recruited 399 adults living in the UK 
through an online crowdsourcing panel. All 
participants stated that they played online gambling 
games. Participants did an online experiment in which 
they were randomly assigned to the return-to-player 
or house-edge warning label condition. 

In both conditions, participants completed three trials 
with varying payout sizes. The payouts were 5% 

house-edge (95% return-to-player), 10% house-edge 
(90% return-to-player), and 15% house-edge (85% 
return-to-player). For each trial, participants rated 
their chance of winning from ‘very low’ to ‘very high’.  

After completing the three trials, participants 
reported their age, gender, and number of days they 
gambled in the past year. They completed the 
Problem Gambling Severity Index (PGSI), a measure of 
gambling behaviour and problems. Participants also 
completed a measure of their understanding of a 
return-to-player warning label. This measure asked 

What you need to know 

In Great Britain, online gambling games must 
display warning information about people’s 
chances of winning. Different ways of framing the 
information can influence people’s understanding. 
In this study, adults who played online games 
were shown either return-to-player or house-edge 
warning labels. Both labels communicated the 
same information about the chance of winning. 
Experiment 1 tested if different labels with varying 
payout sizes influenced what people thought 
about their chances of winning. Participants who 
saw the return-to-player labels consistently 
thought their chances of winning were higher than 
participants who saw house-edge labels. 
Experiment 2 explored how the two warning labels 
were understood. More participants correctly 
understood the house-edge label than the return-
to-player label. Thus, house-edge warning labels 
could better help people to understand their 
gambling risks and chances of winning.   
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participants to choose the best description of a 
return-to-player of 90% out of four options.  

Experiment 2: 

Participants were 408 adults living in the UK. They 
were shown either a return-to-player or house-edge 
warning label. The two labels were equivalent to a 
house-edge of 10%. Participants then completed a 
similar measure of their understanding of the warning 
label. They also completed the PGSI and provided the 
number of days they gambled in the past year. 

What the researchers found 

Experiment 1: 

Compared to participants who saw the house-edge 
labels, participants who saw the return-to-player 
labels thought that their chances of winning were 
higher. They also rated their chances of winning as 
higher with higher return-to-player percentages.  

Only half of the participants (47.4%) understood what 
a return-to-player of 90% meant. These participants 
correctly chose the description: ‘For every £100 bet 
on this game about £90 is paid out in prizes.’ 

Experiment 2:  

Two-thirds of the participants (66.5%) who saw the 
house-edge warning label correctly understood what 
the information meant. Less than half of the 
participants (45.6%) who saw the return-to-player 
label correctly understood this information. 
Compared to participants with lower PGSI scores, 
those with higher PGSI scores were more likely to 
answer correctly in either condition.  

How you can use this research 

This study shows that communicating house-edge 
information could help gamblers correctly understand 
their gambling risks and chances of winning. This 
information could be useful to policymakers, gambling 
regulators, and gambling companies. Future research 
could explore potentially even better methods to 
communicate gambling risk information. 
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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.  


