
 
 

What this research is about 

Gambling is a popular activity worldwide. In some 
studies, up to 83% of people report gambling in the 
past year. Research has often focused on factors that 
contribute to excessive gambling. Erroneous beliefs 
related to gambling is one risk factor for developing 
gambling problems. Importantly, overconfidence in 
the understanding of how gambling outcomes are 
determined may be considered an erroneous belief.  

Not much is known about why people gamble. This 
includes why people decide to gamble on new 
gambling activities. The Theory of Reasoned Action 
(TRA) may help to explain why people gamble. The 
TRA suggests that the intention to gamble is related to 
positive attitudes towards gambling as well as 
believing that others approve of the activity 
(perceived social norms). 

Skill-based gaming machines (SGMs) are a new 
gambling product. SGMs are similar to electronic 
gaming machines (EGMs) but include a skill 
component similar to video games. SGMs provide an 
opportunity to examine the relationship between 
attitudes towards a gambling product and 
overconfidence in one’s understanding of how its 
outcomes are determined.  

In this study, the researchers examined the 
relationship between attitudes and overconfidence in 
understanding of gambling outcomes. They did so 
using a traditional gambling product, EGMs, and a 
new gambling product, SGMs. The researchers also 
tested if labels informing participants about the role 
of skill and chance could influence the above 
relationship. 

What the researchers did 

The researchers did two studies. The first study was a 
secondary analysis of a previous online study with 232 
US adults. The previous study showed people video 
clips of both EGMs and SGMs. The researchers were 
interested in several measures from this study, 
including participants' general understanding of EGMs 
and SGMs and their self-reported understanding of 
how EGMs and SGMs work. Participants' attitudes 
towards EGMs and SGMs and their scores on the 
Problem Gambling Severity Index (PGSI) were also of 

What you need to know 

Gambling is a popular global activity. Most studies 
have focused on risk factors of excessive gambling, 
including erroneous beliefs related to gambling. 
Not much is known about why people choose to 
gamble. The Theory of Reasoned Action proposes 
that positive attitudes and perceived social norms 
would predict people’s intention to gamble. The 
researchers examined the relationship between 
attitudes and overconfidence in one’s 
understanding of how outcomes are determined 
in a game (as a specific form of erroneous belief). 
They did so in two studies with electronic gaming 
machines (EGMs) and a new form of gambling, 
skill-based gaming machines (SGMs). In both 
studies, participants had a greater overconfidence 
in how EGMs work. Overconfidence in 
understanding of how EGMs work was associated 
with positive attitudes towards EGMs. No such 
relationship was found for SGMs. These results 
held after considering important factors such as 
gambling severity and demographic 
characteristics.  
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interest. Lastly, the researchers were interested in 
participants' demographic characteristics such as age, 
gender, and income. Overconfidence in understanding 
of gambling outcomes was calculated as the 
difference between self-reported and general 
understanding of EGMs and SGMs. 

Study 2 was an experimental study with 246 
Australian adults. The participants consisted of 
university students, people who gamble regularly on 
EGMs, and community members. Participants were 
randomly assigned to play either an SGM or EGM. 
Each machine was also randomly assigned with a label 
or no label. There were two different types of labels. 
One label told participants that the gambling 
outcomes were determined by chance. The other 
label told participants the outcomes were based on a 
mix of skill and chance. Participants also completed 
measures that were similar to those in Study 1. 

What the researchers found 

In both studies, results demonstrated that EGMs are 
systematically misunderstood by individuals resulting 
in cognitive biases. Overconfidence was associated 
with positive attitudes towards EGMs but not SGMs. 
These results were the same after considering PGSI 
scores and demographic characteristics. Participants 
with low- and moderate-risk of gambling had more 
positive attitudes towards both EGMs and SGMS than 
participants without a gambling problem. In Study 2, 
participants with problem gambling had more positive 
attitudes towards EGMs but lower attitudes towards 
SGMs. As SGMs are more complex and novel, results 
showed that participants were uncertain in their 
understanding of these new products.  

The researchers did not find an impact of messaging 
on attitudes and overconfidence. The results highlight 
the importance of overconfidence as a maladaptive 
cognitive bias strongly related to attitudes, which 
drives behaviours. 

How you can use this research 

This research can be used to inform future studies. 
For example, researchers could examine the impact of 
SGMs in a real-world gambling environment. Further 
knowledge of the impact of SGMs can be used by 

regulators to reduce the risk associated with this new 
form of gambling.  
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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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