
 
 

What this research is about 

People with gambling problems may experience 
harms in many areas of life. Yet, few people with 
gambling problems seek formal help. The reasons may 
include stigma, shame, desire to self-manage the 
problems, and other practical issues. Internet-based 
interventions can overcome some of the barriers to 
help-seeking. Self-exclusion is a type of intervention in 
which people voluntarily ban themselves from 
gambling venues or gambling sites. For land-based 
gambling, people often have to attend the venues 
themselves to register for self-exclusion. Some 
programmes allow people to register to be banned 
from multiple venues at the same time.  

Online registration to self-exclude from gambling 
venues is rare. The researchers aimed to develop a 
website for self-exclusion from multiple gambling 
venues. A co-design approach was used to ask key 
stakeholders for their opinions on website features 
and functions. The researchers also explored practical 
issues that could affect the uptake of the website. 

What the researchers did 

The researchers recruited two groups of stakeholders 
as study participants. The first group included five 
people with lived experience of gambling problems 
and land-based self-exclusion. Four out of five 
participants experienced gambling problems due to 
playing electronic gaming machines (EGMs). Four out 
of five had sought help from a gambling counsellor in 
the past. People with gambling problems were 
expected to be the end users of the website.   

The second group included 20 professionals with 
relevant work experience. These participants included 
gambling counsellors, venue staff, and policy makers.  

The researchers held the interviews and focus groups 
via Zoom between April and May 2020. During the 
focus group or interview, participants briefly outlined 
their knowledge and experience with self-exclusion. 
They then responded to questions around what a self-
directed self-exclusion website should be like.  

What the researchers found 

Contextual factors 

Participants thought the website should be tailored to 
meet the needs of end users. It was expected that end 
users are young adults who use computer devices and 
the Internet in their daily life. At the same time, end 
users differ in their personal characteristics, such as 
life experiences and readiness to change. Participants 
thought the process of online self-exclusion should be 
easy and simple to navigate. The website should be 
designed to work on multiple platforms (i.e., desktop 
computer, laptop, smartphone, and tablet).  

What you need to know 

This study aimed to develop a self-directed 
website for people to register for self-exclusion 
from gambling venues. The interviews and focus 
groups asked participants for their opinions about 
website features and functions, and practical 
issues that could affect its uptake. Five 
participants were people with lived experience of 
gambling problems and self-exclusion. The rest 
were professionals with relevant work experience. 
Participants expected the website to be user-
friendly, supportive, trustworthy, and tailored to 
the needs of end users. Participants outlined core 
functions and support features that the website 
should have (e.g., high data security measures).  
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Participants also talked about environmental factors 
that could impact uptake. These might include social 
stigma around problem gambling and legal issues 
around self-exclusion. Participants mentioned the 
need for a good marketing strategy to raise awareness 
of the website. This could be facilitated by both online 
and more traditional advertising methods. 

Website core functions and features  

Participants emphasized the need for the website to 
be user-friendly, credible and trustworthy. The 
website should show that the service is legitimate, 
safe, and secure to use. These would include being 
professionally designed, having data security badges, 
and showing government and university logos. 
Participants felt that the website should have warm 
colours and positive imagery. It should motivate end 
users to complete the self-exclusion process, such as 
by including feedback from previous end users. The 
website should also have high data security measures. 

Participants described five key steps to online self-
exclusion. These would include requiring end users to 
provide personal information and proof of identity 
when registering. End users should also be required to 
review the terms and conditions and digitally sign the 
agreement. Finally, the website should confirm with 
end users about their registration and notify all 
relevant parties (e.g., gambling venues, concerned 
family members). Participants thought the website 
should also have other support functions. These could 
range from passive elements (e.g., a progress bar) to 
more interactive elements (e.g., a live chat support).  

Additional website features 

Both stakeholder groups believed the website should 
include psychoeducational materials and links to 
gambling help resources. These resources should 
target the multiple areas of life affected by gambling. 
End users should have the option to consent to being 
contacted by a gambling counsellor for follow-up. 

Participants with lived experience of gambling 
problems suggested a user information dashboard. 
The dashboard would allow end users to login to 
review and update their self-exclusion agreement, 
and self-report breaches. Professional participants 

thought it would be useful to include a login platform 
for professional users. This platform would allow 
counsellors or venue operators to report breaches, 
look at the data analysis, and obtain relevant insights.  

How you can use this research 

This study can inform the design of the self-exclusion 
website. The findings may also be useful to other 
internet-based health programmes.  
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