
 
 

What this research is about 

Gambling can have both negative and positive effects 
on quality of life, although there is less agreement on 
how to measure those effects. Most research has 
focused on the economic impact of gambling, such as 
tax, employment, and funding of local communities; 
however, some costs and benefits are indirect. For 
example, social and emotional harms or recreational 
benefits are not tangible and can be difficult to 
measure. Moreover, people close to the gambler are 
also affected by gambling. Affected others can include 
family members and friends of the gambler. 

This study is the first to examine the costs and 
benefits to quality of life from the perspectives of 
gamblers and affected others. The researchers used 
two methods based on the Burden of Disease 
approach. These methods gather people’s estimates 
of how much gambling has increased or decreased 
their quality of life, rather than focusing solely on the 
downside.  

What the researchers did 

The researchers used data from the 2017 Social and 
Economic Impact Study of Gambling (SEIS) in 
Tasmania, Australia. Participants were 5000 adults 
aged 18 and over. Of those, 2534 were female. About 
three in five participants had gambled in some form in 
the past 12 months. Some participants were both 
gamblers and affected others.  

Two methods were used to collect information about 
the costs and benefits of gambling. The Visual Analog 
Scale (VAS) asked gamblers and affected others to 
consider if gambling had made their lives better or 
worse, and by how much. The Time-Trade-Off (TTO) 
method asked gamblers to weigh the costs and 

benefits separately. Gamblers were presented with 
several scenarios that were compared between two 
options. The first option was living a further 10 years 
while experiencing the same degree of harms from 
gambling, and the second option was living for a 
shorter period of time but being able to gamble 
without suffering any harms. The TTO estimated how 
many days, months, or years people would be willing 
to give up in order to be free of any harm from 
gambling. Affected others only weighed the costs of 
gambling since it was unlikely that they would be 
willing to sacrifice their lifespan for someone else to 
enjoy gambling.  

The researchers calculated a gain or loss in quality of 
life for gamblers and affected others based on the 

What you need to know 

This study examined the costs and benefits of 
gambling to quality of life from the perspectives of 
gamblers and affected others. Data were from a 
survey of 5000 adults living in Tasmania, Australia. 
Two methods were used to estimate the gain and 
loss in quality of life: The Visual Analog Scale (VAS) 
and the Time-Trade-Off (TTO) method. Based on 
both methods, the majority of gamblers said that 
gambling had no impact on their quality of life. 
Most affected others said that gambling by 
another person had a negative impact on their 
quality of life. The TTO revealed a larger number 
of gamblers who admitted a negative impact of 
gambling than the VAS. Overall, the results suggest 
that the benefit of gambling to people’s quality of 
life is close to zero (based on the VAS), or may 
even be negative (based on the TTO). 
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VAS and TTO. They then calculated an average gain or 
loss of quality of life per person due to gambling. 

What the researchers found 

Using the VAS, a majority of gamblers (82.5%) said 
that gambling had not made their lives better or 
worse. About one in ten gamblers (10.1%) said that 
gambling had made their lives better. Very few 
gamblers (2.6%) admitted that gambling had made 
their lives worse. In contrast, over half of affected 
others (53.1%) said that gambling by another person 
had made their lives worse. Very few affected others 
(5.5%) said that another person’s gambling had made 
their lives better. When combining the responses by 
both gamblers and affected others, the gain in quality 
of life per person was very small (+0.05%).  

Using the TTO, most gamblers (72.6%) also said that 
gambling had no effect on quality of life; however, 
14.9% admitted that gambling had a negative impact. 
Similar to the VAS, about one in ten gamblers (12.5%) 
said that gambling had a positive impact. Most 
affected others (69.0%) reported a negative impact on 
quality of life. When combining the responses by both 
gamblers and affected others, there was a decrease in 
quality of life per person (-1.9%).  

These results suggest that the gain in quality of life 
from gambling is close to zero, or may even be 
negative. If being asked directly using the VAS, few 
gamblers believe gambling has a negative impact. If 
using the TTO, more people are willing to give up 
days, months, or years of their life to be free of the 
harms from gambling. This could be due to the 
difficulty of answering the TTO. It could also be due to 
a social desirability bias, whereby people are not 
willing to admit to being harmed by their gambling. 

How you can use this research 

This study could be used to inform public policies with 
regard to the gambling industry’s development. It 
could also be useful to researchers. For example, 
future research could explore whether certain 
sociodemographic and psychological characteristics 
could affect the benefits and harms that people 
experience from gambling. 
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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. 
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