
 
 

 

 
 

 
RESEARCH QUESTIONS 
What are the important factors to consider in 
predicting successful online poker play within a 
student population? What is the prevalence of 
problem gambling with online poker among this 
student base? 
 
PURPOSE 
Online poker is one of the fastest growing forms of 
online gambling; however, there has been relatively 
little research in this area to date. Reasons for student 
participation have been speculative but include 
availability, familiarity and freedom. The present study 
examined student gambling, the popularity of online 
poker within this group, and the degree to which 
students are at risk for problem gambling. 
 
HYPOTHESIS 
None stated. 
 
PARTICIPANTS 
Participants were 442 university students (82% 
males; average age = 21 years) who self-classified 
online poker players.  
 
PROCEDURE  
Participants were recruited from a university in the 
Midlands area of the UK which attracts students from 
across the UK and participants originated from a wide 
variety of cities nationally. Participants completed an 
online survey of gambling behaviours, gambling 
problems, and gambling perceptions. 
 
MAIN OUTCOME MEASURES 
DSM-IV diagnostic criteria for pathological gambling 
assessed problem gambling. Additional questions 
assessed frequency of play, average wins and losses, 
and experience relating to a variety of gambling 
activities. Specific questions related to motivations, 
strategies, concerns, mood states before and after 
playing, and perceptions of the activity were also 
included. 
 
 

KEY RESULTS 
Thirty-three percent of participants played online 
poker rarely, 38% occasionally, 22% a few days a 
week and 7% every day. More years playing poker 
was associated with more frequent and longer 
duration of play. The average session was 2 hours or 
less; however, men played longer sessions than 
women. Financial success was predicted by discipline 
and avoidance of overspending limits; higher stakes; 
not over-estimating the skill involved in poker; and 
perception of self as skillful. Eighteen percent of the 
sample met criteria for pathological gambling, 30% 
had gambling problems, and 52% were non-problem 
gamblers. Skill was not a predictor of problem 
gambling; however, gender swapping (i.e., playing as 
a person of the opposite gender); lack of discipline 
and spending over limits; and playing more frequently 
and for longer periods was. The five best aspects of 
online poker were reported as: convenience (i.e., time 
and software); source of income; free learning 
environment; social interactions; and ability to multi-
task. The five worst aspects were reported as: 
monetary loss; trust and lack of regulation; no tells 
(e.g., cannot see other player’s faces); disrupting the 
value of money (i.e., money is invisible); and 
losing/wasting time.   

 
LIMITATIONS 
Data was collected from a self-selected group of 
online poker players and the results consist of 
subjective self-reports that could be biased. It is 
unclear whether the data generalize to other student 
populations or to the online poker population in 
general. 
 
CONCLUSIONS 
The results highlight the important possibility that 
there could be a new category of problem gambler, 
one that wins money but loses time. This could have 
implications for problem gambling criteria (i.e., there 
may be more criteria relating to the consequences of 
time conflicts as opposed to financial consequences). 
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