
 
 

 

 
 

 
RESEARCH QUESTIONS 
How effective is the workshop “Taking Risks Is No 
Game” at training employees of gambling venues to 
offer assistance to problem gamblers? 
 
PURPOSE 
The effectiveness of responsible gambling training 
programs and their long-term impact are unclear, 
since most initiatives do not include an evaluation 
component or are not evaluated over time. The 
“Taking Risks Is No Game - 2” program is a 3hour 
workshop geared towards training employees of 
gambling venues to develop attitudes and behaviours 
to help problem gamblers requiring assistance. The 
present study aimed to evaluate the effectiveness of 
the program and determine the immediate and long-
term adjustments in knowledge, attitudes, and 
behaviour of VLT employees towards gamblers. 
 
HYPOTHESIS 
Compared with a control group (i.e., no training), it 
was expected that after the training employees would 
have a more positive attitude towards problem 
gamblers and be more willing to help them. Trained 
employees would have better knowledge and 
understanding about problem gambling, particularly 
concerning the resources available to problem 
gamblers and about how to intervene to help a 
gambler in trouble. Positive changes would be 
maintained at eight-month follow-up.  
 
PARTICIPANTS 
Participants were 826 employees of VLT venues 
across 4 cities in Quebec, Canada. There were 457 in 
the experimental group (37% male, average age = 
37years) and 369 in the control group (28% male; 
average age = 38 years). The average length of 
employment with a VLT venue was 8 years.  
 
PROCEDURE  
Participants in the experimental group completed the 
training session in May or June 2006. Self-
administered questionnaires were completed at three-
stages: pre-and post-training session (or work 
session for controls), and then a follow-up 8 months 

later. The questionnaires assessed the effectiveness 
of the training program. The evaluation also included 
a behavioural measure whereby a pseudo-patron 
pretending to be a relative of a problem gambler 
assessed employees’ behaviour toward someone 
seeking assistance. A pseudo patron visited 82 
venues at pre- and post-test in order to assess how 
employees would react to a direct request for 
assistance. At follow-up, 63 venues were visited again 
(lower number due to closure of VLT sites).  
 
MAIN OUTCOME MEASURES 
A self-administered questionnaire was developed for 
this study, The 12-item questionnaire evaluated 
participant attitudes towards problem gamblers and 
their role in assisting them; probability knowledge 
regarding chance and randomness in VLTs; problem 
gambling causes; resources available to help problem 
gamblers; how to help a gambler at the appropriate 
time; and frequency of self-reported help by problem 
gamblers in the last 8 months. Behaviour was 
evaluated on the bases of the employee giving the 
patron an information pamphlet that was 
recommended during training. 
 
KEY RESULTS 
Hypotheses were partially supported. As expected, 
employee attitudes towards problem gamblers 
improved after the training and were, in part, 
maintained at the eight-month follow-up. No 
improvement was noted in knowledge about chance 
and randomness at VLTs. After training, experimental 
employees were better aware of how to intervene with 
a problem gambler and when to intervene with a 
problem gambler. The control group’s knowledge 
remained generally stable. In terms of behaviour, 
employees in the experimental group gave the 
information pamphlet to the patron more often during 
the post-test (70%) compared to the pre-test (43%), 
but these gains were not maintained 8-months later. 
This finding was similar for the control group.  

 
LIMITATIONS 
The questionnaires were not validated or proven 
reliable. The training session was only for 3 hours, 
which may be too short to create sustainable changes 
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in attitudes and behaviour. The employees were 
approached by the pseudo-patron around the same 
time as the questionnaires were completed (at all 3 
time points) and might have sparked suspicion in the 
employees during the follow-up tests that could have 
influenced their behaviour. There was also only one 
form of behaviour assessed (i.e., giving out the 
pamphlet or not).  
 
CONCLUSIONS 
Results revealed that employees could benefit from 
this training workshop in order to improve their 
knowledge and attitudes towards problem gamblers. 

Employees also felt more comfortable confronting 
problem gamblers and offering help, and in fact did 
help the pseudo patron seeking assistance more 
often after the training session. There was no change, 
however, in the employees’ understanding of chance 
and randomness after the training. 
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