
 

 

 

 
 

 
RESEARCH QUESTIONS 

Can a responsible gambling training program 
effectively improve gambling employees’ 
understanding of gambling related concepts and 
correct misinformation? 
 
PURPOSE 

Gambling industry employees may be responsible for 
identifying people with gambling-related problems 
and make referrals. Therefore, it is important that 
gambling industry employees receive thorough 
training to ensure that they have accurate knowledge 
about gambling. The purpose of the current study was 
to test the effectiveness of one responsible gambling 
training program at improving gambling employees’ 
gambling-related knowledge. Previous research 
shows that people tend to maintain incorrect beliefs, 
even in the face of evidence to the contrary. The 
current study also aimed to test the effectiveness of 
the gambling training program in combating this 
“perseverance effect” and reducing employees’ 
endorsement of incorrect gambling-related opinions 
and knowledge.  
 
HYPOTHESIS 

The responsible gambling training will lead to 
improvements in employees’ knowledge about 
gambling. The responsible gambling training will be 
more successful at teaching new information than 
correcting false beliefs. 
 
PARTICIPANTS 

217 new employees of two casinos completed the 
training program and the first survey. Of those, 116 
completed the follow-up questionnaire. The majority 
of participants were female (67% = female, average 
age = 37 years).  
 
PROCEDURE  

Participants completed a survey at new employee 
orientation sessions assessing employee 
characteristics, knowledge and opinions about 
gambling. They then participated in a multimedia 
responsible gambling training program designed to  

 
 
educate employees about responsible and disordered 
gambling and to promote responsible gambling within 
the venues. No sooner than 1 month after the training 
program, participants completed the gambling 
knowledge and opinion survey again.  
 
MAIN OUTCOME MEASURES 

Demographic characteristics were assessed using a 
self-report survey. Four types of gambling-related 
opinions were assessed: identifying games of chance 
as gambling activities, recognizing that emotional and 
financial harm are signs of problem gambling, 
rejecting notions of luck, and recognizing that not all 
gambling is problem gambling.  Gambling-related 
knowledge was assessed using a 24-item test 
covering four content areas: science and best 
business practices, defining addictions, gambling and 
public health, gambling regulations.  
 
KEY RESULTS 

At baseline (pre-training), many participants held 
incorrect beliefs about gambling: 55% of employees 
endorsed the notion that a gambling machine can be 
lucky; participants scored an average of 60% correct 
responses on the gambling-related knowledge test. 
After participants completed the gambling training 
program, they provided more knowledgeable 
responses to the gambling-related opinion items. 
Their average accuracy score on the opinion survey 
improved from 74.2% to 87.4%. Participants’ scores 
on the gambling-related knowledge test also 
improved for all four content areas after the training 
program. However, after the training program, 
participants’ endorsement of incorrect information did 
not decrease, demonstrating that the program was 
not successful at correcting misinformation. 

 
LIMITATIONS 

Employees were not randomly assigned to conditions; 
therefore, it is possible that working in the casino led 
to increases in gambling knowledge, not the training 
program. 
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CONCLUSIONS 

This study demonstrated that a responsible gambling 
training program successfully increased gambling 
employees’ knowledge about gambling. Additionally, 
employees’ knowledge of the prevalence of 
pathological gambling and their belief that luck 
contributes to gambling outcomes both improved after 
the training program. However, employees’ 
endorsement of incorrect information was not 

decreased by the program, indicating that it is difficult 
to correct misinformation. Training programs should 
devote more resources to correcting false beliefs 
about gambling during employee training. 
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