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Abstract 

Slot machine players often fail to understand the probability of success resulting in problem gambling 

behaviours such as exceeding financial limits. A promising approach to changing this problematic 

behaviour involves educating players about the true odds of winning and providing money limiting 

strategies using educational animation. Based on Wohl and colleagues‟ 9-minute educational animation 

designed to dispel erroneous cognitions and promote adherence to financial limits, we developed and 

evaluated the effectiveness of a short 3-minute version. Slot machine gamblers (N=123) were recruited 

from two Ontario gaming venues and watched one of three videos: the 9-minute animation, 3-minute, 

or control video. Compared to the control group, participants who watched the animations showed 

reduced erroneous cognitions immediately after video exposure and greater adherence to financial 

limits during their subsequent gambling session but not 30 days later. Educational animations as a 

responsible gambling tool and the appropriate venue for the short and long animations are discussed.  
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A Short-form Educational Animation Reduces Erroneous Cognitions  

and Exceeding Financial Limits Among Slots Players  

  

Introduction  

A key risk behaviour for the development of slot machine gambling problems involves 

exceeding the financial limit players set regarding the amount they can afford to lose in a given session. 

This may be due, in part, to the fact that players frequently misunderstand their true chances of winning 

and thus persistently bet in the face of significant financial losses (Sevigny & Ladouceur, 2004; 

Toneatto, Blitz-Miller, Calderwood, Dragonetti, & Tsanos, 1997; Walker, 1992). In light of the 

financial, social, and psychological harm that often accompanies problem gambling, there is a need for 

the development of responsible gambling tools. 

Pre-commitment as a responsible gambling tool has recently gained favor among policy makers 

(see Australasian Gaming Council, 2011). Pre-commitment refers to the concept of consumer 

protection achieved through attempts to restrict a gambler‟s expenditure of money to an affordable 

limit (i.e., adherence to a pre-set monetary limit; Blaszczynski, Sharpe, Walker, Shannon, & Coughlan, 

2005; Breen, Buultjens, & Hing, 2005; Hing, 2004). Transforming slot machine gamblers into 

“informed consumers” by providing accurate information about the true costs of gambling and the 

likelihood of losing has also been promoted (Eggert, 2004; Blaszczynski, Ladouceur, Nower, & 

Sharpe, 2008).  

We believe, as have others (Lowe, 1999; Mayer & Moreno, 2002) that educational animation is 

a promising medium for responsible gambling tools. Animation can lead to improved learning by (1) 

representing information in both verbal and visual modalities which and allows learners to choose the 

code best suited to their abilities; (2) making the learning experience more vivid or distinctive and 

increases motivation to learn by virtue of its novelty; and (3) by presenting complex concepts like 

statistics and odds ratios more effectively than static illustrations or text.  

To this end, Wohl and colleagues developed a 9-minute educational animation to dispel 

erroneous beliefs about how slot machines work and promote slot machine players‟ adherence to 

financial limits (Wohl, Christie, Matheson, & Anisman, 2010; Appendix 1). The effectiveness of the 9-

minute animation was evaluated with a sample 242 non-problem slot machine players at the Rideau 

Carleton Raceway (Ottawa, ON). Players viewed the educational animation compared to a neutral 

control video and completed questionnaire measures assessing erroneous cognitions and financial 

adherence before, and 24-hours and 30-days after watching the videos. Compared to a control video, 

the animation was successful in reducing in erroneous cognitions and promoting slot machine play 

within pre-set limits in a gambling session 24-hours following participation in the study. Although 

there were sustained reductions in erroneous cognitions at the 30-day follow-up, promoting slot 

machine within limits waned by this time.  

 

The need for a short-form educational animation 

Despite the 9-minute animation‟s effectiveness as a responsible gambling tool, there are 

significant issues with its content and length. The potential of the educational animation as a 

responsible gambling tool might be suppressed by the following factors and necessitate a short-form. 

1. According to the primacy effect (Asch, 1946), after time people are likely to remember 

information presented at the beginning most. The animation, however, first describes a 

commonly held myth (the conveyor belt) then describes factual information about how 

slot machine works (bag of marbles). Players might therefore remember the myth. 
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2. People tend to assume that information presented at the beginning of a list is of greater 

importance than information that follows (Johnson, 1991) and thus players might 

disregard the factual information presented later (bag of marbles). 

3. The length of a list of information provided must be short as the primacy effect is 

reduced with more to-be-remembered information (Murdock, 1962). Along with points 

1 and 2, this suggests the bag of marbles metaphor be presented upfront with little 

subsequent information presented thereafter. 

4. Possible attention drift is of particular concern for the 9-minute educational animation 

because gamblers might have short attention spans (Grall-Bronnec et al., 2011; Specker, 

Carlson, Christenson, & Marcotte, 1995).  

5. There is a trend toward short online and entertainment media: popular videos online, and 

on YouTube in particular, are 3-4 minutes in duration (Cheng, Liu, & Dale, 2007; 

Sysomos Inc., February 2010) and most internet users spend less than one minute on the 

average website (BBC News, 2002).  

Given the educational animation will ultimately be available for viewing online on YouTube.com as 

well as on internet based casinos within a suite of responsible gambling tools (e.g., Ontario Lottery and 

Gaming; Pellizzari, personal communication, October 3, 2011), a 3-minute educational animation is 

desirable.   

 

Development of a 3-minute educational animation. 

A short-form of the animation was prepared with two key objectives: (1) to dispel 

misconceptions about how slot machines operate using the bag of marbles metaphor; and (2) explain 

that money spent over the player‟s limit is almost certain to be lost (Appendix 2). Similar to the 9-

minute animation, the bag of marbles metaphor was presented to explain that slot machines have a 

“reload” feature and thus return to their original odds and randomize before each new play so that the 

odds never get any better. Specifically, participants are told that slot machines are like a bag of marbles 

that contains many loss marbles and a few win marbles. When a marble is drawn, prior to the next 

draw, the marble is placed back into the bag, effectively ensuring that the odds never get any better and 

a jackpot never gets any closer.  

Wohl‟s original animation first introduced the conveyor belt metaphor. The conveyor belt 

metaphor is based on the misconception that outcomes on a slot machine are predetermined and 

arranged in a fixed sequence (Dowling, Smith, & Thomas, 2005). In the animation, this metaphor is 

used to illustrate the commonly held, but erroneous cognition that persistence will inevitably pay off 

with a jackpot (i.e., gambler‟s fallacy). In the 3-minute animation, this metaphor was omitted from the 

design as the 9-minute animation for the reasons described above and because detailing a myth that 

some gamblers hold about the game at the onset has been criticized (Centre for Addiction and Mental 

Health; Janine Robertson, personal communication, November, 2011). Finally, because acquiring 

correct knowledge of the slot machine odds is insufficient to change gambling behaviour (Williams, 

Connolly, Wood, Currie, & Davis, 2004), the 3-minute animation concluded by introducing two 

strategies to stay within financial limits: (1) set a financial limit; and (2) remember the odds – the 

likelihood is a player will lose. 

Based on the goals for the animation, a shortened script and digital files from the 9-minute 

animation were given to a company that specializes in developing digital media (LiQuid Inc., Toronto, 

Ontario). After several modifications, an animated video 3 minutes and 25 seconds in length was 

developed that incorporated all aspects of the script. The animation was similar to the 9-minute 
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animation in visual and auditory effects and the same narrator was used in both animations (Figures 1 

and 2). 

Here we comment on two studies. In the first study, we evaluated the effectiveness of the 3- and 

9-minute educational animation compared to a neutral control video in reducing erroneous beliefs and 

promoting adherence to financial limits in slot machine players. A 3.5 minute control video was 

provided by the OLG Corp., which provided facts about Ontario gaming venues and revenue paired 

with still images. Importantly, no discussion of metaphors used to understand how slot machines work 

was present in the control video. In the second study, slot machine players provided feedback on which 

video players preferred and why. All players were recruited upon entering the Rideau Carleton 

Raceway (Ottawa, Ontario) and Casino Brantford (Brantford, Ontario) to participate in a study on 

gambling attitudes and behavior. Interested patrons were told that they would be asked to complete a 

number of online questionnaires and to watch videos. Participants were eligible to participate if they 

were 19-65 years old, self-reported playing slot machines at least six times in the past year and not in 

treatment for problem gambling. All procedures were reviewed and cleared by the Research Ethics 

Board at Carleton University and the Office of Research Services at the University of Waterloo.  

 

Study 1method 

 A total of 123 slot machine gamblers ranging from non-problem to problem gamblers were 

included in the study. Similar to Wohl et al. (2010), players were tested on subjective measures at three 

time points: before and immediately after viewing the 3- or 9-minute animation or control video, within 

24 hours of viewing the video (after their gambling session at the slot machine venue), and 30 days 

following exposure to the videos. The subjective measures included the Information Bias Scale 

(Jefferson & Nikki, 2002) and three key questions (1) if players typically set a financial limit; (2) if 

they adhered to financial adherence 3 months prior to entering the study; (3) if they adhered to a 

financial limit 24-hours and 30-days after watching the videos.  

According to the Problem Gambling Severity Index (PGSI; Ferris & Wynne, 2001), 16.3% the 

participants were classified as non-problem gamblers, 25.2% low-risk, 39.0% moderate-risk,  and 

19.5% problem gamblers. From the initial sample, 91 participants completed the 24-hour follow-up 

survey. Only 71 participants also completed the 30-day follow-up survey (i.e., they completed all three 

testing sessions). In return for their participation, all participants in the experimental portion of the 

study received $25 for completing Session 1, $15 for Session 2, $15 for Session 3, with a $15 bonus for 

completing all three sessions (payable by a mailed cheque).  

 

Study 2 method 

In the second study, a separate, small sample (N=24) of slot machine players viewed the 3- and 

9-minute educational animation to provide feedback on which video players preferred and why. After 

watching both videos, players were asked which video they preferred and whether preference was 

determined by the video‟s length, audio/visual effects, content (how slot machines work), and/or 

responsible gambling tips. Participants who completed the preference study received $20. 

 

Summary of results 

In the first study, participants were asked if they typically set a financial limit prior to playing 

slot machines. The majority of slot machine players in the control (85%), 3-minute (85.4%) and 9-

minute (94.9%) conditions reported that they typically set a money limit. When asked if they exceeded 

their money limit within the last 3 months, 44.9% reported they had. After their gambling session(s) 

24-hours and 30-days later, participants were asked if they adhered to a money limit. A total of 35.1% 
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of the players‟ who viewed the animations adhered to a financial limit compared to 11.1% of those who 

watched the control video; 64.9% and 88.9% and of players who viewed the animation and control 

video (respectively) showed no change in adherence after watching the videos. Players who viewed the 

animation (41.9%) compared to the control video (21%) also showed slightly more financial adherence 

at the 30-day follow-up. Additionally, greater adherence to money limits 24 hours after viewing the 

videos was related to lower gambling severity.  

In the second study, we found that 41.7% of participants preferred the 3-minute video, 45.8% 

preferred the 9-minute video and 12.5% had no preference. Of the participants who preferred the 3-

minute video, the primary reason for their preference was length of the video (50%), followed by tips 

to promote responsible play (30%) and visual effects (20%). Of the participants who preferred the 9-

minute video, most preferred the tips to promote responsible play (72.7%) and visual effects (63.6%) 

followed by sound effects (36.3%) and the length of the video (30%).  Players with higher gambling 

severity preferred the 9- over the 3-minute video.  

 

Discussion 

Five main findings emerged from these studies.  

1. Participants were more likely to adhere to a pre-set money limit 24 hours after viewing 

either the 3-or 9-minute animation compared to the control video. This effect waned, 

however, after 30 days.  

2. Greater adherence to money limits at the 24 hour follow-up was related to lower 

gambling severity. 

3. Compared to the control video, participants who watched either the 3- or 9-minute 

animation demonstrated a reduction in erroneous cognitions regarding how slot 

machines work operate when tested immediately before and after watching the video, 

but not after 24-hours and 30 days.  

4. An approximately equal number of participants preferred the 3- and 9-minute animation 

but the reasons for players‟ preference differed. Players preferred the 3-minute 

animation primarily for its short length whereas players preferred the 9-minute 

animation for the tips to promote responsible play, particularly those with higher 

gambling severity. 

 

Our findings are consistent with Wohl et al. (2010) who reported that the 9-minute animation 

was successful in promoting adherence to money limits 24-hours after viewing the animation but not 

after 30 days. Thus it appears that the animations are effective in changing behaviours (i.e., excessive 

betting/exceeding financial limits) in the short term. Unlike Wohl et al. (2010) although the short and 

long animations were successful in reducing erroneous cognitions immediately after viewing them, this 

reduction was not retained after 24-hours. This may be due to (1) a smaller sample size overall, and per 

at both 24-hour and 30-day follow-up period; and/or (2) we tested at-risk and problem gamblers as 

opposed to recreational/non-problem gamblers. It may be that habitual gambling behaviours (as 

opposed to erroneous cognitions) are firmly established for individuals who are on the path to 

developing gambling problems. The latter suggests that, as a stand-alone educational tool, the 

animations are well-suited for players exhibiting no problems or very few gambling problems. Problem 

gamblers might benefit from exposure to the animations (particularly the 9-minute animation) in 

conjunction with clinical intervention.  

The 9-minute animation was preferred by players with greater gambling problems who, 

perhaps, seek a more thorough understanding of slot machine misconceptions and useful strategies to 
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increase their responsible play. In this light, the 9-minute animation might be particularly well-suited 

for use in a clinical setting and/or as a supplement to the 3-minute animation. Conversely, players 

generally reported they preferred the 3-minute animation because of its short length. If players are more 

likely to watch the short-form animation in its entirety – especially those with reduced attention 

capacity, this short-form animation may be more suited for viewing on YouTube.com or on Internet 

based casinos within a suite of responsible gambling tools. 

Overall, our finding that both the 3- and 9-minute animation played a dual role in reducing 

erroneous cognitions and promoting adherence to financial limits in slot machine players supports the 

use of animation as an effective responsible gambling tool, especially as a prevention tool in low-risk 

players.  

 

Limitations and future directions 

Some limitations of the current research should be noted. First, of the 123 participants who 

participated in the initial session only 91 completed the 24-hour follow-up survey and only 71 

completed the 30-day follow-up session. Thus, there was an attrition rate of 42%. Avenues to reduce 

attrition from the initial session to entry into the longitudinal portion need to be explored – for instance, 

discourage participants who are not prepared to commit to participating in a three-part study. Second, it 

is likely that multiple factors, which were not assessed here, account for players‟ motivation or 

persistence to gamble. For example, the Pathways Model (Blaszcznski & Nower, 2002) posits that a 

sub-set of problem gamblers (1) suffer from pre-existing mood disorders (e.g., depression, anxiety), 

and gamble to gain temporary relief from negative affect; (2) exhibit high levels of impulsivity and 

may be unable to delay gratification and/or fail to modify behaviours in response to financial loss due 

to dampened punishment processing. Accordingly, we recognize that the animation might benefit some 

slots players but not others and preventive educational strategies may need to be tailored to individual 

needs. 

It is important to note that the short-term effectiveness of the animations waned over 30 days. It 

may be that a single exposure to the metaphor(s)/strategies presented in the animation is not sufficient 

enough to produce lasting behavioural change particularly in players already experiencing gambling 

problems. Thus, future studies should examine the efficacy of multiple exposures to the video in 

sustaining beneficial effects. Wohl et al. (2010) suggested that “booster sessions” that remind 

participants of their true odds of winning and the strategies for responsible play be provided to players 

via email and letters, or through electronic and hard copy posters in slot venues. The booster sessions 

approach has already been successfully applied in the prevention of smoking addiction (Botvin, 

Renick, & Baker,1983) and the intervention of problem gambling alongside cognitive behavioral 

therapy (Freidenberg, Blanchard, Wulfert, & Malta, 2002). Since higher gambling severity was related 

to lower adherence, we also contend that problem gamblers might benefit from repeated exposure to 

the animations (particularly the 9-minute animation) in conjunction with clinical intervention (e.g., 

cognitive behavioural therapy). 

The current design of the animation focuses on how people can learn through auditory and 

visual channels, but we recognize that some learners may be more involved/motivated in learning by 

interacting with the material (e.g., taking a quiz during or immediate following the video) (Kearsley, 

1996). Accordingly, future research should be directed toward developing interactive animations and 

we are currently developing interactive educational tools that might also be effective in demonstrating 

the house advantage and financial loss over persistent play (see Turner, 2011). 

 Most importantly, we note that educational animations can only be effective in promoting pre-

commitment if players watch them. It is thus critical to develop strategies to encourage players to 
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watch the videos at home and/or in the gaming venue. We propose that all slot machine patrons should 

be notified that these animations are available for viewing online or in the gaming venues‟ responsible 

gambling center. It is both reasonable and worthwhile for loyalty programs in gaming venues (e.g., 

Ontario‟s “Winners Circle”) to invite players via email and letters to watch the animation(s) for an 

incentive.  
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Figure 1.  Screen shots from the 9-minute animation developed by Wohl et al. (2010). 

 

 
The conveyor belt metaphor. 

 

 
The bag of marbles metaphor. 

 

 
        Example of one of seven responsible gambling 

strategies: Set your financial limit. 
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Figure 2.  Screen shots from the 3-minute animation. 

 

 
The bag of marbles metaphor. 

 

 
Example of one of two responsible gambling strategies:      

Set your financial limit. 
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Appendix 1 

 

Nine-Minute Animation Story Line 

 

Many people enjoy slot machines.  They‟re attracted to the possibility of a big win, and decide to spend 

some of their entertainment budget on it.  They know the chances of winning a jackpot are slim, but 

enjoy the playing, hoping, and anticipating.  They may be disappointed when they don‟t win, but feel 

their losses match the enjoyment.   

 

Most slot players have an idea of their limit – that is, the amount they intend to spend.  This is also the 

amount they can afford to lose. 

 

Difficulties arise when people exceed their limits.  To keep your risk low, it is important to know how 

slot machines do and do not work.   

 

Two ways of understanding how a slot machine works are presented in the following illustrations.  See 

which best reflects your view. By the way, one is a common myth.  

 

[Part 1: The Conveyer Belt] 

 

Many people think a slot machine works like marbles on a conveyer belt.   

 

The outcomes for each play are placed along the conveyor belt.  Despite the many pictures on the play 

line, a slot machine has only three general outcomes: a loss, a small win, or a big win.  The hoped-for 

big win, of course, is why you are playing. 

 

Most plays are losses, so the vast majority of outcomes are white.   Small wins are far less likely.  But, 

there are some. And of course, there are very few big wins. 

 

Every outcome is random.  So, instead of being nicely spaced, wins appear in an unpredictable manner.  

Randomness means there are no patterns and no one can correctly predict when a win will occur. 

 

Now, in this view of how a slot machine works, each play moves the conveyer belt forward one step. 

This suggests that the next win, wherever it is, is one step closer.   

So, on a 25 cent machine, if you had a $25 limit and lost it all you might think you moved the next 

jackpot 100 steps closer.   

 

Before you walk away a problem emerges: how do you know whether the very next play isn‟t a big win 

– the payoff for your investment so far?  The only way to know for sure is to play. It turns out to be a 

loss.  But, what about the next one?  Another play and another loss.  And so, the trap of playing beyond 

your limit takes hold.  

 

In the heat of the moment, some players will go to an ATM and take out extra money. They do it 

because in this understanding the key to winning is persistence – hanging in until the big win arrives.  
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Besides, if they leave now, the very next player could benefit from their investment and win their 

jackpot.  They‟ve heard this, and would never forgive themselves if it happened to them. 

 

[Part 2: The Bag of Marbles] 

 

A different way to understand how a slot machine works starts with a simple bag of marbles.  To begin, 

we‟ll have 19 losing white marbles and a single red win.  

 

In order to make the outcome random, the bag is given a good shake.  Now, there is no way to predict 

where the red marble is. 

 

On each play of this slot machine, your 25 cent bet allows you to reach into the bag and take out one 

marble.  Since there are 20 in all, your odds of winning are 1 in 20.  You take out a marble and it‟s 

white – you have lost this time. 

 

Now, stop and ask yourself what the odds are at this point.  There are19 marbles left in the bag – 18 

white and one red.  It would be natural to conclude they were 1 in 19.   

 

But, before you draw, you must first replace the losing marble in the bag bringing the odds back to 1 in 

20.  And the bag gets shaken again to mix up and randomize the marbles. 

 

Now your second draw is exactly the same as the first – 1 in 20 odds in a freshly shaken bag.  And, no 

matter how many times you draw, the odds remain exactly the same – they never get any better.   

 

This truth results from the replacement or “reload” feature that applies to every play of every slot 

machine.  The losing marble always gets put back in the bag. 

 

But, you say, at 1 in 20 odds, you‟ll win sooner or later, so it‟s not that bad a deal.   However, on real 

slot machines, the odds of a jackpot are much higher – they vary from one machine to the next, but 

we‟ll use 1 in a million.  

 

Instead of a bag, picture a large cylinder with a trap door to draw from.  To hold one million marbles it 

would be 15 feet long and 10 feet high.  Buried in the million marbles is the single red jackpot.  

 

Before each play, the cylinder is spun to randomize the marbles.  For each 25 cent bet, you reach in 

without looking and take out a marble.  If you choose a white one, you lose.  

Then you must reload the game by putting the losing marble back in the cylinder before it spins again.  

And, for each play, you repeat this process with the same randomly mixed 1 in a million odds.   

 

So which do you think is correct- the conveyer belt or the cylinder? By now you‟ve probably figured 

out that the cylinder accurately shows how a slot machine works. The conveyer belt is wrong because it 

doesn‟t include the all-important reload feature. And past wins and losses have no bearing on the next 

jackpot. 

  

The cylinder introduces 3 important questions: 
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1. Are you likely to win a jackpot? No. The likelihood of winning in any session is extremely 

small because the machine reloads and randomizes one million marbles for each play. 

2. Is it possible to win the jackpot?  Yes it is possible but remember the machine reloads each play 

and the odds always stay at one in a million.   

3. When you reach your limit, does it make any sense to spend money you can‟t afford to lose?  

No. Slots are never due for a win. Losing that money is as close to a guarantee as you‟ll get 

from gambling.  

 

But there‟s still the question of whether the next player will get your jackpot if you leave when you 

reach your limit. If you think about the million marbles in the cylinder, it‟s virtually impossible for 

the next player to choose exactly the same marble as you. The same is true for slot machines. It‟s 

almost impossible for the next player to get the same outcome you would have. 

 

Given what you‟ve learned about how slot machines do and do not work, what do you do with it?  The 

best advice anyone can offer is to protect yourself from harm.  Here are seven habits to keep their play 

problem-free: 

 

1. Set your limit: Before heading to the slots, decide how much money you can afford and are 

prepared to lose. 

 

2. Avoid a cushion: Take only your limit with you – leave all extra money at home. 

 

3. Plan your departure: Think about how long it will take to play to your limit. Plan on leaving the 

slots area at that time. 

 

4. Avoid ATMs: Make an unbending rule that you will never withdraw extra cash at the slots 

venue for gambling; if you ever have, leave your debit and credit cards at home. 

 

5. Cool down: Once you reach your limit, leave the slots area; go to a lounge or refreshment area 

and allow temptation to cool. 

 

6. Recall the guarantee: When tempted to go over your limit, recall you‟re likely to lose every 

extra dollar you spend. 

 

7. Picture the cylinder: Think about having to choose one marble from a million and the futility of 

betting money you can‟t afford to lose. 

 

The bottom line in slots play is to maximize your enjoyment while reducing your risk.  At this point, 

you have everything you need to know to make this goal a reality. 

 

 

 

  



17 

 

Appendix 2 

 

Three-minute Animation Story Line  

 

Many people enjoy slot machines.  Before play, most set a money limit – that is, the amount they 

intend to spend.  Difficulties arise when people exceed their limits.  To keep your risk low, it is 

important to know how slot machines work.   

 

The following illustration describes how a slot machine works with a simple bag of marbles.   

 

To begin, we‟ll have 19 losing white marbles and a single red win. In order to make the outcome 

random, the bag is given a good shake.  Now, there is no way to predict where the red marble is. 

 

On each play of the slot machine, your bet allows you to reach into the bag and take out one marble.  

Since there are 20 in all, your chance of winning is 1 in 20.   

 

You take out a marble and it‟s white – you have lost this time.  Now, stop and ask yourself what the 

chance of winning on your next bet is.  There are19 marbles left in the bag – 18 white and one red.   

It would be natural to conclude your chances have improved. That is, you might think your chance of 

winning is now 1 in 19.  However, this is not the case. 

 

Before your next play, you must first place the losing marble back in the bag, bringing the chance of 

winning back down to the same as your first draw – 1 in 20.  No matter how many times you draw, 

your chance of winning remains exactly the same – it never gets any better.   

 

This is the “reload” feature.  Your slot machine reloads after every play on every slot machine.   

The losing marble always gets put back in the bag. 

 

But, you say, at 1 in 20, you‟ll win sooner or later, so it‟s not that bad a deal.  However, on real slot 

machines, the chance of winning a jackpot is much lower.  It varies slightly from one machine to the 

next, but your chance of winning is about 1 in a million.  

 

To better understand your true chances, imagine a bag holding one million marbles and buried in the 

million marbles is the single red jackpot.  For each and every play, your chance of winning the jackpot 

always stays at about one in a million.  Past wins or losses have no bearing on the outcome of the next 

spin.  Thus, persistence at a particular slot machine will not pay off.  

 

Given what you‟ve learned, here are two habits for playing responsibly.  

1. Set your limit: Before heading to the slots, decide how much money you can afford and are 

prepared to lose.  

2. Remember your odds: When tempted to go over your limit, remember the odds are stacked 

against you. The likelihood is, you will lose. 

 

 

 

 


