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Evaluation of an Australian responsible gambling
campaign targeted at young people

What this research is about

Gambling is a prominent public health issue, as it
can result in harms to people who gamble, their
families, and commmunities. Harms may include
mental health concerns, interpersonal issues, and
physical health difficulties. Recent statistics show
that 39% of Australian adults gamble regularly, and
the national annual gambling participation rate is
64%.

Gambling products and venues are becoming
increasingly available. Moreover, the prevalence of
online gambling has doubled in the past 10 years.
Research shows that younger people, especially
males, are more vulnerable to gambling-related
harms. There is a need to promote responsible
gambling and prevent gambling-related harms.

This study gathered feedback from young
Australians on the responsible gambling campaign
C'Mon Australia, Don't Let the Game Play Ya! This
campaign presents a video addressing online
gambling that lasts for 1 minute and 25 seconds. It is
targeted at young people aged 18 to 24 years. The
campaign aims to promote responsible gambling
messages and increase young people's
understanding of gambling-related risks. This study
evaluated young people’s feedback on the
campaign. It also aimed to figure out how to better
target preventive campaigns and communicate
responsible gambling messages to young people.

What the researchers did

Eight participants were recruited (1 male and 7
females) through an online advertisement posted on
social media. Their age ranged from 18 to 24 years
old. Participants were not required to have gambled
to participate in the study. Participants first
answered the Problem Gambling Severity Index

What you need to know

Gambling is a public health issue that can lead to
various negative impacts. Online gambling is
becoming more popular and is considered a high-
risk environment. This study gathered feedback
from young Australians on the responsible
gambling campaign C'Mon Australia Don't Let the
Game Play Ya! This study evaluated the focus
group responses of eight young adults aged 18 to
24 years. The results revealed mainly positive
feedback. Participants commented on the design
and messaging of the campaign, and ways for the
campaign to reach young people.

(PGSI) and some demographic questions through an
online survey. Afterwards, they watched the video
campaign C'Mon Australia, Don't Let the Game Play
Ya! and engaged in one of two online focus groups.

What the researchers found

The researchers identified three themes and eleven
sub-themes. The first theme was 'design features of
the campaign', which included colours, animation,
use of humour, and Australian references.

¢ Visual design and animation. Participants
found the campaign attention-grabbing and
visually pleasing. Some participants found the
use of animation to portray the protagonist
funny and attention-grabbing, while others
described it as strange and confusing.

e Use of humour and light-heated approach.
Participants mentioned the humorous tone and
high-hearted approach of the campaign. Many
described it as an important way to engage the
audience. But a few participants mentioned




RESEARCH SNAPSHOT: SUMMARIZE, MOBILIZE

that the humour might be seen as minimizing
the protagonist's gambling behaviours.

e Australian references. Many participants
mentioned the use of Australian cultural
references in the video as helping to connect
with the audience. Some participants stated
that while fear-mongering campaigns might be
memorable, they likely would not elicit
behaviour change as they presented the worst-
case scenario that could be seen as unrealistic.

e Speed and length. Some participants argued
that the video was too fast and rapid for the
amount of information presented. However,
some participants felt that the video was too
long.

The second theme 'campaign messaging' reflected
the information presented in the campaign.

e Awareness of gambling activities and risks.
Participants mentioned that the campaign
increased their knowledge of gambling
activities and related harms. They also felt that it
increased their awareness of the widespread
presence of gambling in society.

Preventing gambling-related harm. Most
participants were able to identify the preventive
messaging of the campaign.

Responsible gambling. Many participants
expressed not being familiar with the meaning
of responsible gambling. They commented that
exposure to gambling and social influences
affected their understanding of responsible
gambling. Despite this, they provided examples
of responsible gambling, such as setting a limit.
Tone of gambling messaging. Participants
described the campaign as non-judgmental
and neutral and did not feel like a lecture. They
found that the messaging of the campaign was
clear, although there were some confusing
aspects.

Strategies to manage gambling. All
participants commented on the lack of
strategies or solutions presented in the
campaign. They mentioned that people might
not reach out for help if no solutions or support
resources are shown.

The third theme was 'dissemination of the
campaign..

e Age group. Participants deemed the campaign
suitable for the target audience. They noted that
the campaign would not be effective for people
already experiencing gambling problems.

e Platform. Participants recommended where
the campaign could be shown to reach young
people, including mobile phone apps, social
media, television, and venues with gambling
machines. Some also suggested school settings.

How you can use this research

This research can be used to better understand the
design and development of campaigns to prevent
gambling-related harms.
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