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Who is vulnerable?Who is vulnerable?

0.4 – 5%

?



Dimensions of responsible gaming

Design
Behavioural 
transparency

Customer supportCustomer support
Behavioural 
transparency

DesignDesign Customer support



Designing and Building Responsible Games

What is the acceptable limit of game design?



Developing GAMDeveloping GAM--GaRDGaRD
�� Commissioned by CamelotCommissioned by Camelot

�� A design toolA design tool

�� To identify how risky a new game may To identify how risky a new game may 
be for a ‘vulnerable’ gamblerbe for a ‘vulnerable’ gambler

�� Bringing together worldBringing together world--wide research wide research 
knowledgeknowledge

�� Putting research into practisePutting research into practise

�� Develop effective, knowledge based Develop effective, knowledge based 
responsible gaming initiatives responsible gaming initiatives 



Identifying risky designIdentifying risky design

�� Structural characteristicsStructural characteristics –– features features 
of the game responsible for of the game responsible for 
reinforcement and satisfying gamblers’ reinforcement and satisfying gamblers’ 
needsneeds

�� Situational characteristicsSituational characteristics –– persuade persuade 
people to start gamblingpeople to start gambling



Situational factorsSituational factorsSituational factorsSituational factorsSituational factorsSituational factorsSituational factorsSituational factors
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Structural factorsStructural factorsStructural factorsStructural factorsStructural factorsStructural factorsStructural factorsStructural factors
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What do we know aboutWhat do we know about
these these characteristicscharacteristics??

�� Delphi methodDelphi method

�� Advisory team: Advisory team: 

Dr Alex Dr Alex BlaszczynskiBlaszczynski; ; Dr Henry Dr Henry LesieurLesieur;; Dr Robert Dr Robert 

Ladouceur; Dr Jeffrey Derevensky; Dr Gerhard Meyer; Dr Ladouceur; Dr Jeffrey Derevensky; Dr Gerhard Meyer; Dr 

Jonathan Parke; Dr Mark Griffiths, Dr Richard WoodJonathan Parke; Dr Mark Griffiths, Dr Richard Wood



Stage One: Item selectionStage One: Item selection

�� Scoping all known forms of Scoping all known forms of 
gambling/gaminggambling/gaming



Characteristics Characteristics 

1.1. Event frequencyEvent frequency

2.2. MultiMulti--game/stake opportunitiesgame/stake opportunities

3.3. Stake sizeStake size

4.4. PrizePrize--back ratioback ratio

5.5. Jackpot sizeJackpot size

6.6. Near win opportunitiesNear win opportunities



CharacteristicsCharacteristics
7.7. ContinuityContinuity

8.8. AccessibilityAccessibility

9.9. Currency/Ease of payCurrency/Ease of pay

10.10. Illusion of control elementsIllusion of control elements



Stage Two: Individual Stage Two: Individual 
characteristic ratingscharacteristic ratings

�� 15 reviewers (researchers & clinicians)15 reviewers (researchers & clinicians)

�� At what point do these characteristics At what point do these characteristics 
become a problem?become a problem?

Example; Example; 
“At what point would you say that the event “At what point would you say that the event 
frequency of a game becomes problematic frequency of a game becomes problematic 
for a typical vulnerable player?”for a typical vulnerable player?”

<5 <5 secssecs…………………………..>7 days…………………………..>7 days



Stage three: Final score Stage three: Final score 
calibrationcalibration

�� Examining the total scores for different Examining the total scores for different 
gamesgames

�� Comparing those scores against known Comparing those scores against known 
problematic effectproblematic effect

Example;Example;
BiBi--weekly lotteries = low problemweekly lotteries = low problem

VLT = higher problemVLT = higher problem



How is GAMHow is GAM--GaRDGaRD scored?scored?

�� Each characteristic on the GAMEach characteristic on the GAM--GaRDGaRD
has a rating scale representing key has a rating scale representing key 
elements of the gameelements of the game

�� All the scores are added together to give All the scores are added together to give 
a total risk rating for the game being a total risk rating for the game being 
evaluated evaluated 

High risk for vulnerable playersHigh risk for vulnerable playersMore than 30More than 30

Medium risk for vulnerable playersMedium risk for vulnerable players20 to 3020 to 30

Low risk for vulnerable playersLow risk for vulnerable playersLess than 20Less than 20



What happens if a game is scored What happens if a game is scored 
as high risk?as high risk?

�� Change one or more of the individual Change one or more of the individual 
characteristics of the game to lower the characteristics of the game to lower the 
overall scoreoverall score

�� Employ more market protection and Employ more market protection and 
preventative strategiespreventative strategies
(e.g., restrict hours of play, spend limits, player (e.g., restrict hours of play, spend limits, player 
intervention, expenditure prompts, etc.) intervention, expenditure prompts, etc.) 

�� Abandon the game or reAbandon the game or re--design itdesign it



EXAMPLE

31.542.528.529.524.51827Total

131111110. Illusion of control 
features

21212229. Currency/ease of pay

53535338. Accessibility points

35551117. Continuity of play

13111136. Near win opportunities

2.50.51.51.51.5325. Jackpot size

15311114. Prizeback ratio

11331113. Variable/fixed stake size
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2. Multi-game/stake 
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142061082101. Event frequency
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bingo
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draw
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cardsCharacteristic



EXAMPLE

29.542.528.529.524.51827Total

131111110. Illusion of control 
features

21212229. Currency/ease of pay

53535338. Accessibility points

15551117. Continuity of play

13111136. Near win opportunities

2.50.51.51.51.5325. Jackpot size

1531111
4. Prizeback ratio

11331113. Variable/fixed stake size

1113333
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opportunities
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EXAMPLE
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131111110. Illusion of control 
features

21212229. Currency/ease of pay

53535338. Accessibility points

15551117. Continuity of play
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2.50.51.51.51.5325. Jackpot size

15311114. Prizeback ratio

11331113. Variable/fixed stake size

1113333
2. Multi-game/stake 
opportunities
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EXAMPLE

25.522.528.529.524.51827Total

111111110. Illusion of control 
features

21212229. Currency/ease of pay

51535338. Accessibility points

11551117. Continuity of play

11111136. Near win opportunities

2.50.51.51.51.5325. Jackpot size

11311114. Prizeback ratio

11331113. Variable/fixed stake size

1113333
2. Multi-game/stake 
opportunities

101461082101. Event frequency

Online 
IWG

Slot 
mach

Online
poker

Roulette
MP 

Online 
bingo

Lotto 
draw

Scratch
cardsCharacteristic



GAMGAM--GaRDGaRD
�� Represents what we currently know Represents what we currently know 

about vulnerable gamblers and triggers about vulnerable gamblers and triggers 
for problem gamblingfor problem gambling

�� Updated annuallyUpdated annually

�� “Puts research into practise”“Puts research into practise”

�� Available under license by Available under license by GamResGamRes

(Jan 2008)(Jan 2008)



Thank YouThank You

Questions?Questions?

info@GamRes.orginfo@GamRes.org

www.GamRes.orgwww.GamRes.org


