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Use a Simple example:
Heads and Talls

10 coinsinacup
Shake cup and throw out coins
Count the number of HEADS
Record the number of heads
Do it again at least 20 times




Number of Times Heads Will Come
Out in 10 Trials Based on Probability
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What can you really do to influence
the outcome of t




Slots Tutorial

= Slots
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The safe@ play I

Slot Machine tutorial |} Com

Go ahead, play the slot
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machine. Then check out the
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Inside General

Primer

Inside Advanced
Be safe@play
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Start with the
Primer
The Random number generN G)
Independent of slot machines

Heads and tails again but use it to illustrate

how the program uses the RNG to generate
heads and tails

1,000 flips at once



Average Number of Credits Left on Machine
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Number of Times Money is Churned at 92%
Payout




Winning & Losing on a 92%
machine — Random example

250 :
100 creditsinvested

200 —
| 563 credits won
150 1
1t At aa 663 credits lost
100_.T_____________-_-._-__'_ [1 Credits
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Number of Credits Remaining

HHHH“H,H,H,H,,“, |

Actual payout was 85% thistime (randomly) — No big
500 or 1000 credit winner
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Bases for Addictive Potential

llusion of Skill
mmediate Payout
solation

ncreased speed (continuous game)

Raffles& Lotto arelow

Video games are high
Source: Rob Hunter, Ph.D.
(coined term “crack cocaine of gambling”)




The Progression of Problem

Gambling Is Faster for VLT's
Breen & Zimmerman; 2002

151 PG’s seeking treatment in RIS
93 developed problemsthrough “tr aditional”
types of gambling, e.g., cards, dice, horses &
dogs, sports.

58 developed problemsthrough electronic
gambling machines (VL T’Ss).



Progression of Problem Gambling
(cont)

The question: How long thime
when they became involved, untiffull-
fledged DSM-1V diagnosed pathological
gambling?



Progression of Problem Gambling
(cont)

For VLT playersit took an“ayerage of 9.5
monthsto get from “social gambling” to
pathological gambling.

For “traditional” gamblersit took about
3.2 years.

Theamount of financial damage between

thetwo groupsisn’t different, meaning
that the VLT playersdid more damage

faster.



Problem Gamblers and Expenditures

on Video Machines
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Common Cognitive Distortions

Winning and Losing Streaks 3

_ucky Day ¥ t AZ
_ucky Machine -
_ucky Shirt I ‘ =

N
Blue Dot (National Enquirer) %

Bus Stop Analogy
They Fix the Machines to pay when ...

They fix the machines so they won't pay when ...




e Action/Skill

Competitive games

Professional gambler as
theideal

Sports
Hor ses

Craps (knows
probability)

Cards (percentage/card
counting/basic strategy

ction (Skill) and
Escape(Luck)

Escap
Random ev
Bingo

L ottery
Slots/Poker Machin
VLTs

Pull tabs

Cards (no/logical
strategy)



Randomness Within “Skill”

Games
Sports
Player getsinjured in
game Jockey drops whip
Fumble Animal gets boxed in
Football hits goal Animal is sick
post Etc.
Etc. Etc.
Etc.




GABS, T-BAGS & GBQ

Gamblers Attitudes and Belhﬁale (Bob
Breen & Marvin Zuckerman, 1999

Taber’s Beliefs About Gambling Scale
(Julian Taber, n.d.)

Gamblers Belief Questionnaire
(Steenbergh et al, 2002)



Thinking Errors Among _

Problem Ga blers \

Gambler’ s Fallacy (streaks & the
machine or I’'m “overdue”)

Personification of the Machine
llusions of Control (Langer Experiment)

Present Random Event explains Past Random
Event (Gambler’ s Fallacy in reverse)

Biased Evaluation of Outcome (random events are
the cause of fallure; success reflects skill)

Entrapment (bus-stop analogy)




Thinking Errors #2

Gambling with “their” money
Got to get “my” money back
Superstition (Skinner’ spigeons) ¢
Bet on hunches &
Memory Biases (remember wins, forget |0sses)
Near Miss (Gestalt phenomenon)

Hindsight Accuracy (I had a system but | couldn’t’
stick to it)



