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ABSTRACT. This arƟ cle examines the problems related to gambling, parƟ cularly in the context of Georgia, 
while exploring global approaches that promote responsible decision-making. It discusses various forms of gam-
bling, including loƩ eries, sports beƫ  ng, electronic gambling machines (EGMs), and casino games, and their asso-
ciaƟ ons with problem gambling. The arƟ cle highlights the link between high gambling involvement and problem 
gambling, emphasizing that the level of engagement in gambling acƟ viƟ es has a greater impact on behavior than 
the specifi c type of game played. The role of adverƟ sing in promoƟ ng gambling is discussed, with a focus on the 
markeƟ ng strategies employed by the industry. AddiƟ onally, it provides an overview of the Georgian gambling 
market and the legislaƟ ve provisions implemented to miƟ gate the adverse eff ects of gambling on society. More-
over, the arƟ cle emphasizes the importance of broadcast media monitoring in academic research, parƟ cularly in 
assessing the eff ects of gambling adverƟ sements on individuals' behaviors and aƫ  tudes. The arƟ cle concludes by 
highlighƟ ng the importance of comprehensive analysis combining staƟ sƟ cal indicators with social studies to assess 
the eff ecƟ veness of gambling regulaƟ ons and reforms. It emphasizes the need for ongoing research to understand 
the complexiƟ es of gambling behavior and develop strategies to promote responsible gambling pracƟ ces.
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INTRODUCTION 

Gambling has long been a contenƟ ous topic, with 
aƫ  tudes towards it varying across socieƟ es. While it 
contributes signifi cantly to state economies under free 
market and liberal policies, many tradiƟ onal commu-
niƟ es consider it unethical. As the gambling industry 
conƟ nues to grow and aƩ ract more players, it raises im-
portant quesƟ ons about why people become addicted 
to gambling and the associated risks. This arƟ cle aims 
to examine the problems related to gambling, parƟ cu-
larly in the context of Georgia, while exploring global 
approaches that promote responsible decision-making.

FORMS OF GAMBLING

The realm of commercial gambling encompass-
es various acƟ viƟ es rather than just one. It comprises 

loƩ eries, horse and sports beƫ  ng, EGMs, bingo, card 
games, and casino table games that rely on chance, 
such as craps and rouleƩ e. These forms of gambling are 
accessible online and have diff erent variaƟ ons and com-
binaƟ ons available (Binde, 2017). 

The reasons for engaging in diff erent forms of gam-
bling vary depending on individual perspecƟ ves, and as 
a result, it is reasonable to assume that diff erent forms 
of gambling are linked to problem gambling to varying 
degrees (Balodis, 2014; Holtgraves, 2009). According to 
behavioral and addicƟ on theories, games with a higher 
frequency of returns, such as Electronic Gambling Ma-
chines, have a stronger associaƟ on with problem gam-
bling than slower and less frequent acƟ viƟ es like loƩ eries 
(Haw, 2008; Linnet, 2010). CogniƟ ve theories suggest that 
mulƟ ple cogniƟ ve fallacies are more strongly linked to 
problem gambling than other forms of gambling (Goodie, 
2013). Sociological theory suggests that excessive gam-
bling is closely associated with gambling types that in-
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volve subcultures in which parƟ cipants adopt signifi cant 
social idenƟ Ɵ es. NeuroscienƟ fi c research indicates that 
certain types of gambling have a greater impact on the 
neural substrates involved in decision-making, potenƟ al-
ly increasing the risk of gambling addicƟ on due to a com-
plex interacƟ on between the characterisƟ cs of gambling 
products and individual risk factors (Murch, 2016).

GAMBLING INVOLVEMENT ΈVERSATILITYΉ

The link between certain types of gambling and 
problem gambling (PG) is well established, leading to 
a recent focus on examining parƟ cipaƟ on in various 
gaming acƟ viƟ es. StaƟ sƟ cal analysis of demographic 
surveys and large datasets has revealed a posiƟ ve re-
laƟ onship between heavy gaming engagement and PG 
(Holtgraves, 2009; Phillips, 2013). "Involvement" refers 
to parƟ cipaƟ on in mulƟ ple gambling acƟ viƟ es, with low 
involvement indicaƟ ng limited parƟ cipaƟ on and high 
involvement indicaƟ ng parƟ cipaƟ on in a wide range 
of acƟ viƟ es. This engagement has been referred to as 
"versaƟ lity" in the literature (Welte, 2004).

Many studies have shown that the associaƟ on be-
tween problem gambling and various types of gambling 
reduces or disappears when staƟ sƟ cally controlled. 
However, it does not mean that all forms of gambling 
are equally harmful. Instead, problem gamblers tend to 
have a higher level of gambling engagement, which has 
a greater impact on their gambling behavior than the 
specifi c type of game being played. This suggests that it 
is not necessarily the type of game that is the problem 
but rather the level of involvement in gambling acƟ vi-
Ɵ es (LaPlante, 2013).

The connecƟ on between excessive gambling in-
volvement and PG is not inherently causal. For instance, 
a recreaƟ onal gambler may infrequently parƟ cipate 
in various types of gambling for small amounts, while 
someone may have problemaƟ c gambling behavior 
with only one type of gambling. The link between PG 
and increased gambling involvement could explain why 
high gambling engagement is associated with PG. Inten-
sity refers to the amount of Ɵ me or money spent on 
gambling, with low intensity indicaƟ ng relaƟ vely small 
amounts and high intensity indicaƟ ng relaƟ vely large 
amounts. In some studies, "depth parƟ cipaƟ on" has 
been used instead of "breadth involvement" to describe 
the frequency (i.e., intensity) of gambling. Gambling in-
tensity is directly related to PG (LaPlante, 2013).

PROBLEM GAMBLING

All types of gambling involve the possibility of win-
ning more than the amount bet, but they vary in their 
structural characterisƟ cs and the experiences they pro-
vide to the gambler. LoƩ eries are aƩ racƟ ve because 
they allow people to bet a small amount and potenƟ ally 
win a large sum of money. Bingo is oŌ en seen as a social 
acƟ vity. Sports beƫ  ng has an element of skill involved, 
and electronic gambling machines enable players to en-
gage in extended playing sessions where they can place 
small bets repeatedly in quick succession, potenƟ al-
ly leading to a dissociaƟ ve state of mind (Parke, 2017; 
Binde, 2013).

Demographic surveys have shown that problem 
gambling is common among individuals who parƟ cipate 
in diff erent forms of gambling (Binde, 2011). Binde's re-
search found that problem gambling was frequently as-
sociated with interacƟ ve online gambling, casino gam-
bling, and electronic gaming machines (EGMs), while 
sports pools, bingo, horse beƫ  ng, and sports beƫ  ng 
were only moderately associated with problem gam-
bling.

A meta-analysis of Canada's legal gambling sector 
revealed that video loƩ ery terminals (also known as 
EGMs in bars) were the gambling format most strongly 
linked to problem and compulsive gambling, according 
to researchers (Mazar, 2020).

The data from Sweden revealed a strong associaƟ on 
between problem gambling and several types of gam-
bling, including EGMs, casino gaming, bingo, and poker 
(Binde, 2017).

Various studies conducted on clinical populaƟ ons 
and samples of people with gambling problems have 
invesƟ gated the relaƟ onship between diff erent types of 
gambling and problem gambling. Grant and Kim's study 
of 78 paƟ ents diagnosed with compulsive gambling in 
the United States found that slot machines, cards, and 
blackjack were the most played types of gambling. An-
other study conducted in the United States on individ-
uals seeking treatment for compulsive gambling found 
that video loƩ ery terminals, slot machines, casino 
games, and loƩ eries were the most problemaƟ c forms 
of gambling. These fi ndings may be related to neuro-
markeƟ ng, as gambling games and casino venues are 
more complex than simple Pavlovian tasks performed 
by animals. They involve various sƟ muli, such as colors, 
lighƟ ng, reward-related visuals, music, and social cues. 
Some studies have aƩ empted to demonstrate that psy-
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chological intervenƟ ons can alter gambling behavior 
by changing acƟ vity within the brain reward system. 
Therefore, an evoluƟ onary neuromarkeƟ ng approach 
involves invesƟ gaƟ ng the ulƟ mate causes of diverse 
brain acƟ vity paƩ erns rather than just recording them. 
Establishing central neuroimaging data repositories can 
help in idenƟ fying universal markeƟ ng-related fMRI 
paƩ erns.

The detecƟ on and screening of problem gambling 
is crucial for its treatment and prevenƟ on. Numerous 
studies have established cross-secƟ onal or longitudi-
nal correlates of problem gambling, including traits 
and behaviors associated with problem gambling. Re-
search has shown that being male and young is strongly 
associated with online gambling. Men take more risks 
and have lower levels of impulsive coping compared to 
women, and those who take more risks but have low-
er levels of impulsive coping are more likely to gamble. 
Gender and gambling engagement, as well as problem 
gambling, have been studied through experiments, re-
vealing that men gamble twice as much as women in 
terms of parƟ cipaƟ on or frequency. Gender diff erences 
in problem gambling are also signifi cant, with a higher 
percentage of male gamblers having gambling disorders 
compared to female gamblers. Researchers have used 
regressions to examine gender diff erences in gambling 
engagement and issues (Griffi  ths et al., 2009b; Ladd 
& Petry, 2002; Petry, 2006; Petry & Weinstock, 2007; 
Wong, 2010, 2013).

Engaging in risky acƟ viƟ es is not only prevalent 
among adults but also among adolescents. According 
to global research, gambling is 2-4 Ɵ mes more common 
among teenagers than adults. Adolescent gamblers, like 
adult gamblers, are more likely to be male, and men are 
more likely than women to develop gambling problems 
(Derevensky, 2004). Peer group gambling is an import-
ant component, much like other elements of adoles-
cent peer acƟ viƟ es. Peers may introduce gambling as a 
shared social acƟ vity. However, when teenagers devel-
op gambling issues, previous companions are replaced 
with gambling acquaintances, which can perpetuate or 
intensify the problemaƟ c behavior (Gupta, 2000).

Teenagers are at higher risk of developing gambling 
problems if they have parents with gambling issues, 
start gambling at a younger age, and exhibit more im-
pulsive behavior. Furthermore, adolescents from fami-
lies with gambling issues are more likely to gamble than 
those without such issues (Derevensky, 2004).

Research has suggested that risky behavior may be 

related to the brain formaƟ on process, which can result 
in heightened sensiƟ vity to rewards in certain regions 
of the brain. The amygdala, ventromedial prefrontal 
cortex, and other brain systems that are responsible for 
regulaƟ ng harm avoidance may not be fully developed, 
which can contribute to the tendency towards risky be-
havior (Chambers, 2003).

ROLE OF ADVERTISING

It is widely acknowledged that the media wields 
signifi cant infl uence over people's acƟ ons and per-
specƟ ves. In the realm of commercial adverƟ sing, the 
convenƟ onal approach aims to capture customer aƩ en-
Ɵ on, foster posiƟ ve senƟ ments towards the product, 
and promote the adopƟ on of the advocated messag-
ing. In modern markeƟ ng, an emoƟ onal component 
is added to create addiƟ onal value for customers. The 
gaming sector, being highly aƩ racƟ ve to marketers, ap-
plies various markeƟ ng techniques within one of the 
fastest-growing industries driven by new technologies. 
Gambling adverƟ sements directly impact interest and 
accessibility by informing individuals about gambling 
opportuniƟ es through communicaƟ ve strategies. 

Analyzing the content of several gambling plat-
forms in Georgia reveals that the adverƟ sing messages/
slogans encourage individuals to believe they have fa-
vorable chances of winning or recouping their money. 
These adverƟ sements emphasize luck rather than hard 
work or sensible invesƟ ng, promoƟ ng the allure of luck, 
dreams, and free entertainment while exaggeraƟ ng the 
probability of winning. MarkeƟ ng campaigns that pro-
mote gambling as a means to secure an ideal, easy, and 
immediate future have proven highly appealing, albeit 
risky, for individuals who neglect other essenƟ al aspects 
of life, such as employment and educaƟ on. 

Diff erent adverƟ sing and markeƟ ng strategies are 
employed to promote gambling products, including 
media adverƟ sements that shape potenƟ al customers' 
percepƟ ons through placements and direct promoƟ on. 
Such strategies play on self-idenƟ ty, social status, and 
sexuality, appealing to the cogniƟ ve aspects of adver-
Ɵ sing. Personal communicaƟ on also triggers an emo-
Ɵ onal connecƟ on when individual gamblers are treated 
specially and made to feel valued within the company. 
ExcepƟ onal service, personalized communicaƟ on, VIP 
benefi ts, parƟ cipaƟ on in exclusive events, and other 
perks enhance gamblers' comfort and sense of unique-
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ness, infl uencing their loyalty and behavior towards the 
company. 

Digital adverƟ sing is widely uƟ lized in Georgia, le-
veraging the rapidly growing direcƟ on of online market-
ing, which allows for data analysis and is both feasible 
and eff ecƟ ve. Pop-up promoƟ ons for gambling sites are 
frequently encountered on various websites in the form 
of pre-rolls, staƟ c and animated banners, and even 
gambling-related emails. Internet adverƟ sing facilitates 
a swiŌ  online gambling experience as users can easily 
access demo versions and gain a beƩ er understanding 
of the nature of the site. 

Prominent celebriƟ es are increasingly employed 
by major operators to endorse and lend credibility to 
gaming brands. High-profi le female celebriƟ es, sports 
personaliƟ es, and infl uencers are used in promoƟ ons 
and adverƟ sements targeƟ ng predominantly male au-
diences, enƟ cing them to engage in gambling. Famous 
arƟ sts and sports fi gures endorse products by appear-
ing in commercial media adverƟ sements and wearing 
branded items available for purchase by consumers. 

Sponsorship remains a prevalent form of indirect 
adverƟ sing that enhances the glamour associated with 
products and fosters public trust in the company. Sports 
sponsorship is emerging as a primary markeƟ ng plat-
form for gambling fi rms, which is signifi cant in Georgia, 
where sports development relies heavily on private-sec-
tor sponsorship. 

OVERVIEW OF GEORGIAN MARKET 
AND LEGISLATIVE PROVISIONS

Over the past twenty years, the gambling industry 
in Georgia has experienced substanƟ al growth. This 
development has had a posiƟ ve impact on the coun-
try's micro and macroeconomic indicators. However, 
it has also had societal implicaƟ ons and has given rise 
to various social issues. Presently, the Revenue Service 
is responsible for issuing permits in the gaming sector, 
which include permits for establishing gaming machine 
cabins, organizing gambling salons, seƫ  ng up gambling 
clubs, operaƟ ng totalizers, arranging loƩ eries, organiz-
ing bingo, conducƟ ng incenƟ ve raffl  es, and providing 
gambling and/or games with prizes. 

In response to the societal context, the government 
took certain measures concerning the expansion of 
the gaming industry. As of March 1, 2022, new regula-
Ɵ ons regarding the gaming business were implemented 

based on the iniƟ aƟ ve of the Prime Minister of Georgia. 
These regulaƟ ons include a prohibiƟ on on online gam-
bling for individuals under the age of 25 and for individ-
uals listed as dependent or prohibited persons, such as 
socially vulnerable individuals and civil servants. Addi-
Ɵ onally, gambling operators are now required to record 
informaƟ on about individuals entering gambling prem-
ises, following the rules established by the Minister of 
Finance of Georgia. Companies have been instructed to 
prevent players from transferring or deposiƟ ng money 
into another player's gaming accounts (LegislaƟ ve Her-
ald of Georgia, 2022).

The aim of implemenƟ ng legal regulaƟ ons was to mit-
igate the adverse impact of gambling on society. In pur-
suit of this objecƟ ve, amendments were made to ArƟ cle 
8 of the Law of Georgia "On AdverƟ sing". Consequently, 
the distribuƟ on of adverƟ sements related to gambling 
and games of chance in any form or through any means, 
including electronic communicaƟ on networks, was pro-
hibited. However, there were two excepƟ ons to this 
rule. Firstly, adverƟ sements could be placed in real and 
virtual spaces only in areas where the lawful operaƟ on 
of gambling and/or totalizer faciliƟ es is permiƩ ed. Sec-
ondly, adverƟ sing placement was allowed in exchange 
for sponsoring sports events, sports compeƟ Ɵ ons, and 
acƟ viƟ es of sports organizaƟ ons, as well as in designated 
areas such as internaƟ onal airports and border-customs 
checkpoints (LegislaƟ ve Herald of Georgia, 2022).

It should be highlighted that the most recent update 
of staƟ sƟ cal data in the gaming industry occurred in the 
fi rst quarter of 2023, specifi cally during the months of 
January and February. The staƟ sƟ cs from this period 
hold considerable signifi cance as they represent the ini-
Ɵ al indicators following the implementaƟ on of the new 
regulaƟ ons introduced by the government.

During the period from March 1, 2022, to March 
2023, a total of 1,457,526 individuals were recorded 
in the list of prohibited persons in the database of the 
Revenue Service under the Ministry of Finance. Among 
them, 4,901 individuals were registered as dependents, 
with 34 individuals included based on a court order 
and 4,867 applicaƟ ons submiƩ ed by individuals them-
selves. These data demonstrate the eff ecƟ veness of the 
non-enumeraƟ on system established by the legislaƟ on, 
as it provides the necessary data for analysis across var-
ious domains (Revenues Service, 2023).

It is worth noƟ ng that there has been a 12% reduc-
Ɵ on in gaming business fees based on the January-Feb-
ruary 2023 budget. The data from the state treasury 
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reveals that a total of 1,874,465.50 GEL from gaming 
business fees was allocated to the consolidated budget 
during the fi rst two months of the current year, com-
pared to 2,124,796.21 GEL received during the same 
period in the previous year.

A substanƟ al decline of 81% was observed in the 
funds generated from the incenƟ ve loƩ ery. The State 
Treasury data indicates that during the fi rst two months 
of 2023, a total of 335,137.50 GEL was allocated to the 
budget from the incenƟ ve loƩ ery, in contrast to the 
amount of 1,779,946.11 GEL received during the corre-
sponding period in 2022 (State Treasure, 2023).

Conversely, there has been a signifi cant rise of 160% 
in the funds contributed to the budget from gaming 
machines. During the months of January and February 
2023, a total of 808,734.00 GEL was allocated to the 
budget from gaming machines, in comparison to the 
amount of 310,800.10 GEL received during the same 
two-month period in 2022.

The examinaƟ on of staƟ sƟ cal data reveals contrast-
ing trends in the areas of licenses and incenƟ ve draws, 
suggesƟ ng a potenƟ al decrease in the number of par-
Ɵ cipants. Conversely, there has been a notable surge in 
the contribuƟ ons to the budget originaƟ ng from gam-
ing machines, implying a contrasƟ ng observaƟ on. This 
discrepancy highlights the need for a comprehensive 
analysis that combines staƟ sƟ cal indicators with social 
studies to assess the progress made towards the in-
tended objecƟ ves of the implemented reforms.

BROADCAST MEDIA MONITORING

One of the essenƟ al aspects of academic research 
is the collecƟ on and analysis of quanƟ taƟ ve data, which 
is also true for studying the fi eld of gambling. However, 
in this area, there are several challenges that result in a 
lack of pracƟ cal staƟ sƟ cal data. These diffi  culƟ es pose 
limitaƟ ons to conducƟ ng empirical studies due to the 
unavailability of necessary data. 

An important consideraƟ on for this paper is to de-
fi ne the extent of gambling in Georgia in order to ad-
dress tangible and noƟ ceable issues surrounding the 
topic. It is worth noƟ ng that the StaƟ sƟ cs Offi  ce does 
not directly possess data on the number of players 
across the country. To determine the scope of the fi eld 
based on offi  cial data, one can rely on the annual bud-
get contribuƟ ons from gambling companies. However, 
these staƟ sƟ cs are not publicly accessible, and obtain-

ing them requires fi ling a public informaƟ on request. 
Given these circumstances and to understand the 

extent of the restricƟ ve and obstrucƟ ve factors, it was 
decided to analyze media data to gain insights into the 
scale of the gambling industry. 

In collaboraƟ on with the media agency, data on the 
amount spent on gambling adverƟ sements in the tele-
vision space and the results obtained during 2020-2021 
were made available for research. It is important to note 
that the agency uƟ lizes the internaƟ onally recognized 
and licensed program "Kantar" for data collecƟ on. Kan-
tar is a data and evidence-based organizaƟ on that pro-
vides insights and pracƟ cal recommendaƟ ons to clients 
worldwide. They gather data digitally and disseminate 
real-Ɵ me insights across more than 90 markets globally. 

The summarized data for 2020 and 2021 reveals 
that the esƟ mated total expenditure on gambling ad-
verƟ sements by television companies during this pe-
riod amounted to GEL 371,457,788. It is important to 
acknowledge that the esƟ mated value represents an 
iniƟ al fi gure refl ecƟ ng the posiƟ on of television com-
panies in their pursuit of generaƟ ng revenue from the 
gambling industry. This value is adjusted based on mar-
ket condiƟ ons, pricing policies, and exisƟ ng commercial 
contracts. According to the same data, in 2020, TV ad-
verƟ sements reached a total of 319,763 units targeted 
at the audience, while in 2021, the fi gure increased to 
382,420 viewers. The staƟ sƟ cs indicate that 99.6% of 
the target audience viewed the adverƟ sements three 
or more Ɵ mes. The technical descripƟ on encompass-
es the populaƟ on of Georgia, with the target audience 
being individuals aged 18 years and above. The period 
of analysis spans two years, from January 1, 2020, to 
December 31, 2021. The status of the adverƟ sements 
was live, and the viewing was on the same day as live 
(VOSDAL). The sample size for this analysis is 1,212,000 
viewers (Havas Media Group, 2022). 

Based on the informaƟ on obtained through media 
monitoring, it can be inferred that most gambling com-
panies in Georgia allocated markeƟ ng costs to adverƟ se 
their products across mulƟ ple channels to reach a wider 
populaƟ on.

A crucial subject of examinaƟ on pertains to the 
monetary gains acquired by television staƟ ons during 
the Ɵ meframe spanning from 2020 to 2023. This par-
Ɵ cular period assumes signifi cance as it signifi es the 
infl uence of government regulaƟ ons implemented in 
March 2022 upon the domain of television adverƟ sing 
enterprises.
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As per the data provided by the NaƟ onal Communi-
caƟ ons Commission, the aggregate value of televisions, 
as reported by companies, amounted to 136.15 million 
GEL in 2020. In the subsequent year of 2021, this fi gure 
declined to 127.35 million GEL and further decreased 
to 119.68 million GEL in 2022. It is noteworthy that 
the market exhibited a general downward trajectory 
in revenues during the 2020-2022 period, potenƟ ally 
aƩ ributed to the repercussions of the pandemic. How-
ever, it is evident that the regulaƟ ons imposed on the 
gaming industry played a signifi cant role in the 6% re-
ducƟ on observed in the market in 2022 (Communica-
Ɵ ons Commission, 2023).

To exemplify the aforemenƟ oned, a comparison can 
be made between the data from March 2021 and the 
corresponding indicators in 2022, which corresponds to 
the period when the prohibiƟ on on all forms of tele-
vision adverƟ sing related to the gaming industry was 
implemented. In 2021, this metric stood at 6.59 million 
GEL, whereas in 2022, it decreased to 3.45 million GEL. 
The substanƟ al decline of 48% serves as a testament to 
the infl uence of adverƟ sing restricƟ ons imposed on the 
gaming sector on the adverƟ sing volumes within the 
television market (CommunicaƟ ons Commission, 2023).

RESPONSIBLE GAMBLING

Gambling is an acƟ vity that involves taking risks 
and relies on chance to determine its outcome. The 
frequency and intensity of gambling can vary among 
individuals, ranging from no involvement to high levels 
of parƟ cipaƟ on. Recognizing the potenƟ al risks associ-
ated with gambling, many countries have implemented 
Responsible Gambling (RG) programs. These iniƟ aƟ ves 
aim to promote safe and responsible gambling pracƟ c-
es while miƟ gaƟ ng the negaƟ ve consequences that can 
arise from excessive or problemaƟ c gambling behaviors.

Responsible Gambling refers to a set of policies, 
pracƟ ces, and iniƟ aƟ ves designed to ensure that gam-
bling acƟ viƟ es are conducted in a manner that minimizes 
harm to individuals and society as a whole. The primary 
goals of RG programs are to prevent gambling-related 
problems, promote informed decision-making, and pro-
vide support and assistance to individuals who may be 
at risk or experiencing diffi  culƟ es due to their gambling 
habits (Blaszczynski, 2004).

KEY COMPONENTS OF RESPONSIBLE 
GAMBLING PROGRAMS: 

Public Awareness and EducaƟ on: Responsible Gam-
bling programs emphasize the importance of informed de-
cision-making and aim to increase public awareness about 
the potenƟ al risks associated with gambling. This includes 
educaƟ ng individuals about the odds, probabiliƟ es, and 
potenƟ al negaƟ ve consequences of excessive gambling. 

Player ProtecƟ on Measures: RG programs oŌ en in-
clude player protecƟ on measures such as age verifi caƟ on 
processes to prevent underage gambling, self-exclusion 
programs that allow individuals to voluntarily exclude 
themselves from gambling acƟ viƟ es, and spending limits 
to help individuals maintain control over their gambling 
expenditures. 

Support and Treatment Services: To address gam-
bling-related problems, RG programs provide access to 
support and treatment services for individuals and their 
families who may be aff ected by gambling addicƟ on or 
other gambling-related issues. These services may include 
helplines, counseling, and referral programs to specialized 
treatment centers. 

CollaboraƟ on with Industry: Responsible Gambling ini-
Ɵ aƟ ves oŌ en involve collaboraƟ on between gambling op-
erators, regulatory bodies, and relevant stakeholders. This 
collaboraƟ on aims to develop and enforce responsible 
gambling policies and pracƟ ces within the industry. It may 
include measures such as adverƟ sing regulaƟ ons, respon-
sible markeƟ ng pracƟ ces, and staff  training on idenƟ fying 
and addressing potenƟ al gambling-related problems.

Given the intricate nature of gambling, the responsibil-
iƟ es and obligaƟ ons of various stakeholders such as indus-
try operators, healthcare and welfare providers, communi-
ty groups, customers, and government agencies are vast. 
In 2004, the iniƟ al proposal by Blaszczynski introduced 
the Reno Model, which serves as the pioneering strategic 
framework for guiding Responsible Gambling (RG) strat-
egies. The Reno Model framework off ers a structured 
approach for adopƟ ng, implemenƟ ng, and evaluaƟ ng 
scienƟ fi cally validated iniƟ aƟ ves and methods within RG 
programs. Through best pracƟ ces, it has been determined 
that the Reno Model emphasizes the implementaƟ on of 
fi ve key strategies: Self-exclusion; Study of gambling hab-
its to create systems capable of detecƟ ng sensiƟ ve events; 
Limit Seƫ  ng; Specifi c RG; Features Employees training.

Diff erenƟ aƟ ng responsible gambling from rehabili-
taƟ on programs targeƟ ng problem gamblers is essenƟ al. 
Professionals involved in public health programs, includ-



ANA ELIZAROVA

96 გლობალიზაცია და ბიზნესი #15, 2023

ing counseling and other healthcare services, retain the 
responsibility of addressing and providing treatment for 
individuals who have experienced harm because of gam-
bling (Blaszczynski, 2004).

Responsible gambling is rooted in the principle of in-
formed choice and regarding gambling as a personal de-
cision. This principle aligns with human rights policies and 
emphasizes that individuals have the autonomy to decide 
whether to engage in gambling acƟ viƟ es. These decisions 
are shaped by a series of choices made by individuals with 
access to perƟ nent informaƟ on. Informed choice guar-
antees individuals the freedom to determine their par-
Ɵ cipaƟ on in gambling based on accurate and unbiased 
informaƟ on. By providing parƟ cipants with relevant and 
evidence-based informaƟ on, the aim is to assist them in 
making well-informed decisions (Blaszczynski, 2004).

While analyzing the strategies of Georgian gambling 
providers, the direcƟ on of RG is also starƟ ng to develop. 
However, only a limited number of companies embrace 
the principles of the Reno Model and recognize the sig-
nifi cance of fostering posiƟ ve customer aƫ  tudes towards 
gambling, even from a business or commercial perspec-
Ɵ ve. It is crucial to note that the involvement in promoƟ ng 
responsible gambling extends beyond the industry itself, 
encompassing individuals and society.

CONCLUSION 

In conclusion, gambling-related risks and problem 
gambling are important issues that require aƩ enƟ on from 
policymakers, researchers, and society. This arƟ cle has ex-
plored various aspects of gambling, focusing on the con-
text of Georgia while also drawing insights from global 
approaches to responsible gambling. Diff erent forms of 
gambling, such as loƩ eries, sports beƫ  ng, electronic gam-
bling machines (EGMs), and casino games, have varying 
associaƟ ons with problem gambling. However, it is the lev-
el of involvement in gambling acƟ viƟ es that has a greater 
impact on behavior than the specifi c type of game played. 
This highlights the importance of considering the overall 
gambling engagement of individuals when addressing 
problem gambling. AdverƟ sing plays a signifi cant role in 
promoƟ ng gambling and shaping people's percepƟ ons. 
MarkeƟ ng strategies employed by the industry oŌ en em-
phasize luck and the allure of winning, which can lead to 
unrealisƟ c expectaƟ ons and excessive gambling behavior. 
It is essenƟ al for regulatory authoriƟ es to closely monitor 
and regulate gambling adverƟ sing to ensure responsible 

messaging and protect vulnerable individuals. In Georgia, 
the gambling industry has experienced signifi cant growth 
in recent years. To miƟ gate the adverse eff ects of gambling 
on society, legislaƟ ve provisions have been implement-
ed, including restricƟ ons on online gambling for certain 
groups and limitaƟ ons on gambling adverƟ sing. These 
measures aim to promote responsible gambling pracƟ ces 
and protect individuals from harm. Future research and 
analysis are crucial to understanding the complexiƟ es of 
gambling behavior and developing eff ecƟ ve strategies for 
responsible gambling. Comprehensive studies combin-
ing staƟ sƟ cal indicators with social research can provide 
valuable insights into the eff ecƟ veness of gambling regu-
laƟ ons and reforms. Ongoing monitoring of the Georgian 
gambling market and its impact on society will help policy-
makers make informed decisions and implement targeted 
intervenƟ ons. Furthermore, prevenƟ ve measures should 
focus on early detecƟ on and screening of problem gam-
bling, parƟ cularly among vulnerable populaƟ ons such as 
adolescents and individuals with a family history of gam-
bling issues. EducaƟ on and awareness campaigns can play 
a vital role in promoƟ ng responsible gambling behaviors 
and reducing the sƟ gma associated with seeking help for 
gambling problems. In summary, addressing gambling-re-
lated risks and promoƟ ng responsible gambling pracƟ ces 
require a mulƟ faceted approach that involves regulatory 
measures, responsible adverƟ sing pracƟ ces, and com-
prehensive research. By understanding the complexiƟ es 
of gambling behavior and implemenƟ ng evidence-based 
intervenƟ ons, socieƟ es can minimize the harm caused by 
problem gambling and create a safer gambling environ-
ment for individuals.

LIMITATIONS

Overall, while the arƟ cle provides valuable insights, 
its limitaƟ ons should be considered when interpreƟ ng 
the fi ndings and considering their implicaƟ ons. Firstly, the 
research is based on a single study, which may limit the 
generalizability of the fi ndings. AddiƟ onal studies with 
larger sample sizes and diverse populaƟ ons are needed 
to confi rm the results and establish broader applicability. 
Secondly, the study design is cross-secƟ onal, which limits 
the ability to establish causal relaƟ onships between vari-
ables. Longitudinal studies that track parƟ cipants over 
Ɵ me would provide a more comprehensive understanding 
of the dynamics and temporal associaƟ ons involved.
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